


Now there’s a true historical wargame for your home computer. Computer
Bismarck accurately simulates the epic battle between the awesome German
battleship and the British Home Fleet. Best of all, the computer program
eliminates the drudgery of paper and pencil wargames — remembering all the
rules and details while keeping track of the battle on a North Atlantic map on
your video display.

Play the Computer

It maneuvers the Bismarck and Prinz Eugen so well that you'll have to
command the British ships brilliantly to avoid losing your vital merchant
convoys.

Play a Human

The two of you plot your strategies in grease pencil on an off-screen
mapboard while the battie is fought on the video screen (monochrome or
multi-color depending on your display capabilities). You deploy battleships,
cruisers, carriers — each with unique and realistic operating parameters. You
must deal with all the variables which challenge an actual battle commander:
firepower and damage; shadowing ability (better in radar-equipped vessels);
and visibility — which depends on weather, which varies with geography and
time.

Apple Il Plus (or Apple Il with Applesoft ROM Card) with 48K memory and a
5%" mini floppy diSC Arive. . ..ottt $59.95

The Software Exchange

68 SOUTH ST, MILFORD, NH 03055 . 673-5144
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ADVENTURES

by Scott Adams
Adventures on Tape: Level 1i, 16K

@ Adventure Sampler
Short version of Adventureland, a great way to try out adventuring
{butyou'll getaddicted!) .................... ... .. ..., $5.95
@ Adventureland
An enchanted world with 13 lost treasures guarded by magical
T T $14.95

@ Pirate’s Cove
Clues in blood-soaked books. a pirate and his parrot, alligators,
1 R . T $14.95

@ Mission Impossible
A chance to prevent the nuclear reactor from being destroyed by a

saboteur'stime bomb . ...... .. ..o Lol $14.95
@ The Count

Watch out! you're in Dracula’s castle and you must destroy him before

he bites YOu! «uu o spemmyesss sesmmms s ey 5s 1 TSR $14.95
@ Voodoo Castle

Remove a curse from Count Christo ...................... $14.95

@ Strange Odyssey
Adventure in outer space in the ruins of an ancient alien
CIVIIZATON 53 03 5 oo v ovaprmpn s sm s snemmmrs s 33 03§ ProREEETEs $14:.95

@ Mystery Fun House
1t will take all your ingenuity just to get past the ticket counter, and
that’s only the beginning! .. _....... ... ... ... ... ..... $14.95

@ Pyramid of Doom
In the shifting sands of the Sahara lies an ancient Pyramid. filled with
EBYPUANII@AASUTES - vnvvsurms sy o SSmsmmi s S 55855 3 DAsatrmon: $14.95

Adventures on Disk, in Sets:

Set 1: Mission Impossible, Pirate’s Cove, Adventureland . ... $39.95
Set 2: Voodoo Castle, The Count, Strange Odyssey ......... $39.95

* *
* Apple 11 24K *
* (programs are in Machine Language) *

* | ¥*
The Softuware

6 SouthStreet, Box 68, Milford, NH 03055  603-673-514
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Gentlemen:

| received my SoftSide: Apple
Version today. As you can see |
wasted no time in attempting to
code in and check out some of the
programs.

There are a few bugs.

In programming tips "The Vocal
Apple” there should be a multitude
of uses for the machine language
routine to make so many different
sounds. With some more coding to
have single key inputs for a
chromatic scale you can have an
Apple piano. | will send it along
when it is done.

There is no return following the
GOSUB in Line 100. The programs
loads the machine language
routine and dies. Also there is no
end which gets an error message
in Integer BASIC.

| also took the print with sound
subroutine out of Chip Anderson’s
“"Connection” for use elsewhere.
In that program as in some others
it is unclear without some study
whether the program is in integer
or floating point BASIC and there
are just enough differences to
matter.

Keep up the good work!
Sincerely,

Nelson Gothie
McConnellsburg, PA

Two new magazines for APPLE

computer users appeared in
January. Of the two, | find that
SoftSide is the best thing | have
found in computer magazines.

Somehow | was put on your
mailing list and | received your
February issue and started read-
ing. In five minutes | was busily
keying “"Super-Nim” into my
Apple and was the happiest | had
been with my computer in the five
months | have owned it. This
magazine is perfect for me. ttis full
of programming hints and
techniques, which | need. And
primarily, your magazine is (joy of
joys) strictly for Apple userst No
more translating programs from
languages that | have to sit and
figure out. No more guessing as to
what a TRS-80 command means
in AppleSoft. And now | have
somewhere that | know | can com-
municate with people who have
the same problems and needs as |
do. Thank you for opening up this
door for me and | hope to be
writing again in the future to share
some of my programs and
programming ideas.

Christopher K. Haun
Rantoul, IL

P.S. Remember, it is very
important that you state in all



articles and advertising whether
the programs are written in
AppleSoft or Integer BASIC. You
were pretty good with that in the
February issue, but you did miss
some.

Congratulations to Michael
Wienstock, who has moved from
Editor of SoftSide to Vice
President of the International
Apple Corps.

We've had several letters
inquiring whether certain
programs are in AppleSoft or
Integer BASIC, plus some citing
errors that we diagnosed as
occurring because an AppleSoft
program has been typed in on an
Integer BASIC system or vice
versa. We hope most of this has
been rectified by now. As a
standard, we wiil print our
programs with the prompts that
occur in either version of BASIC.
Integer BASIC programs will
start with » LIST, and AppleSoft
programs with ]LIST. We're sorry
for any confusion we've caused.

OOPS.... M:W

In the February issue’s "VOCAL
APPLE” article, as stated in
Nelson Gothie's letter in this issue,
we ommitted the lines:

330 RETURN
340 END

STAFF 4, BUGS 1. (Therewent the
shutout....)

IS THERE LIFE ON OTHER
PLANETS?

Our feature program this month,
by the talented Mark Pelczarski, is
a re-creation of the popular arcade

game ALIEN INVASION. Mark has
added some interesting twists,
including super-rapid laser fire
instead of the usual slower moving
missiles and a surprise ending that
had our staff rolling around on the
floor, laughing helplessly...look
for a lot more quality offerings
from Mark in these pages in the
months to come.

APPLE CLOSES GENERATION
GAP

The program RIGHT/LEFT is
the first program we've seen that
allows toddlers to play with an
Adult Machine (simultaneously
getting a head start on learning the
vital concept of the difference
between Left and Right). Don't
skip this one just because there
are no spoonbangers in your
domicile; the author demonstrates
some useful techniques for
disabling RESET and CTRL C.

CAN A SMALL ROUND APPLE
SINK A BIG BAD GERMAN
BATTLESHIP?

"Historical wargaming may be
the only intellectual hobby which
creates more intensely devoted
fanatics than home computing.”

So begins the advertisement for
COMPUTER BISMARCK from a
company called Strategic
Simulations Inc. Blending the
aforementioned hobbies in the
style of the popular Avalon Hill
wargames, BISMARCK represents
a quantum leap forward in Apple
programming, packaging and
presentation.

The first thing you notice is the
8%" x 11" box in which this
simulation is packaged. At first
glance it looks just like one of the
"bookshelf” games. Opening the
silver, blue and red box, you

7



discover enough paraphernalia to
delight the soul of the most avid
wargamer: data sheets on the
British and German ships and
planes, a 15 page rule book, maps
and charts galore, and even a set
of two grease pencils with which
the players can plan their
strategies on the specially
prepared maps.

The program simulates the
attempted breakout of the German
battieship BISMARCK into the
North Atlantic in May 1941. One
player commands the British fleet
and naval air forces while the
second player (or the computer)
directs the German fleet.

In addition to being as rich in
detail as any non-computerized
wargame (including several pages
on the historical background of
the battie), BISMARCK brings ali

of theinherent gaming advantages
of the computer to an already
exciting field. No longer need the
players suffer the distraction and
drudgery of paper and pencil
scoring. Since the computer
knows all the rules and all of the
relevant historical data, the time
normally given to constant
reference to rulebooks and
bookkeeping is freed for actual
play.

Congratulations to Strategic
Simulations and the many talented
people who put this package
together and opened a new
dimension to Apple users.

What will be next?

Lost Dutchman’s Gold

by Teri Li

This unique CompuNovel com-
bines the best features of
Adventure with the thrill of the
old west. There is an old pros-
pector, a stubborn mule, a ghost
town, a cave in the fabled Super-
stitions mountains, Indians, a:
burning desert, and the fabulous.
treasure of the Lost Dutchman’s|
Gold. So grab your rifle and your:
saddiebags ‘pardner’ and get
ready for the Adventure of a
lifetime!

24K, AppleSoft ....$9.95

e
The Seftware

6 Soauth'Sireed, Box 68, Millord, NH 03055 603-673-514




U-DRAW"™

COMPLETE
GRAPHICS

Create a figure and rotate, expand, contract or
move it anywhere on your video screen with a
few simple keystrokes. Save individual figures
or complete drawings on disk and recall them
later. U-DRAW Il automatically builds and edits
multi-figure shape tables that are directly trans-
ferable to your BASIC programs. You won’t find
better graphics capabilities at 10 times the
price!

U-DRAW II, Disk, Applesoft, 32K, $39.95
U-DRAW |, Cassette, Applesoft, 16K, $17.95

6 South Street, Box 68, Millord, NH 03055  603-673-514 S



THE SMALL
MARQUEE

by Mark J. Wolfson
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A small movie theater has
scheduled some old and new
blockbuster films in effort to
bolster. business. However, the
theater's small marquee cannot
accomodate the full titles.

So, the manager said, “Just
eliminate all the vowels and
spaces!”

— APPLESOQFT

Imagine you're driving by this
theater and see the following
marquees. Try to guess the full
titles.

(For example: “GNWHTHWD"
would be “Gone With The Wind”).
If you can't guess a title type*?". By
the way, this particular theater
manager considers “Y” to be a
vowel.

LISt

vN=

i8 HIME . INVERSE

26 DIN WOSCN»

38 %% = “THE SWALL MRRQUER”

W =" - m - mmmmmm -

©

BLE-BseMs+" "+ 88

o HIiB3 YIRBE Flk1=1T0
34: PRINT "% . NEAT ]

B OHIB S VIRB1Z FORiI=1T
HORRIND " NeXT ]

By FORI=1703 difE 3 VIrB
§+ 1 PRINT "+ NEXT |

% FORI=1703 KRB 6 virg

§+ . FRINT "+* NEVT

106 NRIL

110 HIAB 19, YTFG 4. PRINT "BY"

128 HIFG 13 VTG 16: FRINT “WR
K J. WOLFSON"

B HIRG 13: VIRG 18: PRINT "BR
BANK, CALIF.*

148 INWERSE

19 FRX=1T02

icd FOR1=1T0 LEN ((§: - 30
176 D¢ = MlD$ (C$.5, 38

188 HIAE 5. vIFG 18

i% PRINT U$

26 FOR G =33070 NXTI

2id HEXT i
28 NERT X
24 HiFe I. PRINT "R SMALL MOVIE

THERTER HAS SCHEDULEL"
PRINT °SOME (LD AN HER SLOC
KOUSTER FILES K"

FRINT “Fh EFFORT 70 oliSiER
BUSINESS. HOWEVER, "

276 PRINT "THE THERTER'S SWALL M
FRUJEE. CANNGT™

PRINT "RCCOMOISTE THE FULL 7

[HELN
FRINT
HTAB 3. FRINT °S0 THE RANAE
K SHiDn ~JUST ELIMiNRTE®

rg"i

316 PRINT “ALL THE VOWELS RHD 5P
328 FRINT
238 HiRB 3. PRINT "IMAGINE DRIYI

G PRST THIS THEATER®

FRINT “AND YOU SEE THE FOLLG
WING WARTREES.

FRINT "TRY 70 GUESS THE FULL
TITLES. *

368 PRINT . PRINT "(FOR EXHWPLE.
FRINT "“GOME WITH THE MING""

Zcﬁ

i
>t

%

FRIRT

FRINT *IF vOU CRN'T BSS R
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TIHE TyPE 77

488 PRINT : PRINT “BY THE WY, T
HIS PARTICULAR THERTER". PRINT
*MRNFGER CONGIDERS ‘Y TG BE
R VOMEL *: PRINT

416 HIAB 10

428 PRINT "HIT A KEY TO BEGIN
*i. GET R$

438 HOME

48 FOR J =170 N FEAD WO8(J):
NEXT )

St= INDIN# RO+ D)

466 LET s = WDSCD)

478 1F d$ = “-1° THEN 43

43 W) = *-1"

A8 IF T$ = "7 THEN GOTO 688

526 1F 1§ = W§ THEN o08

HeW= INTGs RO+ L)

8 if W= 1 THEN VIFB 16, PRINT
“INCORRECT. THE FULL TITLE ]
50 PRINT W

X8 IF W=2THEN 11RB 15 PRINT
*SURRY, THRT'S WRONG THE (O
RRECT TITLE". PRINT *15 *imé

38 If W=2THEN VIFB 1& PRINT
NOPE, THAT 5 NOT 17.°. PRINT
K$ " 15 THE RIGHT ANGWER *

OB Wi-W+l IFCL+Wl =28 THN
el 1= 4 T0 47 R oih
I

b Rt ]

cgg o= ING iS4 BN (L4

oi8 IF C =1 THEN vYifg 18
"LORRECT

o8 IF 7 =2 THER ¥iRb ic. FRINT
yeRY GO0G°

o6 if (= THEN Vidg i3. PRINT
*¥E3. TS RlGal!"

