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THE MYSTERIOUS MANSION ADVENTURE 

The Mys terious Man s ion is a s pine-tingling s ucces s o r  to the Troll Hole 
Adventure. Yo u wake up alone in an old, un fa milia r ho use. A gha s tly voice 
s peaks out . .. "Yo u have until midnight to escape or . . .  " The voice b reaks 
into maniacal laughter and fades away. Witches , vampires, gho sts, and 
skeletons  a re your hideo us playmates in the ha unt.ed ma nor. What can you do 
with a skull? What secret does the Old Witch hide? Ca n yo u decipher the 
cryptic phr a s e  in the old b oo k? How do you kill the undead? Thes e and many 
more mind-b oggling puzzles will make yo u screa m  b lo o dy murder! 

LOADING THE PROGRAM: In s er t  the pro gram ca s s ette into the tape drive. Depres s 
the RESET button, then pres s the "L" key to turn the tape moto r o n. Rewin d 
the tape if neces sary us ing the REWIND cas s ette b utton, then depres s the 
READ ca s s ette b u�to n to lo ad the pro gram into the computer. 

PLAYING THE GAME: When the pro g ram Eirst lo a d s ,  the computer a s ks i.E you 
have a pa rtially co mpleted game o n  tape tha t yo u want to reenter ("SAVED 
Gru�E?") IE yo u have s aved an incomplete game on tape and wis h to relo a d  
it, see "RE-ENTERING SAVED CANE" in thes e in structio n s .  If yo u are playing 
Ear the fir s t  time· o r  i.E yo u have not s a ved a game o n  tape, type "N" to 
proceed . 

The objective oE this adventure is to es cape Erom the mys terious man s ion. 
To do so, yo u mus t s o lve a s eries of puzzles .  Unlike its predeces s o r, this 
adventure ha s no trea s ures to reco ver. Your o nly goal is to get out alive. 
The hitch is that you have a time limit--yo u a re allowed only 240 mo ves in 
any one game ses s ion. Everything yo u do co nsumes time, even examining an 
ob ject you Eind or  checking a roo m ' s invento ry. IE yo u a re s till in the house 
at the s troke o f  midnight, you're a dea d  duck! 

At the top o f  your s creen, the computer describes your current location in 
the man o r ,  and the direction s  in which yo u can exit that locatio n. There 
are six direction s  in which yo u can move: north (N), s o uth (S), ea s t  (E), 
wes t  (W), up (U), and down (D). You will not, ho wever, a lways b e  a b le to 
move in all s ix direction s  from all rooms in the mansion. Fo r example, 

BEDROOM 
N,E,U, D 

mean s that you a re in che b edroom, and you can exit by cyping the letter 
N, E, U, o r  D, follo<.ved by a "CR". 

On the lower portion oE your screen, the computer tells yo u wha t it sees 
and a s ks you Ear further instructions. fo r example, you might s ee 
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BENCH 

CUP 

ARCHWAY 

WHAT NOW? 

At the fJHAT NOW? pr ompt, you enter in struction s for ta s ks you want the 
computer to perform. I� a ddition to the directions codes described a b ove, 
you can give it s imple one- or two-word comman d s ,  concluded by pres s ing "CR". 

For example, you might direct your computer 

WHAT Nml?TAKE CUP 

If you type in a command the computer does not under s tand, it will r espond 

WHAT? 

WHAT NOW? 

Sometimes you can move not only in the dir ection lis ted on the top of the 
screen, b ut to a s pecific place b y  typing GO and the place. Fo r example, 

WHAT Nm·l?GO ARCHWAY 

If a room contains many items, pa rt of the description may scroll of f the 
screen. If this happen s a n d  you wan t  to review the room contents a g a in, tell 
your computer to take a look a round: 

WHAT Nm-J?LOOK 

If you can't r ememb er what you ' r e  cur r ently ca r rying, a s k  to s ee your inven­
tory b y  typing the letter "I" and a "CR". 

WHAT NOW?I 

CARRYING 

CUP 

Pres s the "CR" key to retur n  to game pla y a fter an inventory check. 

You can ( and s hould ) examine things  you find mor e  closely by telling your 
computer to E��INE or LOOK at them. 

WHAT NOW?LOOK BENCH 

IT IS VERY HEAVY 

\vHAT NOW? 

At any time during the game, you can find out how much time you've us ed by 
asking for the time. 

r..JHAT Nm-J?TIME 

YOU HAVE ONLY 113 MOVES TILL MIDNIGHT 
Remember that checking the time cons umes a move. The computer will auto­
matically advis e you of the t ime at 180, 120, and 60 moves from midnight. 
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The computer read s  only the firs t three letters of any wo rd you type, s o  
you may a b breviate yo ur commands if you wis h to s a ve typing. For example, 

WHAT NOW?ExA BEN 

is the s ame a s  typing E��INE BENCH or LOOK BENCH. 

Your computer reco gnizes more than 100 words.  If it does not und er s tand an 
instructio n yo u give it, try to find different words to expres s the ta s k. 
Part of the fun o f  an a dventure game is figuring out ho w to communicate with 
your co mputer. Some b a s ic words it understands are LOOK, EX&�INE, TAKE, GET, 
DROP, GO, and READ. 

If your computer reco gnizes the words in your instructio n, b ut is not able 
to perform the ta s k, it will respond 

WHAT NOW?TAKE BENCH 

I CAN'T 

Its respo n s e  may have o ne o f  two meaning s. Generally, it is s omething that 
cannot b e  do ne. �owever, it may be that you do not have the neces s a ry to ols 
to perform the cis k  o r  that you mus t  solve o ther puzzles first. 

HINT SHEET: A s pecial Mys terious Man sion Hint Sheet is included '"ith thes e 
ins truction s .  We've placed it in a sealed envelope to discourage you from 
using it. Have fun with the a dventure by letting your imagination run loo s e  
to find solutio ns  to the puzzles .  It' s far more rewarding t o  have an answer 
dawn on you a fter you've mulled the situatio n o ver fo r awhile than it is 
to run to the Hint Sheet a s  s oon as yo u get s tuck. Use it only a s  a la s t  
res ort--when you ha ve to get a hint o r  lo se your marb les l 

Some general guidelines to get yo u started are: 

o Remember to examine thing s .  

o Lo ok thro ugh the various ro oms for o b jects y o u  can use t o  a ffect o r  
o perate o n  thing s in o ther ro oms. 

o Lo ok fo r o bjects yo u can us e to help yo u solve the pro b lems at hand. 

SAVING PARTIALLY COMPLETED GAMES: Because ADVENTURE is not a game yo u com­
ieee quickly, it contain s an o ption to save your partially co mpleted g ame 
on tape. This feature is especially us eful in the Mysterio us Mans io n s ince 
there are many ways yo u ca n b e  killed. To avoid us eles s retyping, us e this 
option by typing the "SAVE GAME" command. You will then s ee a rea d-•..;rite 
screen dis played. Remove the Adventure ca s s ette and ins ert a b lank data ta pe. 
Then depres s the READ and \.JRITE ca s s ette buttons and pr:-es s the "W" key. No te 
that the Interact does no t have an era se hea d, s o  you· mus t not s ave a game 
over:- a previo us game or yo u will lo se both. Before hitting the "�>i" key to 
s ave the game on tape, you ca n pres s the "S" key to turn on the tape motor. 
Then depres s the READ ca s s ette butto n to po s ition your tape pa s t  any material 
existing o n  the tape before you continue the writing s equence. lfuen you have 
s aved your game on tape, you can pres s the "CR" key to co ntinue the existing 
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sequence. TNhe n you have s av e d  your game on tape, you can pre s s  the "CR" key 
to continue the exi s ting game. If you acci dentally hit re s e t, you can re s ume 
the game by ans wering ':Y" to the CONTINUE prompt. 

RE-ENTERiNG A PARTIALLY COMPLETED GAME: lfuen you lo a d  the ADVENTURE pro gram, 
the f irst ques tion you are a s ked i s  "SAVED GAME?" To relo a d  a partially 
co mple ted game, answer ye s ("Y") to thi s  query. The co mputer will d i s play 
the re ad-write s c reen. Remove the ADVENTURE ca s sette fro m  the tape drive 
and ins ert the ca s s e tte conta ining your game. Use the " S" ke y to turn on 
the tape mo to r and po s ition the tape appropriately. Then depre s s  the READ 
ca s s e tte button and pre s s  the "R" key to re a d  i n  your s av e d  game. The computer 
will the n a s k  you "CONTINUE?", type "Y" to b eg i n  the g a me where you le f t  
o f f. 

MORE ABOUT ADVENTURE: If yo u want to learn mo re about A8VENTURE in gene ra l, 
we suggest you consult the f o llowing re f erence s :  

SOFTSIDE MAGAZINE. Special ADVENTURE i s sue, July 1980 

CREATIVE COM PUTING. Special ADVENTURE i s s ue,  July 1980 

RECREATION� COMPUTING. Fanta s y  simulation games i s s ue,  July-Augus t 1980 
BYTE. Special ADVENTURE i s s ue,  De ce mber 1980 

GOOD LUCK, AND HAPPY ADVENTURINGf!! 
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VICIOUS FISHES 

An Action/Arcade Game for 1 Player 

How long can you survive in a river full of hungry piranha? Swim at slow 
or fast speed to evade their munching mouths. Low on energy? Get a boost 
from the Vitamin B capsules that occasionally float downstream. At the higher 
skill levels, you'll need 'em! 

LOADING THE PROGRfu�: Insert the program cassette into the tape drive. Depress 
the RESET but ton, press the "L" key, rer..;ind the tape if necessa r:y, then depress 
the READ cassette button to load the program into the computer's memory. Plug 
in the left entertainment controller. 

GAME OPTIONS: The program begins by asking you to select a skill level for 
play ("SELECT SKI

.
LL LEVEL (0-8) O=EASY 8=HARD"). Your skill level automat­

ically increases at various points during game play. Your initial skill level 
selection controls the difficulty level at which you will begin play. Press 
'0' to start with an easy game, or a successively higher number for a more 

challenging game. 

GAME PLAY: The game starts when you select your skill level. The object of 
the game is to stay alive as long as possible, swimming back and forch between 
the banks of the river. The game display looks .similar to the picture below. 

Swimmer 
(black) 

Eel 
______ _, ______ -+ ___ ,. 

(white) 

Current 
Skill Level 

-0- 93 

Energy 
Remaining 

- ----1-----1-----
Vitamin B 

(black) 

276 

Remaining 
Lives 

Piranha 
(white) 

Current 
Score 
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Swimmer ( �): You control the swimmer via the joy;:; tick Lever on the left 
entertainment controller. Move the lever in any of the eighc pos itions 

to move the s wimmer in the cor responding direction. Depress the fire b utton 
to move the s wimmer at double speed. Your swimmer ha s 3 lives . Each time you 
are eaten by a piranha.or tangle 1o�ith an eel, you los e one life. The s 1o�immer 
can get extra energy to move s uper-Ea s t  b y  eating Vicamin B. 

