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ST ARDATE: 2200 
From Admiral Kirkpatrick
"You are to enter 
and explore the 
Omega VI region 
of the galaxy, 
gather information ............:::::;~!!: 
on other inhabitable 
planetary systems that you may encounter and 
defend yourself should that situation arise." 

You are in command of the Starship 
ENTERPRISEand its ships' oomplement of 
371 officers and aew. Omega VI is 
composed of 192 quadrants containing star 
systems and planets (a few habitable). 
I nformation on Omeaa VI is sketchy but 
there is known to be astronomical hazards in 
the re,ion such as pulsars, class 0 stars and 
black holes. The .... ion is also patrolled by 
Klinaon Battle Cruisers, 50 look before you 
leap. 

SPEcs: STAR TREK III 
PLAY BOARD: 8 by 8 by 3 quadrants 
WEAPON SYSTBrtS;, Phaser and Photon Torpedos 
POWER SYSTEMS: Warp and Impulse 
COMPUTER SYSTEMS: Science (Data 
Collection) and Ship's Computer 
SENSORS: Long and Short Range 
REPORTS: Camille Control and Status 
PLAY ELEMENTS: 20 Klingon battle 
cruisers, 100+ stan and planets, blKk 
holes and pulsars. 

Avall8ble _ DIaital Canette for tile I.ewI Do 161( 'J1IS.8O 
Microcomputer -IN. •. 
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Since the dawn' of civilization man has sought a 
better explanation of the mysterious forces that seem 
to govern our lives. learn the secrets of ancient 
Egypt. Benefit from the special knowledge once 
reserved for High Priests and Conquering Kings . Or 
better yet, . if you don't believe in any of that, just 
bring it out the next time someone you know says, 
"Gee, it's a nice-looking computer. What does it 
do?" 

Available on prerecorded Audio Cassette for the .... 
SIudl Uvel I .. 0 16K ftS.IO MlcnIlUDp __ ••• 95. 

'I1Ie ftS.IO SeItwue &eIaap 
17 Bdu ClIft DrIve 

MII8ni, NB 0J055 
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SoftSide was conceived and born within four 
weeks of frantic activity, and this first issue is 
fraught with all the rough edges that any 
fledgling publication is heir to. Please be 
patient, it's our beginning. 

There are those who might say we've got rocks 
in our heads for starting another computer mag
azine in the first place. We even wondered about 
it ourselves - but only for a minute. 

Personal computing has taken a new direction. 
The technological wonder of the early '70' s has 
come out of the basement workshop .and into the 
living room. People are coming to look upon 
the computer less as the ultimate machine, the 
hobby in itself, and more as the tool, the medium, 
the vehicle for the real stars - our ideas and 
imagination. 

Our intention is to publish software - and lots 
of it, free for the transcription. Every month we 
will offer programs for business, games, pro
grams with household applications, even educa
tional programs for children that will allow your 
home computer to become the educational aid 
we always knew it could be. Our content will be 
as diverse and unique as our featured program's 
writers. 

It is our hope that SoftSide will be viewed not 
as just "another computer magazine", but as a 
different kind of magazine, the first dedicated to 
the most intriguing facet of computing to-
day, that side which allows us to realize our 
expectations, our fantasies, our dreams. 

Enter SoftSide - "your BASIC software 
magazine" . 
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Inventory Management 
Software 

INVENTORY FP-by M. Kelleher 
This is a Front Panel approach to Inventory management. Available only for 
Level IImachines, it is for those who never want to type LIST. It handles up 
to 100 stock items with primary and backup vendor, and allows for stock on 
order anda date last shipment received information. The major difference 
between this system and the Modular system is that all information 
including character strings is contained in subscripts and are thus 
recordable separately from the program. 
H your inventory exceeds 100 stock items, it should be a simple matter to 
segregate stock into logical subdivisions with separate data files . Two 
programs included on one cassette (Initialization eft Maintenance). 

PIetared at rlaht, 

INVENTORY FP 

byM.K .... 

INVENTORY [MODULAIl] 
This inventory program runs on Level lor II TRS-80 Microcomputers. Its 
construction permits the user to create subroutines customized to his own 
purpose. One of the main features of this program allows for the inclusion of 
Alphabetic information and a Data Index Code in the form of data 
statements within the program. The result is performance and flexibility 
unmatched by our other Inventory Software. All versions include; 

1. llepada-user specifies up to three numeric and either or both alpha 
informations to be listed and can be vendor specific 

2. c..t/YIDe S_...,-searches all stock areas and reports Cost/value 
Quantity, Total Value by line item and Gnnd Total 
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3. _II.. 5_ .. compuel cuneDt stoct level aaaiDst specified 
reorder point aDd displays OD screeD aD tiDe items iD need of 
reorder, aIoaa with teDtative reorder iDformatioD 

4. ....-QIeI ubltnry file Dumben refIectiq the order ill which the 
data codes are Aorecl. IDda will reveal the file DUDeS aDd file 
Dumben ill II'CJUa- of 24 for use ill other data c:alIs. 

S. .. • • ~ery stoct file II callable by file DUmber to reveal an 
memory iDlormatioD relarcIiDa that item 

6 ........... n.norel aDd reeDters data from day to day 
7 .... a I updates Data Sue 

RIIDI OD Levell aDd D. 
IEQUDlES 161[ (SPBCIFY VEUlON WHEN ORDERING) 

VERSION I 240 stoct items c:aD be coataiDed asiDa the tun 8 data &real 
aDd two pieces of AIpba iDbmadoD 

VERSION D 290 stoct items c:aD be cootaiDed IIIiDa 6 data &real and two 
pieces of Alpha iDfonnatiOD. 

VERSION m 4SO stoct items, Simplified report with DO reorder search, 
aDon ODe piece of Alpha iDlormatioD (desc:riptioD) aDd three data 
areas (quaotity OD baDd, cost price, sales history) 

""BN'I'Oft stJPBIlPAC 
1biI iDveDtory proaram mates muimum use of available memory. It II 
espec:IaIIy ueful iD a real time '&JDOIIDt OD baod' eoviroameDt, and will 
yield oaIy the COUDt. If your PUlpC*l require such features as automatic 
reorderiDa aDd OD tiDe supplier iDfonnatioa, we suaest that you loot at ODe 

of the other iDveDtory IIWI&pIDeDt proarams. A good eumple of use would 
be a retaD tire buiDea where the ability to quietly determiDe the stoct 
level of a certaiD type tire aDd to chaDae it a sales oc:c:ure and shipments 
arrive, lIa DeCeIIity 
VERSION 11500 items stored ill quantities of up to 999 
VERSION D 2lOO items stored ill quantities of up to 99 
VERSION m 6000 items stored ill quantities of up to 9 
VERSION IV 750 items stored ill quantities of up to 99 aDd price iDformatiOD 

of up to four dJaiU 
NOTE: Items are callable by code Dumber. A sepente Joaa II required to 

keep tnd ofwbat the code c:alIs represent. 

SUMMARY 
INVENTORY SUPER PAC 
INVENTORY MODULAR 
INVENTORY PP 

J.BVBLI 
J.BVBLlaO 

J.BVBLO 

4J[ 
161[ 
161[ 

"I at 
115 
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The game of Cribbage may well be 
the most enduring card game since the 
invention of the 52-card deck. 

I nvented by British poet John 
Suckling back in the early 1600's, 
Cribbage, or as old John chose to spell 
it, "Cribbidge", would probably have 
become the most popular of all two 
handed card games were it not for the 
commonly held notion that the scoring 
device or Cribbage Board is indis
pensable, which it is not. The Game of 
Cribbage is based on an earlier card 
game called "Noddy", in which a 
similar scoring device was used. The 
game of Noddy has long since gone the 
way of the buffalo, leaving Cribbage the 
oldest surviving card game of its type. 

The Cribbage board usually consists 
of a wooden board with 120 holes (60 for 
each player), plus a game hole for each 
player. Scoring, or "pegging", is 



accomplished by jumping "pegs" from 
hole to hole, rearmost peg ahead of the 
other, thereby indicating both the score 
total and points scored on the last 
hand. Although the Cribbage board has 
become the accepted method of scoring, 
points could just as easily be tallied 
using pencil and paper, Poker chips, 
even "bottle caps" , or for that matter, a 
computer. 

Our version, of course, uses your 
computer, which we think you'll find an 
ideal partner. He won't spill potato 
chips on your living room carpet, he 
won't curse at you if you're giving him a 
sound thrashing, and even though he's 
the scorekeeper, you don't have to 
worry about him giving you a II penci I 
whipping" when you've got him by 100 
points. Best of all, he's ready to play 
whenever you are. 

We hope you enjoy the game. 
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ROtJTINE. 
iJNE. 
PURPOSE. 
PROCESS. 

lNll'IAUZA'DON 
5-100 
Dimensioning. Q = analysis mode. Z = Kitty posseuion 
Cover Statements. Random seed 

119 ........ SlfTSIII PP£5ENTS ........ 
2 19 ** CRIIII& - YOO vs. WfUTER ... 
? Rat tlllIlIlIlIllIlIllIllIlIllIllIlIlIl 
5 DINR(~) : CLS Q=8 .~(~) 

18 PIi'INTrJ'J8. -cRllII& - YOO YS COfUlER 
11 PRINTt594, ~1(JfT 1978 - TRS-88 5(fnHIE 00fNI 
12 PRINTtm."ENTER fIN IUID. LESS _18888" IIf\JTR :~fl) 
29 UfUT"OO YOO flED U61RllTJ(JIS <Y (I N)I;M:IF M=IY"OOSla. 
118 OOT01886 

CADTlPBDECODBil 
101-113.1~1386 
To determine aDd display card value (2 tbra A) 
1380 a: 1382 decodes nw value (1 to 52) 1385 selecb the 
proper print line (101 tbra 113) 

181 PUNTtrA-64. 'R'; :R£TIIN 
182 PRINTIX-64, "2'; :RE1lJN 
S83 PRINTtx-64, "3"; R£T1a 
1M PRINTtx-64, "4" ; 'RETm! 
185 PR1Jm)(~. "5"; 'RE1lJN 
116 "lrfII(~, '6', RETlJN 
187 PRINTtx-t.4, "7' j • R£TlJIN 
188 WIHT~-64. '8'. RETmf 
189 PRINTtx-64. "9"; :1IETtIIN 
118 PRINTtx~ "18"; :RETlIII 
111 PRINTt>'-64.' J', 'I1EMN 
m PRINltx-64, 'Q", :1i£TWf 
ill PRIMTIX-64, 'IC"; .RETlIII 

ROtJTINE. 
UNEa 
rtJRPOSE. 

PROCESSa 
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CAD SBOftlLBll 
1~1012 
Genentes 13 numben from 1 to 52 randomly aDd cbes:b 
to mate sure there are DO repeats. 1'beIe are laterpreted 
by the computer .. the actua1 carda. 
1-13 = aubs; 2 tbra AI:e lequeatia1ly 
14-26 = DiamoIldI; 2 thru AI:e leqaeatialJy 
27-39 = Hearts; 2 tbra AI:e leqaeatia1ly 
<to-S2 = Spades; 2 thru AI:e lequeDtially 



[WI .ptU_] 
A(1) tbru A(6) = Computer band 
A(7) tbru A(12) = Player band 
A(13) = Cat Card 
Line 1006-W ortIDa area c:Ieared in SublCript 
Line l009-ADalyaia mode (0) is set and Kitty pointer (Z) 
upc:ounted. 
Line 1010-1012 - For 13 cycles (cards) a random number is 
generated and compared against other numbers already 
generated for duplication. If there is a duplication, it gets 
another random number without upcounting the FOR 
NEXT loop. End result; 13 random numbers from 1 to 52 
placed in subsc:ripst A(l) to A(13). 
Line 1012-p(number of handa) and C(size of hand) are set 
for use in the ORDER UP routine. 

1886 E=1 :F(IU=8T018< .ft(J)=4UIXT I 
1889 0=8:2=2+1: 1fZ)2Z=1 
1818 mU=1T013 
1811 ~(52) :F(II8:1TOI : IFA=fI<B)ooT01811 
1812 1GJB:rt<I>=A:IIXTI·P=2C=6 
aOU'J.1NE. ODEll UP 
ONE. 1210· 1231 
PUaPOSE. Each 6 card hand orden from the highest spade to the 

lowest dub in that order. 
PaOCESS. Line 1210 Initializes the routine. Described simply, the 

routine first seeb the bJabest cud by comparing the tint 
cud apiut each olthe others in the band. If ODe is found 
to be higher, the two trade positions in the hand 
(sublCripts). Once aU • cuds have been compared, and 
the highest cud in the tint position, the proc:eu is 
continued this time looking for, in etrec:t, the second 
highest cud, wbk:b wDl then wind up in the secoad lowest 
orct~ positioa in the band's string auiplMlltl. The 
emil stuff sepuates the computer's band from the 
player's band. 

1218 1)::(': 1=18:t 
J211 IFA< J) )fI(B>OOT01228 
1212 R(8)=A(J):8< J)=ft<B) : R<B)=A<8) : B=&t1:lFB<C+1OOT0U11 
l213 ooT01238 
1228 B=&tl .IF8XOOT01238 
1221 00T0I211 
1238 I=I+1:B=1+1:1Fl(CGOT01211 
1231 C=C+{I: IFK(P*[I)OOY01233 

aOU'J.1NE. aA W BAND DISPLAY CONTllOL 
ONE. 1~1310 

11 



12 

PUUOSEa Displays kitty 0WDenbip and .. the COIItroIIiq 
variables for use ill the card display sabroattDe. 
Prints aeedecl budin, ItatemeDts, aDd declared 
ownenhip of the 1tDTY, depeDdiq OIl the iDdicatiDa 
variable Z. Prints the overhead card IIabeI for the raw liz 
card hand. It also .. the .. c:oatroIIiDa variables for use ill 
the CARD DISPLAY routiDe. The parpoee ~ these 
variables are described here, aDd have the ume parpoM 
when used ill the otbet display routines. 