[y

}

kT

X

oAb IF C= 4 THEN VTRB 18, PRINT
O GOt 1Tt

&8 IF C=5 THEN VIHB 18: PRINT
*RBSULUTELY RIGHT!®

o8 U1 =Ci+4: IFCL+ o =20 THN
FOR 1 =170 1206, NEXT 1. GOTO
768

6fd 010 728

o066 VTR 18: PRINT “SORRY YOU (O
ULDN'T FIGURE THIS ONE QUT.°

696 PRINT “THE FRSHER I5 “ii$i "

TeB M =L+ 1 IFCL+ il = 28 THEN
FOR § =176 1758 NEXT I GOTO
760

716 G016 728

T8 VIHB 22, PRINT "TRY ANOTHER

738 INPUT ThS

748 IF LEFTS (TA$.1) = "¢ THEN
459

796 IF LEFTS (RS L) = °N° THEW
758

768 PRINT “1 DON'T UNDERSTRND. °.
FRINT “PLERSE TYPE VES (R N
0" 6070 750

% IR T TG 2

BB PRINT "Ll HERE'S HOM YOU
bib:”

818 PRINT . PRINT

828 ATHB 3. PRINT "¥0U &T. *

836 HIMB 13 PRINT C1* RIGHT®

946 HIAB 15. FRINT wl. * WRONG®

IR TR Gt T I
4

368 PRINT

878 HIAB 13 PRINT “YUk SORE 1
S 55
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% §

Bl

3 g

PRINT - PRINT
IF S < off THEh FRINT 5775
T i7" PRINT "WOULE BE. (5N
= ot G _Z 7= Trith
TITS W
1TE JBvilS "H'ﬁ' F’Rxf{' (!
J SPEND RORE TIME N FRONT §
roTHE". PEINT “LITIiE SCREEN
fii HEE "
=L A0 LM THEN
FRINT "WOT 00 SHABBY cITH
tf YO MOk YOUR™ . PRINT Y0
UF BOYIE TITLES R YOU LEARN
B PRINT "ENGUISH FROM R ¢
Eiv WEIP TERCHER *
FS= >35S = 108 THNX
PEINT "RL RIGHTY U EITR
th AW A RS, PRING "KNRC
K ~0F THIS (%6 GARE OR YOU©
PRINT “LEARHED ENGLISH US1
NG ONLY 26 LETTERS”
N

& & ¢

%8

F(HI=‘1’U ieh W)

99 ot = HID$ ks L1

18

7o
1ol
0%
ila
111#

1128
e

FRB=""Ep=-"t" &
&t=‘“i"iﬁ8$'“‘0“mkt'
W ORB =" RBS =

B§ = ™

i = fi$ + BS

L 3.0

INVERSE

HIAB (48 - LEN (R$)) 7 2 -
2 YRR 10

RIND © "R

HIAD {4k - (EN CA$) / ¢ -
4. YTAB G rORI=3170 UN

Treh

(RE: ¢ & PRINT "¢, NEXD D
119 HIRE (48 - LEN (R$)» 7 2 -
4. ¥TRE 12 FIR 1 =4 70 LEN
(R + 8 FRINT *«*, MET |

LHH=He L IFB{ =3 THN
HIRE (48 - LEN R§:: . 2 -
4 WTRG 5 + 4 PEINT ®°
1%

UoB ¥ =¥ +1 iFYd =1 THN
4B 48 - BN (8 2
CEN RS+ 3 YTHES ¢+
FRINT “»* G0TC 1368

1178 NURRAL

igr=0v=-4

1% AIRE 1 YiRE 14

e,

Wi IF 1= "7 TN GOTO H%

1278 RETURH

1236 DATR ANIMA HOUSE. DIRTY H
FREY,  DRECULR, BORNIE ARG LY
vE, CLEDPHTRA

46 [ATH THE (MEN, FANTRSIA LD
Y& STORY. CROABLANCR, SUPERFAN

i DATR HIRPORT, ALFIE VELLOW
SUBMERINE, TOP HAT, DIRL M
FOR WURDER:

1268 DATR RLL ABOUT EVE THE ORI
K WTINY. 1T HAPPENED ONE NI
Ghi, THE 00D COUPLE, DEEP Tw
M7

178 DRI LHOT TANGD [N PRRIS.
YANKEE DODDLE DANDY, CRBARET
; LIWRENCE OF ARRBIR DOG 06
¥ AFTERNOON

120 DRTR THE SPY WHO LDVED Y&
INTERIORS, EARTHOURKE, ARNi
E ALl SicENT NOWIE

129% 0

U
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Home control unit
for the personal
computer!

Interface your computer to the BSR X-10 or Sears
Home Control system and control appliances,
amps, and wall switches.

Assembled and tested interface, in attractive
8.25 x 6.25 inch plastic case, with cable and

connector for Apple li, power supply and
manual, including BASIC listing for simple
control routine. $114.95

Package PK 500: BSR X-10 Command Console,
cordless controller, two lamp modules and one
appliance module. . $124.99
Separate Prices: UC 301 Command Console,
$49.95: CC 401 Cordiess Remote Controlier, $24.99:
LM 501 Lamp Module, $16.99: AM 601 Appliance
Module, $16.99: WS 701 Wall Switch Module, $16.99

Designed by Steve Ciarcia, featured in January,
1980 BYTE.

For more intormation, call (603)673-5144.
Shipeing costs are not included in erices.

.@ To order. call TOLL FREE
IHAIRDSIDE.

1-800-258-1790.
(in NH call 673-5144)

6 SOUTH STREET. MILFORD NH 03055

14 Nots: Your BUSY BOX will not work with the Radio Shack Home Controlisr.  a stvised Gown Veraion of the BSR X-10,
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HYPERBOLOID

®

’ by John Mauch

Y=6+A

“:}t

picture a

Here is an excellent example of
three-dimensional, HI-RES
graphics. For those of you who
flunked solid geometry, you can
‘““Hyperboloid of

e

Revolution” as a very tight corset...

‘_JNWWES©FT

3-D HYPERBOLOID GRAPH
WRITTEN BY JON MAUCH
MOEIRR  CITY SCHOOLS

MRITTEN WITH APPLE 11

LB
ﬁﬁﬁﬁﬁ

. 14159265
DIMENGIONAL HYPERBOLOID”
{05 (A

= {05 (BN

% * S
UB FIRZ= - 48 10 46 STEP 6

(1= 6

66 HOK :B = 28: HOOLOR= 3:P1 =3
78 HOME - YTRE 2% PRINT "THREE-
B M= P/ SRS = SIN (IR =
9 BN =PI / 16:65 = SIN {BN):BC
16 HPLOT 146,68 TO 146,96 10 149

+98 « BL,9% + % # BS. WPLOT
146,9 TC 148 - %9 + AC, 98 +

18 FRS=170 -1 5P -2

138 FR¥= - SIR(BeB+2+#
2-0T0 SIRBeB+2»
2-1)STER 4

48Y=5+ SIR(B*B+222-
b 4]

16CT=CT+4 IFCT=1 THEN 2
16

168 HOOLOR= S + 4

178 WLOT TO146 + Y+ BC- X+
-2+ UspS+Y DS

168 EXT O NET N

19 VTAB 23: INPUT *PRESS RETURN
10 STOP: *:R¢: TEXT . HOME

2 B

26 WPLOT 148 + Y # BC - X # AL,
W-2+XsB+YV*ES

28 G010 188
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The Best
Has Gotten Better!

Sargon, the program that came in
first in the Creative Computing
Microcomputer Chess Tourna-
ment, has become Sargon i -$29 95
*A vastly improved game .
eFaster response time

*New level O for beginners

eEasier to pre-set board

*Hint mode - What does the computer suggest

Sargon It is the program that took
on the maxi-computers in the West
Coast tournament, and finished in
the money! More thinking power
than you ever expected .

Now in stock for immediate delivery!

APPLE Tapes

SARGON $19.95
SARGON Il $29.95
SARGON Il on disk $34.95

The Software Exchange

6 SOUTH ST., MILFORD, NH 03055
Call (603) 673-5144 forimmediate shipment.
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by Chuck Hartley

You're on an expedition to fortune in solid gold deep in the
locate the legendary ‘“Magic cavern.
Cave”. Rumor has it that there is a

18




Suddenly, you stumble across a
gap at the base of a moss-covered
hill. Strange rumblings filter out of
the hole and you feel the earth
trembling slightly. A small plaque,
barely visible, at the side of the
crevice reads, “Earnest P. Troll,
Connoisseur of Humans.”

You take a deep breath, heft
your shovel, and descend...

If you enjoy fast action maze
games, you’'ll love “Magic Cave”,
with it's rapidly changing maze,

LO-RES graphics, real-time
action, and hungry troll!

Chuck Hartley has his own
software company, Sensible
Software, P.O. Box 2395,

Dearborn, M| 48123. His most
recent program is an excellent
disk management system.

I

——INTEGER

1 DIM R$(18)
2 DIM M$(48)
3 5070 2000

1408 DX=0FF .DY=0FF

1418 COLOR=CFF : PLOT TX. TV

1415 IF TDOFF THEN 1558

1420 IF TY=PX THEN 1508

1438 DX= SGN (PX-TX)

1448 TF SCRNCTNHDX, TVXOCT THEN
1760

1445 DX=0FF

1560 IF TY=PY THEN 1548

1518 DY= SGN (PY-TV)

152" IF SCRNCTX, TY+DV)OCT THEN
1708 ’

1538 DY=OFF

1548 T4=0FF

155 0=C3% RND CTHO) :ROT= SGN (THO-
»

