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While some disks lose

Maxell

A lifetime warranty. And manufac

turing standards that make it almost

unnecessary.

Consider this: Every time you take

your disk for a little spin, you expose

it to drive heat that can sidetrack data.

Worse, take it to the point of no return.

Maxell's Gold Standard jacket construc

tion defies heat of 140°F And keeps

your information on track.

And Maxell runs clean. A unique

process impregnates lubricants through

out the oxide layer. Extending media

and head life. How good is Gold?

maxell
FLOPPY DISK

their way in the torrid zone of drive heat,

guarantees safe passage.

Maxell's the disk that many drive manu

facturers trust to put new equipment

through its paces. It's that bug-free.

So you can drive a bargain. But in

accelerated tests, Maxell was an

industry leader in error-free perform

ance and durability. Proving that if

you can't stand the heat you don't

stand a chance.

maxell
IT'S WORTH IT

Maxell Corporation of America, M Oxford Dri\c. Moonathie. N.J. 07074 201-440-8020



YOU GIN BE IN THEM?

You're an Olympic athlete competing in eight key events at the

Summer Games. How well can you score in track, swimming, diving,

shooting, gymnastics and more? So realistic, there's even an opening

ceremony and awards presentation after each event.

Unlike other "Olympics-Like" games. Summer Games has incredible

realism, superb state-of-the-art graphics and sound effects (including

national anthems from 18 countries), and it is a true action-strategy game.

In each event you must plan and execute your game strategy in order to

maximize your score. It is not just a matter of how fast you can move

the joystick.

So change into your running shoes,

grab your joystick and GO FOR

THE GOLD!

One or more players; joystick controlled. StrategyGamesfortheAction-GamePlayer
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Prints with built-in

format or lets you

create your own:

center, underline.

Boidface, elongated,

proportional and

condensed print.

Inserts and deletes

characters, lines or

blocks of text.

Duplicates and moves

blocks of text.

Searches for and/or

replaces words or

phrases, one at a time

or all at once.

Prints double

columns, form

letters, multiple
copies of a page or

document, at the

touch of a key.

Numbers pages and

creates section

numbers

automatically.

Corrects spelling:

(with extra software).

Chains and merges

files.

Changes line

spacing, margins,

print type,

paragraph indents

anywhere in the

document.

Instantly reformats.

Enters text easily,

with word wrap,

one main menu and

helpful prompts.

Creates multi-line

headers and footers.

Has "print preview":

you can check your

copy before it's

printed.

You can't find a friendlier, more

powerful word processor at twice the price.

NewAtariWriter:Under «1OO.

Now you can do multi-featured word pro

cessing at home, simply. At a family budget price.

Our ROM-based cartridge technology means

you can use new AtariWriter on any ATARI®

Home Computer (even 16K) for personal and

business correspondence, term papers, commit

tee reports, mailings, etc.

It also lets you choose between cassette and

disk storage systems.

One very special AtariWriter feature: you

can correct as you write, without switching back

and forth between Create and Edit modes.

C19B3 Atan, inc. A1! rights reserved l\y A Warner Communications Company

And our memory buffer offers an "undo"

command to let you change your mind, and re

store text you've just deleted.

Check into our remarkable AtariWriter, and

our choice of letter quality and dot matrix print

ers, also reasonably priced, at Atari dealers. Call

800-538-8543 for dealer nearest you. In Califor

nia, call 800-672-1404.

You 11 do more with

Atari Home Computers.



EDITOR'S NOTE

Reach Out & Write Someone

INTRODUCING K-BASE . . .

Mail time is the high point of

the day at K-POWER. The staff

hears the mail cart roll by, and

one by one we slink out of our

offices to get at the letters.

Getting to know the many K-

POWER readers who've written us

or who've entered K-POWER con

tests has been exciting. We read

every letter several times (in

fact, we fight over them!). We've

noticed that lots of kids want to

get to know other computing

kids. Well, for all you computer

users with an itch to write,

we've figured out an exciting

way for you to get in touch with

other kids from around the coun

try, or from right next door! It's

called the K-BASE.

The K-BASE is K-POWER's own

data base of computing kids. If

you're a hacker in West Virginia

who wants to find some ad

vanced BASIC programmers in

your area, we'll do our best. If

you're a computing novice in

California who wants to commu

nicate with other novices your

own age in the Midwest, we'll

try to make a connection.

Let us know your name, age,

sex, address, phone number,

what computer you use, and

what computing/programming

level you're at (novice, interme

diate, advanced, expert).

If you're an avid programmer,

let us know what languages you

work with. And tell us whether

you want to hear from someone

in a city or state near your own,

or from someone far away. Also,

let us know if you want to 1)

communicate with someone at

your own computing level, 2)

help someone out who's just

learning to compute/program, or

3) get help from a more ad

vanced K-POWER reader. Write us

all about any other special inter

ests you have. Mail to K-BASE,

c/o K-POWER, 730 Broadway, New

York, NY 10003.

MORE PROGRAMMING . . .

In this issue, K-POWER introduces

more ways for you to enjoy the

power of computing. I'm talking

about the 16-page Hacker Heav

en pullout you'll find in the cen

ter ofK-POWER in each issue from

now on! This section is crammed

with ways you can use your com

puter: There are programs that

help you generate computer

graphics . . . music programs in

Microtones . . . miniprograms in

Compucopia—programs for every

major computer system! With

the hints you can pick up in

Hacker Heaven, you'll have the

power to program anything!

ANNE KRUEGER Editor
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UeENDo/DINKETY
DINK-DINK.

.nnouncing

the first computer
music program that

actually sounds like
music

LET'S FACE IT. Up till now, music

programs for your home computer

have all sounded, well, pretty lame.

There were the ones that resembled

little electronic music boxes, remem

ber? And then there were those that

sounded like so many burps.

Enter Music Construction Set. It's

the first music program that really

makes use of the power of that ma

chine you've got. If you're a serious

student, this means you'll be able to

work with an intricacy and range of

sound quality you've never heard be

fore on a computer. And if you know

nothing about music, you'll find some

thing even more important. Namely,

that this thing is simple enough to

be a lot of fun.

Take a good look at this screen

because it, you, and a joystick are the

whole story here.

That's you at the right end of the

staff of notes — the little hand. Move

the joystick, and you move the hand.

Use it to carry notes up to the staff.

Lay in rests, signatures, clefs, then point

NOW AVAILABLE FOR

ATARI HOME COMPUTERS

AND THE COMMODORE-64

to the little piano in the lower right

and listen, because you'll hear the

whole thing played back.

Move those little scales in the mid

dle up and down to vary the music's

speed, sound quality, and volume. Use

the scissors to cut out whole measures,

then use the glue pot to paste them

in somewhere else. Got a printer?

Great. Print the score out and show it

off to your friends.

But what if you re not up to writing

your own stuff yet? No problem.

There are twelve pieces of music al

ready in here, from rock 'n roll to

baroque.They're fun to listen to, and

even more fun to change. (Apologies

to Mozart.)

The point is, the possibilities are

endless. But if you're still skeptical,

visit your nearest Electronic Arts dealer

and do the one thing guaranteed to

send you home with a Music Con

struction Set in tow.

Boot one up. Point to the piano.

And listen.

ELECTRONIC ARTS

MUSIC CONSTRUCTION SET i> raw J-.-a.LibL: fel Apple II. II -. He.ami GiramJ.-tcM computer* The Apple vermin, with a Mo

erf up lo (hree noleseach Apple is J rcgLiicrcd trademark nf Apple CiHiipuiei Commaiore is a re«Btcmi IraJcnurk of Commnlare

C*mpuv Dnve. San Matto, CA 9440) or call U15> 571-7171

Michum. Inc Fra more blutnulfc*! jIx-ui Electrons An*, write



Howto talkyourparents
There's a new Apple" Personal

Computer called the lie that's so complete

and so affordable that getting your

parents to buy one should be easier than

learning iDgo.

If. that is. you know what to say.

For example, don't tell your parents

that the He has the first true 128KVLSI

motherboard, dual built-in RS-232 ports

and a built-in half high disk drive. Or

that it has a switchable 80/40 character

display and built-in mousetronics so it
caiHiseanAppleMou.se.

You know that's incredible in an

8 pound* computer, but all those specs

may make your parents uncomfortable

Just tell them that the Apple He can

run more than 10.IHK) programs written

for the Apple lie, the most popular com

puter in education at all levels..And it

You might also mention that it's a

bargain. It comes with everything you

need to start computing in one box-
including an RF modulator that lets you

h(X)k it up to yourTVthe moment you

!h-Hesbotfs <!/!Us inw ailurs ic/lh .tppletthris adlwicedbadnesssojfume With MauseftaiHi. \m amidbecmie
SubLagfc's flii>h Simulator II am a pureiit could lav He nod Pkassa iw we iiftf Charles Sd/ub

works just the same as the Apple com

puters you learn on in school.

get it home. There's even a free 4-

diskette course on computer basics they



into partingwith$1300.
can use when you're too busy to show

them how.

All for under $1300.**
Ofcourse, they probably won't want

to hear that it runs more games than

any other computer in the world except

the Apple lie.
But they might like to know that it

also runs advanced business software.

Including specialized programs for even1

profession from doctoring to fanning to

astronauting. Not to mention personal

productivity software to manage their

(personal finances and taxes. modems.Or the lie's low cost frill-color

Speaking of which, they candeduct graphics, text printer. Scribe.

part ofan Apple He's
price from their

taxes if they use

it for business.

Even ifthey
always keep it at

home.

Don't con frise

them right now with

the wide array ofApple lie accessories

and peripherals. Like Apples 1200/ 300

11\- //<■ !U(i> bos motnjbrapowerpack sj
mitibmlx So it's mirth a lav extra blteki

But assure them

that your He can grow

just as fast as you do.

Now, if all of
these carefully rea

soned arguments fall

on deaf parental

ears, don't despair.

There is still

one thing more you can do.

Get a paper route.

" 71\- Ik alone uagbsjust 7.5pounds, Itetxrfxich. monitors printers, modem ami mice can miiix- it as him as wad like. "SugBBSled retail price. © 1989 Apple Computer, Inc.
A/yilr and tlx-.typle logo are trademarks ofApple Computer, Inc for an au&orizedApple dealer namtyou. can (8m) \1X-961J6. in Canada, call (800) 268-7796 or (800) J68-~6J~.



TI-99/4A COMPLAINT

I received K-POWER as my

birthday present,and I know I

will enjoy each of the remaining

issues. Much as I enjoy the mag

azine, I would like to see more

programs for the TI-99/4A (with

out Extended BASIC).

JOSEPH SMITH, 12

Worcester, Massachusetts

Dear Joseph,

We try our best to offer pro

grams for as many different com

puters as we can.

You'll find TI programs in ev

ery issue. For instance, Pixel

That! in June had a TI-99/4A

program called Chaos. In this is

sue, we have a TI fireworks pro

gram. Here's an idea—Hacker

Heaven runs reader-written pro

grams. Maybe you, or one of the

other two million TI owners, can

send us TI programs!

THE EDITORS

KID'S POINT OF VIEW

Your magazine is good be

cause the articles are from a

kid's point of view. The reading

is easy to comprehend, not like

some complicated business com

puter magazines.

ROBERT SANFILIPPO, 14

Orchard Park, New York

MORE FOR BEGINNERS

I own the Atari 800XL. I have

just finished reading the Pre

miere issue of K-POWER and over

all I liked it. But it seems that

your magazine is aimed at kids '

who can afford all the possible

peripherals for their machines. I

would like to see more articles

aimed at computer owners who

know very little about their

equipment but are eager to

learn. You could try a pen-pal

system to let owners of similar

brands communicate, if only to

chat about programming tech

niques.

PHILLIP RUSSELL, 16

Pekin, Illinois

Dear Philip,

Your letter has very good sug

gestions. We're listening. Keep

reading. I think you'll like what

you see. Read about the pen-pal

plan we want to try in this

issue's Editor's Note.

THE EDITORS

K-POWERS THE BEST

I bought K-POWER, and decided

to enter a subscription. I own an

Atari 800. One program was

Symphony in 3-D. It was great!

The best! Please print more such

as that! Screening Room is help

ful in choosing games.

JOHN HORTON, 11

Jackson, Mississippi

VIC-20 PROGRAMMER

I own a VIC-20 and have writ

ten some good programs for it.

One is a telephone directory on

which you can save up to 10

numbers on file. It also includes

such features as ADD, DELETE,

ALPHABETIZE, and SEARCH FILE.

The reason I am writing is be

cause I wished to inquire wheth

er or not you accept unsolicited

programs from your readers. If

you would reply, I would appre

ciate it deeply.

EDDY ACCOSTA

Dear Eddy,

We sure do! We're always look

ing for reader-written programs.

Just send us your program on

cassette or disk, along with a

printout and the instructions. Be

sure to include a self-addressed,

stamped envelope so we can send

it back to you if we can't use it.

Mail it to: Hacker Heaven, do K-

POWER, 730 Broadway, New

York, NY 10003. We'll pay you

$50 if we run it. If you have any

special miniprograms that are 20

lines or less, we'll pay you $20

for each we decide to print, and

run them in our special Compu-

copia section.

THE EDITORS

OH-fl

I love your magazine, but I

can't tell the difference between

the letter "O" and the number

"0" {in your programs). All other

magazines put slashes through

the zero (0).

JASON NAYLOR

San Clemente, California

Dear Jason,

We're sorry you and other

readers are having trouble with

our "Os" and "0s". The printer

we use can tell the difference be

tween "0" and "0" so it doesn't

use the slash. We're changing

to a printer which will print

"0"s.

THE EDITORS

WE WANT TO HEAR FROM YOU!

Send your letters to LOGON,

do K-POWER, 730 Broadway, New

York, NY 10003. Or, ifyou're a

CompuServe member, you can

leave messages for K-POWER in

care ofE-Mail. Our number is

76703,673. And ifyou're looking

for a computer-using pen pal, K-

POWER is looking for you! Read

about K-POWER's K-BASE in the

Editor's Note.

s k-power



You imagine

and a cast appears on the screen

You compose

and music and sound are heard

You direct

and an original story unfolds

You are a MovieMaker"

Creative Pastimes:
Software as unique as you are.
Look for Creative Pastimes Software in yourfavorite book or computer store. You'll find it's suitaUeforail ages,

and compatible with most popular home computers. For more information call us at (800) 33M338.

Or write Reston Computer Group, A Prentice-Hall Company, 11480 Sunset HiUs Road, Reston, Virginia 22090.
MovieMaker is a registered trademark of Interactive Picture Systems, Inc.

The
Dolphins Pearl

MovieMaker Day Middle of the
Road Lizard
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The Billion-Dollar

Rip-Off: Piracy

The big cheeses in the comput

er world recently discussed pira

cy at a spring Billboard video

game conference in San Francis

co, and at the Softcon Confer

ence in New Orleans.

Steve Wozniak, cofounder of

Apple, talked at Softcon about

the 200.000 pirates who each

copy at least 100 programs a

year. "At an average cost of 50

bucks apiece," said Steve, "that's

a billion-dollar rip-off!"

Steve outlined the pirate code

of ethics: "1) We collect every

thing we can for free, but if we

find a high-quality program

that's useful, we'll buy it—to get

the manual, and because it's the

right thing to do. 2) If a pro

gram's unprotected, we refuse to

pass it on. 3) If a program costs

too much, we copy it. But that

doesn't mean a lost sale, 'cause

we wouldn't buy it anyway."

Steve sympathized with the

typical pirate who doesn't have

much money: "A lot of them

have to scrape around for a year

just to get $200 together to buy

a modem." He also said the in

dustry tries to blame pirates for

every lost software sale instead

of admitting there are too many

games on the market that aren't

worth the asking price.

But "The Woz" said pirates

need to understand that "copy

right is ownership. The designer

puts a lot of work and time into

developing a program and needs

the royalties from it to survive."

Ken Williams, on the other

hand, isn't too concerned about

the piracy problem. The presi

dent of Sierra On-Line pointed

out that the software industry is

better off than a lot of others.

"At least it's possible to put

some kind of copy protection on

disks, so only real experts can

break the system. Records and

books have no protection at all."

He hopes that as software prices

get lower, piracy will diminish.

The price of a disk doesn't

matter, according to Stan Gold

berg, president of Micro Lab

Computer Products. "Kids pi

rate because it's easy," Stan

said. He told of a kids' computer

panel where 10 of the partici

pants owned a copy of Miner

2049er—hut only two had actu

ally paid for it.

"A few weeks ago," said Stan,

"we sent out review copies of

The Heist. One week later it was

discovered on a pirate bulletin

board in Texas. It hadn't even

been released to the public yet!"

Stan thinks piracy like this has

forced a lot of smaller software

companies out of business.

Education is the key to solving

the piracy problem, according to

Sherwin Steffin, cofounder of

EduWare. Teachers are fre

quently the biggest pirates, he

said. And because teachers often

know so little about computers,

they ask their students to pirate

for them.

Ihor Wolosenko, president of

Synapse Software, doesn't

think any kind of education or

moralizing will solve the prob

lem. "The reason we have locks,"

said Ihor, "is because of the na

ture of people."

Ihor offered two possible solu

tions to the problem. One was to

offer extra goodies, like maps

and game boards, in the soft

ware package. The second solu

tion was to make the price of the

programs so low that they're not

worth the trouble of copying.

—.PAM HOROWITZ

10 K-POWER



Ifjour parents complainthat this iswhat
all computergames are doing toyou,

theyobviouslydon'tknowaboutSpinnaker.
With most computer games the biggest

challenge isn't the game. It's keeping your

parents from objecting to it

Now, Spinnaker has the answer. It's

called the Learning Adventure Series, and

it's a whole bunch of great games that will

challenge and inspire your imagination

for hours. But won't inspire hours of com

plaining from your parents.

Of course, even if they didn't offer this

Its New! TRAINS.""
You're in charge of an old-time

railroad - and whether it turns

into a bonanza or a bust depends

on how well you run it. But either

way you'll find that working on

ttis railroad is a challenge - and a

lot of fun! Ages 10-Adult.

nice little benefit, our games would still

be fantastic. Because they've got the kind

of built-in, long-lasting excitement and

adventure that make great games great.

You'll explore, figure, and investigate your

way through all kinds of situations. You

can bargain with aliens.search a haunted

house, even build your own railroad

empire. And that's a lot more fun than

most games that are "bad" for you.

^^^^^m it's New!

ADVENTURE

CREATOR.'"
Design a challenging adventure

game ".hat you or a friend can

tackle-or let the computer

design one for you. Its complex,

exciting - utterly addictive!
Ages12-Adult.

So the next time your parents complain

that computer games are turning you into

a vegetable, tell them about Spinnaker's

Learning Adventure Series.

Then you can get down to the business

of fun and games in peace and quiet

Spinnaker Learning Adventure games are available

for Apple.* Atari.* IBM* and Commodore 64'" home

computers.

M SEARCH Of THE
MOSTAMAZMG
vm-bi

IN SEARCH OF

THE MOST

AMAZING THING."
It isn't easy to find -even in

your B liner. Butyou'll have help

from your Uncle Smoke Bailey

as you search the universe to find

the Most Amazing Thing.

Ages 10-Adult. *

We make learning fun.

Disks for: Apple, Atari. iBM. and Commoaare 6d

Cartridges for: Atari anO Commodore 64 ■ ■

(ADVENTURE CREATOR only)

Apple. Atari anO IBM are reqisteied trademarks of Apple Computtr.lno. Atari. Inc ana International Business Machine Corp CommoOore&lffiairddemjrKofComiTioOoreElfOronicsLtd. n9B4.Spinnator Software Corp.
- —eoed
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Check out these

clues to the latest

computer news!
BUILT-IN SOFTWARE! Tom Res-

taino. Activision's v.p, of mar

keting, predicts hardware of the

future will have a lot of built-in

software. Computer buyers are

looking for whatever's easiest

and most practical. What could

be easier than a ready-made

software/hardware combo? . . .

ANOTHER ONE? Yep, another TV

show about goings-on in Silicon

Valley is in the works. This

time, it's a TV movie called, of

all things. Silicon Valley. Actor

Mel Ferrer is writing and pro

ducing it. It's all about industri

al spying and high-tech security

systems. . . .

SELF-DESTRUCTION! That's what

Israel's Weizmann Institute of

Science is developing—new disks

with "weak bits." These self-de

structing disks would stop run

ning or erase themselves after a

certain number of plays. (Also,

since many disk drives can't

copy disks with weak bits, they'd

be hard to pirate.)

COMPU-LIMO! That's what Wash

ington's big wheels are cruising

around in nowadays. They call

Air Brook Limo Service and or

der a limo with a computer that

can also look up Congressmen's

biographies. Congressional vot

ing records, or the phone num

ber of the nearest Italian restau

rant. . . .

HEY BILL, WHERE'S YOUR FLIGHT

SIMULATOR? Bruce Artwick told

us this one. He says he and Bill

Budge are friendly rivals in the

design biz. Bill once took a look

at Bruce's Flight Simulator and

said he was going to tackle a

flight simulation program next.

Well, Bruce wasn't going to let

that one go by—he designed

Night Mission because Bill had

just done Raster Blaster (a pre

decessor to Pinhall Construction

Set). Then. Bruce sat back and

waited for Bill's flight program.

He's still waiting. Sierra On-

Line isn't. The company's new

Stunt/Iyer will knock your socks

off! We won't leak all the contest

fun the company has planned for

Stuntj'Iyer(for Apple. Atari. C64.

and IBM), but look for it on stmx-

shelves in the fall! ...

Bruce Artwick,

flanked by the Horowilx brothers.

SCROLLING IN DOUGH

Waiting for

the Dough
By Nikolai Weaver

Nikolai Weaver has his business fu

ture all mapped out.

A lot of people dream of start

ing their own business and mak

ing big bucks. I started my own

company when I was only 11

years old. but my dreams of

wealth haven't come true—yet.

It all started three years ago

when school reopened in the

fall. That's when I met Steven

Grimm, who had an Apple, and

was a much better programmer

than I was. Once I saw Steve's

computer. I started pestering my

mother for an Apple of my own.

And right before summer vaca

tion. I got it.

That summer. I learned ma

chine language. Pascal, and

LISP—so I could start writing

games. Steve and I began writ

ing our own programs, and de

cided to go into business togeth

er. That was the birth of Plum

Software.

We placed three ads for Plum

Software in InfoWorld and wait

ed for the money to roll in. And

waited, and waited. We didn't

expect to be an overnight sensa

tion, but we didn't think we'd

flop either. To make a long story

short, we sold only eight copies

of our programs—six FiteWrifers

and two Modular Graphics pro

grams, at $25 a shot.

Our business venture wasn't a

total washout. In placing the

InfoWorld ads, we attracted the

attention of the media. We made

no money but. because of our

age. we appeared in several

newspapers and magazines, and

on TV.

My story may someday have a

happy ending. I plan to go to col

lege so I can get a degree in the

computer field. Then, Steve and

I want to reinstate Plum Soft

ware. You see. Plum Software

isn't just a dream of two child

hood friends. Stephen and 1 aren't

friends. We're business partners.

NIKOLA] WEAVER. 14. of Los Ga-

tos, California, is a retired busi

nessman—for now.

18 K-POWER



"A BOLD

INNOVATIVE...

ORIGINAL HIT!"

STAR LEAGUE™ BASEBALL
Actual Atari" screens-Other versions may vary.

"Rather than adapt and duplicate the same

old ballgame, (Gamestar has) made some bold

changes. This not only gives its contest

heightened payability, but also reassures the

public there are still more programmers with

originality.

"The first change is in player perspective. In

Gamestar's rendition, we're all the way up in the

right field bleachers, and wait until you see the

action from here. With the pitcher now throwing

right to left in 3-D fashion, we can watch the

ball (and its shadow) dip and dance at the batter.

When contact is made, the ball moves realis

tically, either bouncing through the infield or

sailing with convincing flight toward the warning

track.