P i ranha ( ( ) :  Deadly! Avoid at all cost!! 
certain los s of life! The speed at which 
a�cording to your cur r ent skill level. 

Contact with a piranha means 
the piranha attack you v a r ies 

Eel ( .. ): Although dangerous in their own right, the s e  creatures will not 
pur sue you. Bes t  left alone. 

Vitamin B c:: ) : Super-energy capsules . wben cons umed, gives you extra s peed 
(the ab ility to cros s s mall rivers with a s ingle s troke!). Take Vitamin B 
a s  often a s  pos s ib le. You gain 100 energy units ea ch time you do. 

Current Skill Level: You b egin the game at whatever skill level you s elect. 
Your skill level increa ses a s  your points accumulate. Your cur rent s kill 
level is reflected in the leftmos t  pos ition on the lower portion of the 
s creen. Incrementation of the s kill level va ries , depending on che s kill 
level at which you sta rt the game. As your s kill level increa s es ,  the 
piranha attadk you more furious ly, and you will need all the Vitamin B 
you can get to survive. 

Energy Remaining: You b egin the game with 100 units of energy. Your energy 
Level controls how Ea st your swimmer moves, with or without the fire button 
depres s ed. If your energy counter shows energy remaining , you will b e  
a ble to move a b out rapidly on the screen. \..Jhen all your energy i s  ex­
haus ted, you can s till s wim , althoug h not a s  fa s t, even with the fire 
button depres s ed. You can restore your energy Level by catching and 
swa llowing Vitamin B capsules that occas ionally float b y. Each s et of 
ca ps ules gives you 100 energy units.  The energy counter is displayed to 
the immediate right of the s kill Level. 

Remaining Lives: Your s wimmer s tarts with three lives.  Each time you run 
i.nto a piranha , you los e one Life. The remaining Lives a re shown g raph­
ically to the right of the energy counter. 

Current Score: Your cur rent s core is continua lly b eing updaced during game 
pl ay in the lower righc corner of the screen dis plciy. You s core points 
merely by avoiding the fis h and staying alive. However, you will s core 
b onus points for s wimming back and forth b etween the river bank s .  Each 
time you touch an oppos ite shore (right and left bounda ries), you s core 
a va ria b le number of bonus points. 

GAME END: Each time the piranha get you, your swimmer loses a life. \1nen 
the swimmer has been killed thr�e times, the game ends. Your score and the 
previous high s core are dis played on the screen. It your score beats the 
p r:evious record, the computer '"'ill ask you to enter: your name ( "NE'i,J HIGH SCORE 

TYPE YOUR �lA.J.'1E"). Type in your name, concluding by pr:es s ing the 'CR' key. 
The computer then asks if you '"'ant to play the s ame game aga in ( "SAi:'1E GA...'1E? 

(Y/N)"). Press the 'Y' key or the Eire button to play again at che s ame s tart­
ing s kill level. Pces s 'N' to res peci£y your initial skill level. 
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HOT ROCKS 

An Action/Arcade Game for 1 Player 

The year is 2058. As long predicted by doom-sayers, the proliferation of 
nuclear arms and continuing territorial confrontations have led to World 
War III. The fiery holocaust fragments the earth and the force of the 
explosions sends its pieces hurling into .space. 

The sole survivors are two groups of people--the Good Guys and the Bad Guys-­
who had earlier been sent to inhabit space stations on the moon. Among other 
technological advances, We (the Good Cuys, of course) have developed a laser 
that effectively reduces the half-life of radioactive material. This weapon 
is all '"'e have to protect our new tvodd against contamination by the "hot 
rocks, " and the Bad Guys want it! On each mission into space, your job is 
to aim and fir� your laser to destroy all the hot rocks you encounter. The 
Bad Guys compound your task--not only must you demolish the hot rocks, but 
you must also fend off their attack craft to survive. Then, when you've 
accomplished your mission, you must successfully land your ship on the lunar 
surface to recharge your laser. Then, you're off again on another mission 
in this high-tension adventure in space. 

P.S. Notice anything unusual about the front screen and opening graphics 
sequence? 

Loading the Program: Insert the program cassette into the tape drive. 
Depress the RESET button, then press the "L" key. Rewind the tape if necessary 
using the REWIND cassette button, then depress the READ cassette button to 
load the program into the computer's memory. Plug in the left entertainment 
controller. 

Game Options: After the program has loaded, the computer asks you to select 
a skill level for play ("1- 5 ,  HARD-EASY"). The skill level setting controls 
the speed at which the hot rocks move on the screen. Press 5 for the easiest 
gctme or one of the lower numbers for more difficult game play. 

Game Play: The game begins automatically after you select a skill level. 
The game is a series of missions into space, each of which consists of two 
parts. You must first destroy all hot rocks, then reland on the lunar surface 
to refuel. You begin the game, regardless of skill level, with four space­
ships. For every 10,000 points you score, you are awarded an extra ship. 
You can lose ships in three ways: 

• Collision with a hot rock 
• Collision with or direct hit from the enemy saucer 
• Unsuccessful lunar landing 

After the opening graphics sequence, the lunar landscape appears on the 
screen, and your ship automatically takes off. ldhen the lunar surface drops 
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from view, the hoc r o cks be gin d rifting acro s s  th� screen a round your s hip. 
Us e the joystick to control the dir ection and motion o f  your s hip and the 
fire button to s ho o t  at the hot r o cks and the Ba d Guy s '  s auce r when it 
appe a r s .  Pre s s  the joys tick leve r to the right to rotate your s hip in a clock­
wis e direction. Pre s s  the le ve r to the left to rotate counte r-clockwi s e .  
� allows yo u to a im the no s e  of your-z;;ft in any direction fo r firing. 
Dep r e s s  the fire button to s hoot at the rocks afte r aiming. No te that you 
can hold the Eir e  button down to s hoot your la s e r  r epe ate dly and quickly. 
However, only four bla s ts from your gun can be a ctive o n  the s cr e e n  at any 
o ne time. To move your craft a round on the screen, pre s s  the joystick up 
(fo rwa rd) fo r thrust. You r  s hip will move in the direction in which the no s e  
of your craft i s  pointed when you fire your thrust jets . And, ca r e ful--a 
little thrus t g o e s  a lo ng way in a g ravity-fr e e  e nvironment! 

If yo u lo s e  your s pace s hip during this pha s e  of the game thr o ugh a ho t rock 
collision o r  a bulle t from the enemy sauce r, yo ur s hip e xplo d e s  a nd dis appe a r s  
from the scre en. To r e s ume play with a new s hip, pull the joys tick leve r 
down (towa r d  you) . 

When yo u have re duce d all ho t rocks to an. inactive s tate ,  that pha s e  o f  yo ur 
mis sion is comple te. The luna r s urface reappe a r s  on  the screen, a nd your 
s hip flie s in fro m the left side of the screen. You mus t  land yo ur craft, 
upright, in the fla t a r e a  betwe en the two cr�te r s .  U s e  the jo ys tick le ve r 
to control the �directio n o f  yo ur s hip a s  des cribe d previo us ly (le ft=counte r­
clockwise,  right=clockwis e ) .  Use thrust ( joy up) as nece s s a ry to po siti�n 
your s hip and to s lo w  yo ur descent fo r a s a fe touchdown.  Yo u will cra s h  and 
lo s e  a s hip if yo u descend to o fa st, if yo u land outs ide the ta rget a r ea,  
o r  if the no s e  of  your craft is not pointed upwa rd. Yo u s co r e bonus points 
fo r a succe s s ful landing a s  de s cribed belo w. 

Scoring: You s co re points fo r re ducing the radioactive half-life o f  the 
hot rocks acco rding to their size. The le s s  ra dioactive the mate r ia l, the 
smalle r it appe a r s  and the ha rde r to hit. The la rge s t  ho t rocks a re wo rth 
SO points, the me dium-s ize d a r e  wo rth 90 po ints, and the sma lle s t  a re wo rth 
1 20 po ints . You s co r e  500 points each time yo u de stroy the enemy s auce r. 
Note that, a s  your s co re increa s e s ,  the s auce r appe a r s  mo re fre quently and 
fir e s  mo re o ften. 

As you be gin the l anding proce s s  afte r each mis s ion, a fue l co unte r appe a r s  
in the uppe r r ight co rne r of the screen. This co unte r r e flects ho w much fuel 
you cons ume in firing your thrust jets during landing. You a re a;-arde d  bonus 
points Ear a s ucce s s ful landing at a rate of ten time s che a mount o f  fuel 
rema ining. The longe r you play, the no rmal we a r-and-te a r  of inte rplaneta ry 
trave l  takes its toll on your craft, ma king it le s s  fuel e[ficient, and you 
burn mo r e  fuel during the landing proce s s .  

The maximum sco re you can achieve i s  6 5 5 , 3 50. If yo u reach this s co r e, the 
game counte r res ets to ze ro and the skill leve l is re s P.t to the easiest level 
of play. 

Game End: The game end s  when the la st of your available s ltips is destroyed. 
The co mpute r displays the current high sco re, the sco reholde r's name , and 
your sco re.  If your s co r e beats the previous high s co r e,  the compute r asks 
you to ente r yo ur name ( "A NEW"· RECORD! TYPE YOUR NAr-lE"). Type in your name 
and pr e s s  the "CR" ke y. The computer then asks yo u if yo ur-rant to play again 
at the same s kill le vel ("SAL'1E GAi-lE? Y/N''). Pre s s  the "Y" ke y or the Eire 
button to play anothe r game at the same s kill level. Pre s s  "N" to select 
a ne w s kil� le vel_fo r play. 
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KING OF THE ROAD 

An Action/Arcade Game for 1 Player 

Prove you're a driving ace by how long you can last in this long distance 
road rally. Accelerate, veer from side to side, and brake co avoid colliding 
with the other crazy drivers swerving down the road. 

LOADING THE PROGRAM: Insert the program cassette into the tape drive. 
Depress the RESET button, press the "L;' key, rewind the cape if necessar:y, 
then depress the READ cassette button to load the program into your computer. 
Plug in the left entertainment controller. 

GAME OPTIONS: When the program has loaded, the computer will ask you to 

SELECT ROAD WIDTH 

1 = 1..JIOE 
2 = MEDIUM 

NARROW 3 

This game option controls how wide the race course will be. Opinion varies 
as to which level is the most difficult. Pr:ess key "1", "2", or "3" to select 
a road width and begin the game. 