1568 T1=(T1+0NE) MOD C6

1680 GOTO 1618+C28%D

1610 DX=0NE: IF SCRNCTXADX, TV
(C THEN 1708

1628 DX=0FF :D=D+ROT

1638 Dy=0NE: IF SCRN(TE TYsVIC
(C THEN 170

1648 D=D4ROT: DY=0FF

1656 DX=-O0NE: IF SCRN(TAHDX, THO
CC THEN 1708

1668 D=0+ROT:DX=0FF

1676 Dv=-0NE: IF SCRIKTY TYs VIO
CC THEN 1709

1658 DY=0FF

1760 TH=TKATWOADR: TY=TH+ TWOHY

1718 IF T3=PX AND TY=PY THEN 7e08

1728 COLOR=CT: PLOT TR TY

1738 IF RO (HX0FF THEN 1750

1748 COLOR=0FF : GOTO 1741+ RID (
XY

1741 IF TOONE THEN PLOT TX-ONE,
TY: GO0 179

1742 IF TYOOME THEN PLOT TX TY-ONE:
G0TO 1798

1743 IF TXCC37 THEN PLOT TX+NE,
T¥: GOTO 17%9 :

1744 IF TYCC37 THEN PLOT TX TY+ONE.
G0TO 1798
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179 RETURN

1506 W= PREK (1) POKE X2, UFF

1882 A% Y=RY

1818 iF B=CU D SCRNCPL PY-0NE)
=0FF THER PY=FY-TWd

i628 If Ml AND SCRNUPY. PYJONES
=(FF THEN FY=PY+THD

1838 IF WCL D SCRNCPY-ONE, PY)
=0FF THEN PX-PA-TWD

1848 IF N=(R D SCRM(PYHONE, PY)
=0FF THEN FY-PE+THO

1645 COLOR=OFF: PLOT X ¥

1856 IF SCRNCPZ PY)=U5 THEN GOSUB
4000

1868 COLOR=CP: IF 4=0FF THEN 1876

1861 COLOR=CG. IF POMME THEM 1678

1862 IF PY=0NE THEN 5008
1878 IF SCRNKPX PY)=CT THEN 7008

1858 PLOT PLPY

1889 IF RND (CI)O0FF THEN 1908

1899 COLOR-OFF: GOTO 1891+ D ¢
H

189 IF POORE THEN PLOT PX-ONE,
FY: GOTO 1908

1892 IF PYOONE THEN PLOT PX. PY-ONE:

G070 1906
1893 IF PXCC37 THEN PLOT PXONE,
PY: G0T0 1908

1694 IF PY(C37 THEN PLOT PY PYYOME:

60T 1580
1968 RETURN
2008 REN MAIN-PGN
2R G i
2488 IF -0E THEN 228
2118 COLOR=0FF: PLOT 616t
2128 COLOR=CG: MLOT L&t

228 GO 150w

2326 GIoUe 1408

2408 =T+ RID (C13)+TH0

2418 Bi=Th0* RND (C19)+0NE

2456 COLOR=({+ R ()

2468 PLOT BLA: PLOT RB1

299 GOT0 2108

4886 G=0ME: REM GOLD FOLMD

4885 H=THD

4818 CALL -936

4626 M4="Y0U FORD THE GOLD'i:
605U 9000

4836 GOSUB 9831

4640 NE="BUT THE TROLL SAYS.": GOSIB
9008

4856 WS="VOU'LL NEVER GET IT QUTr 1t
. G508 e

4868 GOSUB 9976 RETURM

6806 REX YOU WIN

6608 PRINT "VOU DID IT!!!"

6046 Me="GOT MdRY NITH AL THAT GOLD!
it GOS8 9008

ool Ne=" " GOSUB 9008

73 M5="NOULD YOU LOFR IE R FEN THOU

ST . GOS8 9088

GB73 GOSUE 9981 GOSUB 9met

6068 TEXT . CRLL -936

6698 VIfB 16: T8 5

oip8 POKE K2, 8

6118 PRINT "CARE TO TRY FOR SOME NORE
GOLD™; '

o128 IPUT AS: IF RHL D="Y" THEN"
2008: DD

7808 REM YOU LOSE

7901 RN ————

818 (AL 93

728 M="VUL VUK FRE YOUR RELATIVES
THIS TRV




7638 G0SUB 9008 GOSUB 908l
7858 M$="THE TROLL JUST ATE YOU FOR D

INER 1! GOSUB 9000
7078 GOTO 6673
9008 FOR Q=1 TO LEN(MS): PRINT M¢

(@& Q:: FOR (=1 T0 16: NEXT

@1,@: PRINT : FOR 0=1 T0 408

: NEXT @: RETURN
%01 Me-*

. RETURN
9909 REM BANNER
9016 TEXT : CALL -936
911 VIRB 9: TAB 14 PRINT "MRGIC CRY

EI
9612 YIHB 16: THB 4: PRINT "R CRERTIO

N OF SBNSIBLE SOFTHARE"

%14 GOSUB 9981 GOSUB 9081
9815 REM CRVE
9016 GR : (ALL -936.06-13:CT=12:

(C=18:CP=15: COLOR=CC
9947 FOR 1=6 T0 38 STEP 2: HLIN

8,38 AT [: LING,3B AT 1. NEXT

*: GOSUB 9008

1

9918 FOR X-1 T0 37 STEP 2: FOR ¥=
2 70 36 STEP 2. COLOR= RWD
(2)s(C: PLOT X ¥: PLOT V)X
HEXT ¥, %

9028 REM TROLLSPLAVER

%21 G-0:P¥=1:Py=1: COLOR=CP: PLOT
e

9022 TX-21:TY=19: COLOR=CT: PLOT
LA

%23 D11

T %4 K38

9078 REM CONSTANTS

9831 ONE=1:THO=2:(18=18:019-19-(1=
n

9632 (3=3:020-20:06=6.C4=4

9833 37=37

9834 Ki=-16304:K2=-16368
9835 (U=213:C0=196:(1L=204 (R=218

9046 REM INSTRUCTIONS:

9941 1P=1P41: IF 1P THEN 9874

9944 CALL -936:M$="YOU HRVE JUST ENTE
RED THE ENTRANCE OF": GOSLB
9900

9946 Mé="THE MWRGIC CRWE... (RT THE TOP
LEFT)": G0SUB 9008

947 GOSUB 9601

9948 Mé="RUMOR HRS IT THAT THERE 1S G
0 *: GOSUB 9008

9949 Mé="IN THE FRRTHEST RERCHES OF T
HE CAVERN. . *: GOSUB 9080

9950 GOSUB 9001

9854 M$="1T IS ALSD RUMORED THAT THE
OWNER" : GOSUB 9008

9952 M$="0F THE GOLD, R FIERCE LITTLE
TROLL, *: GISUB 9808

9853 M¢="LIVES THERE AND HUNGERS FOR
HUMANS. . . *: GOSUB 9068

9954 GOSUB 9081

9862 Ms="1 RECOMEND THRT YOU AVOID
In.. " GOSUB 9088

9963 GOS8 9081

9965 Mé="IF YOU GET THE GOLD TO THE E
KTRANCE" : GOSUB 9008

9067 Mé="THEN 175 YOURS!!!*: GOSIB
9900

9370 GOSUB 9601 GOSUB 9881

9971 (ALL -93%

9972 PRINT "PRESS ‘U TO GO WP, ‘D' T
0 GO DOWN"

9974 PRINT * ‘L’ 10 G0 LEFT, A
‘R’ FOR RIGHT® '

9076 PRINT * AND ‘S’ TO STRY PUT.®

9999 RETURN




WHO WILL TAKE

COMPLETE CONTROL
OF THE EARTH?

Features a highly detailed projective map of the
earth’s continents divided into forty regions. The
computer assigns each player a portion of the
regions and starting armies. The players can
allocate armies to specific regions or attack
another player’s territory. The object of the game
is to take control of the Earth. An adult strategy

game for two to nine players. Complete with in-
struction manual and rule book.

Cassette, Applesoft, 32K, $17.95

The Software Excha TCToLLFR
IMJ€ | caLL TOLLFREE
6 South Street, Box 68, Milford, NH 03055 603-673-5144 | 1-800-258-1790
9AM - 9PM, EST

22



A breakthrough in effective information systems of any
size! ONE system handles:

e Accounts Payable/Receivable
¢ Inventories

e Appointment Calendars

e Cost Estimating

* Real Estate Listings

e Sales Solicitations

e Manpower Accounting

¢ Selective Mailings and Label Printing
¢ Dietary Information

¢ Phone Directories

e And more!

Disk, 48K, $99.95

TO ORDER:
CALL TOLL-FREE
1-800-258-1790

9AM - 9PM, EST

The Software Exchange

6 South Street, Box 68, Milford, NH 03055 603-673-5144

23



by Mark Cross

Remember those plastic puzzles with the numbers from 1 through
15 and a blank space? Remember the hours of pleasure you got from
sliding those numbers around until they were in order? Well, it's
nostalgia time. No longer need you part with your hard-earned
change to purchase those maddening plastic playthings.

Now, for the price of a mere computer and some typing time, you
can relive those fabulous days of childhood innocence and ecstasy!

'A[P[PH.[E@@[FTFM R

ile REM BY
128 WEN MERK CROSS
138 REM

146 REM

1% DM K4 d)
o8 FOR NUM = 1 TO 45: REN SET U
f BORRD

24



1761= INTCRND (D) ¢4+ 1))
= INCRD () »4+ 1)

188 IF N(L DY ¢ >0 THEN 178

198 NCL 12 = NUM: NEXT UM

208 TEXT . HOE

218 GOSUB 350: REM PRINT BORRD O
UTLINE

220 GOSUB 508: REM PRINT NOMBER
S

238 VIRB 23: INPUT "INPUT YOUR M
OVE, RETURN  ";M$

248 IF LEN (M$) C 1 THEN 279

&8 IF RSC (M) = 69 THEN END

68 M= VAL (M) IF M G ANDH
{ 16 THEN 2%

20 VIR 22: PRINT "GUT OF RANGE
USE 1 THROUGH 15. .

288 G010 239

20 YIfB &3 (AL - 868

W6 FRI=1T04 FIRI=14T0
4: IF NCLJ) = M THEN 338

316 MEXT J.1: REM FIND THE LJ

SQUARE MOVING FROM

REM LINES 268-298 FIND THE |

1,J] SQUARE MOYING T0

33811 =1+4:0] =) GOSUB 458:
IF FLAG = 1 THEN 358

M8 11=1-1£:3) = J: GOSUB 456
IF FLAG = 1 THEN 388

306 11 = 1:00 =] +4: GOSUB 458:
IF FLAG = 1 THEN 3@

368 11 = 103 = J -1 GOSUB 456:
IF FLAG = 1 THEN 388

308 VIR 22: PRINT “JLLEGAL. NO
SPRACE NEAR IT.  TRY RGRIN *:
G070 38

308 ML) = 1L = A

g

3% YTRB Z: (AL - %8

408 WOVES = NOVES + 1

416 VTR 4. HIFE 34: PRINT "HOVE
SI

49 YTRB 5. HIFB 36. PRINT MOVES

438 VIRBZ+Ji*4 HIBT7 +1%
5. PRINT* %

440 GOTO 28

408 FLRG = @

460 IFITCIRIIGARIL
108 JJ > 4 THEN 4%

478 IF NCILJJY € 5 8 THEN 4%

48 FLAG = 1: REM FOUND LEGR. MOY

£
4% RETURN
6 FRI=1TO4& FRI=14TD
4
MO IF ML) = 6 THEN S48
S8 HIB8+I*5- KLY
IR PERER
PRINT WL DD
NEXT J, 1 RETURN
VIB L PRINT" FIFTEE
N PUZZLE
INVERSE : FIR LINE=4T0 28
STEP 4
¥IfE LINE. HTAB 18
FORH =16 70 38: PRINT * %
- NEXT W LINE
39 FORL=5T019: YIRB L. KT8
46: PRINT " %
668 HIRB 15: PRINT * *i: HTRB 28
CPRINT " %
618 HTRB 25: PRINT ° ;- HTRE 28
CPRINT * %
NEXT L: NORMAL : HTRB 1§
VIRB 24 PRINT "PRESS £ 10
END THE GRME."; . RETURN

& %Y

g3

g8

25
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FOR MORE ADVANCED ADVENTURERS:

SCOTT ADAMS’ ADVENTURE!

Marooned at the edge of the Galaxy you come across the ruins
of ancient alien civilization, complete with fabulous treasures
and alien technologies. Can you collect the treasures and
escape or will you be forever marooned . . . $14.95 24K

@ The Software Exchange

6 SouthStreet, Box 68, Milford, NH 03055 603-673-5144



FOR THE APPLE Il

Hayden Book Company, Inc.

Game Playing with BASIC, Tape 1 -- features 10 recrea-
tional and educational programs: Coin Toss, Coin by
Coin; Coin Toss with Summary; Rolling One Die; Rolling
Two Dice; Seven/Eleven; Mouse in a Maze; A Random
Walk; Battle of the Numbers; Dealing a Poker Hand; and
Tic-Tac-Toe. $9.95

Game Playing with BASIC, Tape 2 -- features 9 programs:
Knight's Tour; Guess the Number; Prime Numbers 1;
Prime Numbers 2: Chinese Remainder Theorem; Perfect
Numbers; Fibonacci Numbers; Square Numbers; and
Armstrong Numbers. $9.95

Game Playing with BASIC, Tape 3 -- features these 8 pro-
grams: Slot Machines; Blackjack; Roll the Dice; Towers of
Hanoi; 15 Puzzle; Buried Treasure; Odd Cell Magic
Square; and 4 x 4 Magic Square. $9.95

General Mathematics-1 - features these 13 programs:
Log to Any Base; New Coordinates; Rectangular Polar
Coordinates; Permutations; Vector Cross-Products;
Max/Min Locator; Number Rounder; Dimension Scaler;
Histogram; Circle Finder; Nth Root of a Number; Normal-
ly Distributed Random Numbers; and Rational
Fractions. $14.95

Engineering Mathematics-1 - features these 8 programs:
Solving Simultaneous Equations; Evaluation of a
Polynomial; Quadratic Equations; Integration by Simp-
son’s Rule; Newton-Raphson Roots; Derivative of a Func-
tion; Factorial of a Given Number; and Extended Factorial
Calculation. $14.95

The Software Exchange

6 South Street, Box 68, Milford, NH 03055 603-673-5144
27
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Here is the complete cast of animated manni-
kins in Android Nim. They never stop moving.

A REVIEW OF
ANDROID NIM

by Brad Cameron

Android Nim, Leo Christopher-
son’s fantastically animated
version of Nim, gives you 18
androids, 3 of which are
executioners. These three turn out
to be the key to the fun and visual
delight of the game; the object
being to kill the last android with a
laser blast, before the computer
does.