"The second innovation will become obvious

after the ball is hit. The players automatically

spring into action. You control their subsequent

moves and throws, (which) forces the offense to

rely on strategy and skill, rather than on an inex

perienced opponent scrambling to activate the

correct fielder.

"The game also incorporates other special

features to insure a major league quality. You can

choose from different line-ups, planning your

game around the single hitters or the big boomers.

There are different pitchers to start, with a

reliever patiently waiting in the bullpen. A lively

organist keeps the screaming fans happy while

you play against an opponent or computer in a full

nine-inning game or simple batting practice."

Mark Cotone

Hi-Res Magazine

May/June 1984

STAR LEAGUE™ BASEBALL
Actual Atari" screens-Other versions may vary.

Ask for STAR LEAGUE™ BASEBALL at your

local software dealer or write: GAMESTAR, Inc.,

1302 State Street, Santa Barbara, CA 93101 or

call 805-963-3487.

Now Available for Commodore 64™ and Apple lie

c 1984 GAMESTAfl, INC

ALL RIGHTS RESERVED

Atari is a trademark of Alan. Inc.

Apple lie is a trademark of Apple Computer. Inc.

Commodore 64 is a trademark of Commodore Electronics. Ltd



DOCTOR

Where did the word

"hacker" come from?

DR. KURSOR: We all know

that a hacker is a computer

enthusiast: someone who

doesn't know the meaning of

the word "sleep," survives on

potato chips and soda, and can

only be separated from a key

board with a crowbar.

But no one knows for sure

why we use that particular

word. The original meaning of

"hack" is "to cut with crude or

inexperienced blows." The dic

tionary says a "hacker" is "in

experienced or unskilled in a

sport."

Back in the early days of

computers when everyone

worked on large mainframes,

programming wasn't always or

derly and sophisticated. Some

people liked to write unconven

tional, "quick and dirty " pro

grams with poor documenta

tion. Their programs worked,

but no one could ever figure out

how. Those people were known

Screen

Phosphor

Dots

as "systems hackers" and are

the ancestors of today's comput

er whizzes.

What is an RGB monitor?

DR. KURSOR: The letters "RGB"

stand for Red, Green, and Blue,

which are the basic colors all

TV sets use to produce a color

picture. By mixing them in dif

ferent combinations, you can

make virtually any color.

"Composite" video, the stan

dard TV signal, contains all

three colors, which the TV set

splits apart. You have to feed

an RGB monitor three separate

color signals (red, green, and

blue) instead of a single com

posite signal.

Each color signal goes to its

own electron gun inside the

monitor, which shoots out elec

trons in the picture tube to illu

minate the right red, green or

blue phosphor dots on the screen.

Three separate signals can be

controlled more precisely than

one mixed signal. That's why

RGB produces a better picture

with more clearly defined im

ages.

There are two types of RGB

monitors: analog and digital.

The analog RGB system sends

the three color signals directly

to the electron guns. It can pro

duce an almost unlimited vari

ation of colors and brightness

levels.

The digital RGB system (the

most common kind), instead of

sending the signal directly to

the screen, gives coded instruc

tions to a microprocessor, which

controls the electron guns. As a

result, digital RGB is more re

stricted in its color range.

Many videocassette recorders

and videodisk players come

with interfaces for RGB as well

as composite video. But most

home computers won't work

with an RGB monitor. Apple

Us require an RGB card (under

S200). More computers, however,

are coming out with built-in

RGB capability. The new IBM

PCjr is a notable example. As a

result, some monitors and TVs

are being produced with a com

posite/RGB option to allow the

use of either system.

Unless it has this option, an

RGB monitor can't be used with

a tuner to watch television. The

signals broadcast from your lo

cal TV station to your home are

composite video (translated into

radio waves at the station and

back to composite by your TV).
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lust one more reason to buy
Scholastic educational

software for
the Commodore 64.

We really don't want you to buy

Wlzware™ just for the price. Because

too many educational programs come
with a great price on the outside and
nothing much on the inside.

You—and your kids—won't be dis

appointed by Wizware. We've put

eveiything we've learned from five
generations of kids into our software.

And the result is programs that teach
and stimulate young minds like no

other educational software.
For example, Wizware uses a child's

natural curiosity to teach the basics

of computer programming and elec

tronic filing systems in programs like

Poster,™ Turtle Tracks,™* Secret
Filer™ and Square Pairs.™ Young

kids especially find all four irresistible.

Double Feature Mystery™ and

Double Feature Adventure"1 stones

let kids choose from alternate twists of

the plot. And actually make them want
to learn how to read and write.
So we'd rather you buy Wizware

because of what it does for your

children. But, of course, it's always

nice to know that Wizware is one of the
most affordable families of educational

software for the Commodore 64.t
Ask for Wizware wherever you buy

your computer software. Or contact
Scholastic Wizware, 730 Broadway,

New York, NY 10003.212-505-3000 for
the name of your nearest Wrizware
merchant.

^Scholastic
Wifware

•Turtle TmcksSi9.35.

tTurtte Tracks alaomwilabk in Atari. Appleand IBM vtrsuma.
iv/unrr /turn aluaavailablr in Apple aridAtari venums.

ftwler, Swret Filer and Double Feature Mystery/Adventure designed and developed by 1 nformation Technology Design

A-iMJciaU's. Turtle Tracks designed and developed by Thomas R. Smith. Square Riirs desi^-ned and developed by

Glenn M. Kleiman. TeachingTools: Software, Inc.



PCjr, the newfamily

andpersonal computer

from IBM® comes with a bt

ofbright ideas to help make

computing easy.

The keys, for example,

are color-coded to help you

hit the right ones.

Some software programs

come with keyboard overlays

to make working with

them more convenient.

Then there's the

keyboard itself.

We call it the IBM

"Freeboard" because

it'sfree ofa...



connecting cord.
r~

I

Link-Trampcharacrci licensed by Bubbk-s Inc., s.a.



Plug into k-net each

issue for what's

new with k-power's

national network.

Plus, find out what

else is hot in the

world of

networking!

Congratulations K-NET Winners!!

More than 640 readers competed

for a spot on K-POWER's national

network. Here are the 10 winners.

Next issue, we'll have all 20

K-NETTERs hooked up and ready to go.

Angie Lewis, 13, writes, "I have

a TRS-80 Color Computer named Mr. C.

He's a 64K and a regular genius." She

Loves to write programs and plays all

the latest games.

David Lee, 13, Likes fantasy

gaming and karate. An Apple lie

owner, he programs in BASIC and loves

everything about computers—especial Ly

networking. He writes: "Sometimes at

night, I would stare at the ceiling,

feeling Like I'm never going to meet a

computer friend or have a modem."

Jo Anne Sanchez, 13, is the owner

of a Commodore 64 and is trying to

start up a computer company. She's

taken one semester of computer classes

and is attending a computer course

Jo Anne writes, "Hook me

to do, and watch

out!"

Chris Pawlak, 14, is a Commodore

VIC-20 owner. He was a computer

this summer.

up, telL me what

assistant in school this year and took

a computer programming class. Chris

writes: "I like cars, drawing, reading

classics and modern cLassics. The two

best things of all are "Cartoons

Magazine" and programming...1 also

like full moons and high humidity."

Rodney McCalla, 12, our K-NETTER

from Kansas, owns a Commodore VIC-20

and a Timex Sinclair 1000. Rodney has

been computing for three years and

programs his own games. In his spare

time, he teaches young children how to

compute.

Stephen Sakach, 14, and Suzanne

Sakach, 11, come from an entire family

of computer Lovers. Stephen knows a

Lot about computers and is a computer

class aid in school. Suzanne is just

Learning how to program. They own a

TRS-80.

Brian Keadle, 13, a proud

Commodore VIC-20 owner, is sure that

computers are here to stay. He

writes: "I know I didn't get my

VIC-20 'cause of a fad. I've always

been involved with computers."

Peter Green, 16, uses an Apple II
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Troy, Michigan
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FOR

/Be your best,

e Stickmaster

scoring gaols without the dis-

tying down—with one hand!

The Stickmaster provides a broad-based

abilizer for your joystick that uses

...id rubber bumpers. Or Stickmaster

i be screwed into place for a permanent

"control base".

tick in perfect position for small youngsters,

. ■ ■ teens and adults so that the whole family can enjoy their games together.

■', ■ It's like having a video arcade right in your own home!

The Stickmaster is the perfect accessory for your video game fun and it

makes a wonderful gift, too. Stickmaster is not available in stores at this

time. So fill out the coupon and order your Stickmaster TODAY!

OR
$8.95 SINGLE UNIT

$7.50
/TICKfTlfl/T€R"
Gilmore Enterprises • P.O. Box 218847 • Houston. Texas 77218

each

FOR TWO OR MORE

Plus $3.00 Shipping and Handling Per Unit

(Texas residents add 5°o sales lax:
45c smgle or 38C per unit tor two Of more.)

Name

Address

City, State, Zip .

Please send me. Stickmaster(s) (a $

The Stickmaster is adaptable for use with (Please check one) '_ Standard Joystick

Controller'", u Pfaser 3'", D Gemstik'", □ Wico Boss'", □ Wico Command Control'"
and D Pointmaster'" joysticks.
Please allow 4 to 6 weeks for delivery.

We accept personal checks, money orders. VISA or MasterCard. Sorry, no C.O.D.'s.

Check One: □ Check □ Money Order Card #

□ VISA _ MasterCard Expiration Date

TOTAL S

Unit Price

Sales Tax

(Texas residents only)

Shipping &

Handling

(S3 per unit)

Plaser 3 is a registered trademark ol Pfansliehl Corporation. Gemstik is a registered trademark of Gemini lndustr.es. Inc. Wico Boss and Wico Command Control are registered trademarks o!
Wico Corporation. Poinlmasler is a registered trademark of Discwasher.
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Peter Green

Cupertino, California

Stephen Sakach

Suzanne Sakach

Dana Point, California

Brian Keadle

Perry, South Carolina

Tom Spindler

Park Ridge. Illinois

and a new Macintosh (which he's reaL

excited about). He's an intermediate

programmer and his favorite hobby is

computing. He also plays basketball,

and Likes to listen to music and

write.

Tom SpindLer, 11, uses an Apple

lie. Once he gets his modem, he'll be

all ready to telecommunicate. He's

Looking forward to rapping about the

latest issues, hardware, games, and

peripherals.

How K-NET Works
We've heard a lot about networking, but what

does it all mean? How does it work? And what ex

actly is K-NET? A new basketball team? A brand of

fishing gear?

Not exactly. K-NET is a Special Interest Group

(SIG) on CompuServe's Information System. The

network of kids from 16 locations across the country

is a brainstorm of the K-POWER staff. We signed up

10 computing teens and preteens to start K-NET last

February, and we've just added the kids introduced

in this column. (See contest winners.) Each K-

NETTER comes on board for a year. So if you didn't

get on this year, don't despair—we'll have a brand-

new panel of K-NETTERS next year! And, modem or

not, we still want to hear from you! Selecting only

nine letters from among the 640 entries was the

hardest job K-POWER's encountered yet. We thank

you all for writing.

To connect with K-NET, all the members were giv

en Anchor Automation modems, terminal software,

and the necessary interfaces. Since commercial ser

vices charge an hourly fee, SIG members need a

password and a user ID number to telecommuni

cate. The numbers and passwords also insure that

only authorized users can call in. So K-POWER gave

its K-NETTERS CompuServe account numbers and

some free CompuServe time each month. Once they

enter the account number and password, K-NET

members can telecommunicate away!

For now, access to the K-NET SIG will be limited.

That means members only. K-POWER readers with

CompuServe accounts can leave messages for the K-

NET or for K-POWER on E-Mail. (E-Mail automatical

ly delivers mail to any subscriber. K-POWER's num

ber is: 76703,673.)

What will K-NET do? For starters, the members

will conduct live conferences with computing

"stars," review the latest games, preview K-POWER

programs, give each other programming advice, dis

cuss hot computing issues, tell bad jokes, make

friends, and have fun. In every issue you can read

about their networking experiences in this column.

Plus, we'll fill you in on other telecommunications

news in this space.

How K-NET evolves is up to its members and to

you. Even if you don't have a modem, you can con

tact the K-NET kids—through K-POWER. Send your

letters, comments, suggestions, or questions for the

whole K-NET or for an individual K-NETTER to

Joe Gelman, c/o K-NET, 730 Broadway,

New York, NY 10003. Or, try

our K-BASE described in the

Editor's Note in this issue.

It's K-POWER's own data base

of "pen pal" computing kids.

" K-NETTER5
received Anchor

Automation modems.

JOE GELMAN, coordinator and sysop (systems opera

tor) for K-NET, is a committed Atari owner. And does

he have great plans for K-NET//



Chalk Board
wants your opinion.

Chalk Board wants you to help direct the company's future. We are

beginning a nezo user input program. If you would like to become part

of this innovative nezv concept, start by piling out the questionaire below.

1. Are you aware of and familiar with the new peripheral, the Chalk Board PowerPad '

touch-tablet?

Yes □ No □ (You can find out more at your local computer store)

2. There are many unique features that are offered only on the Chalk Board PowerPad. We

would like to know which is the most important to you. (Please rank 1-5)

H Multi-point contact capability ~ Programmable surface

D Large active work surface 12" x 12" J Graphics/Music/Game Design/Versatility

□ Allows functions that cannot be

performed with a keyboard.

3. Which of the following uses of the Chalk Board PowerPad that have already been discovered

do you think are most important? (Please rank 1-6)

□ Graphics G Special effects

D Music composition D Programming

□ Game design □ Learning through discover)'

4. Which of the following uses of the Chalk Board PowerPad currently under development do

you consider the most important? (Please rank 1-5)

□ Free-form game play □ Laser disk control

C Test preparation (SAT, ACT, etc.) □ Artificial intelligence

□ Custom video design

5. What other uses can you imagine for the Chalk Board PowerPad.

A _____ .

B.

Here's how to make
your opinion worth

$50.
Buy a Chalk Board PowerPad. Use it for a

week and complete the questionaire on the

warranty card. Send the warranty card with

the above questionaire to Chalk Board. Chalk

Board will send you a S20 check plus three

Opinion Certificates worth S10 each which can

be redeemed on future software purchases.

Applies only to Apple and IBM.

All Rights Reserved e Copyright 1984 Chalk Board. Inc.

Name

Address

City State Zip

Mail to:

Chalk Board, Inc.

3772 Pleasantdale Rd.

Atlanta, GA 30340

Lrtpputh. uniy iu rtppie dnu iDivi.

All Righls Reserved ' Copyright 1984 Chalk Boird. Inc.

Watch for the announcement of Chalk Board's exciting new User

Development Program which could make your opinion worth up to $25,000

J

$20 check offer effective M.iy 1. WS1 to Juno 30, W*4 Opinion certfflcatM goixi through December 31. 1984.



wTeen
Young entrepreneurs are determined to take advantage of

Business life in the computer fast lane can be

pretty rough. But when you're taking care of

business and you're a teen, things can get down

right hairy!

Take Mike Abbot, for example. His story sounds

glamorous because he's made it big now: He's got

thousands and thousands under his belt for design

ing Electronic Arts' Hard Hat Mack game.

But a couple of years ago, as a member of a com

pany called Cavalier Computers, Mike (then 16)

had all sorts of unique troubles: the challenges of

juggling job and school; communication troubles

from working with friends or having to deal with

adults who don't take you seriously; and transporta

tion problems—Mike Abbot can tell you all about

transportation problems.

Cavalier Computers had a great chance to exhibit

at a computer fair, which was 600 miles from Cava

lier's home base in San Diego. "No problem," most

companies would say. "We'll rent a truck to carry

our products to the fair."

No go for Cavalier. "Since no one in the company

was over 21 [legal car renting age in California], no

one was old enough to rent a truck!" Mike remem

bers. "It finally ended up that one unfortunate per

son had to drive 600 miles in a Chevy Chevette

crammed with equipment!"

Cavalier folded a few years later. "It was fun

while it lasted," Mike says. "But I really got used to

spending money!" He's a 20-year-old college student

By John

Holmstrom

Research:

Jenni Stern

(Software Cellar),

Terri Shapiro

(Michael's Creative

Enterprises).

now and usually is too busy to spend long hours

programming. But with Hard Hat Mack under his

belt, and a steady relationship on paper with Elec

tronic Arts, he's still got it made in the shade.

Mike's not the only teen tycoon around. Opportu

nity has knocked on kids' doors all across the coun

try, and they've been ready for it, armed with

dreams of money and fame and a chance to use

their brains.

VIEW FROM THE CELLAR
"If this is getting rich quick, I'd hate to get rich

slow!" laments Peter Cockcroft, 16. He teamed up

with a friend, Justin Greene (also 16), to form a

mail-order business called Cellar Software, in New

York City. Their catalog currently lists more than

3,000 software titles, from financial packages cost

ing over $1,000 to simple game cartridges, plus per

ipherals such as joysticks, printers, and power sup

plies.

It started when Justin and Peter got their hands

on a catalog from a software distributor last sum

mer. (A distributor is the middleman between the

manufacturer and the computer store down the

street.) "We saw their prices and thought it would

be great to get the stuff for ourselves," Justin ex

plains. The distributor was selling software to deal

ers at about 40 percent off retail prices. "But then

we found out to get them we'd need a resale num

ber, and to get a resale number we had to be a busi

ness ... so we just decided, 'Why not go for the

whole thing?' "

To start off, Peter and Justin borrowed S2.000

Michael Shcr's company, Creative Enter

prises, is a one- man

operation.

Mike Abbot got his

first job with a soft

ware company

owned and operated

by teenagers.

IB K-POWER
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OF guSINESS
the computer age and earn big bucks ♦ ♦ ♦ before they hit 20!

from family and friends. This initial investment

went to advertising, setting up a phone line, filing

business papers, and paying an accountant. About

2,000 copies of the catalog cost $1,800.

Catalog requests coming in fast and furious from

people who see Software Cellar ads in computer

magazines keep Peter and Justin busy. They send

out up to 50 catalogs a week.

But Cellar Software is barely making enough

money on sales to cover its expenses. "We have very

low profit margins," explains Peter. "Sometimes we

only get 10 percent of the sale. That's just enough

to pay the phone bill."

"When we get a larger volume of sales," he con

tinues, "we'll be able to get the software for less."

In the meantime, there are orders to be filled and

catalog requests to answer. "I certainly don't want

to be filling out forms all my life!" says Peter when

asked about his future. "I'll probably still own half

of it [Cellar Software], but I won't be doing half the

work. I'll be playing executive."

EMPTYING WASTEBASKETS
Michael Sher, 18, is the head of Michael's Cre

ative Enterprises, a corporation in Dallas, Texas,

that sells computer software and hardware. Michael

decided to go into business at a time when he was

using $40 worth of disks every three days. "I tried

to figure out a way to get the disks at a cheaper

price," Michael recalls. "I ended up calling Leading

Edge [a software manufacturing company] and ask

ing what it would take to become a dealer."

The next step came when Michael discovered he

Roy NiederiioKcr (right) and Evan Grossman (left)

started a company that paid for their

Harvard educations.

had a lot more computer knowledge than the people

making money in the electronics business. "I asked

questions and had to find the answers myself," he

says. This led to talking to a lawyer, choosing a

name, and incorporating. Now, Michael heads his

own distribution company, which has one employ

ee—himself! "I'm the president," Michael says. "I

basically do everything—ordering, delivering, in

stalling, answering questions, writing up order

forms, and," he adds, "emptying the wastebaskets."

Right now, Michael is very excited about a new

line of home software that his company is going to

distribute, called Simple Simon Software. The line

will include programs like cookbooks, checkbook

balancing, and telephone directories.

"It's simple enough that anyone can use it,"

Michael says. "At first, I'm going to distribute it

myself. Then I'll try to sell it to a software distribu

tor."

QUIT WHILE YOU'RE AHEAD
Roy Niederhoffer and Evan Grossman also start

ed their own business. They made enough money to

help pay for their college education, then quit while

they were ahead.

It started after Roy sold a game he designed,

called Alien Invasion, to the TRS-80 Software Ex

change. He was 13. "I started to receive royalties—

a couple hundred dollars a month. I figured, 'Hey, if

Software Exchange can do it, why can't I?' "

Justin Greene (left)

and Peter Cocfccroft

(right) work hard

to make Cellar

Software a success.
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In November of 1979, Roy and Evan borrowed

some more money from friends and family, and as

sembled a catalog for mail orders. They wrote it

themselves, and got help at school in laying it out.

"With the teacher there, you don't need to pay

somebody $50 for help," says Evan. The catalog for

their company, Software Innovations, came back

from the printer in July, and they mailed it to

1,500 people.

"After the catalog came out, we got a lot of or

ders. Then we brought out a program called Name

That Song." It was Software Innovations' swan

song. "It bombed," admits Evan.

Just in the nick of time, Money magazine pub

lished an article about Software Innovations. A rec

ord distributor got in touch with them. He wanted

500 computer games. With money coming in for

new games, they started Microvations—a new soft

ware company.

"We did Microvations a lot more professionally,"

Evan says. "We had an accountant who made sure

we were incorporated properly, that we paid federal,

state, and local taxes, that we withheld social secu

rity payments, etc. It's hard for a bunch of 17-year-

olds to deal- with all of that.

"It's very tough to have people working for you

who are also your best friends at school," Evan

adds. "We couldn't be bosses and tell them, 'Do this

or you won't get paid.' And they couldn't under

stand that we had legal obligations.

"In the end," Evan says, "we produced over 500

games—200 over a period of about three months.

We employed about 30 programmers, and four other

people who were just writing instructions and de

scriptions for the outside of the box."

Evan's advice for anyone who wants to start their

own computer business is, "Don't spend all your

time on a computer. Some of the people who worked

with us were—I hate to use the term—nerds!"

Roy agrees: "You can spend too much time with

computers. You start losing your friends for the

sake of your computer. Your computer becomes

your best friend—you have to watch out for that."

Roy added a further warning. "I don't think you

could do a company like ours anymore. The comput

er business has changed too much. We started out

with a few hundred dollars and tiny black-and-

white ads. Nowadays, you have to have a good pro

gram, a good-looking four-color box, and good ad

vertisements.

"More important than making money is the expe

rience," Roy says. "We learned more from starting

the first company than the second, even if we did

only break even on it. Starting your own company

gives you some insight into the real world. It makes

you get away from your computer for a while." k

OW O TART OUR I WN SINESS

Eight tips for running your own computer

business.

fGet a job in a computer store. Learn as much

as you can about the business. Ask questions

(don't be afraid of asking stupid ones—sometimes

they're the best kind). Take notes (so you don't

forget the answers). Make business contacts

while you're there.

2
Get together $1,000 or $2,000. Spend what

you need on inventory, printing, and legal

fees. Save some for later when the phone bills

start to come in. Pay yourself last.

J You'll need a place to do business. If it's OK

with your parents, use your room. Otherwise,

find a garage or a barn—someplace cheap.

4 Protect yourself by talking to a lawyer. Con

tact the Bar Association if you can't find one

through family or friends. Tell the lawyer what

the goals of your company are, how the company

will work, and what you need. Every company

has different needs, and has to be constructed

differently.

5 If you want to sell to friends and local peo

ple, you can get a business license from

your town or city government. If you don't,

and you're successful, you could end up in big

trouble!

6 If you want to do business on a national or

international level, you'll have to incorpo

rate. To do that, you'll need someone over 21 to

own a controlling interest in the corporation.

7 Don't be modest. Take advantage of any

publicity or free advertising you can get.

Send your local newspaper a press release, men

tioning the fact that a "local whiz kid" is starting

a computer business. Promoting yourself and

your business can be fun—and very profitable.

f Advertise your services and goods in cheap

magazines and through mailing lists

(which you can buy from companies that special

ize in selling mailing lists).
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Illustration: Chris Reeif

COMPUCOPIA

Page 26

A bouncing ball. Short, simple,

but a great effect.

MICROTONES

Page 28

A computer? Playing the blues?

Boy, what'll they think of next?

PROGRAMS

Page 33

Fireworks, fireworks, and more

fireworks. The only thing

missing is the smoke.