I = 1be atartiDa positioD ill the A(a) variable LESS 1 
D = Total number to be displayed aeqnentiIIly 

X = PriDtiD,locatiOll (LESS 3) ofwhere to start to diaplay 
B = Always o. CoatroIa pmpeu when B = D display'. 

complete. 

1388 CLS: 1m Ii 381 :00T0l4ll 
1381 PRllfTtl38, ·tHIS IS YUlIM·, : IF2=1PfUHT· IT IS YUI KITTY 
1382 IF24'1UHT·IT'S fN KITTY 
1383 PRINTf525.·11 12 11 .. 15 16 
1318 1=4):M:X=658 

aOU'IINEa 
LINEa 
Pt1m'OSEa 

paOCESSa 

CAD DISPLAY 
13JO.I386 ct 101·113 
Provides a flexible routine aubIe by the various display 
!Outines for dec:odJna aDd displayJna the WOItina number 
equivalents of the cards ill a form I'fICOInlqMe to the 
Ullef. 
Each card is taken ODe at a time aDd divided by 13. The 
iIlteaer value (of 0 to 3) directs it to the proper suit 
(Hearts, etc.) display Hoe (1360-1375). With the suit 
dilplayeclat poaitioD X, the card'. numeric value II placed 
ill A, to be worked clown to it'. face value. Note: AD 6'. 
are ill steps of 13. By subtractiDa iDc:rements of 13 from 
the workin, variable" A" until the ft!melniD, value ia 13 
or less, havin, thus been reduced to its face equivalent, 
line 1385 ~tes the proaram to the proper print 
command. The print location of the cards is directed over 
the suit by spec:ifyiD,location X-64, which ia alway. the 
same column but one line hi,her on the sc:reeD. 

1338 )(=)(+) 1=1+1 B=8+1!FB::~ 

1345 IFfk DGT01338 
1348 (JUHT (R(I)/13>OOT01365. 137& 1175 
1368 PRINTf'{,"Il.·j :00T01388 
136S PRIHTIX. .~.j :00T01388 
1378 PRIHTtx. "NT", ,OOTOD88 



tlII IfR)l)pR-U:OOTOl382 
ue WSIlrl,m,_.SI6.181,.sa11l.11LU2. W.18l 
u.anotllI 
1. 8<8>4:flRllIfIOCf64, "f1X'11 IW .... -am. 
.,UDRBI .... y ....... ~y 
... "'1!G6 "'...... 'I, 'He far ~ die .......... tile play 

...... ~ CdIbIeI- 'I'I1II dIIpIaJ II nA ......... fI'IfIq 
play to .. tIIe ..... 1a t*1. 
JIfadd-. ......... i ......... card dIIpIaJ ... ., ..... 

_ a.s:IIDID""" IIAIf 
S!Il PRDIT-wlI .... ,. aJJ .-, •• , em auIJ 

is fRIIJ· 1112 Il M· :»r257:M: J<M:D=4:l&aDl 
SJ N:D-i:Jat2:N5:I&IIDI 
S!It PRJJn1M4. Vi :PRmm&...,.. staI·, f(14), -aJIIUIEI saIE·,8(l5) 
_ fRIIIIi& ..... aIDS 

SS M:I":D<:Xa715: •• DI:aa. 
aovDDt CiOiiHJ'DaIlARDAIf&U.CGftDOi. 
... "'lD92A~ 
MJ..... Pi ...... tile ...... 4 card CIJIIIbho .... - ... tile 

........ raw 6 card ................ . 
fPOC'SIs DMa ... calJtIIe IHe&:dpt ... " _ oldie ftIIau ...... 

.,.... .. 11_ (15" d). AIlak ... are .... ...s ...s 
tile Jut two are ,.... .. tile bald .. far tile Ilm"IT." 
ne .......... s......, to iHiItiiic ....... 
A,B,C, AD to __ tbat tile ......... are DOt clWuabed. 
ne n.ltsol .. .....,. ........ '"'11 .. tile ...... T 
& P.lftlle""l1 tile ..... 10,.. tile ..... II~ 
aacl tile procell aepated aatD tile foar card bad with tile 
........ Yalae II cleterllliDed. 

_ IIESTCIE:P=I: 1=4:M 
2881 All. =11015: IIR)ft, a, C, D, J, K 
2883 A=A<R> . 8=ft(B> . C=R<C) :D=A<D) 
_ I&mtM:I&I1I98:IEX1l:&JJO:Ia8 
_ &=ftT: T~:P=I : IFGOlETllll 
2891 1=158:A<It4)*J) :A<I+5)=fKK) 
2& J=1!I:8<I)aft:fKl+1)~.A(I+2)< : lkl+3)=O:II=G:1ET1III 

IlAlQ)AIUI.~V~""DMION 
2100-2153 
The raw card ... (1 52) IIlWIt be cWIDed iD tine 
cIHrenat .. ,s. A ..... IneI or ..... Ylriablea 
(B,P,G & 11), are = to be mentpalated u 
..... I!J. ne Int tiaa Is to ndace tile raw 
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Dumbers to their value equlvaleDta 10 that aD carda of the 
same value (Aces. EJabb. etc.) cut be ldeatifled u beiDa 
tbesame. 

nOCBSSa The proceu is err, tltu, the ume u that ued iD the 
card display U'eL Tbe raw value is atrJppecl dowD iD 
iDcrelDellta .13 tiD it is equJ to or leu dIaD 13. Tbe 
ditreaea::ea arise u a result of haYiq to store the results 
iD the ~ wartiDa variables. LIDe 2151 awarda 
"PoteDtial ' value for the praeace • aDJ jact iD the 
computer's bud. 

2lI8 E~:F4:6=(:tt=O:T=e : P=12I2l 
2115 l~ :1m1l2158:E=I : l~ :1m182j!l:F=I : 1=G:ImI2158"e-l: 11fI:1S12158 
2128 IPI : 1FQ:1I=11: 1m 182j!I: 11K 1 
21Z) 00T02388 
2158 IFl>131=1-13"OOT02158 
2151IFl=iHt12l46 
2152 IFl<131=1+1:1IE1\IN 
215lI=1:1IE1\IN 
ROlJ'I1lQl .... DBlBCI'ION 
ONEI 117C).ll75 
PUU'OSBI Detects ad ICOI'eS to the boIdiDa variable T aDJ pair 

combfMHoa. praeat iD the bud UDder aul,... 
nOCBSSl The ICDtda ,.. aub8c:ripta A(20l) to A(213) lie ICIIDDeCI 

for • value anater dIaD 1. Sucb aD iDdk:atiaa reveaIa 
carda • the value (PaIn, Trips, etc.). See Scratdl Pad 
rou1iDe for furtber iDfanutloa. 

2'01 R114l1T021l:1IIK1 >ttOOTam2,1J12, 2273. 2274. 2'05 
rm IEXrI:1l18 
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ml T-T+2:1Jml272 
2274 TaTt6:1Jml272 
2'05 T=T+S2:1Jml272 
aolJ'l1lQa ICaATaI.AD .... ~N 
UNBa l3OO-l303 
JIOmIOSBa Thia =:. aatdl pM ... (A(201 tin A(214)] 

to be to detect pain ad ........ . 
nocBSSa Each • the wartIq Y&riabIes E tin H wbicb coataiD 

Dumbers from 1 to 13 is added to the ... value 1100 wIda 
the two added to PIodace a su.atpt..wr-. A value. 1 
is tIleD added to die aaIIecIIpt CDlIeIds. 
A(201) A(2Ol) A(203) A(204) A(105) A(206) A(1D7) 
000 0 2 0 1 
o 1 1 100 1 
o 0 3 0 0 1 0 



A(208) A(109) A(210) 
100 
000 
000 

Note that A(214) = A(lOI). This pJ.ces the Aces at each 
ead of the scratch pad for determiDIDa atraiabD. 

~ mtl=-m4:A<I~ :1UT1 
ZlIl A<E+.>=1:A<F+2II>«F+2II)+1:A<&t2ll)zft(&t.)+1 
2182 AOtt.)lIfKIttM)+l: IFQ=111£tfl( .... )=ft( .... )+l 
2m A<214~) : 1002OO5l1BW8 
2IM1~ 

a011l1NE1 STaAIGII'l' DB'l'BCl1ON (Computer HaDd Selection) 
UNBa lJOS..l343 
PVaPOSBI Each subsc:ript is ICanned in tum for a value higher than 

O. Three of IDOI'e couec:utive IUblc:ripta in a row is scored 
u a straJaht. PaDiDa this, potential value is awarded if 
two out of three IUbscripts register valUei greater than O. 

noa:ss. Each subsc:ript from 201 to 212 is c:hected in tum. If the 
sublc:ript returDI a 0 value, poteIltial value is awarded by 
muitiplyiDl the factor 01 the number of cards in the deck 
which could fill that void (4) over the number of cards in 
not under analysis (46), by the contents 01 the neu two 
lublCriptl (cards needed to pouibly have altraiJbt). Of 
course, if either lUblc:ript is 0, the resultant of the 
multiplication wUI Ukewiae be 0, properly reflectinl the 
potential of altraiJbt with 1 or DO cards present and only 
one cut card able to fill in the void. In other warda, the 
~ used in this proaram to aIJow for the potential of 
the cut card fIIIina voids in potential 1traiahtI, is to 
replace the tint void with the numeric equivaleDt of the 
probability 01 the cut card beina the propel' card times the 
presence of the third card. Without two out 01 three, 
resultant = zero. 

23Ii mtl=2l1~ - IFR(J)x.m02l18 
2386 P=f+(4146*I+1)"'(1+2).3) -R£Jt 
1JfJ1 IFJ<213EXT1 
2388~ 
2318 1ffK1+1>>Im1G8 
2311 P:f+(fI(J)t4IM<I+2).3) :R£Jt fINDS POTENTIIl 
2112 00Ttrl387 
2128 IFA<I+2»)8OO1VB38 
2l2l P:f+<R<I>*I+1)t4I46t3) :R£Jt fIIiDS POTENTIIl 
2322 00na7 
2138 T=T+()t<R<I)+A<I+l)+R(1+2)-2» :IFR<I+3)>8GOT02348 

1, 



2331 IFA(I>+R(1+1)+R<1+2)=4GOT02335 
2332 P=Pt(12I~l) . 00T02387 
IDS P=f+(18146) 
2n'OOT~ 
2348 T=T+1:P=P+9146 
2M2IFJ)~ 

2343 P=P+12I46.OO102489 
ROUTINEI 
UNEI 
PURPOSEI 

STRAIGIIT DB'l'BCl'ION (Meld A Play Use) 
2350-2390 
This is a faster, more cUrec:t method of detec:tiDa straights 
without coosicleriDa the potential value resuItiDa from the 
cut card and is ued in fiDaI meld determioatioaa, and 
duriDg play. 

PROCESS I Essentially the same u the preceding area. H three 
consequetive area in the aubac:riptecl ac:ratcb ped retum 
poaltive values, straiaht poiDts are appUecI to the holding 
variable' 'T" • As is true with the rules of the game, if the 
total value of the tbIee aubac:rlpts ac:eeda 3 then, • 
double (~ quadruple) straiaht conditioD eDIts. H a three 
card straIabt CODditioD eData, the fourth aubac:ripts is 
checked for a positive vUue and an eztra point awarded if 
the CODditioo fa true. 

2358 F(IJ=2MT0212: IFA(J)GT02. 
23S1 IFA<I+1)GT02368 
2152 IFA(l+2)GT02368 
2m lFA(J+l»)4IOOl02357 
2..<54 IFAm~(J+l l+RtI+2 ·'=31:T+~ OOT02488 

2355 IFA(»+R(I+1)+R(J+2)=4T:T~ : OOT02488 

23% IFf!~I )+R( I+1)~I.l+2)=5T:T+1200T02488 

2357 IFA(I )+R(I+l)+R(1+2)+R(1+3)=4T=T+4 ·GOT02398 
~~ 1=1+8.60T024«\ 
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2l68 I£XTI 
2~ FfI(!+4,)81=T+l 
M W-,~{'£T I.1' 

ROUTINE: 
UNE: 
PURPOSE: 

PROCESSI 

V A1lIABLE PIlEPAIlAI10N STAGE l 
2410-2421 
At this point, the working variables E thru H are 
converted to their play value. For play purposes in 
cribbage, Jacks, Queens, and Kings have a count value of 
10 (so do the 10'5). Aces have a count value of 1. So this 
area converts Jacks, Queens, and Kings to their count 
value of 10. 
Very straight forward: if the value in the current value of 
the variable is greater than 10, tbeD it is made ten. 



2411 1~:I9I2GI:Eal : Ilf : 19I2GI: FaJ : 14:19I2GI:8a1 : 1~:18II2GI 
M141tr1 '1~ 
2416 J"~'~I :1JmMla 
_JFJ~ 

2421 Ja18:EnIIM 
ao1J'l1NBa 15 COIIIINADON D.tiBCDON 
UlUa 2430-24S0 
ftJDIOSBa VatiaaI CIOIDbIaatJou U'e dIecbd for a tatII plaJ .... f1I 

15. If tIda caacIitba .. true. two paiatII U'e a._ded to 
"T" . 

... ocas. EYeIJ a.ablutioo of the .. c:ards IIIIder ....,. ale 
tota11ecI both ..., ad ill ...,. to cIetenIlDe If their 
totaJ1I15. 