GAME PLAY: The game automatically begins •.vhen you make your road •.vidth 
selection. You control the red car in the center oE the road. Use the lever 
on the entertainment controller to speed up, brake, or move from side to 
side as shown below: 

UP 
ACCELERATE 

MOVE MOVE 
LEFT

----------�-------------
RIGHT 

DOWN 
BRAKE 

Your car can endure two collisions with ocher cars. A third collision tocally 
disables your vehicle, and you must leave the race. The number of accident 
"chances" remaining is displayed in the lotver right quadrant oE c:he screen. 
�fuen you collide with another car or hit the wall, your car explodes. The 
race then restarts automatically, unless it is your third crash, in which 
case the race ends. 
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GAME SCORING: Your running s core i s  kept on a timer running in the upper left 
quadrant oE your s creen. Your f inal s core reflects how long you were a ble to 
stay in the race, expres s ed in tenths of seconds.  A score of 1 500, f o r  example, 
means you were a ble to 'la s t  150 s econds .  in the race , or 2� minutes . Maximum race 
durati on i s  9 9 9 , 9 9 9  s econds or approximately 10 days. If you a re s t i ll racing 
at thi s  poi nt, the timer res ets to zero and beg i ns counting a g a i n. 

GAME END: The game ends when you have your thi r d  colli s i on, whether with 
a nother ca r or the wall. At thi s  point , the computer d i s plays your s core, the 
cur r ent high s core, a nd the record-holder ' s  name. If your s core exceeds the 
prev i ous high score, the computer dis plays the mes s a ge "NEW HIGH SCORE" and 
reques ts that you type in your name. Type your name, concluding b y  pres s ing 
the "CR" key. The computer then a s ks you if you want to race a g a i n  with the 
s a me roa d width ("SA1'1E CANE? Y/N"). Pres s the "Y" key or the E i r e  b utton to 
play again at your cur rent road width setting, or pres s the "N" �ey to select 
a new wi dth. 
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Mega-Volts 

An Action/Strategy Game for 1 Player 

.... ·-

The Scenar�o : You have inadvertantly stumbled into a restricted access f ederal 
facility studded with high-vo lta ge f ences. Go vernment o f ficials, taking 
advantage o f  a dvances in ro botics techno lo g y, employ electrical ro b o ts a s  
security guards f o r  the f a cility . The guards pursue you, a nd, to stay alive 
you must move around the f ield and draw them into the electrif ied f ences. 
When a guard runs into a f ence, i t  recei ves a jo lt that f ires its electronic 
circuitry. Likewi se, i f  you run into a fence, o r  i f  one o f  the guards lands 
on you, you are electrocuted. A comb ination o f  ski ll and luck makes Mega-Volts 
a high-powered game you'll really get a charge o ut o f !  

LOADING THE. PROGRAM: Insert the Mega-Volts cassette i nto the tape drive. 
Depress the RESET b utton, and press the "L" key. Rewind the tape i f  necessary, 
then depress the READ cassette b utton to loa d  the pro gram into the computer. 
Plug in the left enterta inment controller. 

GAME O PTIONS: You can select the skill level a t  which you want to play. The 
ski ll level you cho ose determines how many electric fences and guards appear 
on the playing field at the start o f  each round. At ski ll level 1 ,  there will 
b e  12 fences and 3 ro b o t  guards. At ski ll level 2, the number o f  f ences is 
10, and f our guards will pursue yo u. At the hardest level 3 ,  yo u have only 
8 fences to hide b eh i nd, and there are 5 guards f ro m  whi ch to escape. The 
pro gra m  asks you to make your selecti on: 

DIFFICULTY LEVEL? 

1 EASY 
2 = DANGEROUS 
3 = DEADLY 

Pre�s key 1, 2, o r  3 to select a skill level f o r  play. 

GAME PLA.Y: A fter you have selected your ski ll level, the co mputer d i splays 
the playing f i eld, which, a lthough not graphically presented as such, i s  a 
matrix o f  squares. It randomly places you, the guards, and the f ences on the 
f ield. You beg i n  play by using the joystick lever on the enterta inment_control­
ler to move yo ur man. You can move left, ri ght, up, down, or any o f  the 
diagonal d i rections. Yo u mo ve only one square per turn. Each time yo u mo ve, 
all the ro b o t  guards move o ne square as well, and thei r  moves correspond to 
the d i rect i o n  in which you move. The ob ject, o f  course, is to move in a pattern 
tha t ultima tely draws all the guards into f ences. Fortunately f o r  you, the 
guards aren't terri bly smart. They wi ll always move toward yo u and will make 
no attempt to circumvent fences. Although you may move into any of the 8 
squares adjacent to the one you are in, you sho uld not move i nto a square 
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containing a robot, nor should you move into one containing a fence. In either 
o f  these two cases, you will be electrocuted. 

I f  you find yourself trap ped in a position where any move means certain death, 
you can use the special "escape" option. Press the fire button to exercise 
this option when it is your turn to move. The escape option gives yout man 
superhuman strength--the ability to leap to another square on the board. Your 
landing position is randomly selected by the computer. You should use this 
as a last recourse only. You may land in a "sa fe" place; however, you may 
just as easily land on an electri fied fence or in a square adjacent to a robot 
guard. 

SCORING: Each round ends when you have drawn all the guards into the fences, 
when you run into a fence, or when one o f  the guards lands on you. The winner 
o f  each round scores 1 point. Press the Eire button to begin a new round. 
You play successive rounds until either you or the computer scores 10 points, 
at which point the game ends. The computer announces the winner through a 
graphic _display, then asks if you want to play again at the same skill level 
("SAME DIFFICULTY?") Press the "Y" key or tP.e Eire button to play at the

. 

same di f ficulty level. To change skill levels, press the "N" key. You can 
also reset the game and select a new skill level at the end o f  any round by 
pressing the "D" key instead of the fire button to start a new round. The 
computer will ask you to specify a new " DIFFICULTY LEVEL, " then starts a new 
game, resetting both your score and the computer's to zero. 
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BATTER UP! 

An Action/Arcade Game for 2 Players 

"Strike three1 Yer out!" Have fun '-"ith America's national pastime on your 
TV screen with BATTER UP! Players alternate batting and fielding in nine innings 
of action-packed baseball, featuring four types of pitches, infield and outfield 
hits, baserunning, fielding, foul balls, and home runs. 

LOADING THE PROGRAM: Insert the BATTER UP! cassette into the tape drive. 
Depress the RESET button, press the " L" key, rewind the tape if necessary, 
then depress the READ cassette button to load the program into your computer's 
memory. Plug in both entertainment controllers. 

GAME PLAY: As in standard baseball, the game consists of nine innings o
_
f play. 

BATTER UP! follows most baseball conventions, i.e., each team has three outs 
each time at bat, three strikes make an out, the batter walks if the pitcher 
throws four balls, foul balls count as strikes, except on the third strike, 
etc. There are a few deviations from standard rules; these are discussed in 
this documentation as they apply. 

When the game starts, you will see a screen display as shown below. On the 
left part of the screen, the baseball diamond is displayed. On the right side, 
the computer presents the basic game statistics (score, inning, number of outs, 
bals, and strikes). The team at bat is identified by a white bdckground behind 
the team score. ("L" and "R" correspond to the left and right controllers, 
respectively.) The computer randomly selects t•hich team bats E�rst. 

IIV1l•l 
R 0 
INN 1 
OUT 0 

0 BAL 0 
STR 0 

BATTER UP! 
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Batting 

Before each batter goes co the plate, the message "BATTER UP!" appears on the 
bottom of the screen. The batting team must acknowledge readiness to receive 
pitches by pressing the fire button in response to this message. Only then 
can the fielding team player pitch the ball. After the ball is thrown, press 
the fire button to swing the bat as the ball crosses the place. If the pitch 
is a strike or you swing and miss, the message "STRIKE" appears on the screen. 
If the pitch does not cross home plate, the message "BALL" appears. 

Base running 

If you hit the ball, the batter automatically runs to first base. If the ball 
stays in the infield, the hit is a single, and any runners on base will advance 
one base. If the ball goes into the outfield, the batter will run to first 
base. If the outfielder has not picked up the ball by the time the runner 
reaches first, you may elect to try for additional bases by pressing the fire 
button. If you try for another base, the outfielder may retrieve the ball, 
throw it to the base toward which you are running, forcing you out. If you 
hit the ball into the outfield, and the fielder catches it while it is still 
moving, the batter is out, and any runners on base retreat to their original 
positions. 

Fielding 

Fielding in BATTER UP! is composed of two functions: pitching and fielding 
the ball. 

Pitching: As each batter comes to the plate, the message "BATTER UP!" appears 
on the bottom of the screen. When the batting team indicates readiness by 
pressing the Eire button, you can begin pitching. You may pitch whenever you 
see the ball blinking on the mound. To pitch, depress the Eire button and 
move the joystick lever to the left, right, up, or down. This lees you select 
the speed of your pitch, as shown below. 

Fast Ball 
(Fastest Pitch) 

Change-Up 
(Slowest Pitch) 

Knuckle Ball 
(Fast Pitch) 

Curve Ball 
(Slow Pitch) 

The faster pitches, while harder to hit, are also more likely to be wild pitches, 
ruled as balls. 

Playing the Outfield: You control the single player in the outfield. This 
player always starts behind second base. You can change his posicion before 
you pitch by using the joystick lever to position him an�Nhere in the outfield 
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you desire. The outfielder cannot enter the infield. The outfielder's position 
is frozen while you pitch. Once the ball has been thrown, the fielder is free 
to move again. 

A ball hit into the infield is always a single, and you can do nothing to field 
the ball. The batter moves to first base only; any other runners on base will 
advance one base. The ball is then automatically returned to the pitcher. 

If the ball is hit into the outfield, the batter runs to first base. Use the 
joystick lever to move the fielder and retrieve the ball. If the fielder catches 
the ball while it is still moving, the batter is out, and any runners on base 
return to their starting bases. If you do not catch the ball while it is moving, 
you can still pick it up. You will hear a "beep" that indicates that the fielder 
has retrieved the ball. If the funner has reached the base before the fielder 
gets to the ball, the batting team may elect to try to make it to another base. 
You can force the runner out by throwing the ball to the base toward which 
the runner is headed. To throw the ball, depress the fire button and move 
the joystick lever to the position corresponding to that base, as shown below. 

2nd Base 

Home Plate 

If you have retrieved the ball, and the runners have reached the bases, depress 
the fire button and move the lever in any of the above directions to return 
the ball to the pitcher and end the play. 

GAME END: The game ends after nine complete innings of play, except under 
the following conditions: 

a) The score is tied. The game goes into extra innings in this case 
�nL continues until the end of an inning in which one team is ahead. 

b) It �s the ninth inning, and the team batting second is ahead. If 
the team batting in the top half of the inning scores no runs, the 
last half of the inning is not played. 

c) It is the bottom of the ninth, and the team that bitted first is ahead. 
If the team that bats second takes the lead at any time, the game 
ends, regardless of how many outs have been made. 