Illustration: Jim Cherry HI
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A galaxy of microprograms for your microcomputer*

APPLE/BOUNCING BALL

II plus, He, or lie • 32K RAM

10 HGR2:HC0L0R= 3:HPL0T 0,0 TO 279,0 TO 279,191 TO 0,1

91 TO 0,0

20 Y=Q:V=0:Z=0.6*(INT(RND<1)*4)+1)

30 X1=O:X2=279:IF RND(1)>0.5 THEN X1=279:X2=0:Z=-Z

40 HPLOT X1,Y:F0R X=X1 TO X2 STEP Z:Y=Y+V

50 IF Y<=191 THEN V-V+0.1:G0T0 70

60 FOR 1=0 TO 3:S=PEEKC-16336):NEXT I :Y=191 :V=-W1 .3

70 HPLOT TO X,Y:NEXT X:FOR 0=1 TO 200:NEXT D:G0T0 10

AlARMBOUNCING BALL

400 or 600XL • 16K RAM

10 GRAPHICS 7+16:SETC0L0R 4,0,15

20 SETCOLOR 2,12,2:C0L0R 3

30 PRINT #6;CHR$(125):PL0T O,O:DRAWTO 155,0:DRAWTO 155

,95:DRAWT0 0,95:DRAWTO 0,0

40 Y=0:V=0:Z=0.6*(INT<RND(0>*4>+1)

50 X1=O:X2=155:IF RND<0)>0.5 THEN X1=155:X2=O:Z=-Z

60 PLOT X1,Y:F0R X=X1 TO X2 STEP Z:Y=Y+V

70 IF Y<=95 THEN V-V+0.1:GOT0 100

80 FOR 1=0 TO 3:S0UND 0,100,10,14:SOUND O,O,O,O:NEXT I

90 Y=94:V=-V/1.3

100 PLOT X,Y:NEXT X:FOR D=1 TO 200:NEXT D:GOT0 30

800 or 800XL • 32K RAM

10 GRAPHICS 8+16:SETC0L0R 1,0,15

20 SETCOLOR 2,12,2:C0L0R 1

30 PRINT #6;CHRS(125):PL0T Q,O:DRAWTO 319,0:DRAWT0 319

,191:DRAWT0 0,191rDRAUTO 0,0

40 Y=Q:V=0:Z=0.6*(INT(RND<0>*4)+1)

50 X1=O:X2=319:IF RNO(0)>0.5 THEN Xi=319:X2=0:Z=-Z

60 PLOT X1,Y:FOR X=X1 TO X2 STEP Z:Y=Y+V

70 IF Y<=191 THEN V=V+0.1:G0T0 100

80 FOR 1=0 TO 3:S0UND 0,100,10,14:SOUND O,O,O,O:NEXT I

90 Y=191:V=-V/1.3

100 DRAWTO X,Y:NEXT X:FOR D=1 TO 200:NEXT D:GOTO 30

COLECO/BOUNCING BALL

ADAM • 80K RAM

10 HGR2:HC0L0R= 3

20 HPLOT 0,0 TO 255,0 TO 255,191 TO 5,191 TO 0,0

30 y=0:v=0:z=0.6*UNT(RND(1)*4)+1)

40 x1=0:x2=255:IF RND(1)>0.5 THEN x1=255:*2=0:z=-z

50 HPLOT x1,y:FOR x=x1 TO x2 STEP z:y=y+v

60 IF y<-191 THEN v=v+0.1:GOTO 80

70 PRINT CHR$C7);:y=190:v=-v/1.3

80 HPLOT TO x,y:NEXT x:FOR d=1 TO 200:NEXT d:GOTO 10

COMMODORE/fiOUNC/NG BALL

Commodore 64

10 POKE 53272,PEEKC53272) OR 8

20 POKE 53265,PEEK(53265) OR 32

30 FOR 1=17000 TO 17045:READ A:POKE I,A:NEXT I:SYS 170

24

40 SYS 17000:Y=0:V=0:Z=0.6*CINTtRND(0)*4)+2)

50 X1=0:X2=319:IF RNDC0)>0.5 THEN X1=319:X2=O:Z=-Z

60 FOR X=X1 TO X2 STEP Z:Y=Y+V

70 IF Y>199 THEN Y=199:V=-V/1.3:P0KE 54296,15

80 A=8192+INTCY/8)*320+INT(X/8)*8+(Y AND 7):B=7-(X AND
7)

90 POKE A,PEEKCA) OR (2*B):P0KE 54296,0

100 V=V+0.1:NEXT X:FOR 0=1 TO 300:NEXT D:GOTO 40

1000 DATA 160,31,169,0,162,0,157,0,31,232,208,250

1010 DATA 200,192,64,240,6,140,112,66,76,108,66,96
1020 DATA 173,149,66,162,0,157,0,4,157,0,5,157,0,6

1030 DATA 157,0,7,232,208,241,96,1

VIC-20 • 5K RAM

10 POKE 36878,10:F0R 1 = 1 TO 21 :XD$=XD$+CHR$C29):NEXT I

20 FOR 1=1 TO 22:YDS=YD$+CHR$(17):NEXT I

30 PRINT CHR$C147);:Z=0.5*CINT(RND(0)*2)+2):Y=0:V=0
40 X1=0:X2=21:IF RND(0)>0.5 THEN X1=21:X2=0:Z=-Z

50 FOR X=X1 TO X2 STEP Z:Y=Y+V

60 IF Y<22 THEN V=V+1:G0T0 80

70 Y=22:V=-V/1.3:P0KE 36877,128:POKE 36877,0

80 PRINT CHR$C19);LEFT$(XD$,X);LEFT$(YDS,Y);CHR$(46);
90 FOR D=1 TO 25.-NEXT D:NEXT X

100 FOR D=1 TO 200:NEXT D:GOTO 30

\BNtfBOUNCING BALL

PC or PCjr • 64KRAM • Color Graphics Adapter

(PC) • color TV or monitor optional

10 KEY OFF:CLS:RANDO«IZE:SCREEN 1,0

20 CLS:Y=0:V=0:Z=.6*(INT(RNO*4)+1)

30 C=INTC(RND*4)+1):C0L0R C:LINE (0,0J-(319,199),C,8

40 X1=0:X2=319:IF RND>.5 THEN SWAP X1,X2:Z=-Z

50 PSETCX1,Y):F0R X=X1 TO X2 STEP Z:Y=Y+V

60 IF Y>198 THEN SOUND 75,3:SOUND 37,0:Y=198:V=-V/1.3

ELSE V=V+.1

70 LINE -(X,Y):NEXT X:FOR D=1 TO 200:NEXT D:GOTO 20

RADIO SHACK/BOUNCING BALL

TRS-80 Color Computer • 16K RAM • color TV op

tional • Extended Color BASIC

10 PMODE 3,1:SCREEN 1,0

20 PCLS 1:C=RNDC3)+1:LINE tO,O)-C255,191),PSET,B

16 K-POWER
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30 Y=O:V=O:Z=O.5«RND(5)

40 X1=O:X2=255:IF RN0(2)>1 THEN X1=255:X2=O:Z=-Z

50 FOR X=X1 TO X2 STEP Z:Y=Y+V

60 IF Y<=191 THEN V=V+0.1:G0T0 80

70 SOUND 1,1:Y=191:V=-V/1.3

80 PSET(X,Y,O:NEXT X:FOR D=1 TO 200:NEXT D:G0TO 20

TRS-80 Model III • 16K RAM

10 CLS:Y=0:V=0:Z=0.6*RND(4)+1

20 X1=0;X2=127:IF RND(2)>1 THEN X1=127:X2=0:Z=-Z

30 FOR X=X1 TO X2 STEP Z:Y=Y+V

40 IF Y>47 THEN Y=47:V=-V/1-3:G0T0 50 ELSE V=V+0.5

50 SET(X,Y):FOR D = 1 TO 6:NEXT t>:NEXT X

60 FOR D=1 TO 200:NEXT D:GOTO 10

TEXAS INSTRUMENTS/BOt/NC/NG BALL

TI-99!4A»16KRAM

10 CALL CHAR(96,"0000183C3C180000">

20 CALL CLEAR

30 Y = 1

40 V=0

50 Z=Q.5*(INT(RND*2)+2>

60 X1=1

70 X2=30

80 IF RND>0.5 THEN 120

90 X1=3O

100 X2=1

110 Z=-Z

120 FOR X=X1 TO X2 STEP Z

130 Y=Y+V

140 IF Y>23 THEN 180

150 V=V+0.5

160 CALL HCHAR(Y,X,96,1>

170 GOTO 220

180 Y=23

190 V=-V/1.3

200 CALL HCHAR(Y,X,96,1)

210 CALL SOUND<1,-7,0)

220 NEXT X

230 FOR 0=1 TO 100

240 NEXT D

250 GOTO 20

TIMEX SINCLAIR/BOUNCING BALL

1000 or 1500 • 2K RAM

10 RAND

20 SLOW

30 CLS

40 LET Y=40

50 LET V=O

60 LET Z=0.6*(INT (RND*2)+1)

70 LET A=0

80 LET B=60

90 IF RND>0.5 THEN GOTO 130

100 LET A=60

110 LET B=0

120 LET Z=-Z

130 FOR X=A TO 8 STEP I

140 LET Y=Y-V

150 IF Y>0 THEN GOTO 190

160 LET Y=0

170 LET V=-V/1.3

180 GOTO 200

190 LET V=V+0.5

200 PLOT X,Y

210 NEXT X

220 FOR D=1 TO 50

230 NEXT D

240 GOTO 30

2068 9 48K RAM

10 RANDOMIZE:eORDER 4;INK 0

20 CLS:LET Y=175:LET V=O:LET Z=0.6*(INTCRND*4)+1)

30 LET A=O:LET B=255

40 IF RND>0.5 THEN LET A=255:LET B=O:LET Z=-Z

50 FOR X=A TO B STEP Z:LET Y=Y-V

60 IF Y>=0 THEN LET V=V+0.1:GO TO 80

70 BEEP 0.05,1:LET Y=O:LET V=-V/1.3

80 PLOT X,Y:NEXT X:PAUSE 30:G0 TO 20

K B R

So, we made a few mistakes* We're sorry. Here's where we

tell you (and you tell us) how to fix them—and how to
make our programs even better.

GET THE MESSAGE

Because the ADAM and the Apple react different

ly to a PRINT statement that follows a HTAB or VTAB,

the Mysterious Message (February, page 48) is more

mysterious on the ADAM than on the other com

puters—though, if you play it to the end, you'll still

get the message. To add some excitement to the

game, you can put a semicolon at the end of line

410. Then use your joystick (not the space bar) to

reveal the secret.

The end game display will be prettier if you

change line 580 slightly:

580 NORMAL:IF d = 12 OR d = 1 THEN dc = -de
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'COMPUTER BLUES'
BY JOEY LATIMER

Welcome to Microtones!

Every issue I'll venture

into the world of computers

and music in this column.

You can tune in for Micro-

notes—the latest in com

puter music products and

news—or for the programs

—some original creations

and some based on

popular hits.

This issue's original

program is "Computer

Blues"—a boogie-woogie song Technical Editor John

Jainschigg and I wrote. After you type in the pro

gram, your computer will boogie out the jazzy beat

while the lyrics light up your screen.

HACKER NOTES:
Writing a program that plays music and handles

text at the same time is like trying to rub your

stomach with one hand and pat your head with the

other. It's hard to keep the music up to speed and

on the beat, and still have enough free time to

branch off and handle text when the moment ar

rives.

If you work in pure machine language, you can

write very powerful, fast routines to deal with

things like timing, and still have plenty of free pro

cessor time to handle text. But if you're trying to

manage the different timing requirements of sever

al musical voices in BASIC, like we were, the book

keeping can become pretty hairy.

Because BASIC runs so slowly, you have to cut

back tone and duration processing in the main pro

gram loop to a bare minimum, to leave yourself

enough time in the loop for printing to the screen.

"Computer Blues" ' music data statements are of

the form C#,4,F,2,..., where each pitch is paired with

a number indicating how long that note should

sound. A routine designed to handle this type of in

formation directly would have to keep track of du

rations with separate counters for each voice. In

stead, "Computer Blues" preprocesses this music

data into a simpler form (which looks like

C#,C#,C#,C#,P,F,...) that expresses the duration of a

tone by the number of times in a row that tone ap

pears in the table. It then can play the music by

taking frequency data from the table at a constant

rate. No counters are required. So there's enough

time to handle text.

Works pretty well, doesn't it? In upcoming col

umns, I'll focus on some more complicated ways of

doing music and graphics on a micro.

JOEY LATIMER is K-POWER's programming associate.

He's a musician and a programming pro.

I woke up this momin',

turned my computer on.

One took at the screen and

knewsomethin' was wrons...

ATARirCOMPUTER BLUES"

400, 600XL, 800, or 800XL • 16K RAM

10 DIM BSC96),TSC96),SS(96),QSC128),RS(128),TXT$<800>,

PTR(16,2),BLS(32)

20 POKE 752,1:POKE 82,0:PRINT CHRSC125):POSITION 10,8:

PRINT "THE COMPUTER BLUES"

30 POSITION 7,10:PRINT "TUNING UP ... PLEASE WAIT."

40 BLJ=" ":BLS(32)=BL$:BL$C2>=BL$

50 FOR X=1 TO 48:READ A:BS(LEN(B$)+1)=CHR$(A):B$(LEN(B

$)+1)=CHR$(A):NEXT X

90 K-POWER



60 FOR X=1 TO 63:READ T0N,DUR:F0R Y=1 TO DUR:T$(LEN(TS

)+1)=CHR$(TON):NEXT Y:NEXT X

70 FOR X=1 TO 23:READ TON,DUR:FOR Y=1 TO DUR:SS(LEN(S$

)+1)=CHR$(TON):N£XT Y:NEXT X

80 FOR X=1 TO 16:READ RS:QS=8LS(1,INTCC40-LEN(R$))/2)-

1):Q$CLEN(Q$)+1)=R$

9Q PTR(X,1)=LEN(TXT$)+1:PTR(X,2)=LEN(TXT$)+LEN(Q$):TXT

$CLEN(TXTS)+1)=Q$:NEXT X:C=1

100 FOR Z=1 TO 96

110 SOUND 0,ASCCB$(Z,Z)),10,10:S0UND 1,ASC(TSCZ,Z)),10

,5:S0UND 2,ASC(S$(Z,Z)),10,5

120 IF 2<>1 AND Z<>32 AND ZO64 THEN FOR D=1 TO 40:N£X

T D:GOTO 160

130 PRINT CHR$(125):P0SITI0N 0,10:PRINT TXTS(PTRCC,1),

PTR(C,2>>

140 PRINT TXTS(PTR(C+1,1>,PTR(C+1,2)>

150 IF ZO1 THEN C=C+2:IF O16 THEN C = 1

160 NEXT Z:GOTO 100

10Q0 DATA 144,114,96,85,81,85,96,114,144,114,96

1010 DATA 85,81,85,96,114,108,85,72,64,60,64,72,85

1020 DATA 144,114,96,85,81,85,96,114,96,76,64,57

1030 DATA 108,85,72,64,72,81,85,91,96,108,114,128

2000 DATA 47,2,53,1,47,1,60,1,72,3,47,2,53,2,60,2

2010 DATA 72,2,57,1,0,1,57,1,0,1,60,1,57,1,0,1,60

2020 DATA 1,57,1,0,1,60,1,57,2,47,1,47,1,47,1,47,2

2030 DATA 53,1,47,1,60,1,72,3,47,2,53,2,60,2,72,2

2040 DATA 57,1,0,1,57,1,0,1,60,1,57,1,0,1,60,1,57

2050 DATA 1,0,1,60,1,57,1,0,1,60,1,53,1,60,1,53,1,0

2060 DATA 1,53,1,60,1,53,1,47,3,47,2,53,1,47,1,60

2070 DATA 1,72,1,0,1,72,2,0,15

3000 DATA 0,18,40,1,0,1,42,1,40,1,0,1,42,1,40,1

3010 DATA 0,1,42,1,40,2,0,21,40,1,0,1,42,1,40,1

3020 DATA 0,1,42,1,40,1,0,1,42,1,40,2,0,35

4000 DATA I WOKE UP THIS MORNIN'/TURNED MY COMPUTER ON

4010 DATA ONE LOOK AT THE SCREEN,AND I KNEW THAT SOMET

HIN1 WAS WRONG

4020 DATA THE COMPUTER STARTED CRYIN',AND MAKIN1 SAD F

ACES AT ME

4030 DATA I SAW LITTLE BLOCKY TEARS,RUNNIN' DOWN MY TV

4040 DATA I SAID 'HEY COMPUTER,WHY ARE YOU SO BLUE?*

4050 DATA 'TELL ME WHAT HAVE I DONE,WHAT HAVE I DONE T

0 HURT YOU?'

4060 DATA THE COMPUTER SAID,'WHY YOU TREATIN' ME SO ME

AN?1

4070 DATA 'YOU GET MILK ON MY KEYS,AND PEANUT BUTTER 0

N MY SCREEN1

COMMODORl/'TOMPUTER BLUBS"

Commodore 64

10 DIM B$(2),T$<2),S$(2),Q$C16)

20 PRINT CHR$(147):P0KE 214,10:PRINT:PRINT TABC10) "TH

E COMPUTER BLUES"

30 PRINT:PRINT TAB(7) "TUNING UP ... PLEASE WAIT."

40 FOR X=1 TO 20:SP$=SP$+" ":NEXT X

50 FOR X=1 TO 96 STEP 2:READ A,B

60 B$C1)=BJ(1)+CHR$CA)+CHRI(A):B$C2)=B$C2)+CHR$(B)+CHR

$(B):NEXT X

70 FOR X=1 TO 63:READ TH,TL,DUR:FOR Y=1 TO DUR

80 T$C1)=T$(1)+CHR$CTH):T$(2)=T$(2)+CHR$CTL):NEXT Y:NE

XT X

90 FOR X=1 TO 23:READ SH,SL,DUR:FOR Y=1 TO DUR

100 S$C1)=S$(1)+CHR$CSH):S$<2)=S$(2)+CHR$(SL):NEXT Y:N

EXT X

110 FOR X=1 TO 16:READ Q$CX):Q$(X)=LEFT$(SP$,C40-LEN(Q

SCX)))/2-1)+Q$(X):NEXT X

120 S=54272:F0R E=S TO S+28:P0KE E,O:NEXT E:POKE S+24,

15

130 POKE S+3,4:P0KE S+5,51:POKE S+6,244:P0KE S+4,65

140 POKE S+12,51:P0KE S+13,244:P0KE S+19,79:P0KE S+20,

24

The computerstarted cryin'

and makin' sad faces at me.

I saw little blocky tears

runnin'down myTV...

150 POKE 53280,0:POKE 53281,0:P0KE S+18,17:P0KE S+11,3

3:C=1

160 FOR Z=1 TO 96

170 POKE S,ASCCMID$CB$(2),Z,1)):P0KE S+1,ASC(MID$(B$C1

),Z,D)

180 POKE S+7,ASC(MIDS(TS(2),Z,1)):P0KE S+8,ASCCMID$CT$

(1),Z,1>)

190 POKE S+14,ASC<MIDMS$(2),Z,1)):P0KE S+15,ASC(MID$(

S$(1),Z,D)

200 IF ZO1 AND Z<>32 AND Z<>64 THEN FOR D=1 TO 30:NEX

T D:GOTO 230

210 PRINT CHR$(147);CHR$C5):P0KE 2K,10:PRINT:PRINT Q$

(C):PRINT QS(C+1)

220 IF ZO1 THEN C=C+2:IF C>16 THEN C=1

230 NEXT Z:GOTO 160

1000 DATA 3,155,4,139,5,103,6,16,6,108,6,16,5,103

1010 DATA 4,139,3,155,4,139,5,103,6,16,6,108,6,16

1020 DATA 5,103,4,139,4,208,6,16,7,53,8,23,8,147,8

1030 DATA 23,7,53,6,16,3,155,4,139,5,103,6,16,6,108

1040 DATA 6,16,5,103,4,139,5,103,6,206,8,23,9,21,4

1050 DATA 208,6,16,7,53,8,23,7,53,6,108,6,16,5,185

1060 DATA 5,103,4,208,4,139,4,12

2000 DATA 21,154,2,19,63,1,21,154,1,17,37,1,14,107

2010 DATA 3,21,154,2,19,63,2,17,37,2,14,107,2,18,42

2020 DATA 1,0,0,1,18,42,1,0,0,1,17,37,1,18,42,1,0,0

2030 DATA 1,17,37,1,18,42,1,0,0,1,17,37,1,18,42,2,21

2040 DATA 154,1,21,154,1,21,154,1,21,154,2,19,63,1

2050 DATA 21,154,1,17,37,1,14,107,3,21,154,2,19,63

2060 DATA 2,17,37,2,14,107,2,18,42,1,0,0,1,18,42,1

2070 DATA 0,0,1,17,37,1,18,42,1,0,0,1,17,37,1,18,42

2080 DATA 1,0,0,1,17,37,1,18,42,1,0,0,1,17,37,1,19

2090 DATA 63,1,17,37,1,19,63,1,0,0,1,19,63,1,17,37

2100 DATA 1,19,63,1,21,154,3,21,154,2,19,63,1,21,154

2110 DATA 1,17,37,1,14,107,1,0,0,1,14,107,2,C,0,15

3000 DATA 0,0,18,51,97,1,0,0,1,48,127,1,51,97,1

3010 DATA 0,0,1,48,127,1,51,97,1,0,0,1,48,127,1,51

3020 DATA 97,2,0,0,21,51,97,1,0,0,1,48,127,1,51,97

3030 DATA 1,0,0,1,48,127,1,51,97,1,0,0,1,48,127,1

3040 DATA 51,97,2,0,0,35

4000 DATA I WOKE UP THIS MORNIN',TURNED MY COMPUTER 0

N

4010 DATA ONE LOOK AT THE SCREEN,AND I KNEW THAT SOME
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THIN' WAS WRONG

4020 DATA THE COMPUTER STARTED CRYIN',AND MAKIN' SAO

FACES AT HE

4030 DATA I SAW LITTLE BLOCKY TEARS,RUNNIN" DOWN MY T

V

4040 DATA I SAID 'HEY COMPUTER,WHY ARE YOU SO BLUE?'

4050 DATA 'TELL ME WHAT HAVE I DONE?,WHAT HAVE I DONE

TO HURT YOU?'

4060 DATA THE COMPUTER SAID,'WHY YOU TREATIN1 HE SO M

EAN?'

4070 DATA 'YOU GET MILK ON HY KEYS,AND PEANUT BUTTER

ON MY SCREEN'

I said, "Hey, computer;

whyare you so blue?

Tell mewhat I have done.

XT D:GOTO 180

140 PRINT CHRS(147):P0KE 214,9:PRINT:PRINT Q$(C)

150 PRINT Q$CC+1):PRINT QSCC+2)

160 IF Z<>1 THEN C=C+3:IF C>24 THEN C=1

170 FOR D=1 TO 40:NEXT 0

ISO NEXT Z:G0TO 110

1000 DATA 183,199,207,212,215,212,207,199,183,199,207
1010 DATA 212,215,212,207,199,201,212,219,223,225,223
1020 DATA 219,212,183,199,207,212,215,212,207,199,207

1030 DATA 217,223,227,201,212,219,223,219,215,212,209
1040 DATA 207,201,199,191

1050 DATA 231,2,228,1,231,1,225,1,219,3,231,2,228

2000 DATA 2,225,2,219,2,226,1,0,1,226,1,0,1,225,1

2010 DATA 226,1,0,1,225,1,226,1,0,1,225,1,226,2,231

2020 DATA 1,231,1,231,1,231,2,228,1,231,1,225,1,219

2030 DATA 3,231,2,228,2,225,2,219,2,226,1,0,1,226

2040 DATA 1,0,1,225,1,236,1,0,1,225,1,226,1,0,1,225

2050 DATA 1,226,1,0,1,225,1,228,1,225,1,228,1,0,1,228
2060 DATA 1,225,1,228,1,231,3,231,2,228,1,231,1,225
2070 DATA 1,219,1,0,1,219,2,0,15

3000 DATA 0,18,231,1,0,1,230,1,231,1,0,1,230,1,231,1
3010 DATA 0,1,230,1,231,2,0,21,231,1,0,1,230,1,231,1

3020 DATA 0,1,230,1,231,1,0,1,230,1,231,2,0,35

4000 DATA WOKE UP THIS MORNIN',AND I TURNED,MY COMPUT
ER ON

4010 DATA LOOKED AT THE SCREEN,AND I KNEW THAT,SOHETH
IN' WAS WRONG

4020 DATA THE COMPUTER START£D,CRYIN' AND MAKIN1,SAD
FACES AT ME

4030 DATA I SAW LITTL£,8L0CKY TEARS RUNNIN',DOWN MY T

V

4040 DATA I SAID 'HEY COMPUTER,WHY ARE YOU,SO SLUE?'

4050 DATA 'TELL ME WHAT HAVE I,DONE? WHAT HAVE I,DONE

TO HURT YOU?'