2OI· 1=E* :~:I~":~:I~"' :IUiI8M4I:IIf":~: llftH 
24l1~: J"':~: JIf*+6 :~: I~tII:III!ilm. : IIf"'" 
~12~:1~_:~:1~:~ 

HllI~ :~: JIf '~:14:~:J"':IUiI8M4I:~ 
2ttI IFIat5TaT+2 
MIFJ~ 
2442JFI~ 
21M3 JFI~ 
2+M PlIf+<16146t2>:aJTm446 
M ~(4I_) :aJTm446 

2446 IFlO1E1\ltl 
24471~9 
M tM. : J=ltI :~ 
M U4:1Enat 
2458 T=T+2'p:f-(2I26) :RETURN 

aotlTlNEa fLUSH DBiBCl'lON 
UNBa 2500-2558 
PUafOSBa The conditions for a flu'" U'e c:hec:ted with polDts 

awarded if flub is satistled. For flub purpoees. the 
initial workiQlvariables are brou.htinto use. If they are 
all within the upper and lower Iimita. 4 points are edded to 
"T". The Hmits are determined by the raw val of the 
tint IUbscript (card). After the upper and lower limits are 
set. the 1uc:ceui.Ye values are compared aplDst the upper 
and lower limits of the If atatemeDt OD IlDe 2SSO. If mae. 
polDts are awarded and If iD the meld mode. the c:ut card 
is c:hec:bd to cIetenIlDe if another paint II due. 

25e8 C'UNT (M3>OOT02538. 254& 2549 
2528 E =e. F =14 :1DT025'!i8 
2538 E=U:F=27:flJTalB 

17 



2541 £4:f":00TalB 
2549 £&~:fa5l 
m IF(8)£)t(8<F)t(0£)t(C<F)t(D)£>*<D<f>OOT~ 

2:m !lUI 
25'56 TaYt4:P=f+9I46: JF801JIET\JN 
1:Iil IFCJD["OKf)YaY+l :11£T\J'N 
2558 II£TlAC 
aOV"l1NEa 
UNEa 
PtJUlOSEa 

nOCESSa 

BAND .. ..,DING 
2600-2615 
At this point, the player is ukecl to mike Ida fiul 
selection for his play hand by .Iec:tiq the two carcb 
which ue to be placed ill the KlITY. 0Dc:e complete, tbia 
ends the hand Idectioa phase 01 the bud, which is 
followed by this deaD-up roatiDe. 'I'his routine 
reusembles the carcb ill play into three foat-card hands 
plus the cut card. After this routine is complete, the 
subscript ...... pmeats ue: 
COMPUTEJl HAND A(I) - A(4) 
PLA YEll HAND A(5) - A(8) 
KITTY HAND A(9) - A(12) 
CUT CARD A(13) 
260S JDO¥eI the piayet'I diIcards to the KlITY bud 
[A(1SS) IDCl A(1S4)] which IIready COIltIiu the 
computer'l UITY dilc:udl. 2605 aero. theM ~ 
selectioDa out 01 the player'l bud. 11m IIIO¥eS the 
compata bud from the hoIctiq Ilea [A(ISO) - A(1S3)] to 
it'l play Ilea [A(1) - A(4)J. 2608-2610 COD1 a. the 
player'l haad from A(7) - A(12) to A(S) to A(8). PiuIIJ, 
the KlITY bud is IDOWld froaa A(1S4) - A(1S7) to A(9) -
A(12). 'I1Ie cat card I'CIUiu fa A(13). 

at UfUT-vtICH aes DO QI WlSil TO PUr 1Il10 111 UTTv-iA.B 
85 fk156>«A16) :Ik151)1Q16) 
686 1kfM6)":A(8t6~ 

2fII( ~l1M:fkA~Atl49) :tIXTR :1D CUfUIa ... TO .. III ... 
_ "':~7TOl2:JFR(A~ 
_ A(B).AI 84+1 
261. IOTA 
2m M:RM-1S4TOlS' :A(8~R> :Mti : IIX1'R : 1D IIMS KITlY 
26S5 Q-1 

1. 

IIBLD DJrIDIIIIIIADON 
~263l 
It is at tbia tilDe tIIat the compata 8duQJ ••• a •• 1 the 
meld value 01 ada olthe buds. 'I1Ie acta1 ..... to the 
player/compata poiat ICOIeI cIoea DOt occar IIIItiI liter 



the ca* aN pIaJed oat. Tbe r.-.. tIda • tbat there 
Is . ..... __ die ,..,. be _ ..... 

~==:.;~ cat C8l'd to Ida -.lid aDd 10 die • pat toWClll ........ ~walltm. 
ftOCZIIa Q..wa .......... nttdlle tile 

2100.2S60. to ... lortlle ........ ~. cud 00 aDd 
aYGId ..... pndIca1. die .a - ~ P'"-"-' ...... 
The prapIID ........ to ....,. .. lor • 
'"Tne" ..... ..... N Ie .......... tile cat car4. 
Eacb....... Ie bini B.P.G.R.N W'CIItiDa 
YUllalJlla &lid tile ., NtIIrIIed Ie T ...... Ie 
80S. &lid W to be patIed apoe tile o-phtiaa 01 laud. 

_ ClS:ISII2.8I5 • • 
D _U 'M2H)l8m'D-'k4) :NUl)'''. 
2 .. ' _ MS>:M') 'e>ec1> :0«8) 'Mll).aSll21I8 
as-T 
o "'):MCSI):C*W:NCW:MW):EI. 
&l2~' 
ao IDU)UCKYAUJB 
UIUt 263.1-36.19 

The Gee paiat •• arded to e IIaIder 01 tile Jd 01 tile Id 
~ tile cat C8l'd • .. It. DOt anIIabIe Ie 
tile play O.e.. ,.. tile Jd ., ..... paiat). 
The,..... .... tile aDd ..... It to tile proper 
...... .,trWIIe. 
Eacb C8Id Ie tile....,.. ......... aDd -.lid ...... 
dtdedto_1f It It .. Jd. If 10, tile Id • o.pand to 
the cat cud A(13). ad , poIat .warded If tMJ aaatdl. 

21m J-tTOl2:M< I) 
D JFX)S]IIX-ll :00mtQ4 
2m If»1I (I( I llll>am<lK1l>1!J)8J1'(&l7 
D an :1mI2I'4I 
'JfJI 1fI~:amra541 

D IflO5aStl:1mI2I54I 
2m t 
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nOCESSa The raw value is read, proceued to its generic or numeric 
equivalent, and stored in the proper locatiODS in the table. 

2641 RM=1Tt1: I«A) :R(At28)=1 JEXTR 
2642 RIIA=1TII: I~R> :OO5ur2158:RCIM38)=1 :IEXTR.1P raPIC ¥Fl. 
2643 RllA=31T038: 1=t(R) :OO!D242i:fKAt18)=1 :IEXTR:1D IlERIC ¥Fl. 
2645 C>e:M:RlI=5I1WI:R<J)~ :t(X1'J 
2646 Y4:L~ · Y=e · IC~ :J~ 
2647 fK49~ :R(58)~ 

KOUTINEa 
LINEa 
PUllPOSEa 

PKOCESSa 

KOUTINEa 
LINEa 
PUllPOSEa 

ctJT JACK V AWE 
2648, 2980-2984 
The rules of Cribbaae spedfy that if the cut card itself is a 
Jack, the dealer is immediately awarded 2 points. It also 
marks the beJiDnin, of the play phase of the band. 
The cut card A(13) is reduced to its type value to 
determine if it is a Jack. If so, 2 points are awarded 
immediately to the player or the computer [A(14) and 
A(1S)] dependinJ upon who is the dealer 00. 

PLAYER BXBC1J'l10N 
2660-2683 
It is in this area that the player cards are played, point 
lituatioas detec:tecl and scored, and played cards erased 
from the play table and inserted into the play deck. 

PKOCESSa A is your card selection. It must pass the test of not 
bavin, already been used, and must not cause the count 
to exceed 31. Nut comes the cheet for immediate score 
possibilities IUch as pairs, 15'1,31 's, and straiJbts. If you 
indicate a "GO", a "DO play" situation, the computer 
does chect your band to verify that lituatiOD. If any points 
are posted, your card remainin, indicator (K) is 
upcounted. The values representin, your played card are 
entered into the play deck area and erased from the 
boldin, tables. 

26E8 UfUT"I'UCH eM) DO YW MC8=OO)";fi : JF(ft)4)+(A<8.lfiJT~ 
:&2~ 
~ B=At44: IFfKR)+y)31OOT~ 
54 IfA(fI)GTal678 
2665 T~ :Y=Y+R(A) : IF(Y=15)+(y.:31)THENT=T+2 

~ 00511112685 
2668 A=R-18: IFR<R)~C+58)T=T+2 : IFR<R)=R<C+49)T:T+4 : IFR<R>=A(C+48)T=T+6 

2669 R=ftt18: Jmeoo5lII2915 
2Q8 C=C+1 :R<C+9t)=ft(fH8) : fKC+68)=R(~2I) :R<R)~ :R<~18pt :fK~2I)~ 



2Q1 K.+1:IFOO1)t(L)1>IJTCQQ4 
292 IFV=l1OOT029II8 
2673J:1:~ 
2674 IFVG1fRINT"fEG 1r:1mB271I:00Tma 
2675 PRINT"fEG ~ :00SUI2178:00SlII2915:00T038I8 
2Q8 PIUNI'"1IIIT alii) IllS IIEEN PUMD IUOOY - tRY ,.U,. :~ 

2679 PRINT"PUW ((Ck IlW EmD J1, tRY faIN":OOT02668 
2QI8 FOU=45T048: IF(II(J)08)t(ft(I>+YQ2>PRINT"YIlJ 1M II WlID PlAY" :OOT02668 
268l1lXT1:IFJ:IJ--1 :~ 
2QI2 IfVal1T=2:1mIt2915: J=i:00T02988 
2683 T=1:1mB2915:J:I:~ 
ROU'I'INE, 
UNE, 
PURPOSE, 

PROCESS, 

2685 IFO=BEnJIN 

IN PLAY STIlAIGBT DE'l'BC'I'OR 
2685-2691 
The conditions to award points for a straight during play 
are not quite the same as in a meld situation, in that the 
sequeDce in which they were played becomes more 
significaDt. Tberefore, this area functions within those 
restrictions. 
FIrSt, the most recently played three cards are brought to 
the regular straight detector for checking. If it returns a 
positive value, the p rogram returns with the fourth and 
fifth carel included. 

2686 O=T:T~:Q=2:E~(fH8) :F=A(C+58) :6=ft<C+49) :tt=e:00SIJ12388 
'Sl IF(D8)t(02>O=OtT: T~:If:IfI(C+48) :1mB2388: OOTaz689 
2QI8 T=Ot T:1E1lIN 
_ IFID3>*(03)O=O+1: T~ :Q=1 :M=ft(C+47> :lmB2388: IFD4O=O+1 
26~ IrnePRINT"SWI£S"j Ti"1It STRAIOO" 
2691 T=O: IE1lIN 

ROUTINE, 
UNE, 
PUIIPOSE, 

PROCESS, 

COMPUTEIl ALGOIUIITIIM 
27()()'2728 
As with any a1gorhythm, it provides the criteria by which 
the computer will arrive at its own decisioD regarding 
which card to play. 

Each carel in the computer is compared against certain 
definable coDditions, arbitrary values are assigned to the 
assessment subscript based on which CODdition emts. 
After each carel has beeD checked, the computer plays the 
card with the highest ntiDg. Impossible, and illegal 
situations are giveD impossibly high ntiDgs to preclude 
their selectiOD. 
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CBAU.BNGB 
This alphytbm is CODItructecl iD such a way u to iDvite 
putterina. The point CODditioaa are all covered, however, 
several defiDable subtltiea aDd usesllDellts of their 
sipificaDce CUI be chaapd or ezpaaded to reftec:t the 
player's own appI'C*:h, aad Yalaes. Tbere is stUI over 
1000 bytes of memory .. used for tho.e who wish to boDe 
their own dedsiM-........ COIIlJII&Dd set. If JOU feel that 
you've come up with a realIJ pod ODe, IeDd it oat to ... 
We'U publiah the best ...... ytbm recehed iD a fatDre 
issue. 

2118 AlI=7t1074:R<I>=UEXfI 
2185 FOtI=41T044: IF(ft(I>=I)+(IkI-tl)tY)lUIkI+lI>=-i8:1DT1 :~ 
2lI6 1FR<I>+Y=151IEIIKI+lI~ 
Z1fI 1fR(1~111tB1K1+1I)1:2. 5 
2788 IFR<I>+Y=51IENkI+38>=-1 
2789 IFA(J)~I+38). 3 
2718 1FA< I >+Y<51IBIK 1+38>=. 2 
27U 1FR<I>+Y>1S1lIJIKI+38)=.2 
2712 IRK I HY=21~I+38>=-1 
m,S A=1-18'~1+lI ' IFfKfI)«C~)A(O)=fKO)+2: IFlKA)-R(C+49)A(O>=A<O)+4 
2716 IFV+2efI(J))111tB1KO)«O)+.2 
2717 IF~I :E=fKA) : F=fI(C~) :Q:::fI(C+49) :II=*C+48) :N<C+47): T=t 
2718 IF01Q:2:lmBZl88: 1=8: IFD8TIEIIKO)l8(O)+T 
2719 IF< <A(fI)=lKC~)+1>+(ft(A>=f\(C~)-1) >*< 0A<A) )fY02)f1(O>=A<Or. 5 
2728 F*l1T034:IFI=I-1IOT8 
2721 IFtR<8>=A<1-18) )$(\1+2*1 )(32)1IIJI(1+lI)=fKl+38)+. 3 
2?28 Ion 
ROU'I'INE. 
LINEa 
PURPOSE. 

PROCESS. 

COMl'tfl'Bll BDUJ"DON 
27JO.2770 
Identical to p1a,.er aec:adoD; oftIdal point detecdoa aDd 
awards,lIlO¥ina carda to plaJ dec:t aad erubIa them from 
the play table. 
Essentially the same u iD p1a,er aecatIoD. 