When the game ends, the computer displays the final score on the screen, and 
asks if you want to start another game. Press the fire button to play again. 
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GOOFY GOLF 

Miniature Golf for 1 or 2 Players 

Invecerace gol f ers , he:e's the game for you! At Lase you can feed your 

cravings for your Eavo:i:e spar: all year round, no mac : e r  �hac :�e �ea:her. 
Just load GCOFY GOLF, and you ' ve goc 13 holes of miniature g�tE en your 

T'f s creen . Some holes are easy, oc':1e r- s ar-e real bears; aLl ::a·1e c':Js:::acles 

of one sort or another--water traps, �ystery hazards, moving 3aces, and 
barriers. Play alone or take a friend a long . Can you break tOO? 

LOADING Tl1.E PROGR.c\..'1: I nser : :he GOOFY GOLF e;rog:-am casse:ce i'1co c::e cape 
deck, d: p ress the RESC:T buccon, press :he "L" key, r-e�.;:.nd :he :aoe i.E necessa:y 
with the REWI�D casse::: button, :hen press the READ cass:t:e buctcn :o 
Load the program inco the compucer. 

GA..'1E OPTIONS: '.-ihen c�e program has loaded, the compu:er �:.3ks f:)r :he number 
of playe rs ("1 OR 2 ?LAYERS?"). To pLay GOOFY GOLF • . .;it� one pLayer, p:ess 
"1" and pLug in the L:f: :ncer:ainment .:oncroLle:-. for 2 p Lay ers , p:-ess 

"2" and pl•..1g in both con::-ollers. The comoucer :hen as�s ':1o<..; ":lany hoLes 
you want to play. The course has 13 ho les. You can play el:he: t�e E:an: 
or back 9 hoLes, ,:Jr all 13. P:-ess ''l" f·:J!:' che E:onc: '1 onLy. ''2" Eor :�e 
b a c k 9 o n L y , o :- " 3 " c: o p L a y :: h e • .. ; h c l e c :J u = s : . 

G�'1E PLAY: Af:e-: you have se lec : ed the number of players �nc holes, :�e 
course �or the fi:-sc hole appears on the scr2en. Your baLL is represenced 
by a singLe �hi:e pixel on :he screen. The hole is a s i ng � e jlack pixeL. 
The black, JxJ ?ixel squa::e is your club. Mov: the cL�b aro und :he screen 
co posicion it for :�e shoe using the joystick Lever on :h: entertainment 

c ont rolLer . �ote :hac :he club moves more slowly as i: approaches the baLL. 

This is intentionaL. The sLower motion allows easier placement cE che cL�b 
for accurate shoes. You can hie che ball from anywhere on the screen. 
You decermine :he direccion of the sho t by the angle at �hich you hi: :he 

ball, and the distance the baLL c:-avels by ho� far away :he club is frcm 
:he baLl. To ':lie :he balL, position the club, :hen depress the Eire but:on. 
Your club �ill disaooear from the s c r een �nd reappear �hen che ball secas 
:novir!.g. 

T::e�e are sever-al s::-ac:g�es C:l �laying :�i..s 3ar;:e. You. ca;1 �...1se. ::�e "sof: 
tcuch" approach, p�..;c:ing ct:e ball gently :o ic:s descinaci::::n. You ::an also 
!..! s c:: c.� e �� h c � e" 3. p 9 r o a c � , i :1 �N· h i. � h y c u '::. i : :: :-: e :a ll r-ea L l y �a=-:. E :- ::  m ::. L c r:. g 

' .  . . . . . 
c�s:ance, ana nope lt gees �ne:e you �anc �= co. Y�L! .:an 
::J advancage r.o�i:.� �ank shoes, :3.5 you :n i ghc i:1 bLlLiard.s .. You'LL ?!:"abab�y 
e�nd a cc�bina:ion of tiese :ec�n��ues :o �e 2fEec:ive. 
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I f  y o u  a r e  ? L a y i n �  t � = · t�o-p l a y e r � ame , = � =  ? l a y e r s  a L : e r� a t e  p l a y i ng e a c h  

ho l e :h roug�cuc  t h e  c � u r s e .  Y o u  � i l �  ne e �a v e b o t h p l aye r s ' b a l l s o n  t h e  
s c r e e n  a t  :he  s a m e  : i � e . The c c mo u c e r  i nd � c a : e s  �ho s e  : u r� i :  i s  b y  a g r e e n  
a r ro� o n  c h e  l � f c  s i d e  � r  c h e  � o x e s  ' - . a c  � � e  : � p  o t  : � e  s c = e e n .  

OBSTACLES : The g r e e n  a r e a s a r e c h e  ? a r : J E r: h e  c o u r s e  o n  '..;n i c h  t h e  b a l L 

can t r av e l . The y e L L ow a r e a s a r e  :he b o r � e r s  a n d b a r r i e r s . Y o u r  b a l l  � i l l  
rico c h e t  o f f  c h e s e  a r e a s  i f  t h e y  a r e  h i t . T h e  b l u e  a r e a s a r e wa t e r  t r a p s .  

I f  y o u  h i t y o u r  b a l l i n t o  a �a t e r  t r a p , ycu l o s e  the b a l l  and mu s t  s t a r t  
the h o l e e v e r  a g a i n . The r e d  a r e a s  a r e  my s t e ry h a z a r d s . I f  y o u  h i t  a my s t e ry 

haz a r d , yo u r b a l l  van i s h e s , t h e n  re a p p e a r s s o mewh e r e  e l s e  e n  t h e  s c r e e n .  

S o me t ime s t h is c a n  h e l p  y o u ; o t h e r  t i me s i t  w i l l  r e a l l y  h u r t � S o me ho l e s 
a l s o  h a v e  mo v i n g  g a t e s  t h a t  s e p a ra t e  p a r : s  o f  t h e  c o u r s e . Y o u  m u s e g e t  
y o u r  b al l t h l:'ough wh i l e  t h e  g a t e  i s  o p e n - t Lme y o •.1 r  s ho t.  c a r e f u L L y ,  C l:'  t h e  
g a t e  wi L L  c l o s e  a nd b o u n c e  y o u !:'  b a l l  o E E  c o  a n o t. h e r  p a r t  o f  c. h e  c o u r s e . 

SCORE : The c o mpu t e r  ke e p s  a run n i ng c e c a l  E a r e a c h  p l a y e r i n  t h e  g r e e n  
b o x e s a t.  c. h e  c o p  o f  t h e  s c r e e n . Th i s  i s  y o u r  c umu l a c. i v e  s c o r e  E o :  che g ame . 
The L e f t. b o x  c o n t. a i n s  c h e  L e f t.  ( o r  s i ng l e )  p l a y e r ' s  s c o r e ; c h e  b o x  o n  :he 
r i gh c  s i d e  ke e p s c h e  r i g h t.  p l a y e r ' s  s c o r e . 

GA.."fE E�D : ·,.;h e n  c. h e  l a s e p l a y e r  f i n i s h e s  c h e  f i n a l  h o l e , c ::-: e  c o mp u ::: e :- d i s p l a y s  
c h e  f i na l  s c o r e  f o r  e a c h  p l ay e l:' . D e p r e s s  c h e  f i r e b u c t o n  o n  e i t h e r c o n t r o l l e r  
c. o  p l ay c. h e  c o u r s e  a g a i n . 

S o , g n b  y o u r  c ad dy a n d  ? U t.  o n  y o u :;  ? l a d c a p . G o o d  go l f i n g � 

.; 
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S PACE BASE 

An Ac t i o n  A r c a d e  G ame f o r  1 P l a y e r  

T h e  l a s t  s t r o n g h o l d  o f  c i v i l i z a t i o n a s  w e  know i t , y o u r  S p a c e  B a s e , i s  un d e �  
a t t a c k  b y  a l i e n  f o r c e s  d e t e rm i n e d  c o  c o n q u e r  t h e  u n i v e r s e ' A l i e n  wa r s h i p s  
r a n d om l y  ap p e a r  a r o u n d  y o u  a n d  s h o o t  m i s s i l e s  a t  y o u . T h e  m o v a b l e  g u n  o n  y o u r  
b a s e  l e t s  y o u  f i r e b a c k  t o  d e s t r o y  t h e  m i s s i l e s  a n d  t h e  a l i e n  wa r s h i p s .  
Oc c a s i o n a l l y ,  t h e  a l i e n s  s e n d  i n  s p e c i a l r e i n f o r c em e n t s ,  f l y i n g  s a u c e r s  t h a t  
c i r c l e  y o u r  s p a c e  s t a t i o n . T h e y ' � e h a r d e r t o  h i t  t h a n  t h e  m i s s i l e s , a n d  j u s t  
a s  d e a d l y .  W i l l  y o u  b e  c i v i l i z a t i on ' s he r o  • • .  o r  i t s  g o a t ?  

LOADING THE PROGRAM : I n s e r t  t h e  p r o g ram c a s s e t t e  i n t o  t h e  t a p e  d e c k . D e p r e s s  
t h e  RESET b u t t o n , p r e s s  t h e  ' L '  k e y , r e w i n d  t he t a p e  i f  n e c e s s a ry , t h e n  p r e s s  
t h e  READ c a s s e t t e  b u t t o n  t o  l o a d  t h e  g ame i n t o  t h e  c omp u t e r ' s memo r y . P l ug 
in t h e l e f t  e n t e r t a i nm e n t  c o n t r o l l e r .  