4060 DATA THE COMPUTER SAID,'WHY YOU TREATIN' ME,SO M

EAN?1

4070 DATA 'YOU GET HILK ON MY,KEYS AND PEANUT,BUTTER 0

N HY SCREEN1

what have I clone to hurtyou?" The computer said;

VIC-20 • 5K RAM

10 DIM Q$(24)

20 PRINT CHR$C147>:P0KE 214,9:PRINT:P0KE 211,2:PRINT

"THE COMPUTER BLUES"

30 PRINT TAB(3J "NOW TUNING UP ..."

40 PRINT TABC5) "PLEASE WAIT."

50 FOR X=1 TO 20:SP$=SP$+" ":NEXT X

60 FOR X=1 TO 48:READ A:BS=B$+CHR$(A)+CHR$CA):NEXT X

70 C=1:F0R X=1 TO 63:READ A,DUR:FOR Y=1 TO DUR:T$=T$+

CHR$(A):T=T+1:NEXT Y:NEXT X

80 C=1:F0R X=1 TO 23:READ A,DUR:FOR Y=1 TO DUR:S$=SS+

CHR$CA):NEXT Y:NEXT X

90 FOR X=1 TO 24:READ Q$(X):Q$(X)=LEFT$(SP$,INT((22-L

EN(Q$(X)))/2))+Q$(X):NEXT X

100 C=1:V=36878:S1=36874:S2=36875:S3=36876:P0KE V,5

110 PRINT CHR$C147):F0R Z=1 TO 96

120 POKE S1,ASC(HID$(BS,Z,1)):POKE S2,ASC(MID$(T$,Z,1

)):POKE S3,ASC(MIDS(SS,Z,1>)

130 IF Z<>1 AND Z<>32 AND Z<>64 THEN FOR D=1 TO 75:NE

"Whyyou treatin' me so mean?

You get milk on mykeys and

peanut butteron my screen.

RADIO SHACK/'TOMPUTER BLUES"

TRS-80 Color Computer • 16K RAM

10 CLEAR 1000:DIM AC70,2>,Q$(16)

20 CLS:PRINT ai99,"THE COMPUTER BLUES"

30 PRINT 3228,"TUNING UP ... PLEASE WAIT."

40 FOR X=1 TO 70.-READ ACX,1),A(X,2) :NEXT X

.■>/
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50 FOR X=1 TO 16:READ QSfX) :QS(X)=STRINGSUNTC(32-LEN(

QS(X)))/2),32)+QSCX):NEXT X

60 C=1:CLS

70 FOR Z=1 TO 70

80 SOUND A(Z,1),AQ,2)*2

90 IF ZO1 AND Z<>25 AND Z<>49 THEN FOR D=1 TO 5:N£XT

D:GOTO 120

100 CLS:PRINT S256,QS(C):PRINT QS(C+1)

110 IF Z<>1 THEN C=C+2:IF C>16 THEN C=1

120 NEXT Z:GOTO 70

1000 DATA 193,2,185,1,193,1,176,1,159,3,193,2,185,2

1010 DATA 176,2,159,2,180,1,255,1,180,1,255,1,176,1

1020 DATA 180,1,255,1,176,1,180,1,255,1,176,1,180,1

1030 DATA 255,1,193,1,193,1,193,1,193,2,185,1,193,1

1040 DATA 176,1,159,3,193,2,185,2,176,2,159,2,180,1

1050 DATA 255,1,180,1,255,1,176,1,180,1,255,1,176,1

1060 DATA 180,1,255,1,176,1,180,2,176,1,185,1,176,1

1070 DATA 185,1,255,1,185,1,176,1,185,1,193,3,193,2

1080 DATA 185,1,193,1,176,1,159,1,159,1,159,1,159,2

1090 DATA 147,2,140,2,133,2,125,2,108,2,99,2,78,2

2000 DATA I WOKE UP THIS MORNIN1,TURNED MY COMPUTER ON

2010 DATA ONE LOOK AT THE SCREEN,AND I KNEW SGMETHIN'

WAS WRONG

2020 DATA THE COMPUTER STARTED CRYIN',AND MAKIN' SAD F

ACES AT ME

2030 DATA I SAW LITTLE BLOCKY TEARS,RUNNING DOWN MY TV

2040 DATA I SAID 'HEY COMPUTER,WHY ARE YOU SO BLUE?'

2050 DATA 'TELL' ME WHAT HAVE I DONE?,WHAT HAVE I DONE

TO HURT YOU?1

2060 DATA THE COMPUTER SAID,'WHY YOU TREATIN' ME SO ME

AN?1

2070 DATA 'YOU GET MILK ON MY KEYS,AND PEANUT 8UTTER 0

N MY SCREEN'

I woke up this momin,

turned my computer on.

One look at the screen and

I knew somethin1 was wrong...

TEXAS INSTRUMENTS/"COMPUTER BLUES'

TI-99/4A • 16K RAM

10 DIM B(96),TC96),S(96),Q$C16)

20 CALL CLEAR

30 PRINT TABC5>;"THE COMPUTER BLUES"

40 PRINT TAB(8);"TUNING UP ..."

50 PRINT TABC8);"PLEASE WAIT."

60 C=1

70 FOR X=1 TO 96 STEP 2

80 READ A

90 B(X)=A

100 B(X+1)=A

110 NEXT X

120 C=1

130 FOR X=1 TO 63

140 READ N,D

150 FOR Y=1 TO D

160 TCC)=N

170 C=C+1

180 NEXT Y

190 NEXT X

200 C=1

210 FOR X=1 TO 23

220 READ N,D

230 FOR Y=1 TO D

240 S(C)=N

250 C=C+1

260 NEXT Y

270 NEXT X

280 FOR X=1 TO 16

290 READ Q$CX)

300 NEXT X

310 C=1

320 FOR 0=1 TO 4

330 CALL CLEAR

340 FOR R=1 TO 2

350 PRINT Q$(C)

360 PRINT G$(C+1)

370 PRINT

380 NEXT R

390 PRINT GSCC+2)

400 PRINT QSCC+3)

410 C=C+4

420 IF C<=16 THEN 440

430 C=1

440 FOR Z=1 TO 96

450 CALL SOUND(170,B(Z>,1,T(Z),1,S(Z),5>

460 NEXT Z

470 NEXT Q

480 GOTO 320

1000 DATA 110,139,165,185,196,185,165,139,110,139,165

1010 DATA 185,196,185,165,139,147,185,220,247,262,247

1020 DATA 220,185,110,139,165,185,196,185,165,139,165

1030 DATA 208,247,277,147,185,220,247,220,196,185,175

1040 DATA 165,147,139,123

2000 DATA 659,2,587,1,659,1,523,1,440

2010 DATA 3,659,2,587,2,523,2,440,2,554,1,40000,1,554

2020 DATA 1,40000,1,523,1,554,1,40000,1,523,1,554,1

2030 DATA 40000,1,523,1,554,2,659,1,659,1,659,1,659

2040 DATA 2,587,1,659,1,523,1,440,3,659,2,587,2,523

2050 DATA 2,440,2,554,1,40000,1,554,1,40000,1,523,1

2060 DATA 554,1,40000,1,523,1,554,1,40000,1,523,1

2070 DATA 554,1,40000,1,523,1,587,1,523,1,587,1

2080 DATA 40000,1,587,1,523,1,587,1,659,3,659,2

2090 DATA 587,1,659,1,523,1,440,1,40000,1,440,2

2100 DATA 40000,15

3000 DATA 40000,18,1568,1,40000,1,1480,1,1568,1

3010 DATA 40000,1,1480,1,1568,1,40000,1,1480,1

3020 DATA 1568,2,40000,21,1568,1,40000,1,1480,1

3030 DATA 1568,1,40000,1,1480,1,1568,1,40000,1

3040 DATA 1480,1,1568,2,40000,35

4000 DATA I WOKE UP THIS MORNIN1,TURNED MY COMPUTER ON

4010 DATA ONE LOOK AT THE SCREEN,! KNEW SOMETHIN' WAS

WRONG

4020 DATA THE COMPUTER STARTED CRYIN',AND MAKIN1 SAD F

ACES AT ME

4030 DATA I SAW LITTLE BLOCKY TEARS,RUNNIN* DOWN MY TV

4040 DATA I SAID 'HEY COMPUTER,WHY ARE YOU SO BLUE?*

4050 DATA 'TELL ME WHAT HAVE I DONE?,WHAT'VE I DONE TO

HURT YOU?'

4060 DATA THE COMPUTER SAID 'WHY YOU,TREATIN' ME SO ME

AN?'

4070 DATA 'YOU GET MILK ON MY KEYS AND,PEANUT BUTTER 0

N MY SCREEN'
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Check out this space in each issue for what's

hot in the computer/music biz, and for the latest

in computer/music products.

What's new? Computers and laserdisks may

revolutionize the rock video scene! The Turtles

(alias Flo and Eddie, or Mark Volman and Howard

KayIan have recorded the soundtrack for the first

animated home videodisk fantasy game, called

Thayer's Quest. Mark and Howard started out as

the Turtles in the '60s. Since then, they've had a

successful career as a duo, and worked with a zil

lion other rockers, including Frank Zappa, T. Rex,

and Alice Cooper.

The Thayer's Quest soundtrack was entirely

generated by computer technology. The Turtles

recorded it on a 360 system—a brand-new music

synthesizer that records instrument sounds on

computer chips. It was hard work . . . nine min

utes of completed sound took a week to create!

The genius behind the game is Rick Dyer, who

created Dragon's Lair. Nearly $2 million has

gone into research and development for the

videodisk system. Rick also is hunting for a

group to record the soundtrack for his next video-

disk effort, a horror-movie game that will use

live footage....

In other videodisk/music news, a live-action

disk, called Artdisc, is being launched by Romu

lus Productions, Inc. Laurie Anderson, best known

for her hit record "Superman," is one artist who'll

be participating in the project. . . .

Summer of 1984 is proving to be a great season

for micromaestros because established micro mu

sic hardware and software companies are improv

ing their products and slashing prices. Many

companies are entering the market for the first

time, with options previously not available to the

consumer. . . .

One company, called the Alien Group (27 W.

23rd St., New York, NY 10010), has released a

singing—that's right—a SINGING speech synthe

sizer for the C 64. The Voice Box, priced at $129,

plugs directly into the C 64's user port and has

an unlimited vocabulary, a built-in speaker, and

volume and pitch controls. Programs for a high-

res talking human face and

a comprehensive music and

singing system are avail

able on a separate -

disk or cassette for

$30. ... %

The Roland DG

Corporation (7200

Dominion Circle,

Los Angeles, CA

90040) recently intro

duced the MPU-401 MIDI Processing Unit. MIDI

stands for Musical Instrument Digital Interface.

Two programs, one for the IBM PC and one

for the Apple II, work with the MPU-401 MIDI

to control the performance of up to eight different

musical instruments by one computer. The unit

costs less than $300.

The MIDI synchronizes the musical instru

ments and, while the music is playing, lets the

computer perform other functions such as load,

save, or display screen graphics. . . .

For microminstrels on the move, Casio, Inc. (15

Gardner Road, Fairfield, NJ 07006) is shipping

its new KX-101 computerized audio system

which, in their words, "has packed a complete au

dio entertainment center into 16 portable pounds

of state-of-the-art wizardry." The $499 system

has an AM/FM stereo radio, detachable speakers,

a cassette player/recorder, a polyphonic keyboard,

and a mini recording studio. The brain of the

KX-101 is an on-board microcomputer capable of

nine different automatic scanning functions. It

lets you program and play back your tapes in a

variety of ways. From the back, the unit looks

like a portable stereo. But, a gaze at its front

prompted one of my music industry friends (who's

a veteran of the '60s' folk music days) to swear

that the portable microcomputer-based Casio will

become the folk instrument of the '80s. . . .
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A Parade of Programs

for the Fourth of July

It all started a few months ago. Some of

K-POWER's "Resident Hackers" were hanging out in

the lab very late one night polishing up a program

when Peter Cockcroft (the guy with the "K" on his

shirt) walked in, pulled a disk from his coat pocket,

and loaded it into a nearby computer.

After a few moments weird, colorful shapes began

to fill the screen and strange sounds hummed from

the speaker. The folks in the lab quickly gathered

around to see.

A few minutes later someone said, "Hey, it's like

the Fourth of July!"

"That's the idea," said Peter.

Before long, everyone in the lab was busily typ

ing away at their own Fourth of July program. It

turned into a contest of sorts, each programmer try

ing to take full advantage of his or her computer.

Some tried flags. Some tried exploding rockets.

Some tried music. Some tried combinations of all of

these.

As you can imagine, the lab was a pretty noisy

place for a while. Ideas were thrown around, tips on

how to achieve the best explosion were exchanged,

and arguments were waged over which tune was

the most patriotic.

When it was all over, we had a wild assortment

of some of the noisiest, most colorful, exciting, and

original programs K-POWER has ever done.

So, when Independence Day rolls around, have

one of these holiday programs all ready to go and

join in on the festivities!

1. Mark Prcnty 8. Gary Lee 3. AI Drayton 4. Roland Thomas

3. Peter Cockcroft 6. Ruth Nebbia 7. Adam Schusshclm

8. Alex Shakar 9. Justin Greene 10. Joe Gclman

Illustration: Chris Reed
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APPLE/BURSTS AND SPARKS

11 plus, He, or lie • 32K RAM • color TV or

monitor optional

10 DIM A(32),L(10),S<10)

20 TEXT:H0ME:P0KE 232,0

30 FOR I = 1 TO PEEKC78) + PEEK<79):X = RND(1):NEXT I

40 FOR I = 0 TO 10:READ LU),S(I):S = S + LCI) + S(I):

NEXT I

50 FOR I = 1 TO 101:READ A:S = S + A:P0KE 767 + I,A:NE

XT I

60 IF S <> 14869 THEN PRINT "YOU HAVE MADE A TYPING ER

ROR IN LINES 1000-1090.":END

70 H6R2

80 FOR Q = INT(RNDd) * 50) + 2 TO INT(RNDd) * 50) +

75:POKE 6,3:P0K£ 8,Q:CALL 84O:NEXT Q

90 Z = INT(RNDd) * 11):SCALE= S(Z) + INTCRNDC1) * 2)

- 1

100 POKE 233,L(Z)

110 X = INTtRNDd) * 120) + 69:Y = INTCRND(I) * 50) +

75

120 FOR R = 0 TO 64 STEP 2

130 C = INT(RNDd) * 6) + Islf C = 4 THEN 130

HO ROT= R:HCOLOR= C:DRAW 0 AT X,Y:A = PEEKC-16336)

150 NEXT R:IF RND<1> > 0.6 THEN 90

160 CALL 768:GOT0 70

1000 DATA 247,4,229,6,231,5,233,4,238,2,237,2,228,3

1010 DATA 219,2,214,2,249,3,6,2,160,32,132,255,160,0

1020 DATA 132,254,132,7,132,8,177,254,240,15,69,6,133

1030 DATA 6,201,130,176,2,169,0,145,254,76,48,3,165,7

1040 DATA 24,105,1,133,7,165,8,105,0,201,31,240,25,133

1050 DATA 8,230,254,208,216,164,6,173,48,192,136,208

1060 DATA 250,230,255,165,255,201,64,208,200,76,0,3,96

1070 DATA 165,8,74,133,10,164,8,173,48,192,136,234

1080 DATA 234,208,251,165,7,56,229,10,133,7,176

1090 DATA 237,198,6,208,233,96

—BY PETER COCKCROFT

ATARI/YANKEE DOODLE

400. 600XL, 800, or 800XL <

or monitor optional

1GK RAM • color TV

10 DIM MSSGSC45),MUSICSC128),CODEC9),TS(50)

20 FOR X=0 TO 8:A=0:F0R Y=0 TO 7:READ T:A=A+T:POKE 153

6+Y+X*8,T:NEXT Y:READ T

30 IF T<>A THEN PRINT "YOU HAVE MADE A TYPING ERROR IN

DATA STATEMENT #";10Q0+X*10;".":END

40 NEXT X:LMEM=PEEK(740)-4:POKE 106,LMEM~1:NMCSET=LMEM

*256:GRAPHICS 0

50 X=USR(1536,NWCSET+8,PEEKC756)*256,NWCSET):P0KE 756,

LMEM

60 FOR X=0 TO 16:A=0:F0R Y=O TO 7:READ T:A=A+T:POKE NH

CSET+776+Y+X*8,T:NEXT Y:READ T

70 IF TOA THEN PRINT "YOU HAVE MADE A TYPING ERROR IN

DATA STATEMENT r';2000+X*10;".":END

80 NEXT X:A=O:FOR X=0 TO 9:READ T:A=A+T:COOE(X)=T:NEXT

X:REA£) T

90 IF AOT THEN PRINT "YOU HAVE HADE A TYPING ERROR IN

DATA STATEMENT #3000.":END

100 FOR X=1 TO 4:READ TS:MUSKt(LEN(MUSICS)+1)=TS:NEXT

X

110 FOR X=1 TO LEN(MUSIC$):MUSIC$<X,X)=CHR$CCODE(VAL(M

USIC$CX,X)))):NEXT X

120 DL=PEEK(560)+PEEK(561)*256:P0KE DL+3,68

130 POKE 708,13:POKE 709,52:P0KE 710,154:P0KE 82,0

140 MSSG*="XXXXXX10XXXXFXHX9X4AXXJTPX8UHPXXLXYX4YXXXXX

XX"

150 FOR X=DL+6 TO DL+28:P0KE X,4:NEXT X

160 FOR X=1 TO 33 STEP 8:F0R Y=0 TO 15 STEP 3

170 POSITION X,Y:PRINT "aabbb":POSITION X,Y+1:PRINT "b

bbbb"

180 NEXT Y:NEXT X

190 FOR V=1 TO 5 STEP 4:FOR X=V TO 33 STEP 8:F0R Y=17

TO 3 STEP -1

200 POSITION X,Y:PRINT " cde "

210 POSITION X,Y+1:PRINT " fgh "

220 POSITION X,Y+2:PRINT " i j k "

230 POSITION X,Y+3:PRINT " Lmn "

240 POSITION X,Y+4:PRINT " opq "

250 POSITION X,Y+5:PRINT " ! ! "

260 IF Y=17 THEN FOR D=10 TO 15 STEP 0.6:S0UND 1,200,8

,D:T=1a1:NEXT D:GOTO 300

270 SOUND 1,170+Y/4,8,Y-2

280 IF Y>12 OR Y<3 Oft Y/2OINT(Y/2) THEN 300

290 T=INT(X/4)*5+7-Y/2:P0SITI0N X+2,Y+6:A=ASCCHSSG$(T)

):PRINT CHR$(A-(A=88)*56);

300 NEXT YrNEXT X:NEXT V

310 FOR X=DL+15 TO DL+21 STEP 2:P0KE X,5:NEXT X

320 FOR Y=1 TO 2:FOR X=1 TO LEN(MUSICS)

330 T=ASCCMUSIC$CX)):SOUND 0,T,10,10:SOUND 1,T+1,10,6

340 FOR D=1 TO 18:NEXT D:NEXT X:NEXT Y:SOUND 0,0,0,0:P

RINT CHR$(125):GOTO 150

999 REM —MACHINE-LANGUAGE ROUTINE—

1000 DATA 104,104,133,204,104,133,203,104,1089

1010 DATA 133,213,104,133,212,104,133,215,1247

1020 DATA 104,133,214,162,4,160,0,177,954

1030 DATA 212,145,214,200,208,249,230,213,1671

1040 DATA 230,215,202,208,240,162,6,160,1423

1050 DATA 46,169,7,76,92,228,162,42,822

1060 DATA 165,20,172,10,210,16,2,162,757

1070 DATA 106,142,64,6,160,7,145,203,833

1080 DATA 106,136,16,250,76,98,228,0,910

34 K-POWER
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1999 REH —CUSTOM CHARACTERS—

2000 DATA 238,187,238,187,238,187,238,187,1700

2010 DATA 170,85,170,85,170,85,170,85,1020

2020 DATA 0,0,0,0,0,0,15,15,30

2030 DATA 40,40,60,60,255,195,195,0,845

2040 DATA 0,0,0,0,0,0,240,240,480

2050 DATA 13,13,13,13,61,60,61,253,487

2060 DATA 85,64,64,64,85,0,5,4,371

2070 DATA 112,48,48,48,124,60,124,127,691

2080 DATA 253,253,253,252,253,252,12,12,1540

2090 DATA 4,4,84,0,84,17,16,17,226

2100 DATA 127,127,127,63,63,63,112,48,730

2110 DATA 13,12,15,63,243,195,195,255,991

2120 DATA 84,0,0,0,0,102,153,102,441

2130 DATA 48,48,240,252,207,195,195,255,1440

2140 DATA 0,0,0,0,2,8,41,166,217

2150 DATA 170,170,170,170,0,0,153,102,935

2160 DATA 0,0,0,0,128,32,168,102,430

2999 REM «flUSIC DATA—

3000 DATA 0,91,96,108,121,128,144,162,182,193,1225

3010 DATA 40443322442233774044332244405550404433221

3020 DATA 12233445577665544404440666566776655446677

3030 DATA 76778899997777666566776655446677445533

3040 DATA 44404440

—BY JOE GELMAN

COLlCOtROCKETS

ADAM

9

10

20

30

40

50

REM -

HGR2

FOR t

READ

x1 =

yi =

• 80K RAM «

• when program

= 1 TO 5

ua,La,ub,Lb

INTUua - La +

INTCtub - lb +

1 color TV or monitor

pauses, press

1) * RND<1> 4

1) * RNDC1) +

any

la)

lb)

key

:x2

:y2

optional

to continu

= xl

= yi

90 xa = !NT(Cx2 - x1 + 1) * RNDC1) + x1):xb = INTC(x2

- x1 + 1) * RNDd) + xl)

100 ya = INT((y2 - y1 + 1) * RNDd) + y1):yb = INTC(y2

- y1 + 1) * RNDCD + yD

110 GOSU9 10O0:HPLOT x1,ya:HPL0T x2,yb

120 GOSUB 1000:HPLOT xa,y!:HPLOT xb,y2

130 NEXT r:NEXT t

140 GET aS:REST0RE:GOTO 20

1000 he = INT(RND(1) * 15) + 1:IF he = 4 THEN 1000

1010 HCOLOR= hc:RETURN

2000 DATA 170,85,80,20,105,20,145,80,230,105

2010 DATA 145,80,85,20,80,20,240,170,80,20

-BY GARY LEE

COMMODORE/KABOOA4 TUNE

Commodore 64 • color TV or monitor optional

10 DIM CSC49)

20 PRINT CHR$(147);:P0KE 53281,6

30 FOR X=0 TO 49:READ CS<X):NEXT X

40 FOR X=0 TO 49:C=0:F0R Y=1 TO 12:READ T:C=C+T:NEXT Y

50 IF CS(XX>C THEN PRINT "TYPING ERROR IN DATA LINE fl

";2000+X*10:END

60 NEXT X:RESTORE:FOR X=0 TO 49:READ T:NEXT X

70 FOR X=1 TO 39:BARJ=BAR$+CHR$(160):NEXT X

80 SS=CHR$(5)+"*"+CHR$(31)+" "

90 STAR$<1)=S$+S$+S$+S$+S$+S$:STAR$C2)=" "+S$+S$+S$+S$

+SS+" "

100 FOR X=832 TO 896:READ ArPOKE X,A:NEXT X

110 FOR X=O TO 3:P0KE 2040+X,13:NEXT X

120 V=53248:P0KE V+28,255:P0KE V+23,255

130 POKE V+37,143:P0KE V+38,42:P0KE V+39,36:P0«E V+40,

76:P0KE V+41,23

140 POKE V,150:POKE V+2,75:P0KE V+4,225:P0KE V+21,7

150 FOR X=1 TO 35:READ HI,LO,DUR:FOR Y=1 TO DUR

160 ASC1)=A$d)+CHRStHI):A$(2)=A$(2)+CHR$(L0):NEXT Y;N

EXT X

170 FOR X=1 TO 38:READ HI,LO,DUR:FOR Y=1 TO DUR:B$C1)=

B$d)+CHR$(HI)

60 GOSUB 1000:HPLOT 128,191 TO x1,yl

70 FOR r = 1 TO 15

80 x1 = x1 - 1:x2 = x2 + 1

Mi.
= y1 - 1:y2 = y2

Ml.