27381P-11:F1II=11T074:IFfKJ)~I:MI> 
2711 1DT1 .1FfP-1BJW1A 
2112 A+1I: ..... :~ 
2715 1FV=1HIIT-F1rnEJI AI TII)" : T=2:ImB291l 
2736 IFV=31PRllTe1tlIRl\Yl( AI "':T-2:.1291I 
2148 T=t:ImI2QlS: IFDIImI'mI 



2741 T=i 
",742 IFfl; N1='l, r+s{nT=T+2 J~A(N):ft'C+49>T=T+4 : IFR<N)=A((:~ :· T=T+f 
2745 1FT =RINT"PRIR F(I( 00'" 00SlI018. tmIl2778 
2746 IFT=EWINT TRIPS FIJ SJ~ OOSt&.~O 00Sl62778 
'047 IFT=12JlRINT"{lR)S Flit nEl.\£a :ImB2918:lm.82778 
2758 C:(+l .R(C+5i)=A(N) ·R(Ctti):ft(tt-U·" .A(N)=8.iliA)::(J .flU1-28,=8 
2751 J=8:l:('+l : IFcl.}3)t(K)l>OOT03882 
2752 1lS. If\'=31SaII298l 
2753 oostII1588:PRINTf768. a 1 :J=8.OO102668 
2768 IFJ=1Tt£MJ:8 OOT02762 
2761 J--1 :~B15I8:PRlJlTl832,"COfUTER 00" :00Sl82778:00T02668 
ll62 IFV= 31OOT(081 
2163 T=1 : GOSli2918: ooT(081 
me FIJO:1 T01888: IEXTO' RE1lIN 

DISPLAY ROUTINE 
2805-2806 

ROUTINE. 
UNE. 
PURPOSE. Prepares the display to be presented to the player 

immediately after he has decided which cards to release 
to the kitty, as with the other display routines. It is 
accessed from line 2616. 

2885 PRINT.328. "PUMR IR() 11 12 .3 M WT CfW 
2886 :~=459 : ~ : [1::.4 .1=4. 00St.8m8. X=482 .8=8 1>=1 .1=12. 00SIBrn8 :RET\IN 

ROUTINE. 
UNEI 
PURPOSE. 

PROCESSI 

NEW DECK 
2900-2905 
Once both parties have issued a GO, it's time to clean up 
the play deck and zero the deck count variable. 
The deck count variable (V) is zeroed and the card values 
are erased from the holding areas [A(S1) and A(61)] - C, 
which indexes the highest use in the deck holding area, is 
returned to start. 

2988 Flltl =51 Trette A(J)=8: A( 1+18)=8: IEXTI : C=8: Y=8: CLS . OOT02985 
2981 FIJI=51 Trette. A(Il::(J R( 1+18)=8 'IE<TI C=8 Y=8: ClS 
2982 PRIIfTf538, "to PUIY m" :FlltI=1~:1fXT1 : oostII1588:PRINTlI988. 

a ":OOT02E68 
2985 PRIIfTf538,"fEW PUIY liCK" :FIltI=1T01888:flXTJ 'OOT02788 

ROUTINE. 
UNEI 
PURPOSE. 

PROCESS. 

PLAY SCOIUNG 
2910-2916 
All scoring which occurs during the play (as opposed to 
meld points) is officially posted to the proper holding 
variables. 
Entry at 2910 posts the value ofT to the computer's game 
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score at A(15). Entry at 2915 posts the value of T to the 
player's game score at A(14). 

2918 R(15):ft(15)+T: IfR(15)~T02958 
m2 PRINT"COf\ITER SWIS"; T : F~I=1T01988t(X1'UET\JIN 

291S R(14)=R(141+T :IFA<14»128GOT02968 
2916 PRINT"PUMR SWIS ";T : ~I=1T01888 : fOTI:RE1\a 

ROUTINEs 
LINEs 
PUKPOSEs 

GAME ENDING 
2650-2660 
Throws a little zip into the game's ending and offen a 
replay. 

2958 PRINTI532."1 WIN!! I !!!!!!!!!I :PRIIITI596."I FER. SO IIUURFWU.! ! 
~ PRINT :IIfUT"9R.l.1E 00 AT IT IOUN (l~)"jA: lFR-1OOTm. 

2!J56 00 
2968 (lS .PRINTI53:2. 1f1.JWED THIS _ l(f(l£' - YOO IllN! !":OOT02955 

Balance of CUT JACK VALUE ROUTINE see Line 2648. 

2981 X=4K13> :REII O£(X Flit ruT HI( 

~ lOO1l»«-13'OOT02981 
2982IFXOiIIETliN 
298l lFE=1PRlNJ"PUMJ CUTS m" :T=2:Im.829i5:ll£TlIN 
2984 PRINT-mfUTER CUTS .ax": T=2:II9Ii2918:11£TU111 

aoU'l'lNB. 
UNBa 
PURPOSB. 

END OP BAND DlSPLATIMBLD SCORING 
JOOO.3038 
This band displays the entire band, previous (before 
meld) and current point totals, .. well .. the meld point 
contributiona of ach band. The proanm baits here IUltiI 
the player is satisfied that aD is well. 

_ IFV=31ft(14)=ft(14)+2:00T03885 
JIISj1 f\(141=il114 )+1 OOT03885 
3882 1FV=l1A(15)=fK15)+2:00T03885 
3I8l A(15)-A(!~)+1 
38851mBl585:F~I=1TO_ tlXTI (LS : Ill~T03828.3138 
3818 FIl1I =1 TCIl? · A< I )«")(52) : 005lI28I!5: OOT02Ql8 
3828 PRINT ... "CCIfUTER 5C(J£", I ", I ", "Pt.JWER SCDES" :PRINTI!69, AU.5/, 
l821 PRINT@66, "CUItOT 500(5", : PRINTf117, A(14) : R( 15):ft(15)+R 
3822 PRlNTt133, R'PIUNTt152, "fElO SOliE 
3823 PRINTt181,S.P5:INTf216, "KITTY SO'JE", :PIUNTf245.1l 
3824 A(14):ft(14)+Stti:PRINTt26LA(15), :PRlffTta. "ra SCDES", 
38t5 PRINTf389,fI(14) 



_1DTOlB 
JIll PRJ ... 8fIJMR saIE", I ", I ", -aJIIUJER saIE· :PRIIf11i69,R(14). 
3811 PRIIIfII6,"aJIIIEIfr saIES" I :PRJNTt111, A(15) :R(14)~<14)+S 
l8l2 PRJNTt1ll, S.PRIIITt152. "IIl.D saH 
lID PRIIIt18L R:PRJItt2I& "KIllY salE·, :PRoot245.l1 
E4 fK1S>«1S)fRtN:PRIIITI2Q,IK14), :PRINTf288, "10 saH$'. 
lIl5 PRJIfmI9, fK1S) 
D PRJIIf:PRIIIf" ..... ,. aJIIU1ER ",", I KlllY .... ,"CUr CfJI) 

l837 »5U:0=4: 1=4 :M:tmI133I:IC:521:0-4: 1=41:84:00911138 
3D X<S41:0-4:I18:M:0091l13l:»:56I:D=1:I=12·M :005l1i138:PRINTI847, II; 

lIEU) G.UIB ENDING LOGIC 
3039-3041 
By the end of the lame, there sbould be DO problem in 
cletermiDiDl iftbere is. winDer, aDd if 10, who it will be. 
However, wben meld acore. are added, there is the 
poteDtial for both players to aceed the 120 points 
aeedocl tQ win. aDd it is DOt aeceuarily the higher point 
tota1 which winI. INstead, it i. the Iide which melds tint. 
(The aide without coatroI of the kitty icares tint. 
TecilDically. the Iide with the kitty 10IeS before havinl • 
c:baDce to ICOre his meld.) 
The two IPtnIEN statements reflect thole winDing 
ClODditioaa logically (Z=kitty pwseaioD). 
Ilead in bullWllaDpage: "If my ICOre is bigber thaD 120 
aDd you have the kitty, 01' if my ICOre is higher thaD 120 
aDd yours is DOt. I win." 

lIl9 GOSUBSI88I·IF«R(14)>128)t(2=2»)+C(R(14)128)a(A<1S)(128»)GOT02968 
_ IF(<IK15)>S2I)t(Z=1»+(<A<15)>S2I)t(fI(14)(128>>OOT~ 

1I41 00T01I89 
_ PROO"tR1IRI DII1EtTIC16 
_ PRJIlfI IlfEFW.Y 't\'CJ 11M PLfI'tm CRIIWl SCI( TIl( 1&. 
_ PRIIl"IF 1m, TI£5E DIET"""'" PIU!{ llRtUTE IF SO. IIM,E'S 
,. PRIll .. If aID IRES SIIW IE If IlERTER flSSISlfIII 
_ PRINT" IN R IIITSIElL CRIIIRI m IIff£JIS TO r£ Ilf (f Tt£ lEST. 
,. PROO"BEST 00 fUIYER CfJI) IH£S OOIfli (flT1D81 IT CRt IE PUMJ) 

,. PROO"BY IDE). TO STfIT IIITH. BDI fUIYER IS OEflT SIX CMOS 
_ PRllIT"lO UDC _ Tt£ PlJMRS m no SELECT IItJat FtU Tt£Y 
_ PRINT"INTEI) TO 0 . Tt£ OTtER 00 II( fIXED 1M Tt£ KlllY . 
., PRIIIf"ll£ aIDS PUUD IN Tt£ KlllY IIILlIm IE PMT (f Tt£ 
.. PRIIl"fUW PfR5E (f Tt£ .. til Tt£ PUMRS flTERtfnE 
.u PROO"RI ~lfIt (f Tt£ 'KITlV' AIt Tt£ I(lJ) PfR5E If £lOt 

21) 
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982e ftOO" Tt£ 81&51' allSltoRTIlif IS TO SElECT OOSE aIDS llUaI 
9821 fROO"PR£!D¥E 11£ IRCIIUlIElD aJlltml(lf) Tt£ F(u€IIIIII IS 
91122 fROO-tl LIST If 11£ WIIU6 IElD aJlIIITlCE - JIEIEIIER, rtN 
9B23 PRJNf-DIFFERlIIi aJllIRTllIC aJf(UI)S Tt£ mIl' (EX. 2 5 5 & 2 18'5 
9124 PRJIIJ"PIUlOC£ 4 DIFFEJIENT j5 CUlIIITIU6 & 111) PAIRS mt 12 PTS). 
9825 PRJHT-FIFlIEN'S". 2, "Fft:E aw.; = 18 & II = 1 
~ fPlNJ"PRJRS",2;"3 If k1f1) = 3 PAIRS 
9827 ftOO"S1IiftJIJfJS",1 "IUNIIUlIf 1 aIDS rtN SUIT 
g fPlHT"FUJ5H",4i"fll. Fo.i am; IN Iff(l SM SUIT 
ge29 PRINJ"m",L "IF IN SfI( SUIT AS arr aIiD 
9138 PRJHT"JIEIEIIER, am; fIW II USED fill R£USEi' IN fII, LIlf,I"'n~ 
~l PRINT"AS UHi AS TI£ DR:T SfI( am; III II)T 1(111) USED 0't'EF 
98:~ PRlNJ"EX. 6, 7, 8. 9 If I£IRTS = STRAIIJfJS 6-7-&-9 FIFTEENS 7-8,6-!I 
~ PRINT"FlUSH 6-7-~9 TI'Tfl PTS ~" ' 00SIB8I88 
9948 ff.IHT" IJTER n£ PUMRS tIM _ Tl£1~ SElECTllItS fN\ Fmm 
9841 ftIHT"TI£ 'KITTY ', TI£ liCK IS ruT F~ TI£ mtof eM(, (CUT ~ 
9842 fPm"THIS CfR) IS lIIl.l1O AS Pff.T If BOt .. tun" TIE '().t 

9M3 PRJHT"Pffi5E If 11£.. IF 11£ ruT CfR) IS R JfD(. Tt£ caw. 
,.... PRlNJ"QHNR ~ 11£ KITTY) IS IIIIB 2 PIS IJIOlrnny. 
9845 fROO· fF1ER 11£ ruT aIiD IS flOOD, 1)( PlAY PIRiE 1lEG11611J1H 
_ PROO~ PUMR If) m IIJJ IIWE 11£ KITTY PlAYIlli 11£ FIRST all 
9M7 PRIItT· flL COBIIRTICE lIlT fIIIIlY tcIlIII1)( lEU) PIRiE all 
,.. fRJIIJ-e.v IUIIii 11£ PUIY PIR!it 11£ PRII£ DIFFEJIBa 111111 
., PRINT"R fIBI1ER ftT1BITllI 10 1)( (110 DlllllallIlY IDE Pl.R'19. 
911 PRII1J-mt JJI5TfIII, 111) POIIITS • fIIIB TO 11£ PlfMR If) FLm 
_ PRINT·TI£ ~a. aIID If R PfURt IDE\U, lIlY ImT II a&am\( 
Ml PRJNf·<LJl5T 111) (MD5 fIi..fMD). 1)( SIE IS 1111£ AI 
9I5l PRJIIJ"STIUIJOS, ETC.. : .. 01 • 
.. PPJHT· 1H1S PlAY ocaJtS IIOl£ R aurr IS IllIG _If 11£1' crurr 
_ fRIHT-.w.lE. lHIS f&ECT If CIJIIE IS slim. 10 IIJDC _ 1)( 
!162 PRImmIJ WlIIS If SOl _ IS DBlJIal. 181lJ11 _ EUPr 
E fRJIIJ-nRr 1)( fI:E IS lilY. 161)( PUMI5"~ II PlAYII6 
.. fRIIr1lEII aID5r lIE aIIIIB till _I WlJ( IS 1)( m 
_ fPJNJ-cruo. 1)( IIIOIUI WlIf 11£ IBJ IIW IIBDI IS 31. lID 
_ PRItIJ-n£ PlJMR lI& _ n IS 10 PUW U. DE JIJr fill( R 
,.Q PROOUID lIFT lIfIIlIW _ lIE 1m Wll£ "]2, 1£ 6J~ R 
_ PRJIJ·'SY. 11( 01IB PUMR II5T no RTlDfT TO .10 1)( m 
,. PRII1J-wlI£. IF IE am fUW R CfIIt ,. mP lIE m Wll£ .. 
.. PRUIr]2, 110 1I(lWjJ PUMR 10 PUW R aID IS JllBIMElY 11MB 
9871 PROO"1PT. <2 IF 1)( m Wll£ IS ElInY ]1>. 11( DBX aurr 1181 