In addition to the superb
animation, the program is loaded
with sound effects. You'll hear the
androids and executioners talk to
one another, you'll see and hear
the executioner’s laser bolt hit and
destroy androids, and if you win
you'll hear the whooping sound of
victory.

The game starts with the three
executioners in a row, one under

the other. Each of them guards 7,
5, and 3 androids respectively. You
then input which executioner you
wish to give a command to, and
then the number of androids you
want him to disintegrate. He will
then look at the androids he is
guarding, and nod his head with a
yes if your order is good, or he will
shake his head if your order does
not compute. And that's it! You
and the computer continuetaking
turns until someone wins.

The animation will fascinate
you.The androids turn their heads,
look up and down, move theirarms
and mouths, and even blink their
eyes.

A must program for any APPLE
user.



' M THE ULTIMATE
\ PROGRAM
gy PROTECTION

by Phillip Case

Have you ever wondered how to
keep your programs protected
from listing and copying? Here is
the secret you've been waiting for.
The method | will describe here is
one of those used by a popular
software company in protecting
some of their software.

Before | tell you the secret, let
me describe for you some of its
benefits. First, any program saved
under this technique will start
running automatically upon
successful loading from tape.
Second, if you RESET and reenter
BASIC, anything you type will
restart the program even if itis the
command ‘LIST’. This is because
this change causes the interpreter
to see the 'RUN’ command instead
of what is actually typed. This
makes listing, saving, and
modifying impossible after you
have taken these protective steps.

The secret is POKE 82,213. After
making all of your final changes,
make the above poke, then save

your program on tape. Now re-
power up your system and load
your program. Notice you have
created a turnkey system from
tape!l!

Here's why it works. At the
beginning of each tape program is
a 255-byte buffer which tells the
computer information -about the
program. When you make this
poke, you change the data that is
put at the beginning of the tape
and thereby confuse the
interpreter into protecting your
program. If you want to sell copies
of your programs without others
being able to reproduce them, this
poke should do it. There are some
people, however, who can still go
into the machine code to break
into your program, but they are
few and far between.
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Exciting 3-D adventure with special grap

place you inside a maze of hallways. Find your
way out by following the clues of people you
meet inside. But be careful . . . the liars will not
hesitate to give you false maps and compasses.
It’s hard to quit this game! Rated as the number
1 Apple*program by the Marin Computer Center.

Cassette, 16K, $12.95

TO ORDER:
CALL TOLL-FREE
1-800-258-1790

9AM - 9PM, EST

The Software Exchange

6 Soath Street, Box 68, Milford, NH 03055  603-673-5144




TEXT EDITOR nklmegu:m(.? UNLIMITED

Fast, simple-to-use program designed for the small business or per-
sonal user. Text is processed in memory on a line by line basis. When
finished, you can print it out or save all or part of it to disk for later
use. It supports upper and lower case letters (computer must have an
adapter). It is written as an Applesoft/Machine language hybrid for
maximum speed and flexibility. Some of its features include margin
adjust, search, replace, and line centering. The program will hold
about five printed pages in memory at a time. In addition it can be us-
ed in conjunction with the Mailing List and Form Letter program to
create personalized letters.

Requires: 48K Apple w/AS-ROM, A2+, or LANGUAGE card: disk $64.95

m 6 Salthtreet Box 68, Milford,NH 03055 603-673-5144

ANNA NN R ANRNARANRNNANRNRNEERANNNNN\V
from PERIPHERALS UNLIMITED Software

DAN’S DISK UTILITIES

ANANNARNRNALER SRR RRRKRRRRRRRANNNN

Allows the user to directly examine and/or modify data on any
track and sector of a diskette. Use of this program requires a work-
ing knowledge of file structure on the diskette. To assist in this,
four pages of documentation are included giving some information
on the Apple disk format. Included with DDU is a program called
EXPUNGE which can remove the DOS from a disk thus freeing up:
approximately 10K of disk space that could not otherwise be used.
SINGLE DISK COPY is a copy program intended for those who do
not have two drives, but still need to copy diskettes for back-up pur-
poses.

(Requires: Any size Apple with Integer Basic and a disk.) $39.95

The Software

6 Sauth Street, Box 68, Milford, NH 03055 603-673-5144
N\t aaathathathacNathatNhatahaas
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The most innovative word processor available on any
personal micro-computer! Includes features previously
found only on high-cost word processing systems.

Advanced multiple paging system allows you to view ¢
two text screens simultaneously. You may keep notes
or instructions on one text screen while you edit on
the other.

Character-oriented editor with complete cursor ¢
controls. Move cursor to any position in the text with
a minimum of keystrokes.

Built-in floating point math and automatic tabbing
facilitate the preparation of all manual reports In-
cluding financial reports, insurance forms, real estate
settlements . . . anything!

COMPARE THESE INCREDIBLE FEATURES:

EDITING - Full floating cursor. Cursor control - left, right, up, down or to center of screen. Add or
insert a character, word or line. Automatic carriage return eliminates a word breaking at the end
of the screen line. Delete a character, word, line or screen. Automatic on-screen tabbing and
right or left justification of columns. Unlimited text . Scroll either a page or a line for-
ward or back. Move to the beginning or end of the text or screen. Move to the last change made
In the text . Move to a biock marker. Global search and replace (selective or all). Block opera-
tions - copy, delete or save to disk. Select multiple or single screen mode. ADVANCED FILE
HANDLING - Requires only two keystrokes to load or save a file to disk. The flle name does not
have to be entered which eliminates misspeliling and “FILE NOT FOUND"” errors. Save entire
text or portion of to disk. Complete file merging capabilities. MATH - Automatic column totals.
Formula p lons. User sel ble r ber of decimal positions. Aut: ically swi to
scientific r lon when y. 14 signifi digits.

PRINT CONTROLS - Upper and lower case printing without additional hardware. Automatic
paragraph | ion . Single or double space printing. Selectabie right justification of text.
Variable page length and width. Automatic page numbering. S ble chapt lative page
numbering. Automatic print tabbing. Right or left justification of columnar data. Single sheet or
continuous form printing. Superscripting and subscripting. Underscoring. Line centering.
Automatic link and printing of muitiple text files.

The Software Exchange

6 SouthStreet, Box 68, Milford, NH 03055  603-673-5144 1
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The Black Box is a 15 by 15
reactor with randomly placed
atoms. A particle gun, which can
move along the border of the
stack, is under your control. You
get clues to the location of the
atoms by the reaction of the
particle with the stack. You can't
see inside the reactor; you can
only guess what might have
happened when you see where or
if the particle exists.

The rules of particle behavior are:
1. If there is a head-on collision the
particle is absorbed. The display
will show the firing designator in
inverse video and no exit point.
2.1f the particle sees an atom one
cell ahead and on its immediate
left it will turn right, or on its right it
will turn left, and continue until it
encounters another. atom or
reaches the border.

These are the only rules:

A particle can be absorbed,
reflected or refracted, giving you
useful clues to the location of the
atoms.

Guess and fire by pressing the
carriage return. If the cursor is on
the border itis a firing, otherwise it
is a guess.

Firings cost you one energy unit
and wrong guesses cost three
units.

Try to locate the atoms using as
little energy as possible.

Because of shadowing a high level
of difficulty may be impossible.
In case of danger, you may flee the
control room by typing O (zero).

—APPILESOFT —

REM BLACK BOX
REN
REN
PEM WRITTEN BY:

REN EDWARD GRRNER

FER CHEWY CHRSE, MARVLAND
REN

TRz e
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% RN

o N

16 HIE : VIRB 5: IWVERSE : HTAB
18: PRINT "BLACK BOX
" NRWL VTP 12

129 G010 166

156 22 = 2. GOSUB 169: GOTO 148

160 V1B 7

172 =5 GSE 16%

19 SPEED= 158

PRINT "WELCOYE TO THE REACTD

R CONTROL ROOM"

PRINT *THE CURSOR CONTRIL KE

Y E: T JK &N

PRINT : PRINT *THESE KEYS, R

ETURN RO & FRE THE®

PRINT “0ALY ONES UNDER YOUR

CONTROL®

PRINT : PRINT : PRINT *T0 L

EE THE CONTROL RODN TYPE 0"

SPEED= 255

FR T = 1 T0 2508: NEXT I

DIN PS4 K = 1.63 = 0:@2

b

FOR 1= 1 T0 48: READ PR(D):

NEXT |

6070 388

DATA ABCOEFRGHLLK

LANGPERS LUV ALY,

2423456069858,

[y

%

ggE 8 B B B

ﬁ

€8

08 HOME . HTAB S5: YTRB 18

318 PRINT "MHAT DIFFICLTY LEVEL
(8109 GET I8

BM=6+ WL (I$)

3382 =16

346 DIM BO(SZ,S)

36 FRI=4T0S

368 BB, 1) = 1:8D(S2 1) = 3: HEXT

I

38 FOR1=1T08

360 BOCL, @) = 4:B0(1,52) = 2: NEXT
1

398 B0(8, 8) = 5:80(52.8) = 5:B0(8
»52) = 5:B0(S%,52) = §

400 FRI=1T0M

deX=1+ NN -1 s RO
@¥=1+ INMUZ-13
RO (5

42 IF BO(Y,X) =6 THEN 448

438 BOCY. X) = 6: NEXT I

440 HOE

40 FIRY=0T0S2: FRX=06T0
8

4680 = PEEK ( - 16336)

478 VI3 +V: HIRB 9 + X
489 (N 1 + BOXYX) GOSUB 508, 518
»548. 546, 548, 528, 569

4% NEXT %Y GOT0 530

568 PRINT * *: RETURN

518 PRINT *+': RETURN

528 PRINT * *: RETURN

38 GOSUB 1529: GOSUB 1400

MO K=1V:0

558 REM POSITION CURSOR

568 HTAB X +9: VIRB ¥ + 3. GET
1$

578 IF I8 = "6° THEN 1468

SBPP = (*I*=18) + 28 (%" =
) +30M =19 444
I+ -4 ORS it
D=9

599 IF PP = - 1 THEN 818

668 IF PP =6 THEN CALL - 196:
60TO 568

618 IF PP = BOCY,X) THEN CALL -
1%: GOTO 568
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ON PP GOSUB 658, 716, 748, 776
IF BO(HX) < 75 THEN 568
(AL - 19

ON PP GUSUB 740, 776, 689, 748
56 AL - 196 GOTO 566

EEEEER

FEM RCTION IS R GUESS

R X +9 VIR Y + I FRINT

%03 =63+ 1 RETURN

ER OHIB X +9: VIRBY + 3 INVERSE
© PRINT "+ NORMAL

98 62 =062 +1:2Z =95 G0SUB 169
¢

98 IF BDCY:X) = 6 THEN BD(Y, %) =
-6.01 =061 +4: RETURM

926 RETURN

938 £M FIRE

Uo K =BVHO R =X =Y

678 REM

6By =Y-1

6% [FY(BTHNY =8

708 RETURN

Hez=%+1

T8 IF XS THNX =52

738 RETURN

ey =vel

798 IFY >SZTHNY =5

766 RETURN

E=%-1

786 IFAR{BTHNY=8

79 RETURN

b0 REM

616 REM CHRRIRGE RETURM

g8 N1+ MBS (BCY,X)) GOSUB
68, 939, 938, 938, 938, 1146, 690

g8 IF G > = M THN T

o4 GOSUE 1468

850 070 Se8

Bob KEM

g

e

F3B ON DR GOSUB 1236, 1246, 1258, 1
260

968 YTRB KY. HTAB KA. PRINT P(K
(9]

978 DR = DY, )

% N DR GOSUE 1626, 1656, 1668, 1
ia

3% IF AB = Z THEN 1278

g IF BDAY,Z3 £ o THEN 1348

il GOTO 98¢

1628 REM MOVE SOUTH(L

10BB=-1=y+1

1646 GOTC 1156

1650 PEM MOVE WEST(D)

W= 1=5-1

1976 GOTU 119

{668 REK MOVE NRTH(Z)

WWm=-1L=Y-1

e GOTO 1158

141& KEM MOVE ERST(4)

U R=10=4+1

113 G076 1M

1140 ENO

1158 IF ABS (BD(YL.X)) = 6 THEN
6 = 2: RETURN

1168 IF fBS BDIYL X - 1)) = 6 THEN
OR = 4: RETURN

1478 IF ABS (BD(YLX + 1)) = 6 THN
OR = 2 RETURN

1186 B = 3:¥ = VL. RETURN

119 IF MBS (BDIY,A)) = 6 THEN
fB = 2: RETURN

1208 IF ABS (BXY + L, AL} = 6 THEN
DR = 3. RETURN

1218 IF MBS (BD(Y - LAL)) = 6 TieN
DR = 1: RETURN

1226 AB = 3:X = XL: RETURN

123K = 2K =%+ 9 RETURN
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1246 Ky = ¥ ¢ 3:KX = S + 1B: RETURN
1208 KY =52+ 4:KX =X + 9: RETURN