JULY-AUGUST 35
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180 BS(2)=8S(2)+CHRSCL0>:NEXT Y:NEXT X

190 FOR X=1 TO 39:REA0 HI,LO,DUR:FOR Y=1 TO DUR

200 C$(1)=C$(1)+CHR$CHI>:C$(2)=C$(2)+CHR$(L0):NEXT Y:N

EXT X:PRINT CHRK19);

210 FOR X=1 TO 13:PRINT CHR$(18);CHR$(-5*(X/2=INT(X/2)

)-28*(X/2<>INTCX/2)));

220 PRINT CHR$<29);CHRS{29);LEFTS<BARS,35):NEXT X

230 PRINT CHR$C19);:F0R X=1 TO 9:PRINT CHRS(31>;

240 PRINT CHR$(29);CHRS(29);STARS(1-(X/2=INT(X/2))):NE

XT X

250 FOR X=54272 TO 54296:POKE X,O:NEXT X

260 FOR X=54276 TO 54290 STEP 7:P0tCE X+1,16:P0KE X+2,1

6:P0KE X,33:NEXT X

270 POKE 54296,15

280 FOR Q=1 TO 2:L=253:F0R X=1 TO LEN(ASCI))

290 POKE 54273,ASC<MIDS(A$<1),X,1)>

300 POKE 54272,ASCCMID$(A$(2),X,1>>

310 POKE 54280,ASC(MIDS(BSC1),X,1>)

320 POKE 54279,ASC<MIDSCBS(2),X,D)

330 POKE 54287,ASC(MIDSCC$(1),X,1))

340 POKE 54286,ASC<MID$<C$C2),X,D)

350 L=L-3:P0KE V+1,L:P0KE V+3,L:P0KE V+5,L

360 FOR D=1 TO 90.-NEXT D:NEXT X:NEXT Q

370 FOR X=253 TO 4 STEP -1:P0KE 542?3,X:POKE V+1,X:NEX

T X:POKE V + 1,0

380 FOR X=1 TO 20:POKE 54276,129:P0KE 53281,INT(RNDCO)

*15)+1:NEXT X

390 PRINT CHR$(147);:P0KE 54277,8:POKE 54278,0:P0KE 53

281,0

400 FOR P=1 TO 65:READ X,Y,Y2

410 FOR T=Y TO Y2:P0KE 54276,129:FOR D=1 TO 5:NEXT D:P

OKE 54276,0

420 Q=X+T*40:POKE Q+1024,81

430 POKE Q+55296,INT(RND(1>*15)+1

440 NEXT T:NEXT PrPOKE 54296,0

450 GOTO 450

1000 DATA 0,485,1020,1150,900,849,901,280,880,633

1010 DATA 376,449,455,468,758,641,746,426,652,778

1020 DATA 701,607,787,755,365,528,434,324,615,505

1030 DATA 592,525,366,173,81,88,103,110,122,140

1040 DATA 129,152,179,201,212,184,206,214,246,169

2000 DATA 0,0,0,0,0,0,0,0,0,0,0,0
2010 DATA 0,40,0,0,40,0,0,150,0,2,125,128

2020 DATA 2,125,128,2,125,128,2,125,128,2,125,128

2030 DATA 2,125,128,2,85,128,10,170,160,10,170,160

10,60,160,10,60,160,8,60,32,41,195,104

171,0,234,0,0,16,195,2,16,195,2,18

209,2,15,210,3,16,195,1,18,209,2,21

31,2,21,31,2,22,96,2,21,31,3,18

209,1,16,195,2,18,209,2,16,195,2,15

210,2,16,195,6,25,30,9,22,96,1,21

31,2,22,9,9,21,31,1,18,209,2,21

31,2,22,96,1,21,31,1,18,209,1,16

195,1,21,31,3,22,96,1,25,30,2,28

49,1,22,96,1,21,31,2,18,209,2,16

195,6,12,143,2,12,143,2,11,218,2,12

143,3,14,24,1,15,210,2,16,195,2,16

195,2,18,209,2,16,195,3,13,78,1,14

24,2,11,48,2,12,143,4,10,143,6,21

31,9,18,209,1,16,195,2,12,143,2,14

24,2,14,239,2,15,210,3,14,239,1,15
210,2,16,195,1,15,210,1,14,24,1,12

143,1,11,48,1,11,218,1,12,143,3,15

210,1,16,195,2,22,96,1,18,209,1,16
195,2,15,210,2,16,195,6,8,97,2,7

12,2,5,237,2,6,71,3,7,12,1,7

233,2,8,97,2,7,12,2,5,152,2,6

71,3,6,167,1,7,12,2,5,152,2,6

71,4,4,48,6,8,97,3,6,71,1,5

71,1,5,210,1,6,71,1,5,237,1,6

71,1,7,233,1,8,97,2,6,71,4,4

180,2,6,71,3,5,237,1,6,71,2,8

97,1,7,233,1,7,12,2,5,152,2,6

71,4,8,97,2,7,12,1,5,152,1,6

71,4,4,48,6,7,2,6,8,4,4,9

4,4,10,2,6,12,4,6,13,3,3,14

2,2,15,3,3,16,4,6,13,5,5,14

5,5,15,5,5,18,2,6,19,2,2,19

4,4,20,2,2,20,4,4,21,2,4,23

2,6,24,2,2,24,4,4,25,2,2,25

4,4,26,2,4,28,2,3,29,4,4,30

4,6,31,4,4,32,2,3,8,12,14,9

14,14,10,14,14,11,9,14,14,9,14,15

14,14,16,14,14,17,14,14,18,9,14,21

9,14,22,14,14,23,14,14,24,14,14,25

14,14,27,9,11,28,12,12,29,12,14,30

12,12,31,9,11,9,20,20,10,19,20,11

18,18,11,20,20,12,17,21,13,20,20,16

17,17,17,17,17,18,17,21,19,17,17,20

17,17,23,17,21,24,19,19,25,19,19,26

19,19,27,19,19,28,17,21,0,0,0,0

—BY ADAM SCHUSSHEIM

COMMODORE/S7-ARS AND STRIPES

VIC-20 • 5K RAM • color TV or monitor optional

10 DIM T(23),MUSICS(2)

20 V=36878:S2=36875:S1=36876:N=36877:PRINT CHR$(147);

30 FOR 1=0 TO 23:READ TCI):NEXT I

40 IC=13:F0R 1=0 TO 23:S=0:IF 1=23 THEN IC=3

50 FOR J=O TO IC:READ C:S=S+C:NEXT J

60 IF S=T(I) THEN 100

70 PRINT "YOU HAVE MADE A TYPING";

80 PRINT "ERROR ON UNE";1000+INTU/8>*10

90 PRINT "OR LINE";2000+I*10:END

100 NEXT I

2040

2050

2060

2070

2080

2090

2100

2110

2120

2130

2140

2150

2160

2170

2180

2190

2200

2210

2220

2230

2240

2250

2260

2270

2280

2290

2300

2310

2320

2330

2340

2350

2360

2370

2380

2390

2400

2410

2420

2430

2440

2450

2460

2470

2480

2490

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
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110 REST0RE:F0R 1=1 TO 24:READ D:NEXT I

120 FOR X=1 TO 89:READ A,B:FOR Y=1 TO B

130 MUSICS(1)=MUSIC$<1)+CHRSCA):NEXT Y:NEXT X

140 FOR X=1 TO 74:READ A,B:FOR Y=1 TO B

150 MUSICS(2)=MUSIC$(2)+CHRS(A):N£XT Y:NEXT X

160 FOR 1=1 TO 22

170 AS=AS+CHRS(162):8J=BS+" ":CS=C$+CHR$<184):NEXT I

180 DS=CHRS(18)+CHR$(159)+B$:SS="* *****"

190 S1S=CHRS(18)+CHRS(31)+S$

200 S2$=CHR$(18)+CHR$(31)+" "+|_EFTS(SS,10)

210 AL$=LEFTS(A$,11>:BLS=LEFT$<BJ,11>:CLS=LEFTS(CS,11>

220 PRINT CHRiC147);Si$;CHR$(28);BLI;

230 PRINT S2$;CHRS(28);AL1;S1$;CHRS(28);CL$;

240 PRINT S2$;CHR$(28);BL$;S1S;CHR1(5);BL$;

250 PRINT S2S;CHRS(28);BL$;S1S;CHRS(28);ALS;

260 PRINT S2$;CHR$C28);CL$;S1S;CHR$(28);eL$;

270 PRINT CHR$(5);BS;CHR$C28);B$;A$;CJ;B$;

280 PRINT CHR$(5);B$;CHR$C28);BS;B$;

290 FOR 1=1 TO 5:PRINT D$;:NEXT I:PRINT LEFT$<DS,23);

300 POKE 8185,160:P0KE 38905,3:POKE V,5

310 FOR X=1 TO LENCMUSIC$<1))

320 POKE S1,A$CCMID$(MUSIC$(1),X,1))

330 POKE S2,ASC(MIDS(MUSICS<2),X,1)>

340 FOR D=1 TO 100:NEXT D:NEXT X

350 POKE V,O:FOR D=1 TO 1500:NEXT D:GOTO 220

1000 DATA 1016,1125,1161,775,1105,1072,1269,1173

1010 DATA 1090,1364,1179,1416,1234,1300,1072,1055

1020 DATA 1409,1286,1267,1410,1447,1216,1341,395

2000 DATA 175,2,159,1,135,3,159,3,175,3,195,5,0,1

2010 DATA 207,2,201,1,195,3,159,3,170,3,175,5,0,1

2020 DATA 175,1,0,1,175,1,207,5,201,1,195,3,191,5

2030 DATA 0,1,184,2,191,1,195,2,0,1,195,2,0,1

2040 DATA 175,3,159,3,135,3,207,1,0,1,207,1,207,3

2050 DATA 210,3,215,3,215,3,0,3,210,1,0,1,207,1

2060 DATA 202,3,207,3,210,3,210,3,0,3,210,3,207,5

2070 DATA 201,1,195,3,191,3,0,3,184,2,191,1,195,3

2080 DATA 159,3,170,3,175,5,0,1,175,3,195,3,195,3

2090 DATA 195,2,192,1,183,3,183,3,183,3,201,3,210,2

2100 DATA 207,1,201,2,195,1,195,3,191,2,0,4,175,2

2110 DATA 175,1,195,5,201,1,207,2,210,1,215,6,195,2

2120 DATA 201,1,207,3,210,3,201,3,195,6,0,6,195,3

2130 DATA 191,3,183,6,179,2,159,1,183,3,183,3,201,3

2140 DATA 175,6,0,3,195,5,175,1,159,2,169,1,175,6

2150 DATA 175,3,195,3,195,3,175,3,159,3,135,3,0,3

2160 DATA 195,3,201,3,207,9,201,2,195,1,191,3,195,3

2170 DATA 201,3,175,6,191,3,195,5,175,1,159,2,169,1

2180 DATA 175,6,163,3,159,2,175,1,195,3,201,3,175,6

2190 DATA 175,3,195,6,207,2,195,1,209,3,209,3,199,3

2200 DATA 201,2,199,1,201,2,207,1,209,2,201,1,215,5

2210 DATA 0,4,215,2,210,1,207,2,201,1,195,2,175,1

2220 DATA 195,2,201,1,207,6,183,2,179,1,175,3,183,3

2230 DATA 191,3,195,6

-BY ALEX SHAKAR

IBMNIGHT FLIGHT

PC • 64K RAM • Color Graphics Adapter

• color TV or monitor optional • Advanced BASIC

Use the IBM PCjr version, omitting lines 260 and

270.

PCjr • 64K RAM • color TV or monitor optional

• Cartridge BASIC

10 KEY OFF:SCREEN 1,0:C0L0R 0,1

20 CLS:RANDOMIZE TIMER

30 DIM MVE(400),CLRSC3),SCL$(5),PS(5),RXC5),RY(5),YET(

5)

40 CLR$<1)="C1":CLR$<2)="C2":CLR$(3)="C3"

50 FOR X=4 TO 8:Sa$(X-3)="S"+STRSU):NEXT X

60 R0CKET$="C3F2UE2F2L4D8R4U8D16BU9BL2;P2,3;BU8;P2,3"

70 BOOMS=MU5E5G3U2D3R2"

80 FOR 1=1 TO 5:READ P$(I):NEXT I

90 L=O:FOR 1=1 TO'8:LINE C0,163+L>-C319,163+L),3:L=L + I

:NEXT I

100 FOR 1=1 TO RND*20+30:X=RN0*319:Y=RND*120

110 PSETCX,Y),INT(RN0*3):NEXT I

120 FOR 'l*1 TO 5:RY(I)=126:YETU) = 1
130 RX(I)=53*I*INT(RND*40)-20

140 PSETCRXCI)/RY(I)),O:DRAW SCL$(5)+R0CK£T$:NEXT I

150 FOR 1=1 TO 5

160 PLAY PSO)

170 Q-INT(RND*5)+1:IF YET(Q)=O THEN 170

180 YET(Q)=0:C=5:F0R Y=122 TO 22 STEP -20

190 PSET(RX(Q),Y),O:DRAU SCL$(C)+ROCKET$

200 GET (RX(Q)-7,Y)-(RXCQ)+7,Y+40),MVE

210 PUT (RX(Q)-7,Y),MVE,X0R:C=C-1:NEXT Y

220 FOR M=1 TO INT(RND*3)+1

230 G$=SCL$(INT(RND*5)*1)+CLR$(INT(RND*3)+1)

240 FOR Z=0 TO 360 STEP 30:PSET(RXCQ),22),0

250 COLOR 0,O:DRAW G$+"TA"+STR$(Z)*BOOM$:COLOR 0,1:NEX

T I

260 FOR S=1 TO 40:SOUND RND*120+37,10

270 FOR D=1 TO RND*12:NEXT DrSOUNO 37,0:NEXT S

280 NEXT M

290 GET CRX£Q)-30,0)-(RX(Q)+30,60),MVE

300 PUT <RX(Q)-30,0),MVE,XOR

310 NEXT I

320 LINE C0,0)-C319,126),0,BF:G0T0 100
1000 DATA MB04L8CCDECED03G04CCDEL4C03B

1010 DATA L8O4CCDEFEDC03BGABL404CC

1020 DATA L803A.L16BL8AGAB04C03AL8G.L16AL8GFL4EG
1030 DATA L8A.L16BL8AGAB04C

1040 DATA 03AG04C03B04DL4CC

—BY ROLAND THOMAS
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RADIO SHACK/ECSTATIC EAGLE

TRS-80 Color Computer • 16K RAM • color TV op

tional

9 REM —DURING THE FIREWORKS DISPLAY, PRESS ANY KEY FG

R A SURPRISE—

10 CLEAR 1000:DIM ESC16),A(7),CK<27)

20 CLS(O):PRINT a 232,"IT'S JULY 4TH!";

30 FOR X=0 TO 27:READ CK(X>:NEXT X

40 FOR X=0 TO 27:C=0:F0R Y=1 TO 10:SEAD W:C=C+W:NEXT Y

:IF COCK(X) THEN CLSrPRINT "YOU HAVE HADE A TYPING ER

ROR IN LINE";1000+INT(X/10>*10;"OR LINE";2OO0+X*1O:END

ELSE NEXT X

50 RESTORE:FOR X=0 TO 27:READ W:NEXT X

60 FOR X=0 TO 7:READ A(X>:NEXT X:READ W:READ U

70 P=1:FOR X=1 TO 15:F0R Y=1 TO 5:READ A,B:F0R 2=1 TO

A:E$<P)=E$(P)+CHRS(A(B)):IF LEN(ES(P))=31 THEN P=P+1

80 NEXT Z:NEXT Y:NEXT X

90 FOR X=16 TO 27:F0R Y=1 TO 10:READ A:M$=«J+CHR$(A>:N

EXT Y:NEXT X

100 CLS(O):FOR Y=255 TO RND(15)+230 STEP -1:S0UN0 Y,1:

NEXT Y

110 Z=RND(9)t6:X=RND(63-2*2)+Z:X2=RND(31-2*Z)+Z

120 C0=RND(7)+1:F0R Y=0 TO Z

130 IF Y=Z THEN 170

HO SET<X-Y,X2-Y,CO>:SET(X-Y,X2+Y,CO>

150 SET(X+Y,X2+Y,CO):SET(X+Y,X2-Y,C0)

160 IF Y=1 OR CY>0 AND Y/2=INT(Y/2)) THEN 190

170 SET(X,X2+Y,CO):SETCX,X2-Y,CO)

180 SETCX+Y,X2,C0):SETCX-Y,X2,C0)

190 NEXT Y:FOR Y=1 TO 5:S0UND 1,1:S0UND 2,1:NEXT Y

200 IF RND(7)<>3 THEN 250

210 FOR Y=1 TO RND(2O)+2O

220 SET(RND(63),RND(31),RND(7)+1)

230 FOR D=1 TO 5:NEXT D:CLS(O)

2A0 SOUND 7,1:NEXT Y

250 AI=INKEY$:IF ASO"" THEN 270

260 IF RND<3)=2 THEN 100 ELSE 110

270 CLS(6):C=1:F0R X=0 TO 14 STEP 2

280 PRINT a X*32,E$(X);:PRINT a (X+1)*32,E$(X+1);

290 IF MID$(M$,C,1)=CHR$(0) THEN C=C+1:G0T0 310

300 SOUND ASC(MID$(M$,C,1)>,ASC<MIDS(MS,C+1,1)):C=C+2:

GOTO 290

310 NEXT X

320 K$=INKEY$:IF K$="" THEN 320 ELSE 100

999 REM —CHECKSUM DATA. BE CAREFUL! —

1000 DATA 1390,77,56,52,59,52,104,57,61,54

1010 DATA 52,60,44,58,44,55,916,885,738,937

1020 DATA 879,695,804,809,579,814,836,547

1999 REH —PICTURE AND MUSIC DATA BEGIN HERE--

2000 DATA 149,128,154,175,191,163,207,223,0,0

2010 DATA 14,7,4,5,17,7,5,6,5,7

2020 DATA 6,3,5,7,5,6,3,7,8,6

2030 DATA 4,7,4,3,4,7,8,6,2,7

2040 DATA 10,6,3,7,4,3,3,7,10,6

2050 DATA 1,7,10,6,2,7,6,4,2,7

2060 DATA 10,6,r,7,30,6,1,7,30,6

2070 DATA 1,7,7,6,1,7,U,6,1,7

2080 DATA 7,6,1,7,7,6,2,7,12,6

2090 DATA 2,7,7,6,1,7,5,6,6,7

2100 DATA 8,6,6,7,5,6,1,7,2,4

2110 DATA 10,7,6,6,10,7,2,4,1,7

2120 DATA 1,4,11,7,2,4,2,7,2,4

2130 DATA 11,7,1,4,13,7,2,4,2,7

2140 DATA 2,4,12,7,12,1,3,0,2,1

2150 DATA 3,2,11,1,31,7,0,0,0,0

2160 DATA 176,2,176,2,185,2,193,2,176,2

2170 DATA 193,2,185,2,147,2,0,176,2,176

2180 DATA 2,185,2,193,2,176,4,170,4,0

2190 DATA 176,2,176,2,185,2,193,2,197,2

2200 DATA 193,2,185,2,176,2,0,170,2,147

2210 DATA 2,159,2,170,2,176,4,176,4,0

2220 DATA 159,3,170,1,159,2,147,2,159,2

2230 DATA 170,2,176,4,0,147,3,159,1,147

2240 DATA 2,133,2,125,4,K7,4,0,159,3

2250 DATA 170,1,159,2,147,2,159,2,170,2

2260 DATA 176,2,0,159,2,147,2,176,2,170

2270 DATA 2,185,2,176,4,176,2,0,0,0

—BY RUTH NEBBIA
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RADIO SHACK/FLASHING FLAG

TRS-80 Model III • 16K RAM

10 CLEAR 5000:DIM SS(9),SUM(5)

20 STS="*

30 FOR X=1 TO 9

40 IF X/2=INT(X/2> THEN S$(X)=" "

50 FOR Y=1 TO 6

60 S$(X)=SS(X)+ST$

70 NEXT Y

80 NEXT X

90 FOR C=0 TO 5:READ SUM(C):NEXT C

100 FOR C=0 TO 5:S=0

110 FOR 1=1 TO 12:READ A

120 S=S+A:NEXT I

130 IF SOSUM(C) THEN PRINT "YOU HAVE MADE A TYPING ER

ROR ON LINE 2000 OR LINE";3000+10*C:END

HO NEXT C

150 RESTORE:F0R 1=1 TO 6:READ A:NEXT I

160 FOR X=320O0 TO 32071

170 READ A:P0KE X,A

180 NEXT X

190 DEF USR 0=32000

200 CLS:FL=-1

210 FOR X=16383 TO 15552 STEP -64

220 IF FL=-1 THEN POKE 16383,65:F0R Y=Q TO 63:P0KE X-Y

,PEEK(16383):G0SUB 1000:NEXT Y:GOTO 240

230 POKE 16256,191:F0R Y=63 TO 0 STEP -1:P0KE X-Y,PEEK

(16256):GOSUB 1000:NEXT Y

240 FL=NOT FL:NEXT X

250 FOR X=1 TO 9:PRINT ai28+X*64,LEFTS(SJ(X),31);:NEXT

X

260 GOSUB 1000:GOTO 260

1000 Z=USR 0C(RNDC26)+64)*256+C<RND(26)+129) AND 207)+

1):RETURN

2000 DATA 627,1046,740,1191,974,1223

3000 DATA 205,127,10,34,70,125,6,0,14,3,33,0

3010 DATA 60,126,254,33,32,5,62,42,119,24,35,254

3020 DATA 42,32,5,62,33,119,24,26,254,65,56,22

3030 DATA 254,91,48,6,58,71,125,119,24,12,254,129

3040 DATA 56,8,254,192,48,4,58,70,125,119,5,35

3050 DATA 120,254,0,32,204,177,200,13,24,199,0,0

—BY JUSTIN GREENE

TEXAS INSTRUMENTS/CUP GLORY

TI-99I4A • 16K RAM • color TV or monitor option

al • TI Extended BASIC

CALL CLEAR

: READ NOTE(X):: NEXT X

.READ AS :: MUSIC$=MUSIC$&A$

10 DIM N0TEC16):

=300

20 FOR X=1 TO 16

30 FOR X=1 TO 4

X

40 A$=RPT$("F",16):: CALL CHAR<40,AS)

50 CALL CHARC48,A$):: CALL CHARC56,A$)

60 CALL CHARC64,"FFFFFFFFFFFF0000")

70 CALL CHAR(64,"FFFFFFFFFFFF000Q")

80 CALL CHAR(72,"FFFFFFFF00000Q00">

90 CALL CHAR(80,"FFFF000000000000">

100 CALL CHAR(88,"FFFF000000000000")

CALL SCREEN(2):: TEMPO

NEXT

110 CALL CHARC96,"FFFFFFFFFFFF0000")

120 CALL CHAR(104,"18187EFF7E3C6681")

130 CALL CHARC112,"80402010080400FF0000050911214181828

48890A000003F0020100804020T1):: CALL MAGNIFYC4)