!1872 fRIHT1CYCUS IRX TO 2m) III 11£ PUMR III) 1M 11£ '00' PLm 
9873 PRIMfl 1l£ FIRST aID IF 11£ lEN DECK. l:fOjI _ 

_ PRIIITI IUIE 11£ f\AY, A PUMR III) PLRYS 11£ aID 1IIIT IUE 11£ 
_ PRIMf-oElJ auo 10 EKllY 15 IS IIIDIRTB.Y II1II)9 2 POIIfTS. 
_ PRINJ1 11£ IIJECT IF 11£ IRE IS TO lIE 11£ FIRST PUMR TO lET A 
9883 PRINT-saIE IMR 121 P1S. IIBEJIU, IT IS 11£ FIRST P\.JMR TO R£fOt 
9894 PRINTIA StOlE IF (MI i& lIT 11£ 11£ III) PLRYS IF1ER 11£ IEl.D tRS 
9885 PROO"BEEN lIB, 1IIIT 1I1t& 110E IS A SfEtIFlC smsa 10 
_ PRINT"CREDIT POJlns. FIRST, 1t£ arr .RIC IS II1II)9, 1I£N 11£ f\AY 
_ PRINTIfOINJS fIlE lIB IIIDIRTB.Y RS 1t£Y OCQI, fII) no 11£ IEl.D 
_ PRINJIfOINT fIlE fIXe, FIRST 10 11£ Pl.fMR III) I)((S lIT mmo. 11£ 
9898 PRINT"KITTY, 1I£N 11£ IEl.DS IF 11£ DEfUR l1li fII) KITTV IIID. 
9f.'1 PRINJ" IF 11£ rot KITTY PUlYER lETS MR 121 FIRST, 11£ _ EllS 
9892 PROO"lfll[lIATElY. EVEN IF 1t£ ono PUlYER IOlD IIWE III) A HIHR 
1m PRINT1StOIE IF 1t£ IRE COOIIIB. I ;fOjI_ 

9188 a.5:PRINT@1538. "InD Lt.a!!!!!!! ,I :FOU=1T01888:tEXTI :1E1\IIN 
18888 PRIIfII916, II; : 1IfUT"fIIESS ENJERI; fI$ :a.5:1E1\IIN 

See Line 2000 

38889 MTRL 2, 14, s." 1.2, 1 5. 4., 1. 2, 3., 4, 5.1. 2,4, 5.1' 1. 2, 4,'15 
.. DfIJRL 14, 5.2" 1.14.' 2, 5.1. 4. 5,,2, 1.1.2,5" 1.4, 1.1. 5" 2,4 
381!8 0ATft2, 14. 5.1. " 2, 1. 4, , 1. 5, 2, 1. 5" 1. 4. 2, 4, 5, , 1.1.14. 5, , 1. 2 

AIdIo.PIt ........................ - .............. ,. 
.... re.Ien tra'~f •• r--.. ............ ..,.........-, 
nq ..... -. ......... _ ........ tedewte. 

To ..... rerve .. ......, .. _ecwded ...... a .. u.. el .... 
pl'OlJ'Ul ................. v ................. ....., I...t.ed rat.. ..... 
.... TIlS-IO Software Emw ... . 

U .... "pi ...... " .... .. bert ,. ,.a, ra..pIy cIIeek tile 
appruprlate bo. _ ........ __ In .... TRS-8O SaItwue Ezrhenae 
Mariret Baket redIoa oldala ...... . 
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STATE 
CAPITAL 

QUIZ 
-~ ..... 

Quick, ... 
what's the capital of Montana I 

Sure you know the answer. But how about freeing up 
some of that precious computer time for some 
knowledge-thirsty youngster? Educational organizations 
and far-seeing individuals have long praised the 
computer' s potential as a teaching aid, so why not put 
your home computer to work right now. 

It may not guarantee your student a Rhodes 
scholarship, but it could sure help his grade school 
geography! 

This program is written for the TRS-80 Level II, but 
after some slight modifications will run just as well in a 
Levell machine. 

18 PRINT-NI£ Jl£ STATES GfI£-
188 C:fJI)(58) . GOSlt>'918 
184 ClS . F(Rf:HO~ . PRINT . f£i..'TN 
185 PRINTBt, · IS Tl£ CfPlTfi. OF Iffrr STATE?-
186 F(Rf:l TO~. PRINT . t£'.\'TN . Pf\INTL 2. :i, " 
118 R=f\t[l(oI) .(NO)TOD& 148.158, 168 
138 s.<.OOSlegM( PRINTRf, .GOStmll8.OOSl8178.00sw18 
131 GOT0188 -
148 GOSl8178. S<. GOSlE988. Pf\INTRf, . GOSl&78. GOSlIH.78. GOT0188 
158 GOSl8178 ; GOSlIH.78 : S=C; GOSlE988; PRINTRf, . GOSlIi178 ; OOT0188 
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168 ftlBalTOO. mBl18 .tE\'TS. $=C . 00Sl6M. fRINTtU . OOT0188 
118 S=tIJfI(58'. It~18 
171 OO5lIB988.PRINTm, .RETtb 
188 F(b=lT03.PRINT . f£'h'T'UIfUT~tIfiT 15 ',~ fIGU·,B 
138 IFR-iOOT0195 
131 rRINT~~ WILL Tf.V 1li1T at: ~IN ~~ 
134 ~T=lT01888.NEh'TT OOTOl89 
135 PF.INTf9C2,"~ 0 FiE': T ! I ! • .00T019oI 
388 lIfSOOTOla 1818, 1828,10, 1&18,16 J.868, li18, 1868, 1R 
~ 1J6-1800TCll&1lli, Wi,.we, ll48.ll58.11Oi, 1118, 111& we 
982 (I6-~eooTOu"98, 1218, 1229. ~, ~ l~. u"68, 12;'8, u"'%. we 
~ (16-3800T0138& D19,1.:dl, 1:2'9. C 48, l:i58,1268, Di8. 1.:"'88, L"'98 
;184 (J6-.M!OOTOl-'1419, 10k"&, 14~9, l0W0, 1458: 1.;6& 1418, lo1a8, 1438 
~18 (KWT01985. 1815, 1825.19.;"5, 1845, 1955,l86S.19ISJ l865. ~m 
311 c.( -18GOTOll€l5: 1115 11£'5. ll:5J .lH5/ 1l~/ 11OS, 11;'5 llo5.11 .. ~ 
~12 (K-2800TC1285, i115,122S, ~" 1245,12S5. 12os. 12i"'5,12S5, W5 
~13 :x-;eGOTt~85, 1215, L~, l?2S, rn5, 1.:~, 116'5, 1m, ~, 1235 
:14 GhC-48GOTU14a5,141S,1425,1415,l445,1455/ 146S, 1415/ 1~~14~ 

lea9 A~~~ 
1091 kElWH 
1995 6$="tOfT~· 

1896 RETlf.N 
.1818 fU="fI..itSKA 
1811 mu\N 
1815 6f=~ Jlt£IlI 
1910 F£T".f.N 
l",a Af.z 'if.I:afi 
182.l RETlfJf 
1825 Bf=-PtOOm: 
1826 F.ETliFN 
1819 Af="fBiIlSMS 
1931 RETlIlH 
19.:~ Bf="LITTL£ POCt. 
18:)6 RET\f.N 
l~ r1i=·Cr....IF:i1Ur1 
lN~ uTlIAA 
1045 Sf=· :Il" .. rif£HT11 
1&16 RETlI\N 
1~ Af="C(LWIIO 
185J. F.ETlRN 

lOS:; Bi'=-O£HIJU 
1956 F.ETlFJt 
186e A$=PctltECTlCUT 
1861 RET\I:N 
.1865 Sf:. ·tfttTF~ 
19ft F:ETlf:N 
1979 Af="C.aIIa\E 
10,1 RETWf 
10~ B$="('()\,'ER 
19;'€ REMH 
.18S9 IU=·FL~IOA 

la66 F.ETt~ 
1998 fU="GEIlt'GIA 
la91 P.ETlE.N 

!'39t: rET ; :tt 
1100 Af="lfNUI 
ll81 P.ETlf.N 
1185 Bf=·tDO..lLU 
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1186 RET~ 
1119 A$=·IC4Hl 
llll RET\J\N 
WS Bf=.8()IS£ 
W6~ 

1129 M="ILLIIfJIS 
ll21 R£T~ 
ll2S 8$="SPP.ltGlru· 
1126 RETlRN 
lEe A$=·IJI)I~ 
illl RETlF.N 
lL"'S Bf= • If(. IfNllCllS 
1D$ RETt.f.N 
1148 At="l(Jfl 
1141 RE~ 
1145 8$:.[(5 tIlll£5 
1146 RE~ 
1150 A:f..:" KfffSAS 
1151 RETlI\N 
1155 B.f=·T(f9'.A 
1156 RETlRN 
1168 fU=-KEJm.o·:;' 
1161 RETLf.H 
1165 6t="rnHF~T 
1166 RETlRN 
1118 fU="LruISI~ 
11j'1 RE~ 
111S 6f="SAT~ I\ruGE 
11,0 RETlRN 
1100 At=-MAlt£ 
US1 RE~ 
1185 8$: "flQISTA 
1186 RETIb 
J.1ge fU=.IR\,'UI~ 

1191~ 

1195 St=~fHff,(US 
.1196 RETtJ':N 
J.2OO At="m5SflW:.ETTS 
1281 RETlf:N 
u"OS Bt=~BOST(tj 

u"86 f.ETlI\N 
1218 fU=·"ICHIIBf 
ill1 RE1UIH 
J.2J.5 8.f=-UWSINl 
1216 RElU\N 
1229 A:f.=·"INHE50TA 
1u1 RHlRN 
1225 S$="ST. PAUL 
1226 RETlRN 
~~ R$=·"ISSISSIPfI 
12?1 R£TUF.N 
.12::5 Sf.: ' JOClSOO 
12:6 RE1UIH 
.1240 R$=""lS~1 
.1241 RETlf.H 
.1245 St=" JEFFEF.5(fi CIT',' 
12010 RE1U:t·j 
u"'30 Af=-PDITfffl 
u"Sl RET'1I\t1 
u"5S s.:.t£iDfi 
1256 P.ETlf!H 
126a fU=-P6P.fISr.A 
.1261 RETI.f.N 
126S Bt=·LINCOlN 
1266 RE~ 
.1218 fU="t£,mA 
.1271 RETI.f.N 
12i"5 Bt="CAr:;·(lN CIr-
1270 RE~ 
u~ A:f.=.t£W tRf'SH1F:E 
1LB1 F.ETlRN 
u"SS Bt="~ 
.1286 FfTIJ:H 
129(1 At.:"t£W JERSE',' 
1291 RETlRH 
~~ B.="TF.ENT~ 

12% RETlRN 
1386 At=-t£W t£i:ICO 
1381 P.ETlf.1~ 

J385 ef="SffITA FE 



L"86 RET\RN 
mo Rf=~tO .... 
13U RErl.Af 
1?15 B$.:wflHI' 
1116 RE'Jw. 
L"'28 fU=~tGTH Cfm.lrfI 
L~l RETtJJf 
J325 Bf=·Rfl.EIGI 
D~o F:ETt..f.N 
.1??8 Af=-tUTH I:ft:GTA 
11:1 P.ETlf.N 
12?5 6f=~6I~ 
1316 RETWf 
'12018 Rf.= "(t;IO 
Doll I\UlJll 
;':4S 6f:.((l.tJBJ5 
1?.f6 RETWf 
1.:-""58 A$=.(f~ 
rnJ. RE1'tRf 
~ 8f=.~ CIT\' 
L"'S6 F£nRf 
.1368 A$=~PEIftS',t~'fffIR 
1361 RETl.et 
136S 8f=·.RIUSIIlRG 
1306 RETW. 
1318 R$="RtU£ lSUKI 
1371 RETl9{ 
1.:""7'3 8f=-PRO'iJOEM:E 
L,6 m1JN 
1300 A$=·SWTH Cfm.lrfI 
1301 REnIN 
~?8S r. .. =-m.'"UA 
1386 RETliN 
L"'g8 A$="SOOTH tftOOTA 
USl RE1lRN 
.E95 8f="F'IEm 
L"Xi RETt»I .. 
1488 AJ="mt£SSEE 
10181 RET\RN 

1416 F.ElU\N 
1429 Rf=wl1TfII 
1421 ~:N 
142'5 S$=w5fl.T UI~ ~Ir, 
1426 RETlRN 
1438 Af="YERtOfT 
14:)1 ~n.~. 

1435 Sf=" tOfTFElIEF. 
1436 P.ETWf 
loWe R$="YIRGWlr. 
1441 F.EnIN 
1 .... 5 8i="FICltO" 
1440 ,:Eil.F1f 
14SO n.t= .. ;fiSi;UtJ ~ uri 
1451 ~T~ 
1455 S$,:-lt.'t1FIA 
1456 RETlIJf 
1468 At="NE5T ,I~INln 
Ho1 Fir,"1 
1465 8f= .0fIUS1'€* 
1466 I\ET~ 
1418 Af~"NISCONSIN 
14i'1 RET\RN 
1415 8f=.fR)J5(W 
1 .. ,6 RETtIN 
1Q A$="W'tUUfIJ 
1481 REllb 
1485 B$=~O£','BI£ 
1486 P.ETlfJf 
1439 Af:"(HWf 
1491 fI£l'lB 
1435 8$=·SIUJt 
1 .. 30 iIffiAf 
1485 6f=·tfiSfNILLE 1_ RETtJ\N 

1419 Af="TEi:AS 
lo1U RETtb 
lollS Bf=·flJSTIN 
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CASH 
REGISTER 

n..t'. RJaht! Now yoa caa 
tan yoar TRS-8O fato • Cult 
R .... with ...... y featarea 
foaad oaty OR audIIaea coat· 
............... ! 

. - . 