1268 KY = ¥ + 3:KX = §:-RETURN

1278 REM ABSORBED

1286 22 = 30: GOSUB 1668

1298 VTAB KY: HTAB KX: INVERSE

1388 PRINT P$CKK): NORMAL

A6 X= WY = Y

1328 KK = KK + 1: TF KK > 48 THN
1578

1338 RETURN

1340 REN REACHED EDGE

1350 ON BD(Y,X) GOSUB 1238, 1246,
1256, 1260

1368 YTAB KY: HTAB KX

1378 PRINT PSCOO KK = KK + 4

1388 IF KK > 48 THEN 1570

1398 22 = 5: GOSUB 1668: RETURN

1408 REM PRINT SCOREBORRD

1418 VIRB 22

1428 T1=18:T2=38

1436 PRINT TABC T1): "GUESSES"; TAB(
TG + 63

1448 PRINT THBC T4): "FIRINGS; THRB(
T - 1

1458 RETURN

1468 REM FLEE THE CONTROL ROOH

1476 HOME

MBBEL=3%G3+ (K- 1)

1498 VTAB 16: PRINT “YQU FOUND °
INT €108 * G1 7/ MD:* Z OF
THE ATOMS"

1508 PRINT : PRINT “AND USED “E
1;* ENERGY WMITS"

- 108 BN

1528 REM PRINT SIDEBRR

1538 VIAB 8: HIAB 39: INVERSE . PRINT

"BLACK BOZ": NORMAL . VTAB
W
1548 HIAB 38: FRINT "ATON CONT"

1358 HTAB 36: PRINT "EQUALS ;MM

1568 RETURN

1578 REM FIRED 48 TIMES

1568 YTRB 22. CALL - 996: PRINT
"YOU ARE ALLONED (ALY 48 SHO
5

1598 22 = 5: GOSUB 1690

1608 FR X=1T0Z-1. FRY =
182 -1

1618 IF BD(Y.X) = 6 THEN 1640: REM
UNFOUND ATON

1628 NEXT V,X

1638 VIRB 23: GET 1$: GOTG 1479

1640 VTRBZ +Y. HIB I + %

1658 PRINT "#": GOTO 1628

1668 REM wCLICK/CLICKs

1676 FORZ2=1T02Z:0 = PEEK (
- 16336

1688 MNEXT Z: RETURN

1698 REM RING THEM CHIMES

1766 FORZ=11022: CHL - 19
8

1716 NEXT Z. RETURN

1728 REM & WHOOPEE =

177 VIl Z CAL - 956

1748 FOR J =1 T0 44

179 IFid=2% WMTQ/2) HN
179

1768 VTR@ 22. HTAB 18: PRINT *Y
GU Wilk!'': NRML

1778 FOR1=1T066: NXT LJ

1706 GOT0 1478

179 INERSE : (AL - 196: CALL
- 198: GOTO 1768
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Students
and

businessmen
and tycoons
all rave about

VISICALC*

Now you can dispense with pencil, paper and calculator —
instead you can have an “eiectronic sheet” to do your caicula-
tions, projections, planning!

Calculate sales projections, income taxes, personal budget,
cost estimates, engineering changes — even balance your
checkbook. Visicalc is partitioned into a matrix of rows and
columns. At each position in this matrix you can define a title,
formula, or number. By writing on your ‘‘electronic sheet” you
can set'up individualized charts, tabies, and records. For ex-
ample, you can design your own sales forecasting format to
assist in making the important “What if?”’ business decisions.

What would happen if sales increased by 10%?

What if delivery time were decreased by 2 weeks?
What would be the result if | produced 500 widgets this
month instead of 600? What if | produced 700?

Let Visicalc assist you in performing these calculations and
save you countless hours.

Visicalc requires 32K Apple Il with one disk drive. $150.00
*from N,\L TRS-80 VERSION
a o AVAILABLE SOON!
PE —WI\
cOr"
The Software

6 SouthStreet, Box 68, Milford, NH 03055  603-673-5144
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by Mark Pelczarski

Perched in your battle station,
dodging deadly laser fire from the
oncoming hordes of Martians, you
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wait for your own laser to
recharge. Moments later, you
seize an opportunity to dart from
behind a crumbling wall and zap
one of the Martian leaders, but you
fail to notice the one on your left
that has climbed the wall and is
now heading straight toward you...

This is a version of the Invaders
arcade game written in Applesoft
BASIC. Because of the relatively
slow speed of BASIC as opposed
to machine language, don’t expect
an exact copy of the arcade game.
Then again, expect some
interesting additions. This game
does use the full HI-RES color
capabilities of the APPLE. Both
you and the Martians are armed
with more deadly and much faster
lasers; and, unlike the arcade
aliens who march predictably
toward you as the French and
British would have in the 1700’s,
you never know exactly where a
Martian is moving next...except
that it will be closer. There are also
ten levels of play, each of which
becomes more difficult the longer
the game progresses.

This game began as a venture
into the HI-RES graphics of the
APPLE. Your battle station, the
Martians, the walls, and even the
explosions are figures stored in a
shape table.

To go along with the program
listing, here is a list of the variable
names and their uses (in order of
appearance):

A$ — used to check for a keypress
W%(30,4) — a matrix of locations
for the walls. Everything is
analyzed in 30 discreet columns
across the screen. The wall is 4
blocks deep. Each matrix location
will contain a 2 if a block is there, 1
if it is a partial block, or 0 if it is
vacant.

M%(30,8) — there are 8 rows in

which the Martians can appear.

This matrix contains 0 in vacant

locations, or 1,2, or 3 in locations

occupied by Martians, depending

on the Martians color. M%(1,1) is

the upper left corner of the screen.

C(3) — contains the color

assigned to each of the 3 colors of

Martians.

MX — the number of hits it takes to

lose. Value is 5.

AD — the number of rows the

Martians advance each move.

Initially the value is 1, but it

increases as the game progresses.

CH — charge. Initial value is 250. It

takes 10 units to fire, and it

recharges in increments of 5.

1,J,K — loop index variables.

PX — paddle setting, 0-255,

converted to a range of 0-29 (for

the 30 columns). Used for battle

station iocation.

XX — paddie setting convertedtoa

range of 0-269 for drawing battle

station.

LX,LY — coordinates of next place

to look to move a Martian.

LE — player’s level.

MN — score (number of Martians

multiplied by the weighted

values).

HN — hits against you.

TM — hold variable for Martian

type (1,2, or 3).

NX,NY — new coordinates of a

Martian as it moves.

ST,EN — start and end of a laser

shot (Y-coordinates).

TI — number 6f times a player may

shoot per turn (= 11 - level).

L — locationin which to poke data.
The shape table contains five

shapes:

1 — partial block of wall

2 — full block of wall

3 — your battle station

4 — a Martian

§ — explosion
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—APPLESQIFT

INITIALIZATION:

1181

i REM INYRDERS, MARK PELUIARGKI
: 1588

16 GOSUB 161d

& GOSUB 1808

% PRINT * PRESS HNY
KEYD" . GET R

46 HOME

W PRE 328, Pt S04

78 DM W38 40, MEN38, 83

80 = 6.0 = 7L =3
% SCALE= 1o FU= &

SET UP THE WALL
146 HOULOR= 1

19 FOR =270 38 57EF 5
i FORI=1T01+3
W rREK=1704

188 Wiilik: = 2
19 DM 2 AT W - L5+ 443
IEXE Y
208 NEXT K. NEXT 1. MEXT I
SET MARTIANS Line 230
sets the distribution of colors
to 3 blue and 5 white for each
red Martian.
zie FOR T =73 70 38 STEF
226 FOR J=17G+4
S30WL G = INT (SOR CRND -1
IR RNV
248 RCOLOR= CMZCTL 330
B RRMAAT (L -10%8.40-1
[
268 NEXT . NERT

DRAW BATTLE STATION,
MORE INITIALIZATION:
I8 OWULOR= 7P = INT O FOL (0
) ¥ 1T

K= P (B) 4 LSS DRFW 3
RT %% 156

HLK =AY =4

W OHE VT 2

6 INUT TLENE. (1-ERSIEST, O
Lg-HFROEST? 7 *LE

3 HOE  VIFB Z2. FRINT "SLORE
L HITS

SHMN BN : @

We VIR 2. PRINT MU

56 YTRE 24. PRINT “CHARGE=" i
© v T 1
MARTIANS’ MOVE

Move battle station according
to paddle setting.

368 HCOLOR= 8: DKM 3 AT %2196
370 X = PDL <82 x L @55 ACOLOR:
7. DRRW 3 AT %1%
B8 Ps o= INT COFOL <@: % 11D
Look across row LX for a

Martian. If none, repeat for
next higher row.

M OFIRE1=04i70 30

ad  iF MacL L) @ THEN 498

418 HEXT

4B LY = LY -1 L

THEN o8t

If no Martians were found to
top of screen, add a row of
Martians (430-460). Increase
the level of play by 1. If the level
is already 10, Increase the
number of rows the Martians

advance by .5, to a maximum of
4. Go to players move.

=L I e

40




436 FOR I =3 T0 38 STEP 3

4406 WAL 1Y = INT 4 S8R ( RND (1
) x5+ 140

458 HCOLOR= CORLCL, 40). DRAM 4 AT
(I-14#948

468 NEXT

476 LE = LE + 1: IF LE > 18 THEN
E=16R =+ 5 IFR>
4THN =4

486 LY = & GOTO 70

Black out Martian at old
location, pick new location and
redraw Martian.

498 Lx = 1. HOOLOR= @

308 ™ = LKLY _
916 MECLa.LY) = @ DRAW 4 AT X -
DAY -1+ 19
WY =LY+ INT (HD): IF MY 5
EADLY{EBTHENW = §

338 IF NY > § THEN 11%

ABNL= INT CRND (1) #5) -2+4
X

398 IF NA > 38 OR NS < 1 THEN M
g

366 MZ(NANY) = TH

578 HCOLOR= C{TMY: DRFM 4 RT (NX
-1 508 - 1)+ 49

Move battle station according

to paddle settings.

o668 HOOLOR= 8 [®FW 3 AT XX 1%

390 XX = POL <@ * 1 655 HCOLOR=
7: DRAW 3 AT XX 156

608 PX = INT C PDL (B) * . 117)

Is the wall in the path

of Martian’s shot?

618 FR1=11704

626 IF WUNAI) 7 8 THEN 728

638 NeXT

Go to the laser fire subroutine,
if the battle station is hit call the
sound subroutine and go to
explosion subroutine. Add 1 to
number of hits and print; if 5
hits, end game, otherwise go to
player move.
646 EN = 139 GOSUB 1400
636 IF W { i+ 1 THEN 7680
668 POKE 768, 1. POKE 769, 5. CALL
77
678 GUSUB 1558
600 HN = HH + 1
oM YTHB <30 FRINT MULHN
798 IF HN = MY THEN 1438
7i8 GOT0 Pee
Wall is hit, go to laser fire
subroutine, sound subroutine
and explosion subroutine.
Redraw wall.
TZHER = 430 + 4+ | (OSUB 1466
736 PKE 768,175, POKE 7693 CHLL
L
GO5UE 1356
HCOLOR= 8 DRAW WO, 1) AT
N -1 &9+ LEN
768 WL D) = WA 15 - L
TrlOIF WAINK DD = 4 THEN HCOLOR=
1, DRAN L AT (NX - ) 4 9+
L EN
PLAYER MOVE:
7e6 REM FLAYER MOVE
T TI = LE
Move battle station according
" to paddie setting

806 HCOLOR= 6: DRAN 3 AT X415

BB X = POL () * L 655: HOLOR=
7 ORAN 3 AT XX 15

820 FX = INT ( POL () % .447)

4
7o
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If button is not pushed or
charge {10, skip firing
sequence.

B IF PEEK € - 16ZEV) { 128 THEN

1676
848 IF CH {16 THEN 1678

Print current charge,
if {21, flash.
858 .IF CH { 31 THEN FLASH
868 CH = (K - 18 YTHB 24. PRINT
“CHARGE=";CH: " i HTAB 1: NORMAL
Is there a Martian in the
closest row?
870 IF MAPK+18) ;8 THENI =
8. GOTO iete
Check if a wall is in the way.
880 FIRI1=4T01STEP -1
8% IF WAFX + 410 - & THEN 390

908 NEAT 1
Check if a Martian is in the way.

916 FOR 1 =7 7101 STEF -1

926 IF WIPX ¢+ 4,17 - @ THEN 101

8

930 NEAT 1

Nothing was hit. Perform laser
fire subroutine.