140 CALL C0L0R(2,7,7):: CALL C0L0R(3,16,16)

150 CALL C0L0R(4,5,5):: CALL COLOR(5,7,16)

160 CALL C0L0RC6,16,7):: CALL C0LOR(7,7,16)

170 CALL C0L0R(8,5,16):: CALL C0L0RC9,7,2)

180 CALL C0L0R(1O,16,5)

190 FOR X=1 TO 12 :: CALL HCHAR(X,1,56,16):: NEXT X

200 CALL HCHARC13,1,88,16)

210 X=1 :: A=17 :: B=16 :: G0SU8 1000

220 FOR X=8 TO 15 STEP 7

230 A=1 :: 8=32 :: GOSUB 1000

240 NEXT X

250 CALL HCHAR(22,1,40,32)

260 CALL HCHAR(23,1,96,32)

270 A=2 :: B=10 :; GOSUB 2000

280 A=3 :: B=9 :: GOSUB 2000

\l
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290 FOR X=1 TO 28

300 CALL SPRITE<#X,112,INT(RND*16)+1,INT(RND*192)+1,IN

TCRND*256)+1):: NEXT X

310 FOR INDEX=1 TO LEN(MUSIC$)-3 STEP 4

320 DR=VALCSEG$CHUSIC$,INDEX,1))*TEMPO

330 TN1=N0TE(ASC(SEGS(MUSIC$,INDEX+1,1)>-64)

340 TN2=N0TE(ASC(SEG$CMUSICt,INDEX+2,1))-64)

350 TN3=N0TE(ASC(SEG$(«USIC$,INDEX+3,1))-64)

360 CALL SOUND(DR,TN1,4,TN2,4,TN3,1)

370 NEXT INDEX

380 FOR T=1 TO 1000 :: NEXT T :: CALL DELSPRITE(ALL)::

GOTO 290

1000 IF X=8 THEN Y=17 :: Z=16 ELSE Y=A :: Z=B

1010 CALL HCHARCX,Y,40,Z):: CALL HCHAR(X+1,Y,64,Z)

1020 CALL HCHAR(X+2,Y,48,Z):: CALL HCHAR(X+3,Y,72,Z)

1030 CALL HCHARCX+4,Y,40,Z)

1040 CALL HCHAR(X+5,A,8O,B):: CALL HCHAR(X+6,A,48,B>

1050 RETURN

2000 FOR X=A TO B STEP 2 :: FOR Y=A+1 TO B+3 STEP 2

2010 CALL HCHARCX,Y,104,1)

2020 NEXT Y :: NEXT X :: RETURN

3000 DATA 196,247,262,277,294,311,330,349

3010 DATA 370,392,440,494,523,554,587,659

4000 DATA 2BEJ3CGJ1ACG2ACG2DGJ3EHJ1ABE2ABE2A8G28EH2BEJ

2EHK2FJL2CGJ2DGJ2EHJ

4010 DATA 2BEJ3CGJ1ACG2ACG2CGJ3BEJ1ABE2A8E2EJO2EJN2EJO

2KMP2EIK2JL02IL02HLO

4020 DATA 2EHJ3JMP1JMP2JMO2GJM3EHM1EHL2EHL2GJM2ELO2GJL

2EHK2EHJ2GJM2HJM2JJM

4030 DATA 2GJM3HKM1CHK2CHK2EHM3GJH1CGJ2CGJ2JJJ2KKK2MMM

2JJJ2JL06CGM

—BY MARK PRENTY

TIMEX SINCLAIRDECORATION OF

INDEPENDENCE

1000 or 1500 • 16K RAM

9 REM —THE ORIGINAL 13 COLONIES APPEAR IN THE ORDER T

HAT THEY ENTERED THE UNION, FOLLOWED BY THE FLAG OF TH

E 13 COLONIES. PRESS ANY LETTER TO SEE IT ALL AGAIN.—

10 FAST

20 DIM BSC30)

30 DIM GSC30)

40 DIM S$(12)

50 DIM CSC13,14)

60 LET CS(1)="DELAWARE"

70 LET C$(2)="PENNSYLVANIA"

80 LET C$(3)="NEW JERSEY"

90 LET CS(4)="G£0RGIA"

100 LET C$C5)="C0NNECTICUT"

110 LET C$(6)="MASSACHUSETTS"

120 LET C$(7)="MARYLAND"

130 LET C$(8)="S0UTH CAROLINA"

140 LET C$C9)="NEW HAMPSHIRE"

150 LET C$(10)="VIRGINIA"

160 LET C$(11)="NEW YORK"

170 LET C$(12)="N0RTH CAROLINA"

180 LET C$(13)="RH0DE ISLAND"

190 FOR F=1 TO 30

200 LET 8SCF)=CHR$ 128

210 LET G$CF)=CHR$ 8

220 NEXT F

230 FOR F=1 TO 12

240 LET S$(F)=CHR$ 128'
250 NEXT F

■•■/

I260 SLOW

270 FOR F=1 TO 13

280 PRINT AT 21,10;CS(F)

290 LET R=RND*2O+5

300 FOR H=20 TO 5 STEP -1

310 PRINT AT H,R;CHR$ 133;AT H,R;CHR$ 0

320 NEXT H

330 PRINT AT 4,R;CHR$ 128;AT 3,R-1;CHR$ 134;AT 5,R-1;C

HR$ 6;AT 3,R+1;CHRS 6;AT 5,R+1;CHR$ 134

340 CLS

350 NEXT F

360 PRINT AT 5,0;

370 FOR F=1 TO 6

380 PRINT B$

390 PRINT GS

400 NEXT F

410 PRINT BJ

420 PRINT AT 6,0;

430 FOR F=1 TO 6

440 PRINT S$

450 NEXT F

460 PRINT AT 5,6;CHR$ 155;AT 5,5;CHRS 155;TAB 7;CHR$ 1

55;AT 6,4;CHR$ 155;TAB 8;CHR$ 155;AT 7,3;CHR$ 155;TAB

9;CHR$ 155;AT 8,3;CHRS 155;TAB 9;CHR$ 155;AT 9,4;CHRS

155;TAB 8;CHR$ 155;AT 10,5;CHRS 155;TA8 7;CHRS 155

470 PRINT AT 21,7;"HAPPY FOURTH OF JULY"

480 IF INKEY$="" THEN GOTO 480

490 CLS

500 GOTO 270
—BY AL DRAYTON

ATTENTION, PROGRAMMERS!

Aching to share your latest and greatest program

with the rest of the world? Well then, send it along

to K-POWER.' If we like it, we'll publish it and send

you $50 for programs between 10 and 50 lines, and

$20 for those under 10 lines. Send a disk or tape

containing two copies ofyourprogram(s), plus a

printout to: Hacker Heaven, do K-POWER, 730 Broad

way, New York, NY 10003. We also need your name,

address, age, phone number, computer model, pro

gram title with brief description, computer language,

and the memory required. Ifyou want your program

returned, enclose a stamped, self-addressed mailer.

K-POWER can't assume responsibility for the loss of,

or damage to, any unsolicited materials.
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\JHAT YOU 5AV TO
COMPUTER '

someti nes itll
TAKE YOU LITERALLY!

Illustration: Gene Williams
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COMPU_ rERS
HELPATHLETES
GOFORTHE
^H ^"VT ^T^ When Olympic athletes
■ 111 I thank their coaches for
M T\ m\ Jl M strong leadership, they
^^ ^^ M JB * could be thanking a
BY BOB CONDOR computer, too!

Rebecca Twigg started cycling for the fun of it.

And Becky Liggett took up archery at the age of 9

to keep her dad company on bow-hunting trips.

Back then, neither of these athletes thought the

Olympics or computers would be part of their fu

ture. But they are!

Rebecca and Becky aren't alone. Computers and a

technique called "digitization" have popped up all

over the Olympic scene. Many athletes participat

ing in the XXIII Olympic games in Los Angeles

Computers improved Rebecca Twigg's pedal power!

48 K-POWER

have adjusted their dive, altered their spike style,

or changed their stride on a computer's advice. We

asked Rebecca and Becky to tell us what computers

have done for them.

One day, Rebecca Twigg realized she could ride

her bike faster than anybody in her Seattle neigh

borhood. In fact, she'd race passing cars to see if she

could keep up! (She could.) At 14, she borrowed a

racing bike and won two state titles in the interme

diate class. A star was born. (The star didn't know

anything about computers—yet.)

In the summer of 1981, 18-year-old Rebecca

stunned the bicycle-racing world when she beat

three-time champion Connie Carpenter in the finals

at the National Cycling Championships. In '82, she

took two national titles in the U.S. and won a Gold

Medal at the World Championships in England.

Then in early '83, Rebecca started working with a
computer. Researchers at Penn State University

and sports biomechanist (and former racing cyclist)

Peter R. Cavanagh used digitization and a specially
designed laboratory bicycle to analyze Rebecca's cy
cling style.

Digitization combines high-speed film and com
puter graphics to analyze precise human movement

(see"How Digitization Works"j.Force-sensitive pedals
measured the size and direction of Rebecca's foot

strokes. (The wired pedals, equipped with "potenti
ometers" to measure pedal angles, cost S2.000



apiece and feed more than 2,000 bits of information

per second into the computer terminals.)

These computerized methods gave Rebecca print

outs and screen displays that showed how she'd do

in a simulated race. The computer showed that her

left leg was about 20 percent stronger than her

right leg. Based on the results, Rebecca adjusted

where she put her cleated feet and began weight

training to correct her pedaling.

Rebecca didn't mind having a computer coach her

a bit. "In this day and age an athlete would be

making a mistake not to take advantage of comput

er analysis," she said. "I don't think it can take the

place of a coach because there's so much mental

preparation in cycling. But I do think the computer

can help pinpoint problems."

The coachlike qualities of computer analysis also

helped 19-year-old archer Becky Liggett identify

some flaws in her shot. Like Twigg, Becky is hope

ful the computer's adjustments will help her bring

home some heavy metal from L.A.

Becky was something of a teenage phenomenon

in Muncie, Indiana. She started competing when

she was 9 years old and won five national junior ti

tles before she was 18. In her first year of seniors

competition, Becky finished second at the Champi

onships of the Americas meet and was ranked third

nationally.

But then Becky stopped winning consistently.

In 1983 she didn't make the national team. So, ear

ly this year she turned to a computer for help at a

pre-Olympic training camp.

At the camp, Becky was tested on a "force plat

form" during target practice. The platform used

computerized sensors and a series of high-speed

cameras to measure Becky's horizontal and vertical

movement during the final second before a shot.

Feedback from the computer showed Becky how

Archer Becky Liggett takes aim.

well she was able to hold a steady and true aim at

the bull's-eye—an important moment for an archer.

"A person just trying to stand still moves more

than we do when we aim!" Becky said. "So it's help

ful to have the computer detect minor deviations."

After each shot, the computer would churn out data

telling Becky whether she leaned forward, back

ward, or sideways.

"There's no way to see such weight distribution

on film or even feel it yourself," Becky explains.

"The naked eye simply can't detect it. The computer

showed me how I was doing and I worked at being

more consistent at my best weight distribution.

"Before computers were used for archery, every

body looked at your form. If you didn't shoot a cer

tain way, then you weren't shooting 'right.' And my

style varies from the conventional archer's form.

But today the emphasis is on consistency, some

thing the computer can show us." k

BOB CONDOR is managing editor o/Sportswise maga

zine. He wrote "Break into the Big Leagues" for the

May K-POWER.

HOW DIGITIZATION WORKS
We won't know until the summer Olympics are

over whether the popular new sports trio—ath

letes, coaches, and computers—has what it takes

to go for the Gold. What we do know is many

Olympic teams—including the American women's

volleyball team—swear by digitization.

Here's how it works:

1. The athlete's motions are recorded by high
speed cameras placed at different angles. Film
speeds range from 100 to 10,000 frames per second.

2. The computer records all the info generated
by the motion and translates it onto the screen.

3t The digitizer (which uses electromagnetics),
microphones, and sonic pens create a stick-figure

graphic of the athlete in motion.

4. Trained researchers manipulate the stick fig
ure until it moves without a flaw. Then the ath

lete is shown how to move to come as close to

achieving this perfection as possible.
—BECKY PETERSEN AND MINDY PANTIEL
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GET FIT WITH A DISK
While Olympic superstars break world records,

score perfect 10s, and flex muscles, what will you

do? You could lie in front of the TV with a box of

fudge cookies and a bag of Fritos, and watch the

fit Olympians. Or, you could use your computer

to work out. Here are some software packages

promising to transform your junk-food body into

tomorrow's Bruce Jenner.

Aerobics: Jump into shape with an animated in

structor who leads you through a real workout.

MANUFACTURER: Spinnaker Software, (617) 868-

4700

HARDWARE REQUIREMENTS: Atari Home Comput

ers, 48K (disk); Commodore 64 (disk). Versions

planned for Apple and IBM.

SUGGESTED RETAIL: $44.95

The Aerobics Master. Log your exercise habits

onto this program and find out how to get the

most out of your workouts. This program can an

alyze running, walking, bicycling, swimming,

racquet sports, and jumping rope.

MANUFACTURER: Free Lance Ink, (313) 280-2634

HARDWARE REQUIREMENTS: Apple II/II plus/lie,

48K (disk).

SUGGESTED RETAIL: $24.95

The Fitness Game: Monitor your pulse or count

each step of your run with a heart'exercise module

attachment.

MANUFACTURER: BioTechnology, (800) 327-1033

HARDWARE REQUIREMENTS: Apple II/II plus/IIe/III,

64K (disk); TI-99/4A,64K(disk). Versions planned

for Commodore and IBM.

SUGGESTED RETAIL: $99.95 (extra module S49.95)

The Running Log: Run around the track, then

dash home to plug your running log into your

computer. Log up to 14 different factors onto this

program, and it will analyze your progress.

MANUFACTURER: Marathon Software, (406) 933-

5783

HARDWARE REQUIREMENTS: IBM PC/PC/r, 64K

(disk).

SUGGESTED RETAIL: $39.95

The Running Program: Determine your current

physical fitness level with extensive tests, and

this program will prescribe a personalized run

ning schedule for you.

MANUFACTURER: Micro Educational Corp. of

America (MECA), (203) 222-1000

HARDWARE REQUIREMENTS: IBM PC, 128K (disk).

SUGGESTED RETAIL: $79.95

Rate the olympians
If you want to compare the performances of

athletes, nations, or hot dog vendors at the Olym

pics, give one of these bar graph programs a try.

COMMODORE/RATE THE
OLYMPIANS

Commodore 64 • color TV or monitor optional

10 DIM AS(10>,S(10),C(6):POKE 53281,0:P0K£ 53280 0

20 C£1>=5:C(2>=28:C(3)=30:C«)=156:C(5>=15B:C(6>=159
30 PRINT CHRS(U?);"H0W MANY COUNTRIES, ATHLETES, ETC.
,":PRINT "(UP TO 10) DO";

40 INPUT " rOU UANT TO CHART";N:IF N<1 OR N>10 THEN 20
50 FOR X = 1 TO N:PRINT CHRSCU7) ;"INPUT NAME OF ENTRANT
»";X:INPUT AStx)

60 PRINT "INPUT SCORE FOR ENTRANT *";X:INPUT SCX)
70 NEXT X:MX=SC1):F0R X=2 TO N:IF SCX)>*X THEN MX=SCX>
80 NEXT X

90 PRINT CHR$(147);:PBINT TAB(10>;"SCALE: FROM 0 T0"'M
X:PRINT:FOR X=1 TO N

100 PRINT CHRS(5);LEFT$(A$(X),1O);TAQ(10);CMRSt18)-CHR
S(C(X+CX>6)*6>);

110 IF S<X)>0 THEN FOR r = 1 TO INT(SU) /MX*28> :PRINT "

";:NEXT Y

120 PRINT CHRS(U6):PfilNT:NEXT X:END

TEXAS INSTRUMENTS/KATE THE
OLYMPIANS

TI-99/4A • 16K RAM • color TV or monitor
optional • TI Extended BASIC

10 DIM AS(10),S(10):: FOR X=9 TO U :: CALL CHARC24+8*
X,RPTS("F",16>):: CALL COL0R(X,2*X-U,1):: NEXT X

20 CALL CLEAR :: PRINT "HOW MANY COUNTRIES,"/'ATHLETES
, ETC., CUP TO 10)","DO rOU WANT TO CHART";:: INPUT N
3D IF N<1 OR N>10 THEN 20

40 FOR X=1 TO N :: CALL CLEAR :: PRINT "INPUT NAME OF
ENTRANT »";X :: INPUT AS(X):: PRINT "INPUT SCORE "-
50 PRINT "FOR ENTRANT fl";X :: INPUT S(X):: NEXT X

60 MX=SC1):: FOR X=2 TO N :: IF S(X)>MX THEN MX=S(X)
70 NEXT X :: CALL CLEAR :: CALL SCREENC16)
80 PRINT TAEX6);"SCALE: FROM 0 TO";MX :: PRINT

90 FOR X=1 TO N :: PRINT S£GS{AS(X),1,5);TAB(7)■■- IF
S<X)<=0 THEN 110

100 FOR Y = 1 TO INTCSCX)/MX.22):: PRINT CHRS(8S+X*8+(X>
6)*48>;:: NEXT r

110 PRINT :: PRINT :: NEXT X

120 GOTO 120



UMMER GAMES
FOR JOYSTICK JOCKS

IfJim McKay and all the commercials get on

your nerves during this summer's Olympic cover

age, why not switch your TV to computer mode and

boot up the next best version of the real thing? Hes

Games '84 by HesWare and Summer Games by

Epyx are blazing trails in sports simulation.

K-POWER got a close up look at preview versions of

the Olympic games and gave them high scores for

terrific graphics, quick action, and thrills. They're

truly a joystick jock's delight.

Hes Games '84 covers six events: weight lifting,

archery, the 100-meter sprint, the long jump,

springboard diving, and the 100-meter hurdles. We

took a shot at a couple of them. The challenge in

each of these activities is to beat preset records or

the scores set by your fellow Olympians.

In weight lifting, you control one of five different

athletes and perform two lifts—the clean and jerk,

and the two-hand snatch. There's more to this

brawny sport than brute strength. Just like real

life, timing is the trick.

The archery event has you looking through the

eyes of one of five different archers. Aim at four

targets placed at various distances.

The 100-meter sprint is a real wrist blisterer.

Snap your joystick left to right over and over again

to keep your runner dashing down the track. You

might even work up a sweat. Heavy-duty joysticks

are definitely a must.

All of the Hes Games we sampled had great

graphics and many details that really added to -the

overall feel and authenticity. In weight lifting, for

instance, the weights actually grow in size as you

add to the amount your lifter is pressing.

Hes Games '84:

Weight lifting

Screen Shots: William Gallagher

Hes Games '84: Archery

Talk about great graphics—Summer Games'

events are so realistic it's almost like watching

them on TV! And there's something for everyone.

Like Hes Games, you barely have to touch the

keyboard at all in Summer Games. The joystick is

key. The high dive is a special treat. Push the joy

stick in any of four directions, and your diver will do

a somersault, half-pike, pike, or straighten out.

Try a few directions, and he'll try to pull off a tricky

combination. Seven picky judges rate your perfor

mance, and the computer totals your final score,

even calculating the degree of difficulty of the dives

you've attempted. You'll howl in agony as your ath

lete tries his first few dives and winds up doing a

nasty belly-flop.

The disk is stuffed with other events. There's a

four-man relay in which your joystick controls the

amount of energy each runner puts out. In a gym

nastics event you try to vault over a horse. Skeet

shooting tests your aim and timing like a first-rate

arcade game. There's also a swimming sprint,

swimming relay, pole-vault, and 1200-meter dash.

Both Olympic-simulation programs are classy

products—sure to steal a few fans from the real

thing—at least during the commercial breaks.

Hes Games '84 is available for Commodore 64 (disk)

from HesWare: (415) 468-4111. $39.95.

Summer Games is available for Commodore 64

(disk), and Apple II/II plus/He, 48K (disk). Versions

planned for Atari 400/800/XL series, 32K (disk); Co-

leco ADAM (cartridge); and IBM PC/PC/r, 64K
(disk). Contact Epyx, (408) 745-0700. Approx. $40. K

-^JOHN WALLACE AND MICHAEL TUOMEY

Summer Games:

Swimming Relay

Summer Games: Diving
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IBM PCjr
A HANDS-ON REVIEW

BY KAARE CHRISTIAN

PCjr may be smaller and low

er priced than its big PC

brother, but IBM has packed a

lot of computing power into its

compact shell. The expanded

version, with a suggested retail

price of $1,269, gives you what

amounts to a petite PC, with

sharp graphics and sound capa

bilities, and sizable memory—

all for about $1,000 less than

the PC.

The entry-level PCjr has

a S669 price tag. It's equipped

with two cartridge slots, a

keyboard, a central processing

unit, and 64K of memory.

You have to pay another $600

to store your programs on a

disk drive, and run many of

the sophisticated software

packages available. This

review is based on the

more advanced expanded

version.

GETTING DOWN

TO THE BASIC
BASIC is automatically

operational when you

power up the PCjr,

because it's stored in

the computer's ROM.

You're able to program

simple graphics such

as lines, points, rec

tangles, and sounds

(you can determine

frequency, duration,

and volume >,

and store them on

cassette.

For an extra $75,

the Cartridge BASIC

lets you use the disk

drive to store pro

grams that are a

~
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lot more sophisticated. (You only

can use a cassette with the built-

in BASIC.) Sophisticated com

mands like PAINT and CIRCLE let

you take full advantage of the

jr's impressive graphics and

sound capabilities.

Serious programmers definite

ly should buy the extra-powerful

Cartridge BASIC.

One of PCjr Cartridge BA-

SIC's unique offerings is its

TERM (terminal emulation) state

ment. Type in TERM and you can

enter a simple telecommunica

tions mode that lets you commu

nicate with other computers

through an internal modem. The

modem costs an extra $199. A

simple telecommunications pro

gram on the PC sampler disk

that comes with the computer

also lets you hook up to bulletin

boards and friends' computers.

The expanded PCjr, system unit with

disk drive and 1Q8K RAM, plus de

tachable keyboard.

A HOLE IN THE

NEW MACHINE
Though its BASIC may be

beautiful, the PCjr keyboard just

doesn't quite cut it.

The concept of a remote-con

trol keyboard is a good one. In

theory, you're supposed to be

able to type in a program from

the comfort of your couch. But

when it comes right down to it,

you'll miss lines and get glitches

unless you make sure the key

board is aimed directly at the in

frared optical outlet. I preferred

to use the connector cable—that

way I didn't have to worry about

making sure the keyboard was

in the direct line of the comput

er's "vision."

As for the keyboard itself—if

you'd spent only $99 on the

PCjr, you might expect its

cheap-feeling "Chiclet"-style

keys. But this is IBM!!

When you switch software, you

replace overlays

(templates) on the key

board to indicate what

the keys' new functions

are. The templates are

meant as a conve

nience, but I found

the markings, located

above each key (and

often hidden from

view), difficult to

read and practically

illegible in

dim light.

Unlike the PC's,

the Jr's keyboard

doesn't have enough

keys to generate

all of the different

codes and functions.

You'll often have to



press one or two extra keys in

order to produce some of the

commands and codes available

on the PC. Touch typists, or pro

grammers who like to key in

their creations at lightning-

quick speed, may not like the

added keystrokes, or the slug

gish feel.