• Twehe.,.,........ .. y.c..C It ' I 
• s-. .. to 3M s.Ie ~ bJ D ............ 

A. ... I 

• T..a n.I,y ........ I 
·e ........... 1 

• c.. .... be ..... with Sa.. Pd.t. .. ,...... 

....... 1 
• ... fill .0, It nu OR eIdter Yvell _ D, 41[ _ 161[ 

Tti-IO~I 
H you've been considering adding the convenience and versatility 

of a small computer to your business, for use in Inventory 
Management, Business Accounting, or any of bundnMs of other 
useful applications, bere's one more reason to do it today. At this 
price, you '0 never find a better buy. 

Available on Prerecorded Digital Cassett for the Yvell _ D, 41[ 
_161[TRS-IO~.".95 

'DIe TU-IO SfIIltw .. Rzrhenp 
17 Bdar all DrIve 

MIIHd, NB 030S5 



PROJECT 
DEliTH 
STliR 
If you've seen the Movie, "Star Wars" , you can't help 

but have come away from the theatre with a kind of 
"unearthly" love for Luke Skywalker and his friends -
and why not? Heaven knows they're lovable enough . But 
what about the bad guys? In "Project Death Star", you 
get the opportunity to wear a Black hat. Your role in this 
simulation is on the side of the baddies, and your targets 
are none other than well, enough said . 

Entertainment value aside, the program utilizes a 
couple of TRS-80 programming tricks whif:h we feel 
worth noting. The first trick really strikes at the heart of 
the program. 

Remember that in Level I, the "CLEAR" command 
can act as an interrupt while in EXECUTE mode. 
Translated, this means that the Level I computer can 
clear your screen any time YOtJ press the "CLEAR" key 
- even if it is in the middle of doing something else, and 
then proceed with the program wherever it left off . So 
now you have an interrupt that can be given at any time. 
The only problem then, is how to take advantage of this 
real time ability. 

The answer lies in the use of SET, RESET and POINT 
statements. Take a close look at the text accompanying 
the "TRIGGER ACTIVATION" routine (lines 55, 305 
and 210) . 
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IND1AUZAt1ON 
loSS 
Prepares game for rwmiDg and sets up screea 
presentations, such u the initial placement of the 
batteries, the FederatioD fighters, etc. The Variables S 
(DO. of shots) and F (DO. of fighters destroyed), are 
iDitiaIized and the M is started at its refresh point of 10, 
causing an immediate refresh of the batteries and 
Death Star Display. "AS=" is used u a graphic 
c:outaDt. h is used iD IiDe 80 to clnw the tiDe that 
separates the report part of the display from the actIoa 
area. 

1115.10 ... SlfTSJtt PRESEJfTS ... 
2 PRJIfTI5l2,·DEATH STIr 
l FIR J "'iTO 18II8.!EXT I 
SI15 
18 Af=. • 
1. .. 5--21.11=18. F:t 
28 X«t(61.18)+196 
38 FlRI:.l00.A(l)=tM>(832)+19i.tE<TI 
~~ 
..e JffUT"OO 'r'()IJ m INSTRltTIIItS (VAt)·iB 
451~ 
~ClS 

aoU'l1NE 
LINEa 
PURPOSE 

aotJ'l1NB 
IJNBI 
l'tmPOSBa 

TalGGBIl ACl1V A110N 
SS,210,305 
LiDe SS initializes the triger detec:t point 0,0. IJDe 210 
checks the presence of POINT (0,0) and if it is OIl, the 
program refreshes the screeD and moves the fiabten u 
usual. However, if it is DOt oa, (if the CLEAR by has 
beeD struck), the target cbec:t subroutiDe is put to use. 
Line 305 refreshes the triger (0,0). 



and the filhter cycle, wbicll soea OD coaatantly. 
Lines 80 & 8S c:oastitute the headins display. They are 
activated durinl iDitiaJizatiOD and after a shot baa been 
taken via line 310. 
Lines 90 • 138 COIDpoR the battery star sereen refresh. 
Line 90 auures a pus tbra every teDtb c:yc:le. 

88 PRINTtS28. M, M, 8$, M 
85 PP.ltrrt64, 'FIllfTEf.S DblRO'rtD', F, 'SKlTS lEFT', 5, 
~ II=Ittl.1FW.1amom 
fllM 
35 FF.INftE.I8,'.', 
188 PRINTt7fM, .... , 
Ug FP.IHTf76& ..... , 
128 PRlHT~''''''' 
L"9 ~INT~, ....... , 
.132 F9.IIfTt968, • ..... ; 
~~ FORI=lT018:PRINTIA<I): '+': 
£81£·:n 

ftGllTBll CYa.B 
139-217 
This is where the 8ctioo takes place. The fisbten are 
movecl nndomly and the new positioD is cbected for 
validity. The previous fisbter display is eruecl and a new 
display ezecuted. 
Each fiabter'. po.ttioD is c:aI1ecl up sequeati81ly and 
nndomly moclUIecl iD any of Dille ways (iDcludlq DO 

cbanae). IJaes 200-208 matbemlticlDy represeat the 
cbanae iD value Deeded to yield the PRINT Ioc:atioD ol 
each olthe eJabt adjKeDt display pcdionI. 

139 F(lI=11 00 JC=fY.I> 
148 A=fIfI(9) .1IIOiT!rl8& 281, 292; 281284, 295J 286. 287, 286 
288 T=l<+65.00ma9 
281 ·T='.<~ .an0289 
a2 T=X+63.00TG289 
281 T=X-1.OOT02I! 
284 T=X-65.OOT1l28!J 
285 T=X~.OOTm89 
286 T=X-£.OOTIW9 
37 T=X.OOT0289 

31) 
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288 T=X+1 
289 IF<T(J9';')+(D1828)OOT0148 
218 lfFOIIff (8, 8>mT02l2 
211 00Tm1I 
212 PRINTIX.· " .X=T 
2G IFl=UPRlNTlX. '(0)1, .00T02li' 
214 IFI=i2PRl1IJIX, .1. ... , .00Tml7 
~5 fRIIfTW" '-!-', 
21, fI(J)=U£<TI .OOTtlI8 
~ mtI=1TOl8.F1ItJ=UroE lFA<I>=ft(J)+1OO10488 
381 tE<T J . r£<TI 
385 SEne. 8) . S-"S--l.lFS:-m05OO 
:itl 11=18. oona 
., PRIIfTt18. "fEIIERfITUI flatTER DESTRO'I9 
418. FRINTfi'S."TIE EJFER(I MIllIE PlERSED', 
a mt=1T02888.IEXTl..F:f+1 
438 PRIIfTt19. • I . 00Tm81 
~ Cl5.1FF('".ltINT@52t "YOO fH IElfll SENT IRX TO IlIIBY saoL. ".EII 
~ IFf·2RIIfTr...24,·TIE EJllEPJlII! temm YIlI 10 IUIERY lInE 311(1' .00 
9 IFF(JJfP.INf!524, em SlmTOO TIE 9fm IS '6i PI..ERSm. I.EII 
538 PRINTM, ·9!FIC. fI PRIJI)Tiat III lOllS IS at TIE "' .. EIf) 
_ Q,S.PROOI& -oamt STfr 
1818 PRINT' fI UIIi TIlE fQ) IN A (RM' FIR FfI fIfW, fI !ME STRTIat (f 
1828 PRIIfT"fIESOl PO& ~ lIJILT TO BfOttE TIE l1li16 (f '" EVIL IWl 1 

1838 P'UNT'THIS STRTJIIC ~ 11£ mu TO tESl1IOY IIB.E PUIETS. 
1M PRlIITI YIlI fIE IN CII& IF nm STflTJat'S DEFBI5E. YIlI coon 1 

1Ii8 PROO'1I£ IIEJIJIE BRTTERlES POSITIIIB fIlM 11£ SlRTI(I (SIDle AS 
18Ei8 PRINT"'+'S). IHIl't'ER ft FEmn'Jat FIOOER'S IIU" m (camR ClIP.-
1878 PRIIfT'f[T9.) ENTERS TIE SIIE ~Tl(. ~ 11£ tf mt MTlEP.!E!: fI FRST 
_ ~IIff'TfP 1111£ IlEfIrEi MIll ftTlwnE YIlIIIIIIEST MTlBlY. YO 
19 PP.INT"HIT IS no rmm, fill TIE IIIE COOIW 'TIll Ill. SImS fIE 
1180 ~111T·E'.fEJIED, III YIlIIMRflL PBIRIIIII:E IS stOIEl\. 
1185 PRINT" 
1110 UfUT·FR£S: OOEP TO STfI\T', Sf . RET1J1N 



11::~r:II·I~~r:II·I~~r:II·I~~r:II·I~~r:II·I~-· 

~f~"'I~ii!:!"'PI·~i!I~C;;r.'..:!~~·~i!I~C;;r.'..:!~T·~i!I~,;;ii..:!'",~"'I~ii~~ 
~: ~~ 
--. I~-

!ffiil • ~ 
--~ =] 
I~:.IJ Chale games have been a favorite among computer 11:.11 
"L.., hobbyists ever since they first started showing up on r.1! 
!:L=: tlm.sharlng BASIC machines. Now, you can play at ~t~ 
~ homel ~ 

I
IHlI In this version, you'll struggle to keep your wits about =] 
.. you as an army of robots stalk you through a seemingly 11:.11 

r.1! endl ... maze with mechanical precision. It's you against r.1I 

~~&:.:I: ... 
I.. them as you seek to avoid, and at the same time, trick ~.:L.~ 
-1-= them Into their own trap. _. 
=] For the TR8-IO Level II 4K or 18K ~ 
11:.11 Mlcrocompu.... on Digital Cassette - $4.15. 11:.11 
!i.~ The TRI-IO Softwa,. Exchange r.1! 
r'.:: 17 Briar Cliff Drive F.!-:! 
I~ Milford, NH 03055 ~-: 
~~r:II·I~--:ar:II·I~--:ar:II·I~--:ar:II·I~--:ar:II·liEI·~ 
J:':II..:! I;: :.1'.11 ~ ;:1 I..:! Eo: :.1'.11 ~ ;:1 I..:! ~ :.1'.11 ~ ;:1 I..:! ~:.I·.I1 ~ ;:1 I..:! ~ :.1'.11 ~ ;"I..:! Eo: . _L'I: ~I _L'I: ~I _L'I: ~I _L'I: ~I _L'I: ~I -

TRS-8O 
PROOIlAMMlNG HINTS 

If you've ever been working 
on a program, and got stumped 
when trying to make it stop 
without requiring a numeric 
input to get it going again (for 
instance. at the end of a page of 
instruction), then this might be 
the line you've been looking for: 

IONI. "PRESS ENTER TO 
CONTINUE";AS:RET . 

The key feature here is the 
use of the character string AS 
(as opposed to an A or B 
variable), which allows your 
TRS·80 to accept a "non·input" 
for a character string. 

TRS·80 
PROGRAMMING HINTS 

There apparently is a problem 
in thc Level II ROM from one of 
the suppliers. Under certain 
circumstances. programs in· 
c1uding a READ data statement 
will malfunction. The effect is as 
if your program has a RESTORE 
command following each usage 
of the READ statement. THE 
CURE? 

10 POKE 16553,255 
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BASIC STATISTICS 
This powerful set of procedures is of use to students, instuctors, 

behavioral and research scientists, statisticians - anyone using these 
statistic:al formulas for practical 01' research applications: 

\ IlANK ·ODD DATA A simple program utilizing a 
Shell-Metzner sorting routine to rank data in an &Sc:endingllWUlel'. 

CENDAL TENDENCY Given a set of nw data, this program 
ranks and . .displays nw data (optional), N, X, X, variance, 
standard deviation, the Median, and the Mean. 

PEAltSON paODVCl'·MOMENT CODBLAl1ON COBmaBNT 
Given N pair (X, y) of data, the program computes mean, standard 
deviation for S and Y, and R. An option is available to utilize a 
regression equation to predict Y given any value of X. 
CHI·SQUAD Given nw data for any number of rows and 
column, the program will optionally display a nw data printout with 
observed and expected values; row, column, and grand totals; and 
gives the used CHI and DF. 

FISHEll T·TES'!' Given 2 sets of nw data for either eqUal 01' 

unequal N, the program computes and displays N, mean, standard 
deviation and standard enor of the mean for both data samples as 
well as T and DF. 

SIMPLE ANALYSIS OF V AllIANCE Given nw data for any 
number of conditions, the prognm computes and displays N, Mean 
and Standard Deviation for each condition as well as SSbg, SSwg, 
SStot, DFbg, DFwg, DFtot, MSbg, MSwg, and the F. 

Z-SCODS AND STANDAm SCODS Given N scores, the 
program computes a Z-score for each N. The user has an avalJable 
option to compute a standard score for each N given the desired 
Population Mean and S.D. 

IlANDOM NUMBEIl GBNBIIATOR Given the upper and lower 
limits, this program produces a list of N random numbers useful in 
research and experimental design. 

NOTE: The basic formulas for these major statistical procedures were 
derived from the textbook, "Elementary Statistics", by Janet T. Speocer, 
Benton J. Underwood, Carl P. Duncan, and John W. Cotton. Appleton -
Century - Crofts Psycbology Series, New Yort, 1968. 

Available on Digital Audio Cassette for the J...a D TRS.
Mk:Nc:_ ..... I2O ... 



This simple program allows the TRS-80 to function as 
a calculator with 1 key function codes nd the ability to 
carry totals. The four basic arithmetic functions are 
included along with the reciprocal, me, ory storage and 
retrieval and the reverse sign. 