GAME PLAY : T h e  g am e  i s  a s e r i e s  o f  b a t t l e s  w i t h  t h e  a l i e n w a r s h i p s , a n d  t h e 
o b j e c t  i s  t o  d e s t r oy a s  m a n y  m i s s i l e s  a n d  s h i p s  a s  p o s s i b l e  w i t h o u t  g e t t i ng 
d e s t r o y e d  y o u r s e l f .  T h e  g ame b e g i n s  wh e n  y o u r  S p a c e  B a s e  a p p e a r s  i n  t h e  c e n t e r  
o f  t h e s c re e n . Th e n , r a n d om l y ,  t h e  a l i e n  wa r s h i p s  a p p e a r  o n  t h e  f o u r  s i d e s  
o f  t h e  s c r e e n  a n d  f i r e  m i s s i l e s  a t  y o u r  b a s e . U s e  t h e  j o y s t i c k  l e ve r o n  t h e  
l e f t  e n t e r t a i nme n t  c o n t r o l l e r  t o  a i m t h e  g u n  o n  y o u r  b a s e  a n d  t h e  f i r e b u t t o n 
to s h o o t d own t h e  m i s s i l e s  a n d  t h e  wa r s h i p s t h a t  f i r e t h e m .  Y o u  s c o r e 1 0  p o i n t s  
f o r  e a c h  m i s s i l e y o u  d e f l e c t  a n d  2 0  p o i n t s  f o r  h i t t i n g  i t s  o r i g i n a t i ng s p a c e ­
c r a f t . N o t e  t h a t  y o u  c a n · h o l d  t h e  f i r e b u t t o n  d own f o r  a c o n t i n u o u s  s t r e am 
o f  b u l l e t s ; a s  t h e  g a me g r o w s  p r o g r e s s i v e l y  h a r d e r ,  t h i s  w i l l  b e  n e c e s s a ry 
t o  a v o i d  y o u r  own d e s t r u c t i o n . A t  t h e  e n d  o f  e a c h  b a t t l e , t h e a l i e n s  s e n d  
i n  a s p e c i a l  r e i n f o r c eme n t , a k am i k a z e  f l y i n g  s a u c e r t h a t  c i r c l e s  y o u r  b a s e . 
I f  y o u  a r e un a b l e  t o  h i t  t h e  s a u c e r ,  i t  w i l l  c r a s h i n t o  y o u r  b a s e , d e s t r o y i n g  
i t s e l f ,  a n d  y o u i n  t h e  p � o c e s s . I f  y o u  d o  h i t  t h e  s a u c e r ,  y o u s c o r e an a d d i ­
t i o n a l  500 p o i n t s , a n d  t h e  r o un d o f  b a t t l e e n d s . Th e c omp u t e r  d i s p l a y s  y o u r  
c u r r e n t  s c o r e , a n d  a n ew b a r r a g e  b e g i n s . �i t h  e a c h  b a t t l e , t h e  a l i e n s  s e n s e  
y o u r  g r ow i ng w e a r i n e s s  a n d  a dvan c e  t o  a c l o s e r  f i r i n g  r a n g e . I f  y o u  b a t t l e  
l o ng a n d  h a r d e no u g h , y o u  c a n d r i v e  t h em b a c k  t o  t h e i r o r i g i n a l f i r i n g  r a n g e , 
and b e g i n t h e  b a t t l e s  a g a i n  f r om t h a t  p o i n t . A t  a max i mum s c o r e ·o f 6 5 5 , 3 50 ,  
the s c o r e  c o un t e r  w r a p s  b a c k  t o  z e r o a n d  b e g i n s  i n c r e me n t i n g  a g a i n . 

G��E END : T h e  g ame e n d s  wh e n  o n e  o f  t h e  a l i e n s ' m i s s i l e s  h i t s  y o u r  s p a c e  b a s e  
o r  i f  y o u  f a i l  t o  , d e s t r o y  t h e  k am i k a z e  s a u c e r .  The c omp u t e r  d i s p l a y s  y o u r­
f i n a l  s c o r- e , t h �  c u r r e n t  h i g h s c o r e  a n d  i t s r e c o r d - h o l d e r- .  I f  y o u r  s c o r e b e a t s  
t h e  c u r r e n t l y  s tbr e d  h i g h  s c o r e , t h e  c omp u t e r  p r e s e n t s  y o u r  f i n a l ? C O ce , p r i n t s  
t h e  me s s a g e  " A  NEl� R E G:ORD 1 " ,  a n d  a s k s  y o u t o  e n t e r  y o u r  name . .  T y p a· i n  y o u r­
n a m e  a t  t h e c omp u t e� ' �  k e y b o a r d , t h e n  p r e s s  ' CR ' . T h e  g ame w i l l  s t a r- t  o v e r 
m.: t: oma t i c a  l l y .  

C o p y r- i gh t  1 98 1 , M i c r o  V i d e o  C o r p o r a t i o n  
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COMBAT ! 

A T a nk B a t t l e  Ac t io n  Game f o r  2 P l ay e r s  

Ready , a im ,  F I RE ! ! !  COMBAT ! , t he t a nk ba t t l e  a c t i o n  g ame , l e t s  y o u  c omb i n e  
your  s ha rp s h o o t i ng s k i l l  and mane uve r i ng a b i l i t y t o  s t r i k e  f a s t  a n d  d e s t roy 
your  o p p o n e n t ' s  t a nk s . Take a im c a re f u l l y , f o r  you wo n ' t a l way s  w i n  j u s t  
by de s t ro y i n g  y o u r  o p p o n e n t ' s  t a nks f i r s t .  

LOADING THE PROGRAM : I n s e r t  t h e  CO�lBAT ! c a s s e t t e i n t o  t he t a p e  d e c k , d e p r e s s  
the RESET b u t t o n , d e p r e s s  t h e  " L "  key , r ew i nd t h e  t ap e  i f  n e c e s s a ry , t h e n  
de p r e s s  t h e  READ c a s s e t t e  b u t t o n  t o  l o a d  t h e  p ro g r am i n t o  t h e  c omp u t e r .  

GAME PLAY : A t  t h e  b e g i nn i ng o f  the g ame , e a c h  p l a y e r h a s  a s e t o f  s ix 
t anks " h i dd e n "  b e h i nd a p ro t e c t i ve wa l l .  The o b j e c t o f  t he g ame i s  t o  
de s t r o y  a l l  y o u r  o p p o n e n t ' s  t a nk s , u s i n g a s  f ew b u l l e t s  a s  p o s s i b l e .  E a c h  
t a n k  h a s  a max i mum f i r i ng c ap a c i t y o f  1 0  b u l l e t s .  T h e  n umb e r o f  b u l l e t s  
rema i n ing f o r  t h e  t a nk i n  p l a y  a r e s hown o n  t h e  p r o t e c t ive wa l l .  Wh e n  
you u s e  u p  a l l  t h e  b u l l e t s  f o r  a t ank , t h a t  t ank g o e s  o u t  o f  p l a y  p e rmane n t l y , 
and a new t ank c ome s i n t o  p l ay .  

Ma neuve r y o u r  t ank a round t h e  p l ay i ng f i e l d  w i t h t h e  j oy s t i c k  l e ve r .  To 
f i r e a b u l l e t , t ak e  a im a nd d e p r e s s  t h e  j o y s t i c k  f i r e b u t t o n . I f  you h i t  
yo u r  o p p o n e n t ' s  t ank , t h e  t ank e x p l o de s and g o e s o u t  o f  p l a y , and y o u  s c o r e  
po i n t s .  Y o u r  t a nk w i l l  rema i n  i n  p l ay u n t i l  a l l  i t s  b u l l e t s  have b e e n  
u s e d  o r  i t  i s  de s t r o y e d  b y  y o u r  o p pone n t ' s  s ho t . T a n k s  a r e r e s e t  t o  t h e  
s t a r t i ng c o r n e r s  e ac h  t ime a t a nk i s  de s t ro y e d ,  e v e n  i f  t h e  t ank i s  t o  
rema i n  i n  p l a y . I f  y o u  r u n  i n t o  you r o p p o n e n t ' s  t an k , a n  e x p l o s i o n  o c c u r s , 
and o n e  o f  t h e  t anks i s  de s t roy e d .  ( The c omp u t e r  d e c i d e s  wh i c h  o n e  a t  
random . ) Y o u  d o  no t s c o r e  any p o i n t s f o r  de s t ro y i ng y o u r  o p p o n e n t ' s  t a nks 
i n  t h i s  wa y .  

You c a n  move y o u r  t ank t o  t h e  e n t rance 
ba r r i e r  and f i r e  at  a t ank b e h i n d i t .  
you s c o re p o i n t s . Howeve r ,  y o u  c a n  do 

way of  y o u r  o p p o n e n t ' s  p ro t e c t i ve 
Tha t t ank w i l l  b e  d e s t ro y e d  and 
t h i s  o n l y  once p e r t ank . 

SCORING : Y o u  s c o r e  p o i n t s f o r  s h o o t i n g  a t  a n d  d e s t r o y i n g  y o u r  o p p o n e n t ' s  
tank s . The n umb e r  o f  p o i n t s  y o u  ge t f o r  a h i t  d e p e n d s  o n  how many b u l l e t s  
you have u s e d . T h e  f i r s t  b u l l e t  f o r  t h e  f i r s t  t ank i s  wo r t h  t h e  mo s t  p o i n t s ; 
the o t h e r  b u l l e t s  i n  t h a t  t ank ' s  s e t  d e c r e a s e  i n  va l u e . T h e  f i r s t  b u l l e t  
i n  t h e  s e c o n d  t ank i s  wo r t h  f ewe r p o i n t s  t han t h e  f i r s t  b u l l e t  i n  t he f i r s t  
tank , a n d  s o  o n . 

GAME END : T h e  g ame e n d s  when o n e  p l a y e r ' s  s e t  o f  t ank s have b e e n  c omp l e t e l y  
de s t r o y e d .  The c omp u t e r  d i s p l a y s  t h e  f i na l s c o r e , a n d  a new g ame b e g i n s . 

Copyr ight 1 980 , Mic ro Video Corporat ion 
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ALIEN . INVADERS 

An Ac t i o n  S p a c e  G am e  f o r  1 P l ay e r  

S p a c e  Inva d e r  a d d i c t s ,  t h i s i s  the p ro g r am y o u ' v e b e e n wa i t ing f o r ! T ak e  o n  
t h e  invad ing f o r c e s  o n  y o u r  I n t e r a c t . W i t h· A l i e n  I nv a d e r s , y o u  h ave t h e  

s p e c tacu l a r g r a p h i c s , f l u i d  mo t i o n , and e n t e r t a i n i ng s o und e f f a c e s  o f  t h e  a r c a d e s , 

p l u s  s e l ec t a b l e  s k i l l  l eve l s , f o r  h o u r s  o f  p u l s e - r a c i ng a c t i o n .  C o u n t  t h e  
numb e r  o f  g ame s y o u  p l ay ,  a n d  wa t c h  h o w  y o u r  I n t e r a c t  s ave s y o u  money . A f t e r  
8 0  g ame s , y o u ' r e p l ay ing f o r  f r e e ! 

LOADING THE PROG�M :  I n s e r t  the p r o g r am c a s s e t t e i n t o  t h e  t a p e  d e c k , p r e s s 
t h e  "L " key , r ewind the t ap e  i f  ne c e s s a ry , t h e n  d e p r e s s  the READ c a s s e t t e b u t t o n  
t o  l o a d  t h e  p r o g r am i n t o  y o u r  c omp u t e r ' s  memo ry . P l u g  i n  t h e  l e f t  e n t e r t a i nment 
c o n t ro l l e r . 