Third party manufacturers

have already come out with their

own PCjr keyboards, which should

do away with these key concerns.

PICTURE (AND

SOUND) PERFECT
I've connected a lot of home

computers to my eight-year-old

color TV over the past few years.

The jr's picture was the best of

the lot. The TV output and an

tenna switch are well designed

so there's no display noise and

interference. I preferred the 40-

column display, although the 80-

column display (available with

expanded memory) was clear,

too. Don't try setting your moni

tor or TV on top of the base unit.

The only thing you'll get will be

one of those frustrating disk er

ror messages.

ALL IN ALL
With a few exceptions (such as

the weird problem about monitor

placement and the toylike key

board), both entry-level and ex

panded versions of the PCjr are

good, extremely well-engineered

machines.

The entry-level model doesn't

have that much to offer now.

You can't do a whole lot without

a disk drive. Also, at last count,

there were only four game car

tridges available (Mouser, in

particular, is excellent!), al

though more software companies

are sure to join in the fun.

The expanded version's anoth

er story. With it, you can use the

powerful disk operating system,

DOS 2.1, which is made by IBM,

and you can run many of the

programs created for the PC as

long as they meet jr's memory

and disk-drive requirements.

You can program in rich color

and sound. Plus, Big Blue {as

IBM is sometimes called) has

lined up companies like Sierra

On-Line and Spinnaker to pub

lish additional software, k

KAARE CHRISTIAN is a program

mer and computer scientist at

Rockefeller University in New

York City.

FOR HACKERS ONLY
From a technical standpoint, the original IBM

PC was hot, thanks to the ideas that IBM lifted

from the rest of the industry. It borrowed the

idea of open hardware architecture, popularized

by Apple. And it adapted Digital Research's 8-bit

CP/M operating system. It was a blend of the best

ideas from early micros and those famous three

initials that made for a big hit.

When it comes right down to it, the PCjr's a

more revolutionary machine than the PC. The

cordless keyboard, though it still needs a little

work, has never been tried out on a computer for

family use.

At the heart of the jr is the same Intel 8088

microprocessor chip found inside the PC. Because

of its 16-bit ALU (arithmetic/logic unit), it can

perform arithmetic calculations faster than other

chips such as the 6502 used in the C 64 and

Atari computers. That makes it a better chip

(and the jr a better machine) for programming,

too. The 8088 can handle up to 640K of memory.

At this point, jr can't handle any more than

128K. But you can bet that there will be third-
party manufacturers vying to come out with

ways to expand the system further.

As for speed, using the potential memory will
be faster thanks to the 20-bit addressing capacity

of the 8088. After keying in a few demo pro

grams, I estimated that the jr runs about 20 per

cent slower than the PC, but outpaces the other

home computers on the market. IBM reports that

programs in ROM function slightly faster than

those for the senior PC. Because the disk drive is

a higher density machine than the Atari, Com

modore, and Apple drives, floppy operations are a

lot faster, too.

VITAL STATS:
MEMORY: 64K RAM (entry-level model); 128K

RAM (expanded version)

USER MEMORY AVAILABLE IN BASIC: 44K (entry-

level model); 64K (expanded version)

VIDEO DISPLAY: TV, Composite Video, RGB

monitor

DISPLAY MODES:

TEXT: 40 characters (80 with 128K RAM) x 25

lines

GRAPHICS: 160 x 200/16 colors (w/Cartridge BA

SIC); 320 x 200/4 colors (16 w/128K RAM &
Cartridge BASIC); 640 x 200/2 colors (4 w/128K

RAM and Cartridge BASIC)
SOUND: 3 voices (7 octaves, 16 volume levels), 1

beep channel, 1 noise channel
KEYBOARD: 62 "Chiclet" keys, unmarked

SUGGESTED RETAIL PRICE: $669 (entry-level mod

el); $1,269 (expanded version)
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A computer illiterate enrolls in a high school computer
program and turns into a full-fledged hacker.

Talk about a nontechnical person: Three years

ago, Andrea Leptich could barely change a light

bulb! Today, at 18, she's building, operating, and re

pairing computers—and loving it!

Andrea's metamorphosis began when she enrolled

in the Computer Centered Technology (CCT) pro

gram at Roosevelt High School in Chicago, Illinois.

She was in ninth grade and didn't know the first

thing about computers. After a teacher suggested

the class, she decided to give it a shot. "I remember

regretting signing up for CCT on my first day of

class," Andrea says. "As my footsteps were echoing

down the long corridor, I was thinking, 'Oh, no!

What have I gotten myself into?' "

But Andrea's first-day jitters were also her last.

Today she's still in the program and has managed

to sift through almost four years of technical infor

mation.

Books and Blips
Andrea began her computer education at the

very beginning. She learned about computer

switching mechanisms, memory banks, program

ming, and data processing. Although Andrea has

tackled Ohm's Law and some very technical terms,

she still calls herself "a typical student." She says,

"I don't catch on fast, but I also don't forget. Elec

tronics is not a natural talent, although some peo

ple are more inclined than others to grasp ideas

fast. The field is always changing. Even Mr. Ol

son, my CCT instructor, has to constantly read

and study to keep up with the field."

Learning about computers has helped Andrea in

other subjects, too. "I've learned how to find an

swers on my own. I really think that anyone can

learn about computers if they try," she says.

Andrea's dad, who repairs elevators, also recog

nizes that the electronics field is always changing.

"My dad and I have a game where we quiz each

other and compare elevator parts to computer

parts. This game helps us both brush up on new

systems," Andrea points out.

Hacker Helper
Last year, Andrea and her class partner built a

Heathkit/Zenith 89, an integrated 50 model with a

terminal, disk drive, and video monitor in one unit.

It took Andrea's classmates up to 100 hours to build

each Heathkit.

But building the computers wasn't just an exercise

in technology. The computers are helping Roosevelt

High School save money and are being used in busi

ness education for word processing, in classrooms,

Andrea shows off the computer she built.

in counseling offices, and in the teachers' lounge for

grade handling. In fact, Andrea plans to loan the

computer she built to a former science teacher.

The school administrators at Roosevelt High

School are thrilled with Andrea and her class. It

costs $1,200 to make a Heathkit computer and

$2,600 to buy a similar one. Multiply that savings

by the 30 computers the CCT students have built,

and add the $7,000 the students have saved the

school in service charges so far. You can see why

the administrators are happy. Andrea's class has

saved the school almost $50,000!

Eye-Opening Class
"The class has opened my eyes to technology,"

says Andrea. "I used to take it for granted, but now

I walk by hall switches and strands of Christmas-

tree lights and wonder how they work."

A funny thing happened along the way. Since

starting the computer program, Andrea has been

going into computer stores and shocking salespeople

by talking like a hacker. Now she has realized

something. She isn't just talking like a hacker—she

is a hacker. And she plans to remain one.k

SUSAN JARRELL has written about computers for

Electronic Learning and other Scholastic publica

tions.
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Like a good movie, a computer game's a lot better with a

good cast of characters.

BY KEN WEINER
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you'll probably think I'm a little strange, but I

really identify with the characters in computer

games. When Pac-Man arrived, I gained 20 pounds.

After playing Donkey Kong a while, I grew a mous

tache, wore suspenders, and hung out at the zoo.

Don't get me wrong. I'm not just weird. Fact is, I

score a lot higher when I believe it's me—and not

just some two-dimensional pixel pattern on the

screen—fleeing the falling rocks, death rays, fanged

beasts, and other computer-game dangers.

Computer games have come a long way since

those classics. Now my imagination doesn't have to

work so hard. Graphics and sound effects have be

come more complex. So have the characters. Like a

good movie, a computer game with outstanding

characters gets you personally involved.

CELEBRITY STATUS

Some characters are so real you could swear they

have lives of their own. Some even develop cult fol-

lowings and show up on all sorts of buttons and T-

shirts. Pac-Man, of course, was the first popular

computer game personality. At first, he was only a

simple yellow shape with a huge appetite. But peo

ple wanted more, so he was given a personality in

his very own cartoon series. Next came a cereal

named after him, and even (so I'm told) a home in

Beverly Hills!

The folks behind computer games soon realized

what a good character could do for a game. Take

Q*bert. He could have been a boring geometric

shape and the game would have been just as chal

lenging. Instead, someone decided he should have

two big feet, look cute like a koala bear, and swear

when something runs into him. It may not be much,

but it's enough to give the game a whole added di

mension—Q*bert comes alive.

It's even fun to imagine what Q*bert does when

Boulder Dash

Drol

he's not flying around on pizzas or being chased by

nasty coiled snakes. Does he live in a cave? Does he

have a family? Maybe there's even a tribe of

Q*berts living in the jungles of Guatemala, climb

ing Mayan pyramids!

HEROES AND VILLAINS

A lot of people are raving about a game called

Boulder Dash. It's got hot arcade-quality graphics,

great sound effects, a lot of action and (best of all!)

Rockford. Rockford's a funny-looking little bug

who's crazy about jewels. He tears through all sorts

of trouble to get them. You can't help but get a kick

out of him. Besides, who could fail to identify with

a little guy who races through dirt, dodging falling

boulders and killer insects as if he were late for

class? He's even restless. Delay moving your joy

stick too long and he blinks his eyes and taps his

foot impatiently.

Some game characters are true heroes. Take the

astronaut in the arcadestyle game Drol, for in

stance. With the help of a jetpack, he flies through

a maze trying to rescue a family from the clutches

of an evil Witch Doctor and his henchmen. What a

guy! The family he's trying to save completely ig

nores him and even bungles his rescue attempts.

Still he searches on, firing away at the hideous as

sortment of deadly creatures that roam the hall

ways in front of him. They don't make heroes like

that anymore.

Then there are the bad guys. The "Zerks" in

Spare Change are actually stupid, silly, clumsy

goons. As the owner of an arcade, you've got your

hands full trying to keep these nuts from stealing

all your tokens. They just can't resist talking on the

phone, eating popcorn, and dancing to a nearby

jukebox. You're forced to subsidize their bad habits

in order to keep them from stealing your money.
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help you with your farming, mining, and other

manual labors, there's a stableful of mechanical

M.U.L.E.s. But they're not just simple robots. These

machines are as stubborn and difficult as their

namesakes on earth. No one steals the show, but

M.U.L.E. has enough funny characters to make it

much more than a simple economics game.

M.U.L.E,

It's nothing short of blackmail! You may start out

amused by their cute antics (they juggle tokens,

dance, bump into each other and fall down, etc.),

but as the game goes on, you learn to hate these ob

noxious, fun-loving nitwits more than mosquitoes.

So who says business games don't have personality?

I've played a game called M.U.L.E. and it's got

plenty. It reminds me of that nightclub scene in

Star Wars. There are aliens all over the place.

You're a colonist trying to develop the resources of

a distant planet, and you have to compete and deal

with a whole variety of bizarre fellow businessmen,

from Bonzoids to Leggites to Flappers.

The game's not named M.U.L.E. for nothing. To

Text games have their personalities, too. The sci

ence-fiction game Planetfall has the most memora

ble character, a cross-eyed robot named Floyd. As a

marooned astronaut on a distant planet, you stum

ble upon this mechanical misfit in an underground

ruin. You'll soon find out he is more than just a ma

chine. He's like a combination of R2-D2 and Dennis

the Menace: helpful, but often obnoxious. He just

can't help playing games, like "hider-and-seeker,"

in the most desperate situations. You can even talk

with him. In fact, communicating with Floyd is al

most like playing the game with another person.

Game designers have just scratched the surface.

We'll be seeing more and more complex, unpredict1

able characters like Floyd, or lovable but loathsome

twerps like the Zerks. I'm just waiting for the next

Time magazine Man of the Year. Rockford's got my

vote.k

KEN WEINER creates his own characters when he's

not writing about them. He's a full-time cartoonist

and illustrator.

BOULDER DASH

Atari, 32K (disk and cassette), 16K (cartridge);

Commodore 64 (disk, cassette, and cartridge);

IBM PCjr, 64K (disk). First Star Software, (212)
889-1073.

$39.95 (cartridge); $29.95 (disk and cassette)

M.U.LE.

Atari, 48K (disk); Commodore 64 (disk). Electron
ic Arts, (415) 571-7171.

$40

Q'BERT

Atari Home Computers (cartridge); Coleco ADAM
(cartridge); Commodore 64 (cartridge); VIC-20

(cartridge); TI-99/4A (cartridge). Parker Brothers
(617) 927-7600.

$25-$30

PLANETFALL

Apple, 32K (disk); Atari, 32K (disk); Commodore

64 (disk); IBM PC/PCjr, 48K (disk); TI-99/4A,

32K (disk); TRS-80 Models I/III/4, 32K (disk). In-

focom, Inc., (617) 492-1031.

$49.95

DROL

Apple, 48K (disk); Atari, 48K (disk); Commodore
64 (disk). Broderbund Software, Inc., (415) 479-
1170.

$34.95

SPARE CHANGE

Apple, 48K (disk); Atari, 48K (disk); Commodore
64 (disk). Broderbund Software, Inc (415) 479-
1170.

$34.95



Nowthere's anew
kind ofK-Dower

K-Power
—Computer Books—
You've got your hands on the most power-packed

magazine of the computer age-K-POWER.

But look again. Something new in computer fun is

coming up on the screen. ..some of the best and

brightest computer books ever created!

That's right. K-POWER Computer Books. With over
30 action-packed BASIC language programs in each

one. And more fun with the wonders of space, science,

sports, codes, monsters and computer craziness than

you've had in a long time, in any book.

You don't have to be a hacker. Just type each program

in yourself, and take off into micro-fun straight out of

the future.

Best of all, every program will run on all six of

the most popular microcomputers*-now THAT's

K-POWER!

•RUNS ON COMMODORE*. TI1, APPLE", ATARI1. IBM PC AND IBM

PCjr* MICROCOMPUTERS.

Computer Space Adventures

J4.95

Computer Monsters

$4.95

Computer Craiincss

$4.95

Computer Olympics

COMPUTER BOOKS

From: M Scholastic Books
A Division of Scholastic Inc.



Sosaria is overrun with monsters of every description.

Here's how to stop their ruler!

By Scorpia

Designer Richard Garriott (alias Lord British)

has taken another great leap forward in his Ultima

series with Exodus: Ultima HI. Ultima HI is one of

the finest fantasy/role-playing games around. It

plays better and is more exciting than its predeces

sors.

Ultima HI lets you roam an entire planet instead

of just underground hallways. There are plenty of

dungeons. But as you search for the omnipotent Ex

odus, the game's hi-res graphics and smooth scroll

ing also let you wander through a vast landscape of

grasslands, mountains, oceans, forests, and cities.

To begin your quest, organize a band of four war

riors. A menu lists a wide variety to choose from:

crafty Elves, mighty Dwarves, versatile Humans,

devout Bobbits, and magical Fuzzies, each with

unique attributes and powers. Eleven professions

are also up for grabs. They fall into four main class

es: Fighters, Thieves, Clerics, and Wizards.

Once you've formed a party, you equip and arm

each member with supplies purchased at a nearby

town. Then you're off. Mysteries need to be solved

and many items must be found before the final

showdown. Meanwhile, droves of monsters lie in

your path just itching for combat.

The battle is the most exciting part of the game.
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Both your band and the troops of enemies you en

counter are represented by single figures on the

screen. But during a face-off, the screen changes

from a scrolling-map view to a closeup overview of

the battleground. Each of your party members then

appears at the bottom of the screen, while each of

the attacking monsters can be seen at the top. Com

bat proceeds in turns, one character at a time. First

you choose your moves, then the monsters choose

theirs.

Through skillful play, your characters become

stronger and better equipped. They'll explore the

depths of dungeons, sail the oceans to gather infor

mation, and finally enter the Castle of Death. There

they'll face Exodus in a grand finale. Success goes

to those who play their cards right, so here are a

few hints.

PREPARATION
• Equip your frontline fighters with distance weap

ons like bows and slings. Arm other characters with

daggers, which can be thrown. It's safer to kill mon

sters from a distance.

• Make sure your band includes one character who

can cast some Clerical spells, especially the healing

kind. Another member should have some de-trap

ping skills, and a third character should be able

to cast Wizard spells.

• Fighters should get the best armor you can afford

for them, since they usually bear the brunt of the

battle.

THE BATTLEFIELD
• Monsters tend to move toward the center and then

spread out as they approach you. If you position

your players right, you can get the monsters to line

up in two columns, so you can deal with them one

at a time.

• Try not to use spells during dungeon battles. It's a

lot slower to regain magic points in the dungeon

than outside. Save spells for monsters—such as

dragons—with long-distance attacks.

•Magic powders are very helpful in combat, but

save them for the really nasty monsters.

DUNGEONS
• Peer into magic gems whenever possible to see a

map of the level you're on. This will help you plan

the best route to the stairs leading down (or up).

• Some dungeons may have more than one rod

(branding irons that give warriors painful but nec

essary "Marks" required to complete the quest).

Check out the entire level to make sure the one you

want isn't there.

• The monsters in dungeons are really nasty, so

don't enter any dungeons until you need your first

"Mark." By then, you should be strong enough.

THE CASTLE OF DEATH
•Once inside, getting out alive again is pretty tough.

Be sure you're prepared for the encounters with

Exodus and his subjects before you enter.

• As you go farther inside, you'll find other monsters

who'll attack you. Try to avoid these guys whenever

possible. Your chances for success are better if

you're on horseback, so figure out a way to bring

horses in with you.

• Your most dangerous foes are the four sets of killer

floors (yes, floors!). They're difficult because they're

almost unnoticeable. But they move just like other

monsters and can be killed the same way, too. The

best way to deal with them is to have all members

of your party in a line, attacking with "exotics."

GENERAL TIPS
• Keep an eye on your food supply. Use spare cash

to keep your party well-stocked.

• Locate a Thieves' Guild as soon as possible, so you

can start buying torches, powders, and gems.

•When in town, remember that the best information

usually comes from people in out-of-the-way places.

• Try to find your way to the towns of Devil Guard

or Dawn as quickly as possible. Only there can you

buy horses, which can insure your survival.

Exodus: Ultima HI is available on disk for Apple,

48K; Atari, 48K; Commodore 64; and IBM PC/PQ/r,

64K. $59.95. Origin Systems, Inc., 1545 Osgood St.,

Suite #7, N. Andover, MA 01845; (617) 681- 0609.

ATTENTION, GAME FANATICS!Send us tips

on how to beat your favorite game! If we print them

we'll mail you a K-POWER T-shirt. Mail to: HINT

HOTLINE, do K-POWER, 730 Broadway, New York,

NY 10003.

SCOHP1A is ci sysop <Sysh>ms Operator) on Compu

Serve's Game SIG (Special Interest Group).
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TING GAME

SPACE TAXI

Reviewed on Commodore 64

(disk). Joystick required. Muse

Software, 347 N. Charles St.,

Baltimore, MD 21201; (301) 659-

7212. $29.95

graphics:

EXCITEMENT:

ORIGINALITY:

EASE OF USE:

CHALLENGE:

SHELF LIFE:

□□□□

□□□□

□□□□

□□□□

□□□

You're the driver of a space-

age taxi and you have to fly

passengers through the bizarre

landscape of a 23rd-century city.

Fly well and you'll rake in a lot

of cash. Fly sloppily and you're

dead.

Your cab has rockets to move

you in four directions: up, down,

left, and right. You'll need good

hand-eye coordination because

there's a lot of tricky maneuver

ing involved. Each screen has a

different number of landing

pads. One at a time, little men

suddenly appear and call to you

in low, gravelly voices. (Yes,

they actually talk!) Guide your

cab to the proper pad, lower the

landing gear, and pick the men

up. They tell you which pad to

take them to. If the ride is fast

and smooth, you receive a good

tip and a polite "Thanks!" If you

accidentally hit anything on the

screen, you plummet to the bot

tom in the form of space dust.

Each of the 25 different

screens is a separate and excit

ing adventure. Travel through a

regular cityscape, wild mazes

with moving gates, or a giant

summer beach scene in which

you can land on a lawn chair.

Some screens are fairly easy to

master. Others are almost im

possible. You can choose to start

at any of five difficulty levels. If

you want, you can start off on

the easiest and tackle them one

by one up to the toughest. Or

you can jump directly to the

most difficult level.

Muse really didn't miss a

thing with this game. Every vi

tal aspect of a super action game

is here. Graphics, sound, color.

action—all are outstanding.

Most of all, addiction to Space

Taxi is inevitable. I couldn't

wait to see what the next screen

would look like. This game

should be in the arcades, no

doubt about it.

MIKEROBB. 13

Mooresville, Indiana

THE RATINGS

Software is rated on a scale of

one to five in each of six cate

gories.

□ POOR

□□fair

□□□good

□□□□ very good

□□□□□excellent

not applicable = n/a

GRAPHICS: The quality and so

phistication of the graphics

given the computer's capabili

ties.

EXCITEMENT: The pace, pulse,

and action of the game.

ORIGINALITY: The degree to

which it's a trailblazer.

EASY OF USE: Its boot-up play-

ability and simplicity. A low

rating doesn't mean it's a poor

game.

CHALLENGE: This speaks for

itself.

SHELF LIFE: Its ability to

maintain interest over time

and not grow stale.
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How to make your family feel
at home with a home computer.

I Start with a

■ Charter Subscription

to Family Computing.

New from Scholastic.

FAMILY COMPUTING isn't just about

computers, but about lamilies like

youis.

It's the first non-technical computer

magazine for parents. Written in plain

English. To help you make the right

decisions about buying and using a

computer (or the whole family's

benefit.

2 Find out which hard-

■ ware and software

make sense for you.

Most of us feel a little nervous about

the first outing to the computer store.

Which computer should you buy?

How much should you spend? How

do you know it won't be obsolete

tomorrow?

Now you can look to FAMILY

COMPUTING tor advice on choosing

the right system to match your fami

ly's needs. With the flexibility to grow

with you as your needs change.

If you already own a computer, we'll

help you pick the right add-ons and

software to get more out of your

investment.

3 Use your home
■ computer for

fun and profit.

Because there's so much to know

about computers. FAMILY COMPUTING

shows you exactly how other families

are using their computers to become

more knowledgeable, to make their

lives more enjoyable, even to earn

more money. As a Charier Subscriber,

you'll discover: • Foolproof do-it-your

self programs for the Apple. Atari.

Commodore 64. and Vic-2O. IBM,

Texas Instrument Timex, and Radio

Shack TRS8O. • How kids use com

puters for entrepreneurial ventures.

• Database services for family shop

ping, household finances, invest

ments, up-to-the-minute news. • A

computer buyers guide... and more.

You'll also find hands-on instruction

to help parents (and kids) who

aren't computer experts. FAMILY

COMPUTING takes the mystique out

of computers.

4 Help your kids

■ from kindergarten

through college.

Most parents buy a computer to help

give their kids an educational

advantage.

And that's also the best reason to

subscribe to FAMILY COMPUTING

from Scholastic—The publisher that

has been making learning fun for

more than 6O years.

In FAMILY COMPUTING, you'll dis

cover the most effective way to co

ordinate your computer with your

child's school work for faster, surer

learning. What to do for a computer-

resistant child (or one who knows

more about computing than the

teacher). How much you should help

with computer-assisted homework.

And once you've helped them

through high school. FAMILY

COMPUTING can show you how

to use a simple program to choose

the right college.

5 Get 12 issues for only

■ $17.97. And a free Com
puter Dictionary with your

paid Charter Subscription.

Get your hands on a copy of FAMILY

COMPUTING today! And make your

self (eel at home with home com

puters. FAMILY COMPUTING is so sim

ple, even an adult can understand it.

We promise!

FAMILY

D Yes. I accept your Charter oiler. Enter
a subscription in my name at the special

Charter raie ol ]usl S17.97 tor 12 issues,..a

savings ol 33% oU the cover price Rush

me my FREE Computer Dictionary as

soon as I've paid ior my subscription.

□ I want to SAVE EVEN MORE. Send me

24 issues lor only S29.97 Same FREE Com

puter Dictionary oiler applies.