946 EN = @: GOSUB 1468: GOTO 1679

Wall is hit. Laser fire, sound

and explosion subroutines
called. Wall redrawn.

956 EN = 135 + [ * 4. GOSUB 1460

96 POKE 758,175 POKE 769,5: (AL
778

976 HCOLOR= 8: DRAM WZCPA + L.1D
AT P9+ 2EK

908 WK+ LI = HUPK+ LD -
i

298 IF WACFY + 4010 = 1 THEN HCOLOR=
1. DRAW 1 AT P4 # 9+ ZEN

16668 GOTO 1676

Martian is hit. Laser fire, sound

and explosion subroutines
called. Add to score and print.:
1846 EN = 1 # 19 50508 1460
1628 FOKE 7o, 106, POKE 765,5. CALL
il
1638 GOSUE 1550
1646 M = MN + MECPX + L 1) 5 VIRB
23 PRINT MR MM
1656 WIPK + L1y =8
idod HCOLOR= 8. DRAW 4 AT PX # 9
(i1 -1) %39
Check number of player
moves. (Tl starts as level.)
Repeat player move 11-LE
times.
1076 TI =TI +4. IFTI {44 THEN
08
Print current charge. Go
to Martians move.

1868 IF CH < 16 THEN FLASH

16899 CH = CH + 5. VIRB 24. PRINT
*CHARGE=;CH® ™ : HIfB 1

1106  NORMAL

1116 GOTO 66

END OF GAME, animation

and sound.

1126 POKE 768,38: POKE 769,5: CALL
778

U8 X =2.T=1: G0TO {1%

1146 INPUT "PLAY RGRIN® *;f$

Us8 IF LEFTS (A8, 1) = ¥ THEN
o0

1468 IF LEFTS (A$:1) ¢ 7 "N* THEN
1148

17 TEXT

1166 ST0P
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1% FR I =X~ %I TOPK »
GSTEP 3+ SGN(PX- LK +1

)

1208 HCOLOR= C{TM): DRAN 4 AT 1
148

1218 HCOLGR= &. DRrW 4 AT 1148

1228 NEXT

MI=p+9

1248 FOR J =170 10

1258 HOOLOR= 6. DR 4 AT 1,148

1208 HCOLOR= C(TRY: DRAW 4 AT 1,
13%

127 FOKE 768,50, PKE 769,95 (ALL
778

1288 HCOLOR= @: DR 4 AT 1,138

129 HCOLOR= CTM): DRA 4 AT L
148

1308 NEXT

1318 HOOLOR= @. DRAM 3 AT XX.1%6

38 HOLR= 7

1536 ORAN L AT 1, 156. DRA 1 T
1+31%

1340 POKE 766,67 POKE 769,106, CALL
7

1356 POKE 766,163 PURE 769,58, (AL
78

1366 PUKE 768,76: POKE 765 %: (AL
78

4376 POKE 768,67, PORE 765, 166. CALL
o’

1566 POKE 766, 163. PORE 769 25.

£35% G010 1048
MARTIAN LASER

SUB- ROUTINE

1406 HULDR= 5

1416 5T = K- 12 #9+8

1420 ST = ST+ M- INT- MK/ @)

*2

1438 HPLOT ST, NY * 19 70 ST.EN

1446 FOT 766,20 POKE 7693 (AL
778

1458 HCOLOR= @

1468 HPLOT ST.NY * 19 T0 SLEN

1476 RETURN

YOUR LASER SUBROUTINE
1488 HOOLOR= ©
19 ST =24+ CINT QR /7)) +4

1568 HPLOT 57,196 10 5T, ah
1516 POKE 7ed, 16 PIE 789, 5. (AL
778
1528 HOOLOR= 8
1558 HPLOT 57,156 10 ST.EN
1748 RETURN
EXPLOSION SUBROUTINE
1556 FORK=1702
1968 FORJ=1104
1o S(RLE= J
1588 XDRre 5 AT ST,EN
139 NEXT T NEXT K
1688 SCALE= 1. RETURN
INSTRUCTIONS. These can
be omitted if line 10 is also
omitted.
1616 HOME
ibce PRINT ©
INVADERS®
1638 FRIAT *
1648 PRINT  SRINT “THE ALIENS R
e CIMING® THE OBJECT 15 T&¢

1636 PRINT "SHOUT 5 MW 75 YO
(AN BEFIRE THEY
1668 PRINT *SHOOT YOU 5 T1%ES (R
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REACH YOUR BRTTLE"

1678 PRINT *STRTION °

1688 PRINT : PRINT "IN THIS MM
OTH LRSER BATTLE YOU USE*

1699 PRINT "THE GAME PRODLE TO N
OVE AD THE BUTTON®

1768 PRINT *TO FIRE YOUR LASER *

1718 PRINT : PRINT "YOU START K1
TH 238 CHARGE UNITS, AND"

1726 PRINT "EACH TIME YOU FIRE 1
8 UNITS ARE USED. *

1738 PRINT "THE LASER CONSTANTLY
RECHARGES [TSELF.*

1746 PRINT : PRINT "BLUE MARTIRN
S ARE WORTH 5 POINTS, WHITE"

1736 PRINT "MARTIANS ARE WORTH 1
@ POINTS, AND RED"
1768 PRINT "MARTIANS ARE WORTH 1
3 POINTS ERCH IF"
1778 PRINT “YOU ARE USING R BLAC
K AND WHITE TV, FRKE";
1760 PRINT *IT....°: PRINT
179 REIURN
LOAD MACHINE LANGUAGE
SOUND SUBROUTINE
180 L = 7. GONE 1878
LOAD SHAPE TABLE
186 L = 168
1620 FOR X = 1 T0 9. GOSUB 1870
o NEXT WX
1838 RETURN
Read a set of hexadecimal
digits and POKE them Iinto
memory starting at location L.
1676 RERD RS
1886 FOR 1 =1 T0 LEN (R$) STEP
2

1890 A0 = ASC ¢ KID$ (s, 1.4)) -
48

198 IFAD>ITENRD=00-7

1946 CH = ASC { MID$ (R%,1 + 1.1
) - 48

1920 IFCH>9THENCH=(CH -7

1938 POKE LAD * 16 + (H

1948 L =L +1 NEXTI

158 RETURN

SOUND SUBROUTINE,

as data

1968 DATR "AD3BCBBBDAESCEELAZFe
B9CRDEF SAEPAA34CE26368"

SHAPE TABLE

1976 DATA " “85000008216036004700
EMI

1988 DATR "80698989111B3B1B1R13
0989892931154B36381308"

199 DATA "2D2DDYP3ISIFIFIFIFI7
222D 3I3FIFIFIF708"

2000 DATR "@92980111B3B1F13202D
2353F3F3F3708"

2618 DRTR "8909202025208089111B
1B1B361F3F1B1813898909202000
8989111 B1B3F 3F 3F 3F 3F 18138929
22D20202000"

2628 DATR “111B3F3F1B3BIR3BIFL3
292D2D898D29202DA S3F 3F 3F 3F 3F
3FIFIFTDAALIAADINB
3FIF3FFIFAF"

2038 DATA "13892920899989208011
1B1B3FIB3F4F 3F1B13292020202D
20202D153B4F 4B3F 1B3F1B3B1729
8089208920"

2046 DATR "@92914B1BIBGFiR3FiB
1513098989200320890911183F 3F
SF1B3F3F1F1308°

2050 DATA "363F24272(233C020E
2363763608
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CASSETTES

TANK WAR is a state-of-the-art
shootout for two players with
dramatic sound and graphics.
Players choose the style and size of
their tank. Steer your tank with the
game paddies to pursue and out-
maneuver your opponent. Fire two
types of missiles to disable and
destroy the enemy. Damage speed
and chosen tank size all interact for
maximum interest. (16K) $12.95

MAZE GAME, the original and still
the best maze game for APPLE II*
users. Set the size and difficulty level
of your maze and watch as it is ran-
domly generated. Every maze is dif-
ferent. Special graphics place you in-
side a colorful 3-D maze. Player op-
tions include getting a maze map,
having a compass available, and
leaving retraceable footprints on the
maze floor. Our most popular game
and a challenge for the solitary
player of all ages. (16K) $12.95

SIDE SHOWS is a collection of six ex-
citing games selected for their
originality, ease of operation and im:
aginative use of the Apple¥Includes
the Apple Tree, Safecracker, Pip
Shoot, Minelayer, Blockade and
Quadripong. In the Apple Tree two
players use the paddies to catch ran-
domly falling apples. In Blockade and
Minelayer, try to surround your oppo-
nent with a moving wall or mine field.
Pip Shoot can be played by two or
more and the object is to shoot down
as many ‘pips’’ as possible.
Quadripong is four wall pong with
varying ball speed and sound. Use
the paddie carefully to be first to
open the safe in Safecracker. (8K)
$12.95

UNCLE SAM’S JIGSAW is an educa-
tional geography game featuring a
detailed drawing of the United
States. Each of the 48 continental
United States must be recognized by
its shape and location in a high
resolution map of the U.S. The stu-
dent gets two points for each state
he names from shape alone, one
point when recognition requires
shape and location. Education in its
most enjoyable form. Requires AP-
PLESOFT%oard and 32K ($12.95)

ELECTRIC CRAYON utilizes the 15
brilliant colors of low resolution
graphics to turn your Appl€iinto a ra-
diant color display, resembling a
moving neon sign. Easily draw and
animate color figures directly from
the keyboard. Your drawings can be
saved on tape and recalied later. In-
cludes documentation. (8K) $17.95

The Software Exchange

6 SOUTH ST., MILFORD, NH 03055

(603) 673-5144



CCA DATA
MANAGEMENT
SYSTEM __;son/L

FOR THE APPLE!

(Disk/48K) SOI' F1y

® Complete, illustrated manual in a three ring binder

® Handles 1, 2, 3, or 4 disk drives

©® Written in BASIC, with instructions for writing your own
programs to use DMS files, including /0 routines.

® Create, add, update, or delete files easily.

® Search any fieldfor any data.

® Sort by any field.

® Print reports, selecting any fields in any order, and
maintain totals and subtotals on any numberic fields.

® Print mailing labels.

@ Print records selectively, for example, only customers
with New York addresses.

® Codes printed on screen refer you to manual for ex-
planation at all timesV

® Complete index in manual.

® Scan function to report statistically on file. You might
ask how many accounts are overdue and receive a
report that stated 10 records found in 200 records scan-
ned (5% of file).

® Automatically tests line printer ready state to avoid
system lockup.

® Printer alignment pattern for labels.

@ Warning issued if you try to compact data without
creating a backup. (You can ignore warning).

Apple lI+ Disk 48K $99.95 + $2.00 shipping

Apple Version works in conlunctlon with Visicalc

m 6 SaJthStm(*l Box 68, Milford, NH 03055 603-673-5144
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A LIIPVRAMID
ATITTOF DOOM

\by Scott Adams

8 9\

QO &

On a trek through the vast uncharted center of the Sahara Desert in
search of a missing explorer, you come upon a pyramid recently ex-
posed by the shifting sands. Will you be able to collect its treasures
and escape? Or will you join its denizens for that long eternal sieep?

Machine Language Cassette $14.95 Apple 24K

Want to know what adventure is before you part with that much
money? Try the Adventure Sampler! Adventure 0 is a mini version of
Adventure 1, offering hours (instead of weeks) of challenge for only
$5.95.

Warning; This program may be addictive, leading to prolonged and habitual adventuring.

'IheSoltmExclnnye P

6 SauthStreet, Box 68, Milford, NH 03055 603-673-5144
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Wilderness Campaign - Free the kingdom of
Draconia from the Evil Necromancer! Your party
must overcome obstacles, defeat hostile in-
habitants, survive natural hazards, explore tombs,
temples, castles, and ruins, in search of gold and
magical devices.
48K Integer; Cassette $14.95, Disk $17.50.




Dungeon Campaign --Direct an expeditionary
force into an underground labyrinth. Catacombs
filled with treasures and hazards, poisonous
vapors, evil sorcerers, stairways, pitfalls and an
incredible assortment of MONSTERS.

16K Integer; Cassette $12.50, Disk $14.95. Both

adventures on disk. 48K Integer, $29.95.

WORKHORSE

Mailing List Database -- Entry and storage of a list
of names with associated addresses, cities,
states, zip codes, phone numbers, comments, and
code designations. List, search, edit, print labels;
convert prior mailing lists. Up to 225 records can
be loaded on line at any time.