GAME OPTIONS : I n  A l i e n  I nvade r s  y o u  c on t r o l two v a r i a b l e s  w i th y o u r  s e l e c t i o n  
o f  g ame o p t i o n s . Wh e n  t h e  p r o g ram l o a d s , y o u  a r e  a s k e d  t o  s e l e c t  y o u r  b a s e ' s  
f i r ing ve l o c i ty ( l = SLOW , 2 =MED IUM , 3 =FAST ) .  Th i s  s e t s  t h e  s p e e d  a t  wh i c h  b u l l e t s  

y o u  f i r e  a t  t h e  inva de r s  t r ave l u p  t h e  s c r e e n . P r e s s  k e y  1 ,  2 ,  o r  3 t o  s e l e c t  
s l ow , me d i um , o r  f a s t -mo ving b u l l e t s . Wh en y o u ' v e made y o u r  f i r i n g  v e l o c i t y 
s e l e c t i o n , t h e  c omp u t e r  a s k s  you f o r  the s k i l l  l ev e l a t  wh i c h  y o u  wan t t o  p l ay 
( 1 =TOURNAMENT , 2 = INTERMED I ATE , 3 =BEG1NNER ) .  T h i s  o p t i o n  c on t r o l s  how f a s t  
the inva d e r s  move a c r o s s  and down t h e  s c r e e n  t owa r d  y o u r  b a s e . A t  t o u rnam e n t  
l �ve l ,  your f i r in g  b a s e  i s  s ub j e c t  t o  rap i d  a t t ac k ; a t  l owe r l eve l s , the a t t acke r s  
p r o g r e s s  mo r e  s l ow l y . P r e s s  k e y  1 ,  2 ,  o r  3 t o  s e l e c t  y o u r  s k i l l  l e ve l and 
b e g i n  p l ay .  

GAME PLAY : The o b j e c t  o f  t h e  g ame i s  t o  s ho o t  dow� t h e  en t i r e  bank o f  invade r s , 
wh i l e avo i d i n g  the b o mb s  t h e y  d r o p . U s e  the j o y s t i ck o n  t h e  l e f t  e n t e r t a inmen t 
c o n t r o l l e r  t o  move y o u r  f i r i ng b a s e  b a c k  and f o r t h  a l o ng t h e  b o t t o m  o f  t h e  
sc reen . D e p r e s s  t h e  f i r e  b u t t o n  t o  s ho o t  a t  t h e  i nva d e r s . When t h e  g ame b e g i ns , 
yo u have f o u r  f i r i ng b a s e s . Y o u  a r e  awa r d e d  e x t r a  f i r i ng b a s e s  f o r  :r e a c h i n g 
c e r t a i n s c o r e l e ve l s . The s e  l e ve l s  o c c u r  i n  a l o g i c a l a r i t hme t i c  p r o g r e s s i o n .  
You r e c e ive the f i r s t  b o n u s  b a s a when y o u r  s c o r e  r e a c h e s j , OO O  p o i n t s . Ad d i t i o n a l  
ba s e s  a r e  o b t a i n e d  a t  1 2 , 00 0 , 2 1 , 00 0 , 3 3 , 0 00 , 46 , 0 00 , e t c .  p o i n t s .  A t  var i o u s  
t ime s du r i n g  g ame p l ay , a f l y ing s a u c e r  s p i n s  a c r o s s  t h e  t op o f  t h e  s c r e e n . 
You s c o r e  ex t r a  p o i n t s  i f  y o u . can h i t  t h i s  f a s t -mo v i n g  t a r g e t . 

r,..rh en y o u ' v e c l e a r e d  an ent i r e b ank o f  inva d e r s  o f f  the s c r e e n , the g ame h a l t s  
t empo r a r i l y  wh i l e t h e  comp u t e r  t e l l s  y o u  y o u r  c u r r e n t  s c o r e and t h e  numb e r  
o f  b a s a s  y o u  have r ema i n i n g . The r ema i n i n g  b a s e s  a r e  r e p r e s e n t e d  g r ap h i c a l l y 
b e ne a t h  t h e  s c o r e . The g ame then r e s t a r t s .  N o t e  t h a t  a s  y o u  p r o g r e s s  t h r o u g h  
the g ame , the b ank o f  i nva d e r s  s t a r t  a t  s u c c e s s i ve l y  l owe r s c r e e n  c o o r d i na t e s . 
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The g ame e nds when a l l  y o u r  f i r i ng b a s e s  have b e e n d e s : � o y e d  b y  t h e  invade r s ' 
bomb s , o r  i f  y o u  f a i l  t o  e l im i n a c e  a l l  t h e  invade r s  and t h e y  move down p a s t  
t h e  b a r r i e r s  and c ap t u r e  y o u r  f i r i ng b a s e . 

GAME S CORING : Y o u  s c o r e  p o i n t s  f o r  e ve ry inva d e r  y o u  d e s t r oy . A l l a l i e n s  
i n  t h e  b o t t om-mo s t  row a r e  wo r t h  1 0  p o i n t s . P o i n t  va l u e s  o f  t h e  i n v a d e r s  

i n c r e a s e  i n  i nc r eme n t s  o f 10 , w i t h  i nv a d e r s  i n  t h e  t o p  r o w  wo r t h  5 0  p o i n t s  

e a c h . E a c h  f l y i n g  s a u c e r  h i t  adds  a n  e x t r a 200 p o i n t s  t o  y o u r  s c o r e . T h e  
max imum s c o r e  i s  6 5 5 , 3 50 ,  a f t e r  wh ic h t h e  s c o r i ng c o un t e r  i s  r e s e t  t o  z e r o 
and b e g i n s  i nc r eme n t i n g  a g a i n . 

GAME END : Wh e n  a l l  y o u r  f i r i ng b a s e s  have b e e n  h i t  o r  t h e  i n v a d e r s  h a v e  c a ug h t  

y o u , t h e  g ame e n d s . Th e c omp u t e r  p r e s e n t s  y o u r  s c o r e a n d  t h e  c u r r e n t  h i g h  
s c o r e o n  the s c r e e n . If y o u r  s c o r e  b e a t s  t h e  c u r r e n t  h i g h  s c o r e , t h e  c omp u t e r  
p r i n t s  " A  NET..J RECORD" and a s k s  y o u  t o  e n t e r  y o u r  n ame . Typ e i n  y o u r  name f r om 

the c omp u t e r ' s k e y b o a r d a n d  p r e s s  the "CR" key '..Th e n  d o n e . O n  the b o t t om o f  
t h e  s c r e e n , t h e  c o mp u t e r  a s k s  " S AME GAJ.'•1E ? Y/N " . P r e s s  t h e  f i r e b u t t o n  o r  t h e  
" Y "  k e y  t o  p l ay t h e  g ame a g a i n  u s i n g  t h e  p r e v i o u s l y  d e f i n e d  g ame o p t i o n s . 
P r e s s  "N" t o  r e s p e c i f y t h e  g ame o p t i o ns b e f o r e  p l ay i ng ano t h e r  g am e . 
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TATOOINE TRAVELS 

A Micro s o f t  8K BAS I C  
Adven t u r e  G ame 

I t ' s  adven t u r e  on t h e  de s e r t p l ane t o f  T a t o o i n e ! Yo u r  d e s t i n a t i o n  i s  t h e  s p a c e ­
p o r t  a t  Mo s E i s l y .  T o  g e t  t h e r e , y o u  mu s t  t r ave l a c ro s s  200 m i l e s  o f  h o t  d e s e r t  
s a n d s  o n  y o u r  g i a n t  l i z a r d , o v e r c oming h a z a r d s  y o u  e n c o un t e r  a l o ng t h e  way . 
The s an d  p e o p l e  a r e  c on t i n ua l l y i n  p u r s u i t  o f  y o u , and y o u  may have t o  do b a t t l e  
wi th J awa s o r  Impe r i a l  t ro o p s . U s e  y o u r  l i z a r d ' s  t ra v e l l i n g  s p e e d  and wa t e r  
ra t i o n s  w i s e l y , p r  y o u  may e n d  up a s  vu l t u r e  f o o d .  N o  two g ame s a r e e v e r t h e  
s ame . R a t e d  a b s o l u t e l y  a dd i c t ing b y  o u r  r e v i ewe r s . 

LOADING THE PROGRAM : I n s e r t  t h e  M i c ro s o f t  8K BAS I C  c a s s e t t e  i n t o  t h e  t ap e  
d e c k . D e p r e s s  t h e  RESET b u t t o n , p r e s s  t h e  ' L '  key , r ew i nd t h e  t a p e  i f  n e c e s s a ry , 
t h e n  d e p r e s s  t h e  READ c a s s e t t e  b u t t o n  t o  l o ad t h e  BAS I C  i n t e rp r e t e r  i n t o  t h e  
c omp u t e r . When t h e  BAS I C  ' OK '  p r o mp t app e a r s , r emove t h e  BAS I C  c a s s e t t e a n d  
i n s e r t  t h e  T a t o o i ne T r ave l s  c a s s e t t e  i n  i t s p l a c e . R e p e a t  t h e  R E S E T-L s e q u e n c e  
de s c r i b e d  a b o v e  t o  l o a d  t h e  p r o g r am . The p r og ram w i l l  e x e c u t e  a u t oma t i c a l l y 
wh e n  i t  h a s  l o a d e d . 

GAME OPTIONS : Whe n  t h e  p r o g ram s t a r t s , y o u  a r e  a s k e d  t o  s e l e c t  a s k i l l  l e ve l  
f o r  p l a y . You r  c h o i c e s  a r e " A=TEND ERFOO T , B=CO N F I DENT , C : D E S ERT FOX" . T h i s  
s e l e c t i o n  c o n t r o l s  s e v e r a l v a r i a b l e s :  y o u r  l i z a r d ' s max imum e n e rgy l e ve l , 
the numb e r  o f  d r i n k s  y o u  c a n  c a r ry i n  y o u r  c a n t e e n , a n d  the s p e e d  a t  wh i c h  
t h e  S a n d P e o p l e  p u r s u e  y o u . P r e s s  key A ,  B ,  o r  C t o  s e l e c t  a n  e a s y , a v e r a g e , 
o r  h a r d  game , r e s p e c t i v e l y . 

GAME PLAY : T a t o o i n e  T r av e l s  i s  a c omman d - d r iven g ame . Yo u t e l l  t h e  p r o g r am 
"h a t  y o u  want t o  do b y  s e l e c t ing f r om s i x ava i l a b l e  c ommand s .  The c o mmand 
l i s t  i s :  

D D R I NK 
F FULL S P E E D  
H � S PEED 
R REST FOR THE N I GHT 
s STATUS C HE CK 
c COMM...WD L I S T  

T h e  e f f e c t s  o f  the s e  c omma n d s  a n d  t he i r  u s e s  a r e a s  E o  l l mv s :  

D = D RINK -- P r e s s  t h e  ' D '  k e y  t o  t ake a d r i nk whe n i t  i s  n e c e s s a ry t o  do s o . 
Yo u mu s t  t ake a d r i nk f r om y o u r  c a n t e e n  a t  l e a s t  e ve ry f o u r t h t u rn . The 
c omp u t e r  w i l l  wa r n  y o u  when y o u  mu s t  d r ink . 
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F = FULL SPEED -- P r e s s  the ' F '  key to t r ave l a t  f u l l  s p e e d . Y o u r  l i z a r d  b u r n s  
3 e n e rgy un i t s  i n  e a c h  t u rn a t  f u l l s p e e d  a n d  w i l l  c a r ry y o u  b e tw e e n  5 
and 2 0  k i l ome t e r s . 