MONEY-BACK GUARANTEE Cancel your
subscription at any time and receive a reiund

lo: all unmaiied issues

□ Payment enclosed □ Bill me

Return to

Family Computing

PO Box 2512

Boulder. Colorado 80321

Name (Please print)

Address

City State Zip

Please allow 4-6 weeks lot delivery o! you! (list
issue Rates good in US.A only

Canadian ies;dents add S6 OO pei year

NEW SUBSCRIBERS ONLY, PLEASE



SCREEN ING ROOM

RATING GAME

WING WAR

Reviewed on Coleco ADAM (car

tridge). Also available for TI-99/

4A, 1GK (cartridge). Version

planned for Atari. Joystick re

quired. Imagic, 981 University

Ave., Los Gatos, CA 95030; (408)

399-2200. $39.95

GRAPHICS: □□□

EXCITEMENT: □□□

ORIGINALITY: □□□

EASE OF USE: [HCZ1CZ1

CHALLENGE: □□□□

SHELF LIFE: □□□

Become a dragon. Breathe

fireballs on all sorts of creatures,

such as bats, bees, spiders, and a

rock demon. Fly through caverns

and hop across islands that float

in the sky. Sound like fun? It is.

Wing War is another game

that borrows from the arcade

classic Joust. What sets it apart

from the other clones is its vari

ety. Instead of simply dueling in

the sky, you have to fly through

twisting caverns and different

skyscapes. You battle an assort

ment of enemies along the way.

As in Joust, you have to flap

your way through the game.

This would be tiring if there

weren't plenty of ledges to rest

on. To get points, you breathe

fireballs on your enemies. They

come from every corner of the

screen so you have to keep really

alert. A quick eye and good coor

dination are essential.

Wing War is more than just a

simple shoot-'em-up. You can't

just fly around blasting away at

anything that moves. You have

to keep gathering a supply of su

per crystals, which you use to

build your resistance to attack,

and replenish your fireballs.

With its combination of strategy

and action, Wing War is a game

that'll keep you interested for

quite a while.

TONY HARRIS. 13

Glencoe, Illinois

CODENAME:

DEADZONE

Reviewed on VIC-20, 5K (car

tridge). Joystick required. Ty-

mac, Inc., 129 Main St., Frank

lin, NJ 07416; (201) 827-4050.

$34.95

□□□□

□□□

□□□□

GRAPHICS:

EXCITEMENT:

ORIGINALITY:

EASE OF USE:

CHALLENGE:

SHELF LIFE:

When you turn on Codename:

Deadzone, you're seated at the

controls of a fast, high-powered

hovercraft. Your mission is to

rescue scientists from enemy ter

ritory. But the secret police

know you're there, so it won't be

any joyride.

At the start, your craft is

equipped with 99 torpedoes. Ev

ery time you get kamikazied by

one of the police ships, or run

into one of the many columns

that are scattered across the

landscape, you get one damage

point. Fifteen damage points and

your ship explodes.

On the first level, you have to

find three scientists and pick

them up. (An instrument on

your dashboard will give you

their general location.) As you

move to higher levels, the enemy

ships move faster and you have

to rescue more scientists. You

also move up in rank. From the

starting rank of lieutenant, you

can move all the way up to

general.

This is a very simple game. To

maneuver, you simply move

your joystick forward to move

forward, left for left, right for

right, and back to brake. A tap

on the action button fires torpe

does. To pick up scientists, you

just have to get close to one,

stop, and watch him run to your

ship. If you like to turn off your

brain and play a shoot-'em-up,

this game will do.

But even though the game

speeds up from level to level,

there just wasn't enough variety

to keep me interested for a long

time. Still, for the VIC the

graphics are very good (sort of

like the 3-D visuals in Synapse's

Encounter!) and the sound is de

cent.

One special touch worth men

tioning is the speech built into

the game. When you get danger-
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ously close to a column, a little

voice yells, "Look out!"

SOREN KAPLAN, 15

Walnut Creek, California

DIMENSION X

Reviewed on Atari, 48K (disk).

Also available on 16K (cassette).

Joystick required. Synapse Soft

ware, 5221 Central Ave., Rich

mond, CA 94804; (415) 527-

7751. $34.95

GRAPHICS: □□□□

EXCITEMENT:

ORIGINALITY:

EASE OF USE: □□□□□

CHALLENGE: HI ["!["!

SHELF LIFE: □□

You may feel kind of dizzy af

ter a few hours with this game.

Thanks to a new technique

called "altered-perspective scroll

ing," Dimension X gives you the

illusion of actually being in the

cockpit of a spacecraft hovering

over the checkerboard surface of

a distant planet.

Your mission is to destroy in

vading saucers from the Rigil-

lian nation as you zip across the

landscape of the man-made plan

et Jaraloba. Hunting down your

enemies isn't easy. For one

thing, they shoot back. For an

other, they split up into bunches

of smaller saucers, which then

split up into even smaller

squads, and so on.

You've got plenty of ammo to

wipe out the entire fleet, but

you'll have to refuel once or

twice. The refueling sector (one

of 64 different sectors in the

game) is where you can (ill up,

repair damaged shields, and get

your craft checked out. We

couldn't figure out exactly what

was happening when we got our

"ion pressure hookup" checked,

though.

Another exciting part of the

game is traveling through the

tunnels to get from sector to sec

tor. You have to dodge different

barriers that block your path.

Some stretch like walls across

the bottom of the tunnels, and

some across the top. You have to

race up and down like a roller-

coaster to avoid them. If you hit

the barriers, your shields get

damaged. Too much damage and

you're dead.

Overall, the game is well

done, especially the sound and

graphics. But it seems to lack

something. After being pleasant

ly surprised by the graphics, you

expect a lot more from the actu

al play of the game. But what

you get is action a lot like En

counter!, one of Synapse's previ

ous releases. What the game

lacks in play originality, though,

it makes up for in the fresh new

look it brings to the Battlezone

genre.

ERIC SABERHAGEN. 13

TOM SABERHAGEN, 12

Albuquerque, New Mexico

HOW TO MAKE FRIENDS
ON OTHER PLANETS

First, go to another planet.

(That's easy if you're traveling
through space in PLANET-

FALL," the great science fiction

comedy from Infocom's inter

active fiction line.)

Next, find a robot nobody's

using. Then, to make him start up, type

in your command: TURN ON THE'
MULTIPLE PURPOSE ROBOT...
You've just made a robot friend who'll

follow you anywhere.

And' you'll be glad you have a faith
ful follower—there's no telling what

will happen next in Pl.ANETFALL.

Because, like all of infocom's interac

tive fiction, PLANETFALL's designed

so that whateveryou choose

to do affects what will happen

next. And there'll be plenty

happening—it's an adventure

filled with everytiling from

dread diseases to mutant

monsters, and it can last for

weeks or even months.

Get the closest thing on a disk to

really going into outer space. Get

PLANF/TFALL*. It's not just a great

adventure—it's a great way to make

friends!

iriFoconv
• It'l compatible with almost ewrj popular txmw computer.
I'L.ANKTKU.I.is.i trademarkofJnfi.com. Inc.
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RATING GAME

BRUCE LEE

Reviewed on Atari, 32K (disk).

Also available on 16K (cassette)

and Commodore 64 (disk and

cassette). Joystick required. Da-

tasoft, Inc., 19808 Nordhoff

Place, Chatsworth, CA 91311;

(800) 423-5916. $34.95

GRAPHICS: □□□□

EXCITEMENT: □□□□

ORIGINALITY: □□□□□

EASE OF USE: □□□□□

CHALLENGE: □□□□

SHELF LIFE: □□[Z]

Playing Bruce Lee is like be

ing in an interactive movie. If

you've ever wanted to be a black

belt in karate, here's your

chance to chop, kick, climb,

duck, or leap through 20 deadly

chambers in a menacing Chinese

fortress. Each room you pass

through has more death traps

than the last.

Your task is to grab flickering

lanterns and open secret doors

that lead to the other chambers.

If you survive to enter the Wiz

ard's chamber, you must avoid

his shooting fireballs and try to

destroy him. If you succeed,

there's no time to celebrate.

More difficult challenges await

you as you go back through

the menacing fortress.

Besides the deadly spikes and

electric bolts that He throughout

the chambers, you have to deal

with two opponents: the Green

Yamo (a big fat Sumo wrestler)

and the Ninja (a nasty little

man with a stick). All the chop

ping, jumping, and running is

controlled with a joystick. If you

play alone, you must be Bruce. If

you want to play against a

friend, one can be Bruce and the

other the Green Yamo, or both

'HOUR1
'SHIPPING'

ATARI™ USERS
WE SPECIALIZE IN BACKUP HARDWARE AND SOFTWARE

"We are the Backup Experts"

COPY ANY ATARI" CARTRIDGE

CART CLONE™

A MUST FOR ALL ATARI'" USERS

CART CLONE will backup and transfer

any 8 or 16K cartridge to disk 01 tape.

The contents of the cartridge will

become a file which you can iransfef.

rename or delete They will execute

from DOS No need lo run a special
menu or program lo run these files

(A) Will it copy any cartridge''
The answer is YES.

(B) What will I get?
The answer is a cartridge contain

ing the hardware required and a

disk with the cloner software in a

powerful machine language pro

gram

We are running an Introductory Sale

for a limited time. You can get CART

CLONE" with software for

$5095
• 2.50 Shipping

This price could increase in the luture
Dealer inquiries are welcome.

CART CLONE'" goes in the left cart

ridge slot enroling it to work in all

ATARI" Home Computers including

the XL series

COPY ANY ATARI" DISK

The HAPPY 810

ENHANCEMENT KIT
With WARP SPEED Software

The HAPPY ENHANCEMENT KIT is
guaranteed for five years to copy any

ATARI" Disk. Comes with Sector

Copier and The Compactor and more

soltware The Compactor will turn

your auto boot whole disks into files.

The transfer of data Between the

computer and disk is greatly increased.

Disk drive wear is decreased. This is a
plug-in kit No need !o solder or cut.

Easy installation.

We have LARGE STOCK ready for 2d
Hour shipping.

SALE

PRICE
$OOC00
^m^m^J • 5.00 Shipping

TheTRANSFERPACK
FOR BACKING UP AND TRANS
FERRING YOUR SOFTWARE

i)Disk Me to tape

2)Booi tape 10 disk die

3)Tape to tape

VERY POWERFUL and low priced.

Programs are m machine language

and user friendly. ALL 3 FOR ONLY

$OA95
2.50 Shipping

PHONE OROERS

(516) 467-1866

PRODUCT INFO

(516) 588-6019

'HOUR1
'shipping'

NEW PRODUCT

The DOWNLOADER
For The ATARI 835 Modem •

At last, a program thai will allow you to

download Binary ana Basic tiles with the

new 835 Modem, no interlace needed

You can save these lileslodisk. printer or

cassette But Bell Of All you will be able

10 download games from bulletin boards

witn our software and me 835 Modem.

$3495

■ 2 50 Shipping

THE BOOK

WITH SOFTWARE
Software protection and code cracking

techniques MASTER CODE HACKER

REVEALS ALL.

In this book you will find out how trie

software is protected and ways 10 protect

your software. Copy guarding will be

covered in detail on disks, cartridges and

tapes and hardware tricks You will also

receive a disk with many programs and

examples.

BOOK WITH SOFTWARE ONLY

$2495

ATARI1- & 610 ARE TRADEMARKS OF ATARI

GARDNER COMPUTERS INC.
P.O. BOX 388, HOLBROOK, N.Y. 11741

We are working on New Products and Software - CALL

We accept COD orders,

money orders and snip within

24 Hours (most products)

(Personal checks will have

to clear before shipping )
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can take turns as Bruce, and

fight against the Yamo and

Ninja. But if you feel like cheat

ing, you can have a friend (as

the Yamo) beat up the Ninja

while you run through the

chambers. The Ninja isn't pro

grammed to fight the Yamo, so

he always loses.

Bruce Lee is really one of the

most thrilling games around. It

combines action and strategy

with excellent graphics and

sound to make a game that's

hard to stop playing. With a lit

tle imagination, and a few ses

sions with Bruce Lee, you'll be a

black belt in no time.

DAN HOROWITZ, 14

Westport, Connecticut

RUN FOR THE

MONEY

Reviewed on IBM PC, 64K

(disk). Also available for PCjr,

64K (disk). Versions planned for

Atari, 48K (disk) and Commo

dore 64 (disk). Scarborough Sys

tems, Inc., 25 N. Broadway, Tar-

rytown, NY 10591; (914)

332A545. $49.95

GRAPHICS:

EXCITEMENT:

originality: nnnnn

EASE OF USE: □□□

CHALLENGE: □□□□

SHELF LIFE: □□□

Two traveling Bizlings have

just crash-landed on Planet Sim

ian. Their spaceships' protective

shields are badly stripped of

paint. Unless they repaint the

shields, they don't stand a

chance of taking off successfully.

Luckily for them, there's a

paint salesman nearby. But

paint is expensive and neither

Bizling has enough cash on hand

to cover the cost. Bizlings are

among the wisest businessmen

in the universe. They compete

with each other to manufacture

synthetic bananas (synannas) to

sell to the local Simians. It takes

effective bargaining for raw ma

terials, just the right amount of

advertising, and a good product

to outsell the competition. The

first Bizling to rake in enough

cash to buy the right amount of

paint and ensure a safe depar

ture wins.

Though the setting and char

acters may be a little bizarre,

it's really a typical business situ

ation. Many of the strategies

used by the biggest industries

can be applied here. The manual

tells about 12 of them, including

"The Bargain Basement Strate

gy" (which means buy cheap

and sell quantity, not quality).

If you've never played a busi

ness game before, don't be

turned off or think they're just

boring. I like this game because

it taught me a few things about

business while I was having fun.

o
0HOW TO BLOW UP

A RUBBER RAFT '

First, you need a reason to use

a rubber raft. (That's a snap if

you've got ZORK* I, the classic

fantasy story from Infocom's

interactive fiction line. Because

you'll be hunting twenty fabu

lous treasures while dodging

every kind of evil under the earth.)

Next, type in your command: BLOW

UP THE RUBBER RAFT WITH THE

AIR PUMP... But watch it, or you

might just blow up the raft until you

blow yourself to smithereens!

There's no telling what will happen

next in ZORK I—because, like all of

Infocom's interactive fiction. ZORK's

designed so that whatever you

choose to do makes the next

thing happen. And you won't

run out of things to do, either.

The underground empire of

ZORK is so huge, your adven

ture can last for weeks or

even months.

■ So if you want the closest thing on a

disk to really exploring an underground

world, get ZORK I*. But brace your

self for the action—it'll blow you away!

inFocom
'It's compatible with llmosi cvlt)1 popular home computer.
XOHK is .i registered trademark uNnlooim. Inc.
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S_CREEHIN.G_R.O_OM

RATING GAME

There's excitement here, too. But

the pace isn't too hectic. You

have time to think and plan

while you're playing.

JASON LEFORGEE, 15

Twin Falls, Idaho

JUPITER MISSION

1999

Reviewed on Atari, 48K (disk).

(Atari XL models require trans

lator disk.) Version planned for

Commodore 64 (disk). Joystick

required. Aualon Hill Microcom

puter Games, 4517 Harford

Road, Baltimore, MD 21214;

(301) 254-5300. $50

GRAPHICS: □□□

EXCITEMENT: □□

ORIGINALITY: □□□□□

EASE OF USE: □□

CHALLENGE: riPin

SHELF LIFE: □□

You're dragged out of bed by a

group of mysterious men and

told you'll be on a ship to Jupi

ter in five minutes. Their expla

nation: Your country needs you.

During the flight you're told

that strange signals have been

coming from somewhere near

the Jovian system and it's up to

you to investigate. After that

introduction, the game begins.

Jupiter Mission 1999 is a gi

gantic (four-disk) space fantasy.

It combines role-playing and ar-

cadestyle action. The game be

gins after your ship's been hit by

a large asteroid. All other crew

members have died, and the

computerized blaster guidance

and navigation systems have

been damaged. From this point

on, you have to manually shoot

your way through the asteroid

belt, repair your ship, and plot

the correct course to Jupiter.

During the year-long flight, you

must also figure out (with the

aid of robot probes) which of Ju

piter's 14 moons is sending the

mysterious signals.

The game is realistic and the

plot is very interesting. But

some of the game's elements

aren't quite up to par. The

graphics in the beginning of the

game (in the asteroid blasting

sequence, for instance) aren't as

good as they could have been.

And the manual, though it

claims to be complete, lacks suf

ficient information. I found it

frustrating because it leaves a

lot for the player to figure out

about certain stages of the game.

Overall, I think the game could

have been better. The concept

does have potential—the combi

nation of arcade aspects with a

good space-adventure story line

is an excellent idea. Hopefully,

in the sequel that's promised,

Avalon Hill will iron out the

game's few flaws.

DAVID LANGENDOEN, 15

New York, New York

HOW TO FEED
A SEA MONSTER

First, locate a sea monster.

(The best place to find one is in
SEASTALKEICthe brand-new

undersea story from Infocom's

interactive fiction line.)

Next, type in your command:
GET OUT OK THE SUBMARINE
AND FEED THE CATALYST CAP
SULE TO THE MONSTER. Then,

swim for your life! Because the trou

ble with feeding sea monsters is, the
monster might decide to feed on you!

There's no telling what will happen

next in SEASTALKER. Because, like
all of Infocom's interactive fiction,
SEASTALKER's designed so that

what happens next depends
on what you decide to do. And

you'll be doing plenty, too—

your voyage can last for weeks

or even months.

So get the closest thing

on a disk to going on a real-life sea

adventure. Sink your teeth into SEA-

STALKER*. But when you do—watch
out! —or you might just find out some

body has a sweet tooth for you!

inFocom
•It's compatible with almost every popular horn- computer.
SKASTA1.KKK is a trademark «f Inforom, be.
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WHAT'S K. I. T. T. SAYING?

You probably know that K.I.T.T., the supercar

from NBC's hit show "Knight Rider," can talk.

So what do you think K.I.T.T. is saying in this

picture? Obviously, K.I.T.T. is performing one of its

awesome stunts.

Got any ideas? Fill in the word balloon and send

it to us. We'll publish the best ones in a future is

sue of K-POWER. Winners will become proud owners

of K-POWER T-shirts. So go ahead, complete the

questionnaire below, and mail everything to:

K.I.T.T. CONTEST

c/o K-POWER, 730 Broadway

New York, NY 10003

All entries must be received by Aug. 24, 1984.

K.I.T.T. CONTEST

1. I am male female Age

2. I got this K-POWER from:

subscription book club

newsstand other

3. Is this your first copy of K-POWER?

Yes No

4. Please rate all of the features in this issue of

K-POWER. Use the following rating system.

1) Test Run IBM p) - Microtones

m) Andrea Leptich: q) K-Bloopers

n)

The Making of a r)

Hacker

. Computer Su- s)

perstars

. Programs t)o)

5. What was your favorite article?

.The Rating

Game

.Strategy—Ulti

ma III

K.I.T.T. Contest

6. What kind of computer(s) do you have?

4 = Excellent

3 = Good

2 = Not bad

1 = Not very good

0 = Didn't read it 7. Other comments about K-POWER:

a)

b)

c)

d)

e)

0

g)

.Editor's Note

. Logon

. Compuzine

.Silicon Alley

Scrolling in

Dough

Dr. Kursor

K-NET

h)

i)

j)
k)

. How the K-NET

Works

. How Teen

Tycoons Take

Care of Business

Comic Strip

Computers Go

for the Gold

Name

Address

City

State. Zip.

Telephone Number (

T-shirt size: S M L XL (circle one)
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TANGLE WITH
THE HULK:

SCOTT ADAMS

True Believers,,

tangle with the Hulk

— if you dare.

In this first of the

QUESTPROBE series, you and

your micro can actually

command Bruce Banner's

intellect and the Hulk's savage

fury. Using logic, reason,

imagination (the stuff educators

recommend Adventures for),

you'll encounter Marvel Comics

characters Ultron, Ant-Man, and

others in your attempt to unlock

the riddle of the Chief

Examiner. With the Marvel

Comics Group and "Mr.

Adventure" behind you, how

can you go wrong?

'Nuff said.

For adventurers aged 8 to 800. Requires

moderate skill level.

Scott Adams — recently named "Mr.

Adventure" by Computer and Video

Game Magazine.

Package and graphics by Mark Gruenwald, John

Romita. Sr., and Kem McNair.

ADVENTURE INTERNATIONAL (U.K.)
119 JOHN BRIGHT STREET

BIRMINGHAM B1 1BE

Most versions under $20 (1.15). Limited signed editions

available.

The Hulk. Ultron. Ant-Man. Dr. Strange, and the

distinctive likenesses thereof are trademarks ol the

Marvel Comics Group and are used with permission.

Copyright 1984 Marvel Comics Group, a division of Cadence
Industries Corporation. All flights Reserved.

INTERNATIONAL

DIVISION Of 5COIT ADI US IMC

ADVENTURE INTERNATIONAL (U.S.A.)

BOX 3435
LONGWOOD, FL 32750
TEL. (305) 862-6917



Commodore Software-
The Best Adventure In Town

v&tnt

. Stretch your mind and imagination and risk all... in the comfort of your living room.

Commodore has been the best game

in town in computers for awhile... at

home, at school and work... with our

exciting, easy to use, inexpensive VIC

20 and C64 computers.

We're fast becoming ihe besl game

in town when it comes to entertainment

for the whole lamily... and at afford

able prices.

The best adventures in town are

yours with the INFOCOM ADVENTURE

SERIES. Our Zork Series takes you

through the magic dungeons to find

the Dungeon Makers secrets... you'll

struggle long and hard before you make

it... If you make it!

Starcross lets you travel through an

alien ship as it wanders thru the galaxy.

Your strategic decisions mean life or

death lo you. ,

Deadline pits your wits against a

deadly murderer with time running out.

Stretch your reasoning to Ihe limit.

Suspended brings you to life 500

years into the future as the possible

savior of your planet. Solve the riddles

and you'll be a winner and a hero!

The best adventures in town are

yours with the Infocom Adventure

Series. Our Zork Series lakes you

through the magic dungeons to find

the Dungeon Makers secrets... you'll

struggle long and hard before you

make it... If you make it!

ft commodore

v COMPJTERS
First In Quality Software

See your local dealer now... He's got the best game in town... just for yoO."



FOR THE COMPUTER

GENERATION

PUBLISHED BY

M SCHOLASTIC INC.

Dear Reader,

K-POWER brings you important changes with this issue. Starting this month, K-POWER goes to

a bimonthly publishing schedule (plus a bonus Holiday issue).

Here's a list of issue dates and when you can expect to receive them:

ISSUE:

July/August

September/October

November/December

Bonus Holiday Issue

January/February

March/April

May/June

LOOK FOR IT IN:

mid-June

mid-August

mid-October

mid-November

mid-December

mid-February

mid-April

Despite this change in how often your K-POWER arrives, you'll still receive all the copies you

ordered.

K-POWER also has incorporated MICROKIDS—another publication for kids who love com

puters—into our magazine. This move promises to give K-POWER readers even more com

puting power! In fact, talk about K power—you'll really have it now! K-POWER will have more

programs than ever!

You'll see what we mean when you turn to this issue's Hacker Heaven. You'll find K-POWER's

programming section in a new spot. It's now a 16-page pullout located in the center of each

issue. It's loaded with more computer programs for every popular computer system!

Plus, K-POWER has added Microtones to Hacker Heaven! It's a great new section that gives

you the power to program your computer to play computerized versions of popular tunes and

original music! (If you want to hear your computer wail the blues, pull out this issue's Hacker

Heaven and power up!)

Besides more programs and programming techniques, you'll find more computer-game

reviews and strategy tips in each new issue of K-POWER. And more stories about kids like you

who are doing fun and interesting things with their computers.

These important changes will make K-POWER stronger, more exciting, and more useful to

you—the computer generation!

Anne Krueger, Editor Shirrel Rhoades. Publisher