1 REM ....... ·t SOFTSlDE PRESENiS +H+ 

2 P£t1" CALClILfiTOF: 1. 1 H 

'5 G=e .CL:5 
10 A=l . 5::2 . :~=: .. [·=4 . H=5. 10:=6 . K::i' . T =-8 
29 GOSlIS:OO 
25 PF.INi·'INITIAL Vfil.UE", . INFUTf! 
~8 PRINTPFUNCiION~, . INfUTF 
Z5 IFF)4GOi05e 
48 PRINTHENTR','~, . INPUTV 
58 ONFG0SU6188,11eJl28,1~e,14e,1~e,16e,1(e 
SS GOSle:)98 
69 PRINT"TOTAL",Q 
Ie IFF08GOT038 
S8 F~I=lT02eee . NE;:TI :OOT05 
188 Q=Q+V. RET\J\H 
118 Q::Q-Y. RETtef 
128 Q=Q ... y: RETtef 
B8 Q=4U", .I\ETlI\N 
148 N=Y .Ftlf!N 
158 Q=l/Q. RETUF.N 
168 Q=-Q. REl1..IRN 
178 Q=Q. RETURN 
399 CLS.PRINT@8, "FUNCTIONS" 
118 PRINT~,"A =","ADI)","S :;","SU8TRACT" 
129 PRINT~12S, "f'1 ~", "t1ll.TIPL'y'", "D =", "r'l',IDE" 
338 PRINT~192."M ;;.", "HEt·1OR'y''',''F! =", "RECIPROCAL" 
349 PRINT@2S6,"K =","+/-","T =","TOTfl. 
:i4S FIUNT~:i28, "N :.:", "RECfiLL HEUCiR',' (AS Af~ ENTR',') 
:i47 F~I=1T066.PRINT".", .NEATI.PRINT .... 
3S8 RE~ 
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PILLBOX 
Several versions of Pillbox have been 

published by Author Gene Perkins. This 
particular version, which awards a 
victory to the side which first scores hits 
on five of his opponent's placements, 

,~ was prepared by the author at our 
,~; request almost literally at the last 

...... ~ minute. 

"~ The play of the game is deceptively 
" ~ simple. The computer draws the "battle 

,'J groun"d" , which consists of two gun 
"i, placements separated by a forbidding " t: mountain . Each player controls the 

"" ';1 angle of fire (0 through 90 degrees) and 
.~! the muzzle velocity of the projectile. 
,,, i The configuration of the "Battlefield" 

"" ...• is never the same, and your first shot or 
two usually winds up either hitting the 
mountain, or overshooting your op
ponent's pillbox. 

~ The program runs on either Level I or 
i Level II 4K TRS-80 microcomputer, and 

we think you'll find it's Fun/Keyboard 
Time Ratio quite satisfactory. 

.:~ 
Xi·· 



10 CLS:REM PILLBOX 2 BY GENE PERKINS 
20 PR I NT" TWO GUNNERS WI LL TAKE TURNS TRY I NG 

TO HI T THE OTHER. II 

30 PRINT liTHE FIRST TO SCORE 5 HITS WINS THE 
'WAR'. II 

40 1 NPUT IIF 1 RST GUNNER'S NAME II; A$ 
50 I NPUT" 2ND GUNNER'S NAME II; B$ 
60 A(0)=0:A(1)=0:Z=4 
100 CLS 
130 D=RND(45)+8:E=42-RNI)(25) 
140 F=RND(45)+72 :G=42-RND(25) 
150 FOR 1=-2 TO 2:SET(D+I,E):SET(D+I/E+1) 
160 SET(F+I/G):SET(F+I/G+1):NEXT 1 
170 M=RND(20)+8 
180 IF M)E THEN M=E-2 
190 IF M)G THEN M=G-2 
200 FOR 1=0 TO D+5:FOR J=E+2 TO 47 
210 SET(I/J):NEXT J :NEXT I 
220 FOR I=F-5 TO 127:FOR J=G+2 TO 47 
230 SET(I/J) :NEXT J:NEXT I 
240 K=(M-E-2)/(57-D):L=E+2 
250 FOR I=D+6 TO 63:L=L+K 
260 FOR J=L TO 47:SET(I/J):NEXT J :NEXT I 
270 K=(G+2-M)/(F-70):L=M 
290 FOR 1=64 TO F-6:L=L+K 
290 FOR J=L TO 47 :SET(I/J):NEXT J:NEXT I 
300 P=RND( 2 )-1 : GOSUB 800 
310 K=P*32:L=P*96+64 
320 PR. AT K, "BARREL ANGLE MUZZLE YELOCI TY" 
330 PR. AT L, II .. ; : INPUT A 
340 IF (A(0)+(A)90) THEN 330 
350 PR. AT L+20,; : INPUT Y 
360 IF (Y(100)+(Y)2000) THEN~ 
370 Y=Y*.056 
380 A=A*.017453J 
390 W=A*A*A 
400 S=A-W/6+W*A*A/120-W*W*AI5040 
410 A=1. ~708-A 
420 W=A*A*A 
430 C-A-W/6+W*A*A/120-W*W*A15840 



440 Q=Y*C: R=Y*S 
450 K=D:L-E:IF P=1 THEN Q=-Q:K=F:L=G 
460 L=47-L:T=.05:B=0 
500 T=T+.1:X=K+g.T*2.3 
510 IF (X(0)+(X)127) THEN 680 
520 Y-47-(R-16*T)*T-L:IF Y(0 THEN 500 
530 IF Y)47 THEN 600 
540 B-B+2:A(B)-X:A(B+1)=Y 
550 IF POINT(X/Y) THEN 600 
560 SET(X,Y):OOTO 500 
600 IFP=0 THEN 630 
610 IF ABS(D-X)(Z THEN 700 
620 P=0:GOTO 650 
630 IF ABS(F-X)(Z . THEN 700 
640 P=1 
650 FOR 1=2 TO B STEP 2 
660 RESET(A(I)/A(I+1» :NEXT I 
670 GOTO 310 
700 A<P)=A(P)+1 
710 GOSUB 800 
720 FOR 1=1 TO 100:SET(X+RND(11)-6/Y-RND(10» 
730 RESET(X+RND(5)-3,Y-RND(5)+2):NEXT I 
740 IF A(P»4 THEN 760 
750 FOR I =0 TO 1500: NEXT I: OOTO 100 
755 P-1 
760 FOR I =0 TO 200 
770 PRo AT P*32+RND(13)*64+RND(18), 

"THE WINNER ! !"; 
780 NEXT I 
790 GOTO 10 
800 PR. AT 64, A$; "'5 SCORE"; A(0); 
810 PR. AT 996/B$;"'S SCORE";A(1); :RETURN 



All the excitement of the trlldltlonal Pinball IMChlne -
without the expeneel You control the Ipeed and direction of 
the ball. you try to "Breakaway" the playing field. EMy to 
play? You bet I EMy to wln1 aett .. Itart prIICtlclngl 

Available on DIgital ea ... e for the TRIolO URI II, 4K • 
11K MIcrooomputer· 14 •• 

• TheTRI-IO ........ e.. .... 
17 ..... Clift Drtwe 

MIItord, NH 010II 

ftS.IInocm.uDllNG IIIN'l'S 
Here ate tIuee dHfereDt ways to priDt • barIzoaal IiDe eaoa Joaf 

TRS-8O'. screeD. Bleb bu ita advaataae iD terms 01 tIaibiIlty aDd apeecL 
ME'I1IOD 1 - Easy 011 the propammer, fast to the 1CIeeIl. wueefal 01 
memory aDd iafleDble. 

10P."----------------" 

METHOD 2 - A litt1e harder 011 the propammer, easier 011 the memory. 
fairly fut to the screen aDd CaD be very f1mble. 

10 AS" 15 P.ASASAS 

METHOD 3 - Requires more complex cocling and control, but when the 
bytes count, it saves the most. 

10 F.I= lT064:P. "-";:N.I (LEVEL I) 

" 

10 FORI= lT064:PRJNT"-";:NEXT I (LEVEL 11) 
In regards to f1eobility, consider this: 

10AS= ........ ••• ..... 
15OOS,I00 
~AS=++++++++++++++++ 
25OOS.100 
30 AS= :::0:::0:::0 
3S ooS.I00:END 
100 P .AS,AS,AS,AS:1lET 



Small Business 
Accounting 

The proaram nma in Levell or D 161(, or Level I 41(. Sorry, bat 
therejuatWUll'teaoqh room Ie the Level D 41( to boue the iDfor
madoa. If you are uaiDa a Levell 41(, do DOt poIt more thaD 30 
checks per batch. 

TIda proaram ... writtea to IUD iD puaIeU with the aitionilly 
blowa 'Dome IIootteepiDa System', aad tbia joarDaI is available 
for aD addltioDaI S7.00 wbeD orde:riDa tbia proaram. 

Available OIl dJaltaI c:aaette - SI5.00, 22.00 with Joumal. 



Concentration 

Just like 
the popular 
TV Game Show! 

Select a 
square and 

rMmD 

») I «( ))) 2 «( ») 3 «( 
») 5((( ») t «( ») 7 «( 
») 9 «( ») 18 «( ))) 11 «( 
») 13 «( c ») 14 «( ») 15 «( 
IIISKYU~!l) TRIP ))) 18 «( ))) 19 «( 

») 21 «( ») 22 «( ») 23 «( 

») (';', «( ») 2i, «( ») 27 «( 

») i:'9 «( ») )j «( ») 31 «( 

r(~' Til II[SKYl~1 TRIf', !UTH • 7'"..0 
fHER - 0fTtR Y(U: SiCOO GllW _ 

reveal one half of a fabulous prize. 

))) 4 «( 
») 8 «( 
))) 12 «( 
))) 1(, «( 
») 2Ii «( 
») 24 «< 
») 2!: «( 
») 3( «< 

Find the other half and it's yours (well, 
not really). Stereos, televisions, Disneyland 
trips, there all up there on the big screen -
there's even a TRS-80 I 

But don't forget the basic rules,concen
trate on whats on the board, or you' ll end 
up helping you opponent more than 
yourself ! 

Available on digital cassette for the Level 
I or II 16K TRS-80 Microcomputer-$7.95 

The TRS-80 Software Exchange 
17 Briar Cliff Drive 
Milford, NH 03055 



In the next issue ..... 
END ZONE-Rough and tumble gridiron action as offen~ 

and defense choose their strategy; run, keep . 
punt-the whole bit, and the computer works Ollt 

the odds I 

OCTAL TO HEXADECIMAL CONVERTER-A must for 
the Machine Language Programmer. 

SHOPPING LIST -A practical Household program tha 
lets your computer make out your shopping listl 

TIN CAN-It's Destroyer against Submarine in this 
Wartime simulation for two players. 

SOLAR SYSTEM-An educational question and answer 
program about our solar system. 

"what they never told you about Level II"-Some 
revealing insights from the author of Star Trek III. 

TRS-80 Prolrammers' Hints and much, much morel 

Don't miss out on a single issuel Send in your 
subscription to SoftSide todayl 

Yes! 
I know a good buy when I see it. Please rush me the 

next 12 issues of SoftSide for one-third off the regular 
subscription price of 515.00. 
Here's my Dcheck o money order for $10.00 
NAME ______________ _ 
ADDRESS ____________________________________ ___ 
CITY ,STATE ____________________________ _ 
CITY, TOWN ____________________ _ 
STATE ___________________________ __ 
ZIP-_____________________________ ___ 



SoftSide Subscriptions 
PO Box 68 

Milford, NH 03055 



TRS-SO Software MARRET 
Exchange BASRIT 

PROGRAM DESClUP110NS 

AUTOMAl1C BASKE'I'BALL by Roger Robitaille 
An interesting use of GOSUB routines. It is loaded with various key player_ 
from the Boston Celtics and the Philadelphia 76's. The screen reports 
activity much as a radio broadcasts games live. 
RADIO SHACK MATBEMAl1CAL SUSROUI1NES - by Radio Shack 
All the subrouitnes for root. exponentiation, and the various trigonemetric 
functions, as listed in Appencm B of the 'User's manuel' have been 
keyboarded for your immediate use. Nothing creative here, just a time 
saver for those who are using a Level I machine and need these 
sub-routines. There is a built in test board to verify that they are functioning 
correctly in the range you are planning to use them for. Written in Level i 
(of course), it uses about 3K m memory. Those of you with with 4K 
machines will be able to eliminate unneeded subroutines before proceeding 
in earnest on your main program. 
CARD GAME SUSROUI1NES - by Roger W. Robitaille Sr. 
This is a building block prognm which will shuflle a fifty-two card deck, 
deal from 1 to 4 hands, of 1 to 13 cards (selectable), order them up by suit 
and order and display them on the screen either one specific hand or all 
together. Cycles time has been reduced from the original prognm by this 
name to a maximum of a little under a minute. This program can be use as 
is to generate random hands for bridge hobbiest etc. 
BASIC STAl1S11CS - by Steve Reisser 
This powerful set of procedures is of use to students, instructors, behavioral 
and research scientist, statisticians - anyone using - rand order. central 
tendency, Pearson product-movement correlation coefficient. chi-square. 
Fisher T test. sample analysis of variance. Z-scores and standard scores. 
with a random number generator built in to simulate data. 
PILLBOX - by Geae PerIdD. (feldared) 
1111 ..................... aD aItIIIeIy batde betw_ two Ihed IaapbleelDeaa.. 
atwo player game. each player controls the angle of fire and the muzzle 
velocity of the shell. The prognm places mountain between the warring 
batteries and lets the laws of physics take over. A really good game fitting a 
4K machines easilv. 
CONCENTIlA110N by Lance Micklus 
Back in the sixty·s. one of the most popular TV game shows in modem 
history appeared on the air, entertaining millions for years. "Win campers 
or boxes of nails. win gifts. but take the chance on forfeiting them later in 
the game." Most of all, concentrate on where these items appear on the 
play board. This program runs in 16K on either Level I or D ROM, and 
assures hours of enjoyment-just like you used tol 



BIIEAXA WAY -by Lance Micklus 
A challenging "real time" action game of skill and deKterity. All the 
excitement of the traditional Pinball machine-without the expensel You 
control the speed and direction of the ball as you try to "Breakaway" the 
playing field. Easy to play? You betl Easy to win? Better start practicing. 