H = � SP EED -- P r e s s  t h e  ' H '  key t o  t r ave l a t  ha l f  s p e e d . Y o u r  l i z a r d  b u r n s  

o n l y  1 e n e r g y  u n i t  i n  e a c h  t ur n  a t  ha l f  s p e e d ,  and w i l l  c a r ry y o u  b e tw e e n  

1 a n d  1 0  k i l ome t e r s . 

R = REST FOR NIGHT -- P r e s s  the ' R '  key t o  s t o p  and re s t  f o r  t h e  n i gh t . A f t e r  
a g o o d  n i g h t ' s  s l e e p , y o u r  l i z a r d ' s ene rgy l e ve l i s  r e s t o r e d  t o  f u l l c a p a c i t y .  

S t op p ing t o  r e s t  c o un t s  a s  a t u r n  ( y o u  may b e  f o r c e d  t o  t ake a d r i nk a f t e r ­
wa rds ) . 

S = STATUS CHECK -- P r e s s  t h e  ' S '  key t o  check y o u r  l i z a r d ' s  e n e rgy l eve l , 
how many d r i nk s  l e f t  i n  y o u r  c a n t e e n , and how many t u r n s  y o u  c a n  t ake w i t h o u t  

dr i n k i ng . A s t a t u s  c h e c k  d o e s  no t c o un t  a s  a t u rn . 

C = COMMAND LIS� -- A t  any t ime ,  y o u  c an d i s p l ay t h e  c ommand l i s t  by p r e s s i n g  

the ' C ' k e y . T h i s  d o e s  no t c o u n t  a s  a t u r n . 

HAZARDS : D u r i ng y o u r  t r ave l s  o n  T a t o o i.ne , y o u  may e n c o u n t e r  h a z a r d s , .  such. a s  
s a n d  s t o rms , S an d  P e o p l e ,  Jawa s , and Imp e r i a l  t ro o p s , t h a t  t h r e a t e n  t o  imp e d e  

y o u r  p r o g r e s s .  I n  s ome c a s e s , y o u  w i l l  have t o  make a d e c i s i o n  a s  t o  wha t  
t o  d o ; f o l l ow the c o mp u t e r ' s  t n s t ru c t i o n s  i f  t h i s  o c c u r s . 

MOISTURE FARM : I f  y o u  r e a c h  a mo i s ture f a rm ,  y o u r  wa t e r  s u p p l y  i s  a u t oma t i c a l ly 
r e p l e n i s h e d  t o  max imum l eve l .  Y o u  a l s o  t ake a dvan t ag e  o f  t h e  abundanc e o f  

wa t e r  and t ake a d r i nk , wh i c h r e s e t s  your t u r n s  w i t h o u t  d r i nk i ng t o  t h e  max i mum 
o f  4 .  

G o o d  l uck , yo u ' l l  n e e d  i t .  Have a s a f e  t r ip ! 

PROGRAM L I STING : A c omp l e t e p ro g ram l i s t ing f o r  T a t o o i n e  T r ave l s  i s  g i ven 
on the f o l l o w i ng p a g e s . Y o u  c a n  use t h i s  l i s t i ng to make mo d i f i c a t i o n s  i n  
t h e  p ro g r am o r  t o  l e a rn mo r e  a b o u t  th i s  t y p e  o f  g ame p ro g r amm i ng i n  BAS I C . 



S R EM T ATCO I N E TRAUELS 
d REM COPYR I GHT 1 38 1 , M I CRO U I D E O  C O R P . 
3 CL S : P R I NT C H R S C 8 J  1 r C L E A R C 2 l : COLOR0 , 3 , 4 , 7 : H = 1 : R = l : J =RN D C - P EEK C 2 4 5 5 3 l )  
1 4  CLS : P R I N T " WELCOME T O  THE D E SERT WORLD OF TAT O O I NE - - " : P R I NT : P R INT " G O O D  LUCK 
" : P R I NT 
1 7  GOSUB227 : CLS 
20 P R I N T " S K I L L  LEUEL " : P R I NT : P R I NT " A= TENDERFOO T "  
23 PR I N T : P R I NT " B= CONF I DE N T " : P R I NT : PR I N T " C= DESERT F O X " : TONE25 , 200 
26 C:S= I i'l STRS ( 1 )  
23 I F C$= " A " THENL= 1 2 : DR=9 : S S= l 0 : GOT0 4 1 
32 I FC S= " B " THENL=9 : DR = 7 : SS= 1 2 : G O T 0 4 1  
3 5  I FC3= " C " THENL=7 : DR=5 : SS = 1 5 : G O T 0 4 1  
38 PR I NT " HUH? ! " : PR I �T : TONE25 , 200 : C 5 = I N ST R $ ( 1 ) : GOT029 
41 C�S : P R I NT " TYPE ' C' TO SEE COMMAND L I ST , A NY O THER KEY TO S T A RT " 
44 TONE25 , 200 : C $ = INSTRSC 1 l : I F C $ = " C " THENGO SUB2 1 2  
4 7  W I NUOW60 : LX=L : D X = DP : S D = 0  
50 PLOT 0 , 0 , 0 , 1 1 2 , 77 : PLOT0 , 6 1 , 2 , 1 1 2 , 1 7  
5 3  OUT P U T " Y O UUE G O NE " , 5 , 67 , 3  
56 P LOT7 0 , 62 , 0 , Z5 , 6 : 0UTPUTD , 70 , 67 , 3 : 0 UTPUT " K " , 98 , 67 , 3 : I F D > = 200 G O T 0 4 4 6  
53 I FD< > 0THENR=0 
52 I F D >= Z0THENGOSU B 1 58 : I FLS= 1 GO T 0404 
65 l � H=0THENH= 1 : G O T 0 7 1  
SG LS=0 : G O T 0236 
7 1  I FLS= 1GOT0404 
74 IF T=3THENGOSUB338 : PR I NT " GET A DR I NK ! " : P R I N T  

7 7  I FLS< > 1 T HENPR I N T : P R I NT " COMMAND? " : P R I NT : C S = I NSTR$ C l )  
78 OU TPUTCS , 55 , 23 , 1 
U0 I F C S= " D " G O T0230 
83 I � Cl= " C " THEN GOSUB2 1 2 : GOT077 
8 6  T=l + l  
89 I FT > 4T HENPR TNT " YO U  D R I ED AND SHR I VELLED UP 1 " : P R I NT : G O T0 4 04 
92 I FCS= " F " GOT0 1 0 7  
95 I r C$= " H " GOT0 137 
88 I FC$= " R " GOT0 1 7 9  
1 0 1  I FC S = " S " GO T0 1 8 5  
1 04 T = T - l : P R I N T " HUH? ! " : P R I N T : GOT077 
1 07 L =L - 3  
1 1 0  I F L > = 0 G O T0 122 
1 1 3 PR I N T " YOU RAN YOUR L I Z - AR D  TO DEATH . . .  " : PR I NT : P R I NT " H I S  AND YOURS ! "  
1 1 6 GOSUB227 
11. S LS= 1 :  G O T0 7 1  
1 22 P R I NT : P R INT " Y OU R  L I ZARD BURNSACROSS THE " : P R I NT " TATOO I NE S ANDS . . .  • 

1 25 P R I NT : GOSUBZ27 
128 D 1 � I N T C RND C l l �2 1 ) 
1 3 1  I F D1 < 5GO T 0 1 28 
1 J 4  D = D+D 1 : GOTC53 
1 �7 L=L - 1 : I FL >=0G O T 0 1 4 6 
1 4 0  P R I NT " Y O U R  L I ZARD JUST DROPPED DEAD ! " : P R I NT 
143 GOSU B227 : GO T 0 4 0 4  
1 � 5 PR I NT : rc' R HH "  Y OUR L I ZARD I S  t1E R R I LY T R O TT H!G RLCi'lG . . .  · :  GCSUB227 
1 48 PR I NT 
l SZ D l = I NT C RND C 1 ) • l l l : I F D 1 ( 1 G O T 0 1 5 2 
1 5 5  D = D+D l : G O T 0 5 3  
158 SP = I NT < SS�RND C 1 ) +2 . 5 l  
1 6 1  S D = S D + S P  
1 S 4  I F SD > = DGOT0 1 7 3  
1 6 7  P R I NT " .rHE SAND P E O P LE ARE " ; D - SD ; " K I L O S " 
1 7 0  P R I NT " EEH I N D  Y OU " : P R I N T : RETURN 
1 73 LS= 1 : P L O T0 , 0 , 0 ; L 1 2 , 60 : P R I N T " THE SAND PEOPLE C A U GHT YOU ! " : P R I NT 
1 ?8 P R I N T " THEY LOUE L I Z A R D  AND HUMAN STEW ! I " : P R I NT : G OS U B 227 : RETURN 
179 P R I N T " YOUR L I ZA RD " : P R I NT " THANKS Y QU I " : PR I NT 
182 R = 1 : GOSUB227 : L=LX : G O T 0 62 
1 8 5  P L O T0 , 0 , 0 , 1 1 2 , 60 
1 8 8  P R I NT " YOUR L I ZARD HAS " 
1 3 1  P R I NTL ; " ENERGY U N I T S " : P R I NT 
1 3 4  PR I NT " YOU H AU E " ; DR ;  
1 87 P R I NT " DR I NKS LEFT " : P R I NT 
200 T =T - 1 
203 PR I N T " YOU HAUE " ; 4 - T ; " TURNS " 
208 P R II'H " W I THOU T" DR H,KH·l G " 
��9 F OR I = L T 0 2800 : NEXT : PLOT0 , 0 , 0 , 1 1 2 , 60 : GOT07 1 
2 1 2  PLU T 0 , G , 0 , 1 1 2 , 60 : PR I NT " COMMANDS : " : PR I NT 
2 1 5  PR I NT " O = DR I N K " 
2 1 8  P R INT " F =FULL SPEED " : P R I NT " H= 1 /2 SPEED " 
22 1 P R I �IT " R=RE S T FOR N I GHT " : P R I NT " S =STATUS CHECK " 
224 ?R I NT " C=COMMAND L I S T " : F OR I = 1 T 03000 : NEXT : PLOT0 , 0 , 0 , 1 1 2 , 60 : R ETURN 
227 F C R I = 1 T 0 1 0Q0 : NEXT : R ETURN 
230 D R = O R - 1 : I F D R < 0THENPR I NT " !  ! OUT OF WATER I I " : G O T 0 404 
23 1 T =0 : PR I NT " GULP I " : P R I NT 
233 I FDR< =OX /2THEN P R I NT " BETTER WATCH F O R  A M O I STURE FARM ! " : T =0 : LS=0 : GOT07 1 
�36 H=RN D C  1 H 1 00 
239 lrH >95GOT0350 
242 I F H > l �GOT 0254 
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245 I F R = l THENR=0 : GOT0254 
2 48 P R I NT " YOU HAVE REACHED A MO I STURE FARM 1 " : P R INT : DR = DX : T = 0  
251 GOSUB 227 
254 I FH )30ANDH< 3STHENG O S U B 26 3 : I FLS= lGOT0404 
2S7 I F H > 20ANDH< 27THENGOSUB338 : GOSUB3 l l : H= 0 : R=0 : GOTOS3 
260 LS=0 : GO T0 7 1  
263 PLOT0 , 0 , 0 , 1 1 2 , 60 : P R I N T " TH E  JAWAS H A V E  C A U G H T  YOU ! " 
2G6 P R I NT : P R I NT M YOU MANAGED TO RAD I O  FOR HELP " : PR I N T 268 G OSUB227 
272 P R I N T " YOU HAVE A CHO I CEOF C O MMANDS : " : PR I NT 
275 P R I NT " A :  W A I T  FOR HELP " : PR I NT : P R I NT " B :  TRY ESCAP E " 
27 8 P R t NT : CS= INSTR S C l l  . 