48K AppleSoft, Disk $34.50.

PROGRAMMER’S
DELIGHT

Higher Graphics - A complete set of shape
generation, manipulation and utilization tools for
the programmer. Quickly and easily, you add
sophisticated graphic displays and effects to
your programs. Shape Maker, Table Combiner,
Screen Creator, 4 shape tables, 3 high-res
displays, and the machine language graphics
routines required to produce high resolution
graphics on the Apple L.

48K, Integer Basic, Disk $24.95.

The Software

6 South Street, Box 68, Millord, NH 03055  603-673-514




RIGHT/LEFT

By Carl Swenson, PHD.

Right/Left distinguishes
between the right and left sides of
the keyboard by sound and
graphic color. The author has
used it successfully with his fifteen
month old son to allow him to play
on the Apple ll. An interesting
feature of this program is that
there is no exit other than power
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off. This example could be helpful
to others who are trying to write
absolutely crash-proof programs.
The author is a mathematics
professor at Seattle University and
has published Apple articles in
both Creative Computing and
Recreational Computing.



—APPLESOFT

10 REM e RIGHT/LERT #ore
“.

78 REM A CRRCH-PRUCF ~RUGRHR
W REM  FUR TODDLERS

KON

4 REM  REQUIRES RUTOSTRRT k(i
35 REM  AND APPLESOFT

N

68 KEM BY CARL SHENSDN

106 REM -——DISABLE RESET---

116 POKE 1616, 162 POKE tedl 213
. POKE 1612, 112

700 REM —DISABLE CTRL-C —

218 ONERR (R GOTO 0@

390 REN ——— RE-ENTRY POINT —

38 R PKE - 163828

406 REN -—BOUNDERY—

416 COLOR= @: FOR I = 48 70 47: HLIN
839 AT I: NEXT

428 COLOR= 15

438 HINGI9ATO

448 HLIN 6,35 AT 47

458 VLING 4T AT O

468 VLIN 8,47 AT 19

47 VLING 47 AT 28

488 VLIN 8,47 AT 39

1688 REN -——RERD KEYBOARD-—

1010 X = PEEK ( - 16384)

1628 IF » < 129 THEN lbte

1638 FOEE - 163664

1046 X = x - 120: COLOR= ¥

0% FACHTHNE=4+ 64

1668 IF X { 39 THEN 1508

1678 IF X { 49 THEN 2008

i IF X {55 THEN 1509

169 IF X { 63 THEN 2oee

1188 IF X {72 THEN 15

1118 IF X < 81 THEN 200

1478 IF X = 85 THEN 2008

149 IF X > 9 THEN 2008

1586 REM -—LEFT KEY—

130 CALL 64477 REN BEEP

1528 FR1=141018

1338 VLIN L46 AT ]

196 T

155 G070 1006

2008 "M ——RIGHT KEV——-

2016 FORI1=1T05:X= PEEK( -
16336) + PEEK ¢ - 163367 -
PEEX (16336) - PEEK {16336
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; T
The most realistic MibS
ASLAMD

simulation of a
pressurized nuclear
reactor available...

¢ |s the technology really too complex for ordinary
mortals to handle? Decide for yourself.

° Four spectacular displays monitor the contain-
ment building, turbines, filters, condenser, reac-
tor core and pump house.

e Valves, pumps, turbines, filters and control rods
are individually activated by keyboard command.

* Comprehensive documentation describes in
detail the operating mechanisms and component
interactions.

CAN YOU AVOID ALL POSSIBILITY OF RADIATION
LEAKS INTO THE ATMOSPHERE WHILE STILL MAKING
A PROFIT?

ARE YOU FAST ENOUGH TO AVOID THE NECESSITY
FOR EXTENSIVE EVACUATION OF THE POPULATION?

FAIL, AND IT'S ALL OVER .. ..

48K, $39.95

TO ORDER:
The Software Exchange .0\
_ . = : 1-800-258-1790
6 South Street, Box 68, Milford, NH (03055 603-673-5144  ga . apma £sT
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INTIMATE
INSTRUCTIONS IN
INTEGER BASIC——

by Brian and George Blackwood
LESSON II

After completion of Lesson |l you should be able to:

1. Load a program into memory.

2. Save a program stored in memory.

Vocabulary:

Line Number — the positive integer with which each program
statement begins.
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LIST — causes a program to be displayed on the screen.

LOAD — reads (LOADs) BASIC program from cassette tape into
memory.

NEW — clears current BASIC program from memory.

OUTPUT — Results produced by the computer.

Program Statement — an instruction to the computer that is stored in
memory.

RUN — the performance of one program or routine.

Programs that are typed on the keyboard are stored in memory.
Programs that are of value or programs that will be frequently used
are SAVEd on cassette tape. From your library, programs will be
LOADed into computer memory for your use. Programs are also
referred to as software.

Example:

After the screen has been cleared (Lesson 1) type in the following
program:

10 PRINT "THIS IS THE USA”
20 PRINT

30 PRINT "THIS IS THE"

40 PRINT "UNITED STATES"

50 PRINT "OF AMERICA" (50 is a line number)

60 PRINT (PRINT is a program statement)
70 PRINT “"THIS IS THE",

80 PRINT “USA"

999 END (Lines 10 to 999 is a complete program)

Type in RUN and press RETURN. The output from the program
appears on the screen. Study the output in relation to the program
statements. Now type LIST and press RETURN. The program is
LISTed on the screen. To SAVE the program stored in memory to
cassette tape follow these steps:

1. Type in SAVE — DO NOT PRESS RETURN
2. Place a cassette into the tape recorder and rewind until the tape
stops.
3. Press the stop-pause button.
4. Set the mechanical counter on the recorder to zero.
5. Forward the tape to a specific number on the counter. (for example
#5)
6. Set recorder volume to 6 and tone to medium.
7. Press record-play buttons (or the combination that will cause your
recorder to record.)
8. Now press RETURN (see #1) key on the computer. The cursor
leaves the screen and the computer beeps. This indicates the
program is being SAVEd to tape.
9. When the recording is completed, the computer beeps and the
cursor returns to the screen.
10. Press the stop-pause button on the recorder.

The program has been SAVEd to tape. To facilitate future location
of this program, label the program on the cassette cover in the
following manner:
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1. Name and description of the program.

2. Starting number (on the counter) of the program.

3. Ending number (on the counter) of the program.

4. Volume and tone of the recording (generally a volume of 6 and a
medium tone from a Panasonic recorder will satisfactorily SAVE and
LOAD programs on the Apple il).

To keep a record of programs on tape aids to find and LOAD
programs. Four programs for each 15 minute tape is sufficient for
program protection. Record programs on only one side of the tape.
Valuable programs should be duplicated on separate tapes and
stored in a safe place.

To check the program just recorded, reload the program in
computer memory. The following routine is valid to LOAD a program
into memory or to reLOAD a program:

. Type in NEW — this clears memory.

. Type in LIST — this checks to see that memory is clear.

. Type in LOAD — DO NOT HIT RETURN.

. Rewind tape until it stops.

. Press counter to read zero.

. Forward tape to #4. (program recording started at #5)

. Stop tape recorder.

. Pull out monitor plug from recorder so sound can be heard.
Press play button on the recorder.

10 When the shrill sound is heard, press plug into monitor.

11. Now press RETURN (see #3)

12. Cursor leaves the screen, computer beeps, and the program is

LOADing.

13. When the program is completed loading, a beep is heard and the

cursor returns to the screen.

14. Type RUN to run or LIST to list the program.

After each operation, the RETURN key must be pressed to
complete the operation. From this point on, when an operation is
complete, you must press the RETURN key. Enough said about the
RETURN key.

In most cases, a volume of 6 and a medium tone on the cassette
recorder will produce a satisfactory LOAD or SAVE. A volume and/or
tone that is too low will produce an ERR below the LOAD or SAVEon
the screen. A volume and/or tone that is too high will produce a MEM
FULL ERR below the LOAD or SAVE. Persistent difficulty in LOAD or
SAVE routines indicates the tape recorder should be checked to
determine if the frequency of the recorder synchronizes with the
frequency of the computer.

Tapes should be of the highest quality and low background noise.
Tapes of 15 minute duration should be sufficient to record 4 programs
of average length. Low quality tape will give the user great difficulty in
LOADiIng and SAVEing programs.

OXNOOBWN
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CATALOG II

by Lennis Hall

This is an excellent 'BOOT’ or "HELLO' program. When you run it,
all the programs in the diskette catalog will be presented on the
screen. You run a selected program by pressing its corresponding

number.

One way to utilize this program is to INIT a disk with it. Then when
you BOOT the diskette, this catalog program will run.

INTEGER

16 fER SELECT PROGNRM BY HUMEER

26 REM BY LEMNIS L HALL 450

# KER iN INTEGER BRGIl

40 REM REQUIRES 05 5.2

96 (=8 B5=" " LW FEEK (74)+ PEEK
{73230 UIR 3$(258), R(58;
B0 8= RER U= UIRL T
iRk @S

o8 PRE UL 162:05-88

76 PIKE 768, 56. PIRE 765, 7. FORE
778,132 PKE 71,0 POE 772
168 POKE 773,68, POKE 774
201 POKE 775,32 POKE 776,
176 PKE 77,2

86 POKE 778, 165: POKE 775, 1%
POKE 786, 281: POKE 781 %:
POKE 762, 176: POKE 783, 2: POKE
784, 105: POKE 785 128. POKE
796, 201 POKE 797,128 -

99 POEE 788,176, FHEE TER I thak
79, 185 PUKE 731 04: PUE
73, 145; POKE 793,2: PORE 7%
3B PIRE 795, 2. PRE 7%
2 PKE 797,2

6 PIRE 795, 220. PUKE 795,

116 PIKE 500, 184 . POKE 901, 164.
PKE o82,8: PORE 895,36 PR
%b4.9: POXE 985, 8. POKE o6
8. PUE 587.8
FIRE 818, %

136 REM  POKES IN LINE 78 1O 146 EN
TER A MACHINE LANGURGE PROGIAN 1
Wi

146 REN (1) WRITES ANY PRINTING
T0 MEMORY (2) WEEDS OUT Ay TWVE
RSE AND FLASHING VIDED CHARRACTER
S




156 REM  LAST 3 POKES IN LINE 126
ENTER R ROUTINE THAT ANSHERS THE
KEVBORRD

166 FRINT D$; "NOMOW 0, I, C*

178 REM

168 GOSUG 478

196 POKE 2,6. POKE 3, 16: PIKE Ut
(35).C-(+2966: REM MLMH4=LOCATIO
N OF YARIABLE *C°

266 POKE C,6: POKE C+L.3: POKE
{+2,48: PKE C+3,3: REM CORNECT
ACHINE LANGURGE TO 1/0 SWITCHE
S IR DOS

216 PRINT D$; "CRIALOG, v6*: REM WRI
TE CATALOG OUT TO MEMORY

226 PRINT D8; "PREG": PRINT D$; "INB6"
. REM  DISCONNECT MACHINE LANGUR
GE PROGRAM FROM 1/0 SWITCHES IN
oS

238 060431 =413

¢4 PER NOW WE HRYE THE CATALOG IN
MENORY, LET”S PRINT IT 70 THE SC
REEN

256 C=1: FOK I=4115 TO ¢ PEEK (
23+ PEEK (3)%256)-1 STEP 38

268 IF PEEK (I+1)= RSCC*T") THEN
348

208 A1

280 TF CC10 THEN PRINT * 5 : PRINT
G % aTd

28 FOR J=147 10 1422

306 POKE UM+44, PEEK (J): PRINT
BS; . NEXT J: PRINT

316 REN  LM+41=LOCRTION OF YRRIABLE
lml

328 IF PEEX (37){20 THEN 348: POKE
33,28: POKE 32,28 IF 0038 THEN

GOTO 338: YTAB 6: GOTO 348

338 TEXT : YTRB 22: PRINT *HIT RETR
N T0 CONTINE®: CALL -676: CALL
~936: GOSUB 478 NEXT 1

346 NEXT 1

358 IF C(18 THEN PRINT * *; : PRINT
Gi™ " . POKE 58,63 PRINT "NORMR
L CRTALOG": POKE 58,255

168 TEXT : POKE 34,24

378 VTAB 22 PRINT “ENTER DESIRED PR
OGRF BY NUMBER. ENTER 870 CATAL
0G FROM ANOTHER DISKETIE *

380 THB 13 PRINT "PROGRAM & *
. INPUT P: CRLL -936: IF P=
C THEN 468: IF P=8 THEN 170
. IF P OR PXC THEN 378

396 N=R(P): FOR @=N TO Ne36: POKE
LM25+(@-N), PEEK (Q). NEXT
§: REM UM25 IS LOCATION OF VAR
1RBLE *R$"

480 POKE LZ5+(0-N), 30

418 IF A$C2, 2)="B" THEN 448: REN IS
IT f BINGRY PROGRAM

428 A$=A$(E, LEN(RS))

438 TEXT . CALL -936: PRINT D8,
RN RS END

448 R$=R$(8, LEN(RS))

445 TEXT : (AL -936

438 PRINT D$, "BRIN ";R¢: END

468 TEXT : CALL -936: PRINT D$;
"CRTALOG®: END

476 TEXT . CALL -936: PRINT

486 THB 8: PRINT °SELECT PROGRAN BY
NRMBER": VIRB 4: PRINT *========

*. PO 34,5: RETURN

49 R COPWRIGHT (©) 1979
BY LOWIS L HALL
PORTLIVO, (REGON
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The
Apple Stand

Your Apple II™software
market from The
Software Exchange

(In NH call 6735144) 6 South St., Milford, NH 03055

To order call: Toll Free 1-800-258-1790

ADVENTURE SAMPLER
Adventure International

Cassette/16K/M ..........