ZONE BOCDY-by Michael F1anapn 
A very interesting game with a graphics orientation. Desipecl for two 
players, the offensive player attempts to maneuver into ZOOe5 cloee to the 
goal for a shot, while the defensive player attempts to anticipate thole 
maneuven. Score is kept and Periods ICCOUnted for by the numben of 
keyboard plays entered. A very satisfyiqg game for LeveI13.SK machines. 

SMAD. BUSINESS BOOKDBPING-by Roger Robitaille 
For scores of yean, National Distributing Company has been seUing the 
"Dome BoolteepiDg Joumal" through It&tioDery and discount stores 
nationwide. Our Small Business BootteepiDg program is desipecl to be 
compatible with that bookkeeping journal. As is appropriate with 
any business application, we assume no liability whatsoever in regards to 
the use of this program. The user is ezpec:ted to assess it based upon its 
performance as observed. It's not that we don't believe in it, it's just that 
the c:onc:eivable Iibility for its use (or misuse) is so stagering that you just 
plaiD use it at your own risk, or don't use it. 

BANJ[O-by Laace Mic:tlus 
Banko is a game similar to BIac:tjact in principal; however, the game is not 
conducted in a simple "wiD/iou" manner. The maximum point is eleven, 
and the winner wins according to the point difference between the two 
players. Thus, the game is not over when one player "busts". It is for the 
other player to muimbe his gains by iDc:reuing his count toward 11, 
without going over. Suitable for Level lorD 4K systems. 

TIDEE D DC TAe TOB 
Everyone knows the game, but bow about a 4x4x4 venion. This program 
offers three skill levels for computer competition, and the author warns you 
to prac:tic:e before you tate on the computer's third sti111evel. You can also 
play your euy-to-beat friead, of course. LEVEL 1& D 16K. 

DMAINDD by Lance MictJus 
A real good way to show off your '05-80. It'. a "fiDel my Dumber" game for 
people with 641t of bead splice. W ...... DoIIt leave this pme Ioeded in 
your computer and walt away. Or, wben you retarD, you'll find a c:rowcI 
playiq thea pme. (Wane yet, they won't let you have your machine bact.) 

ROM TBST-by Radio Shact 
ThIs Ia the very same proaramlistecl in the Net of the user's manual. If you 
want to avoid lOme teyboudlq, here it Ia. 



KLEON-by Roger Robitaille 
A small but enjoyable Salactic battle same where the Sood suys (yourself) 
face a bunch of enemy starships. You fire and set fired on. Records are kept 
of your success. It's a solitary same with appropriate 8f&Phics to auide the 
battle. Suitable for Level I 3.SK machines. 

BLACK JACK-by Milan Chepko 
Yes, I blow you all have one, but if you are wilIina to forsake the 8f&phics, 
many more of the Las Vegas type options are available with this Level I 
program. 

TAllOT CAUS-by Frank Rowlett 
This is probably the best future SazinS type program I have seen. Unlike 
many programs in the field, whose appeal wear out quickly, the 
combination of the 8f&phics and the presenation leads to continuins 
use-try it, you 'U like it: 

BlOIUl1TllM-by James Penny 
There is a theory that everyone is subject to a IfOUP of life cycles which, 
toSether, effect our daily life. The rates of those cycles are mathematically 
fued and lend themselves to computer analysis. This program unravels 
those interrelated formulas into a meaningful graphic presentation. Runs in 
4K Level I. 

IIEVEUE 
A computer favorite, you must put the digits 0 to 9 in ascendins order by 
reversins a number sequence. Uses larse numbers for display by makinS 
them with araphic characters. It also keeps score. For 4K Level I. 

STAll TREK m by Laee MIeUu 
One of the most advanced Star Trek sames ever written. Object is to explore 
as much of the Saluy as possible, destroy the 20 Klinsons and locate the 5 
class M planets. Thus, the exploration part of the Enterprise's mission has 
been added to the same, sivins it a whole new dimension. Speakins of 
dimension, the galny is 3 dimensional, not flat like in other versions. 
Extensive use of 8f&phics is made. During a Klingon battle, you will see the 
Enterprise fire its phasers, the phasers hit the Klingon and the Klinson 
explode. And before you go charging off, you must be careful of the large 
stars and black holes, as well as the pulsar. But there's more; the pulsar 
makes space noise in adjacent quadrants. The only way to find a Klingon in 
those quadrants is to explore them. And you never can tell in which one of 
them a Klingon might be hiding. Also, when you dock at a Star Base, you 
must control you speed. Otherwise, you'll have a collision but won't dock. 
At the end of the game, you return to Star Fleet Headquarters, where the 
data you've been gatherins in your ship's computer will be evaluated and 
your performance rated. 16K Level II only. Takes about 2 hours to playa 
game. 

TJlS.8O SPACE WAll 
TRS-80 Space War combines logic with luck into an excitins space 
simulation. Imagine yourself the captain of a Federation starshipl Your 



mission is to destroy three Klingon vessels wbic:h have invaded your splICe 
sector. A Klingon ship is hidden ODe of the 48 qudraDta wbicb comprise the 
sector. You may fire into a quadrant by eaterina the desired coordinates 
(coordinates are given OD a aec:tm map). If a IOingon is in your taraet 
quadrant, you will destroy him. If DOt. you will be given a "Trajec:toly 
Analysis" on which to base your Den shot. Remember, the KliDaODs may 
fire at you at any moment! If they do, the odds are 1 to .. that your ship will 
be destroyed. If your shields hold and the enemy's torpedo is de8ec:ted, the 
Klingon will immediately move to another qudraDt. 

KALEIDOSCOPE 
This is a simple .. phie propam where the screeD is put UDdet the CODtroI 
of random subroutines which produce a four qudrant ""'need pattem. 

FIELD'S FANCY FACIO. by Mr. field 
This is an uplf&de 01 our ori .... "Prime Number I!atnctar". It .-,.. 
each number aequentiaDy aDd eitber decIareI the II1UDber to be a pdme 
number 01' preaeata the f&c:tan COIIlJIO'U. the 1IUIDber. POI' tbo.e iDto 
matbematic:al appHcatioa, this could be iateaeatiDa. 
T8S-II J.lJRAaIMm_by S. W. HebbIer 
In this veniaD alLuaar Laader, JUG wiIIlttempt to Iaad aLuaar &pIoIatiml 
Module OD the aurt.ce 01 the ... aader IDaD1I&I CODtraI. Short banta 01 
the retro roc:teta serve to .. dowa the deIc:eat 01 JOU dleehled 
llpacec:raft. I. safe IaDdiDa is made if JOU velocity at iIIaJ*l is -10 
feetlper/aecoad 01' slower, a pafect IaDdiDa if -2 feetlper/8eCCDS 01' 
slower. The initial values for fuel available, speed 01 deIc:eat aad diatuce 
from the lunar aurt.ce are set raadomIy at the ......... 01 eacb pme. New 
values far tbe8e vuiables are diapIa,ed .. eacb bam aDd the tbJaI v .... 
are Biven after your craft .... "-laded (01' c:rubedl). 

PIU.IIOX by Geae PertbJa (fe.a.a.d) 
This PfOIr&IIl aim ........ aItiIIeIJ beUIe betWeeD two tbred ImpIecew. II. 
I. two-player pille, eacb piaJer COlll .. M the IIIJIIe 01 .. aad the ...... 
Yeloclty 01 tile abeD. The pIMa ••••• aI. betWeeD the .... ........ 
&ad 1eta the .... 01 ..,.. .... Oter. I. ..., ....... tIttbIa a 4K 
mechtne euiIy. 

UDIO SllACK IL\l'IIDIM'ICAJ su.ovmms by IladIo SlId 
All the IUbroatiDea for lOOt, e .......... , aad the ftdou trta-c-tdc 
func:tioas, u Iiated in Appell" B 01 the ·u.rs Maul' haft __ 
keyboarded far your 1m....... .... NuddIc creathe here, jut • 
time-saver for those who are ...... Level I 89W 10'. aad Deed a-e 
subroutines. Tbere is a baDt in teat baud to wrifJ that theJ are fa ........ 
correc:t1y in the ruae you are pl ...... to ... dleIIl for. WrIteeD in LfteII Caf 
course), it uses about 3K allDelllOlJ. 1'IIa.e afJUG wtdl C .......... wID be 
able to elimln.te unneeded aabmatiDes Wan JIIOCIC"iDI .. ___ _ 
your main proaram. 



'l'UASUD IIOlft'by I.aDce Micklaa 
Tbia is a c:htJJeaae, 10 a't cheat aad read the JIIOInIIlIiltiDa. UN yoar 
im."ltion. You are expbiDa caves aad tryiaa to fiDd 20 treuarea. Some 
are easy to act. otben are very dHIlc:aIt beau.- JOG have to ftaare out bow. 
WbeD you first pia" JOG wiD probably mUe a lot of mistakea. The IUCII'e JOG 
play tIda pme, the more raeta JOU wiD dbcover, aDd thus, the more 
treasure you will fiDeI. AD 20 treuarea caD be foaDd in about aD boar of pia, 
if you bow what you're dam,. Your tint problem is to draw a map of the 
caves. However, to save,ou time, a map is eadoIecl. Good lI.et, you're 
IOIUI& Deed it. 

MAS'l'BIIMIND B-by I.aDce MJc:tIaa 
Lots of people have wriUeD dJaitaI MASTERMIND proanma that create 
the code aDd live you the dues. Tbia ODe wiD also let you mUe the code aDd 
aive the clues. You caD play either way or tate tams with the computer. 10 
rounds make up a pUle, aDd at the eud of each rouud, player averaps are 
displayed. BecaUle tIda is a nw:hine IaDpaae ptoaram, it tates the 
computer 3 secoucls or leu to come up with a pea. Both Levels I aDd n 
veniODs are supplied. Leveilloecls with the CLOAD commaDd, aDd Level D 
with the SYSTEM commaDd (file DUlle MSTIl). Loads into memory 
addresles SOOO to 7FFO aDd thus requires I6IC of memory. 
MAS'l'BIIMIND I-Same as above but written in BASIC for 41t maddDes. It 
only plays one way, the computer mUes the code aDd atvea the dues; you 
must break the code in 10 tums or leu. 
CID(!KRJIS 

A Levell mec:hine with 41t of IDeIDCIIY is all you need to have a chec:bn 
partner 011 call wheDever you're in the mood. The proaram is writteD ill 
BASIC, but is suprisiDaly fast aDd competitive for such a sma1I propam. 

_'1'0 z.II CONVBISION-by M. lteDber 
What caD we sa,l Por you machine IaDpaae ...... , here is a propam which 
permits you to enter 8080 c:odiDp aDd the propam wiD retum the Z-8O 
equivaleDt. It wiD also store these equivaleDta in the order ill which they 
were entered, for later review. 

HANGMAN [LenI1)-by Jloaer Robitaille 
The .. old peDCiI pme has heeD tamed in Level I. Por thole who dOll't 
bow ~ ,~!_ it is the oriaiDaI ........ my word in X Dumber of tries" 
l&me. 0ftIiDaIIY in two venioas, improvemeuts have permitted tIda 
Proanm to play both a solitary aDd a two-player veniOD. To be acceptable 
to Levell BASIC. the words must be coded in DUJDerie equivaleDta, but the 
ever available couvenioD chart IeueDl the coafusion. The displays are 
alphabetic. 

HANGMAN [LenI1I)-by RulMll Startey 
EueDtially the same laDle, but this versioa takes adVaDtIp of the Level D 
capabllities aud elimiDates the ueecl of codiDa your words aDd pears. Tbia 
venioa fUDI in the small TRS-80, but does DOt oftet.Jbe.eaIit lame (you 
versus computer). 



'ESCJUPI10N IBVBLMBMOayRICE 
-;AMI!'S 
larTrekm 0 16K 14.95 
ootball 1&0 16K 7.95 

( ribbage (special) 18t0 16K 4.95 
I{obot 0 4K 4.95 
,Linlo 1&0 4K 4.95 

'!Uaway 0 4K 4.95 
nccntration 1&0 16K 7.95 
ngman 0 4K 4.95 
ngman 1& II 4K 4.95 
ree D Tic Tac Toe I 16K 7.95 
.!den I 4K 4.95 
stermind I I 4K 4.95 
IstermindO 1& II 16K 7.95 

. leHockey I 4K 4.95 
,ccWar 1&0 4K 4.95 

\ OD 18t0 4K 4.95 
! libox (special) 18t II 4K 3.00 
f ntuck)' Derby 18t0 4K 4.95 
Lunar Lander I 4k 4.95 
Treasure Huat 18t0 4K 7.95 
BlactJac:k I 4K 4.95 

BUSINESS 
Cub ...... 18t0 4K 10.00 
Small BuiDeu 800teepiDa 18t0 4It 15.00 

I&IDC with joarDal 22.00 
InveDtory naaupmeDt (Super Pac) I 4It 10.00 
IDVeDtorJ ....... meat (Modular) 18t0 16It 210.00 
IDveDtory Maaaaemeat (FP) 0 16It 25.00 
SPBaALI'ODOSB 
PrefUabt 0 161[ 210.00 
KaleidoKnpe I 4It 4.95 
ROM Test 1- 4It 3.00 
8080 - ZIG Caa.erlioD 0 16It 15.00 
8uic Statiatic:a 0 16It 210.00 
Field', P&DCJ P8CtDn I 4It 5.00 
Calcul ..... (Peatarecl) lAO 4It 3.00 
Radio Shack Math SubraatiDea I 4It 3.00 

I'VZZUW 
Reverse I 4It 4.95 
hmalnder I 4It 4.95 
PDSOIUL 
Biorbytbma lAD 4It 4.95 
TarotCards lAD 161[ 9.95 



DESCRIPI10N 

To order any of 
the programs shown 
on the preceding pages, 
simply fill out the 
order form provided 
below, enclose check 
or money order, 
and mail to: 

The TIlS-8O Softw ... E .... e 
17 Bdar (]Iff Dr. 

MIIfonI, N.B. 03055 

SOFI'W AU ODEll FORM 

TM COST 

U ... 
=' 
t! 

~ 

TOTAL 
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