ALIEN INVASION
Programma

Cassette/16K/M . .. .......

ANDROID NIM

Disk/24K/M ..............

APPEN | TEXT EDITOR
Muse

Cassette/8K/I ...........

APPILOT EDVU-DISK
Muse

Disk/32K/l .......cvvnntn

APPLE 21
Softape

Cassette/24K/l ..........

APPLE INVADER
Programma

Cassette/24K/M . .........
Disk/48K ................

APPLELISTNER
Softape

Cassette/16K/l ...........

APPLETALKER
Softape

Cassette/16K/ ...........

BASEBALL
Muse

Cassette/16K/R ..........

BASIC HANDBOOK
by David Lien

BISMARCK

Disk 48K/R ..............

58

BLITZKRIEG

Programma

Cassette/16K/M ............... $15.95
BREAKTHRU

Programma

Cassette/16K/M ................. $9.95
BRIDGE CHALLENGER

Personal Software
Cassette/16K/M............... $14.95
CCA DATA BASE MANAGER

{(Works in conjunction with Visicalc)
Personal Software

Disk/48K/AR1
Sl vl $99.50 + $2 shipping

COUNT ADVENTURE

Adventure International
Cassette/24K/M ............... $14.95
DAN'’S DISK UTILITIES

Periph. Unl.

Disk/16K/M ................ ... $39.95
DATE STONES OF RYN

Tape 32K/48KR ............... $14.95
DiSKLuc o« &+ § supmuisred £ § 3 4 spmtamas $19.95
DR. MEMORY

Muse

DiSk/B2KC/N « i ss5mimim0s s o o suivmniiss $49.95
DUNGEON CAMPAIGN

Synergistic

Cassette/16K/l ................ $12.50
Disk/16K/l . ...cvvvenninnnnnn $14.95
ELECTRIC CRAYON

Muse

Cassette/8K/M ................ $17.95
ENGINEERING MATH TAPE |

Hayden

Cassette/24K A/16KR......... $14.95



ESCAPE

Muse

Cassette/8K/l ...........c..... $12.985
FASTGAMMON

Quality Software

Cassette/16K/M ............... $19.95
FORM LETTER

Periph. Unl.

Disk/48K/R ....coovvenvnnnnnn. $24.95
FORTE

Softape

Cassette/16K/l ................ $19.95
FUN HOUSE ADVENTURE

Adventure International

Cassette/24K/M ............... $14.95
GAME PLAYING TAPE 1
Hayden
Cassette/16K/AR ................ $9.95
GAME PLAYING TAPE 2
Hayden
Cassette/16K/AR................ $9.95
GAME PLAYING TAPE 3
Hayden
Cassette/16K/AR................ $9.95
GENERAL MATH TAPE 1
Hayden
Cassette/24K A/16K R......... $14.95
GLOBAL WAR
Muse
Disk/48K/M .......covvvennnnnn $24.95
TAPB srsssssssssressissirsriciosivsssisssiiaionss $17.95
GOURMET GUIDE & COOK BOOK
.......................... $10.95 + $1
Hi-RES BOXING
Programma
Cassette/24K/) ..........cccuuu. $15.95
HIGHER GRAPHICS
Synergistic
DISK/B2KIR: ..coiiiaiosesisommioiitinins $24.95
INTRODUCTION TO LOW
RESOLUTIONS
........................... $9.95 + $1
INVASION OF ORION
Applesoft
32K/48KR/Tape ............... $19.95
48K/RDiSK .....cveiinennnennnn $24.95
LAND ADVENTURE
Adventure International
Cassette/24K/M . .............. $14.95
LITTLE BOOK OF BASIC STYLE
by John Nevison
......... T — L F
MAGIC PAINT BRUSH
B2K/RDisK «ccovnrracirnnnns $29.95

MAILING LIST

Periph. Unl.

Disk/48K/R .......covvvvvvnnen $39.95
MAILING LIST DATABASE

Synergistic

Disk/48K/AR . .....cccvvvnnnn. $34.50
MAZE GAME

Muse

Cassette/8K/l .......cccouene.. $12.95
MEMO CALENDAR

Periph. Unl.

Disk/32K/R ...vovviiinnnnnenn $29.95
MICRO INFORMATION SYSTEM
Muse

Disk/48K/M .......ccvvvevennn. $99.95
MISSION IMPOSSIBLE ADVENTURE
Adventure International

Cassette/24K/M ............... $14.95
MORLOC'S TOWER

TEOE o555 pemumanunyss oo $14.95
DISKE.o. o ssssesesmsonmrisiiinsn iR an TS $19.95
MUSIC BOX

Muse

Cassette/8K/M ................ $1295
PIRATES COVE ADVENTURE
Adventure International
Cassette/24dK/M ............... $1495

PYRAMID OF DOOM ADVENTURE
Adventure International

Cassette/24dK/M . .............. $14.95
RESCUE AT RIGEL '
TADS: oo s $19.95
DIBK . c.o-ciuzemsmemsiiniinsinseie s SBmIRISS $24.95
SARGON

Hayden

Cassette/24K/M ............... $19.95
SARGON II

Hayden

Cassette/24K/M ............... $290.95
SIDE SHOWS

Muse

Cassette/4K/l ........ccvvnunn- $12.95
STARFLEET OF ORION

16K/32K Tape..........ccuvvenn $19.95
IIBIC o cociinercrsrosasusessoniasinbusiosmdbe RIS $24 95

STRANGE ODYSSEY ADVENTURE
Adventure International
Cassette/24K/M ............... $1495
STUNT CYCLE

Programma

Cassette/16K/M ............... $15.95
SUPER-TEXT

Muse

Disk/48K/A ....ccvvvinninnnnns $99.95



TANK WAR UNCLE SAM'S JIGSAW

Muse Muse

Cassette/BK/M ............ $12.95 Cassette/32K/R ........cocvntn $1295
TEMPLE OF APSHAI VISICALC

TaPO: i 1 wnmwis i+ 3 samonmnrs $24 .95 Personal Software

a1 T $29.95 Disk/32K/AR............ $150.00 + $2
TEXT EDITOR VOODOO CASTLE ADVENTURE
Disk/48K/R ........cvvunn $64.95 Adventure International =

THREE MILE ISLAND Cassette/24K/M ............... $14.95
Muse WILDERNESS CAMPAIGN

Disk/48K/l .........cove... $39.95 Synergistic

U-DRAW | Cassette/48K/l ..........c.uut $14.95
Muse Disk/48K/l . ..ocvviiiinaneianes $17.50
Cassette/16K/M ........... $17.95 WILDERNESS & DUNGEON

U-DRAW i CAMPAIGNS

Muse Disk/48K/I .. ..... A e $29.95
Disk/32K/M . ... civiiiiinnnn. $39.95

KEY

I - Integer Basic

M - Mechine Language
(Apple Il or Apple H+)
A - Applesoft in RAM
R - Applesoft in ROM or Apple li Plus

About Our
Advertising

Our readers may notice that while we carry programs
from a number of different software houses, all of it is
offered through The Software Exchange. The Software
Exchange is another division of Robitaille & Sons
Enterprises, inc., the parent firm of SoftSide Publications.
We do not currently accept any outside advertising. This
allows us to exercise quality control over the products
advertised in our magazine. If a program generates too
many complaints, it will be dropped. If we have too many
problems with one publisher, we will no longer offer their
products.

in addition, Ramworks, yet another division of
Robitaille & Sons Enterprises, Inc., is a distributor of
software to computer stores. Therefore, if you purchase
SoftSide at your local store, the same store may carry the
advertised programs. Computer stores may wish to
contact Rich Richmond of Ramworks about our excelient
distributor terms at (603) 673-5144.




Get in on a
good ;thing!

_SoftSi c] swon diskette!

SoftSide: Apple Edition is growing faster than Jack’s
Beanstalk! We’re already the most talked-about new publication in
the Apple 1l field, and determined to become the biggest and the
best!

Starting with April 1980, SoftSide: Apple Edition is available
on prerecorded diskette for 48K systems. If you want all of Apple
Edition’s programs at your fingertips, but never get enough time to
key them in yourself, here’s the answer!

For a cost of $10./month, you get 5 or 6 games, novelties, teaching
programs, or practical aids. Where else can you get as much Apple
Il software for your money?

A SoftSide Publication, 6 South Street, Milford, NH 03055 61



IA\pplE
Bditiomn

oftid:
Subscription Order Form

OO0 APPLE Edition (Magazine version) ($15./yr.)
(16 months with diskette ($69.)

{Not available before April 1980 issue)

PLEASE SPECIFY “APPLE EDITION”

O Check or Money Order enclosed [1Master Charge [JVISA
Signature
Account #
Exp. Date Inter.#
NAME
ADDRESS :
citYy___________STATE ZIP

NOTE: Rates given above are for bulk rate, U.S. only.

OFor First Class, $79

OFor Overseas Airmail, $84

OFor Canada, Mexico, APO/FPO, and overseas sur-
face mail, $79

Please remit only in U.S. funds

Telephone orders accepted for Master Charge or VISA accounts.
Call Monday - Friday, 9AM to 9PM, EST; Saturday 9AM to 3PM.
TOLL FREE - ORDERS ONLY

(in NH call 873-5144)

1-800-258-1790

:70;- 5l‘:l:;‘nlrln regarding your subscription, piease call Diana at (803)

SoftSide Publications, PO Box 68, Miiford, NM 03055
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PE Order Form
CALL TOLL-FREE 1-800-258-1790

(ORDERS ONLY — In NH call 673-5144)
DESCRIPTION MEMORY INT/AS  PRICE

=
ADD HANDLING CHARGE $1.00

ADDITIONAL CHARGES

TOTAL ENCLOSED WITH ORDER

O Check O VISA [0 Master Charge

O Money Order Special prices in effect 60 days from mailing

ALL SOFTWARE GUARANTEED TO LOAD AND RUN. If you experience difficulties, simply return the
tape or disk for free replacement. Send to the attention of Bette Keenan, Customer Service Represen-
tative; please enclose a brief note and your name and mailing address with the software.

Be sure to include handling charge and any additional charges when figuring your total. All orders
shipped within 24 - 72 hours. Prices subject to change without notice. Not responsible for typographical
errors.

Charge card account number

IR EEEEEEEEEEE

SIOIBIUT ¢ 0 5000 T T 0 o500 5.5 25 mum B S5 o e 8 5811 A 83595 1981 SR80 A s 0
Exp.Date ............. .ot Interd# ........ .. ... i
Charge customers: please fill in account information above and below
NBIDE oo e R T T R T A e e T R R SR
AArOSS . .. ... .. ... ... e e
CIYcomansammmsmmmssrm o mos Lo 7 T S — 2 [ ——————

ALL SOFTWARE SOLD ON AN AS-IS BASIS WITHOUT WARRANTY. TSE assumes no liability for loss or
damage caused or alleged to be caused directly or indirectly by equipment or products sold or ex-
changed by them or their distributors, including but not limited to any interruption in service, loss of
business or anticipatory profits or consequential damages resuiting from use or operation of such
equipment or software. We are not responsible for typographical errors anywhere in this publication,
whether it be in editorial or the Market Basket Catalog. Thank you.

THE SOFTWARE EXCHANGE

6 SOUTH STREET MILFORD, NH 03055
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MEMORY

KITS

Everything you need to
upgrade vour Apple!

@ 8 tested and guaranteed 16K RAMs

@ Easy-to-follow instructions

@ Only tool required is a household screwdriver
Each kit is 100% guaranteed against failure. Add high
quality, high density memory for less than you would
expect to pay!