. 

28 1 IF C$( } " A " ANDC$( ) " B " THENP R I NT " HUH? ' " : PR I NT : G O T0278 
284 I FCI= " B " GOT023 3  
297 I FRND C l l < . 3THENPR I NT : P R I N T " SO SORRY , NO HELP ! " : LS = l : RETURN 
29� P R I NT : PR I NT " HELP ARR I VE S , YOUARE FREED ! " : P R I NT : RETURN 
293 I FRND C 1 l > . 3GOT0305 
296 P R I NT : P R INT " YOU WERE CRUSHED B Y  A RENEGADE DRO I D - - "  
299 LS= l 
�02 P R INT : P R INT " YOU D I DN' T ·sTAND A CHANC E , S U CKER ! " : G O S U B227 : RETURN 
305 P R I NT : P R I NT " MAZELTOV ! " : GOSUB227 
308 PR I N T : P R I NT " A  S U C CESSFUL " : P R I NT " ESCAPE ! ! " : PR I N T : RETURN 
3 1 1  P R I NT " ' ' SANDSTORM ! ! " : P R I NT : P R I NT " LOTSA LUCK ! "  
3 1 4  GOSUB227 : D 1= I N T C RNDC l l • l l l  
3 1 7  I f D 1 =0THENGO SUB227 : PR I NT : P R I NT " NO CHANGE " : P R I NT : RETURN 
320 I FH< 23GOT0332 
323 P R INT 
326 D=D - D l : P R I NT " YOU HAVE BEEN D R I VEN BACK BY " 
329 P R I NTD l : P R I NT " K I LOMETERS ! " : GOSUB227 : PR I NT : RETURN 
332 D=D+D l : P R I NT : P R INT " YOU HAVE B E EN " : PR INT " DR I UEN " ; D l 
335 P R I NT " K I LOMETERS AHEAD ! " : G OSUB227 : PR I NT : RETURN 
338 SOUND3 , 30 : SC=24888 : PLOT0 , 0 , 0 , 1 1 2 , 60 
34 1 O U TP UT " . . .  WARNING . . .  " , 1 2 , 1 2 , 1 : P O KES C , l 
344 FOR I = 1 T 0 5  
3 47 P R I N T : NEXT : POKESC , 32 : P R I NT : P R I NT : SOUND7 , 4 096 : RETURN 
350 P R I N T : P R INT " YOU H AV E  S P O T T ED I MP ER I AL TROOPS HEADED Y O U R  WAY " 
353 P R I NT : P R I NT " YOU MUST C HOOSE : " : P R I NT 
356 P R I NT " A : W A I T  I N  AMBUSH " : P R I NT : PR I NT " B : TRY T O  H I DE " 
359 TONE25 , 20 0 : C S= I NSTRSC 1 )  
362 I FC$= " B " G OT0389 
365 PLOT0 , 0 , 0 , 1 1 2 , 60 : 0UTPUT " A MBUSH ! " , 32 , 27 , 1 
368 SOUND3 , 26 4  
37 1 ·  F O R I = l T 0 1 0  

. 37 4  COLOR3 , 7 , 2 , 4 : COLOR4 , 6 , 8 , 2 : CO L O R6 , 0 , 2 , 3 : COLOR5 , 3 , 2 , 6 
377 S O UND5 , 392 : COLOR5 , 6 , 0 , 3 : COLOR3 , 4 , 5 , 1 : COLOR0 , 3 , 4 , 7 : NEXT 
380 SOUND7 , 4096 : PL O T 0 , 0 , 0 , 1 1 2 , 6 0 
383 I FRND C 1 ) > . 75THENPR I NT " YOU WERE TO TALLY V A P O R I ZED " : G O S U B 227 : GO T 0 4 0 4  
386 P R I NT " YOU I NC I NERATED THEM ! ' " : GOT0 7 1  
389 I F RND( 1 ) < . 5GOT0398 
392 P R I NT : P R I N T " YOU ESCAPED ! THEYF ASSED YOU BY ! "  
395 GOSUB227 : PR I NT : P R I NT " SOMET I M E S  COWARD - I CE PAYS O F F ! ! " : PR I N T : GOSUB227 : GOT07 1 
:399 P R UIT : P R I NT " THE STORMTROOPERSGO T  YOU ! " :  GOSUB227 
4 0 1  P R I N T : P R I NT " YOU' V E  HAD I T , CHUMP ' I " : GOSUB227 
404 W I NDOW77 : PLOT0 , 0 , 0 , 1 1 2 , 77 : R=RN D C l l • l 0 
407 P R INT " YOU D I ED IN THE DESERT L I KE THE W I TLESS FOOL Y O U  A RE ! " : PR I NT 
4 1 0  GOSUB227 
4 1 3  I F R < 6GOT04 1 9  
4 1 6  PR I NT " STUP I D  P E O P L E " : PR I NT " S HOULD STAY OUT O F  THE DESERT ! ! " : GO T 0 43 1 

4 E I  I FR< 3GOT0 425 
422 P R INT " JAWAS USE YOUR SKULL FOR A BEER STE I N ! " : GOT043 l 
425 PR INT " Y O UR WORTHLESS REMA I N S  ARE EATENBY RAVENOUS SAND PEOPLE ' "  
428 GOSUB227 
4 3 1  P R I N T : PR I NT " PLAY AGA IN? " : CS= I NSTR S C l )  
434 I F CS= " N " THENCLS : OUTPUT " COWARD ! " , 3 1 , 38 , 1 : END 
437 I F C S= " 'l' " THENCL S : H= l :  R= l : T=0 : D=0 : LS=0 : G OT020 
443 GOT043 1 
446 W I NDOW77 : CLS : P R I NT " CONGRATULAT I O N S ! YOU HAVE ARR I VED A T  MOS E I SLY " 
449 P R INT " S P ACEPORT . . .  • 
452 GOSUB2Z7 : PR I NT " YOUR TROUBLES " : P R I NT " HAVE JUST BEGUN ! 1 " : P R I NT : GOSUB227 
455 GOT0 4 3 1 



. .  

N!ICRO � � \'1DEQM 
P . O .  Box 7357 

204 E .  W ashir.gtcn St .  
Ann  ,.;rbor .  M I  48 1 07 

(3 1 3) 996 - 0626 

PACZ..'U.T 

An Ac t i on/ A r c a d e  Game f o r  1 ? l ay e r  

I n  t h e  o r i s i �a l  ! n c e r a c t  g ame , Carnpu c e r  �a z e , y o u r  C 3 s k  �a s t o  e s c a o e  f r om 
a ma z e  wi t h o u t  b e i n g  c a u g h c. and e a t e n b y  a " c a c. . "  ? AC:<...�.)·.T b r i ng s a n o c.�e :: :na z e  
g ame h o rn e  o n  y o u r  c o rn? u t e r , w i t h  a d i f f e r e n t  cw i s : .  C a n  y o u  g o bb l e  a l l  c h e  
g o l d e n  b i t s  i n  t h e  m a z e  b e f o r e  c h e  " b o o g i eme n "  g e e y o u ?  S up e r - e n e rgy m e g :a­
b y t arn i n s  g i v e  you che p owe r co a t t ac k  b a c k f o r  h i gh s c u r e s . 

LOADI�G irlE P ROG��� : I n s e r t : h e  p r o g r am c a s s e t t e  i n t o  t h e  c a p e  d e c k , d e p r e s s  
: h e  R E S E T  b u t t o n , p r e s s  t h e  ' L ' k e y , r e w i n d  t h e  t a p e  i f  n e c e s s a ry ,  : h e n  d e p r e s s 

t h e  READ c a s s e c. t e  b u c. t on c o  l o a d  c he p ro g :- am i n c. o  t h e c o mp u t e r ' s m emo ry . ? L :.. g 
in c. h e  l e f t  e n t e r t a i nm e n t  c o n t r o l l e r .  

GAME PLAY : Wh e n  t h e  p r o g :- am h a s  l o a d e d , t h e  g ame ma z e  a pp e a r s  o n  t: h e  s c r e e n , 
f i l l e d w i t h  g o l d e n  d o c s . T h e  o b j e c t  i s  t o  mo ve y o ur p ac k r a t  t h ro ug h  t h e  ma z e , 
g o b b l i ng c h e  go l d e n  b i c s a s  y o u  g o . B u t  b e•..;a r- e , : h e " b o o g i e m e n "  a r e  a f c e r  
y o u , a n d  y o u  mu s t  ne e. l e e.  t h em " g e t "  y o u . Y o u  s c o r e 1 p a i n e.  t o r  e a c h  g o l d e n 
b i c.  y o u  e a t . I n  t: h e  f o u r  c o rn e r s  o f  t h e  maz e a r e  s up e r - e n e :- g y  ";-;:a ;;p b y : arn i n s "  
( r e p r e s e n t e d  a s  " � " s i g n s ) -- t: h e s e  g i '; e y o u  : h e  p owe r- t o  c ha s e  c. h e  b o o g i eme n do•  .... -n 
and e a t  t h em t o o . Y o u  s c o r e  no p o i n t s  f e r  e a c i n g  t h e  me g a by t am i n s , b u t  y o u  
d o  s c o r e  2 5  p o i n t s  f o r  e a c h  b o o g i eme n  y o u  g e t . Th ey c h a n g e i n  c o l o r  f r om b l u e  
t �  r e d  a n d  f l e e  f r o m  y o u  � h en y o u  a r e  s up e r c h a r g e d .  A t  v a r i o u s t i me s cur i � g  
c h e  g am e , a " b o nus by c e " , a sma l l  " x "  c h a r a c t e : , a p p e a r s  b e l o w : :: e  c e n :. e r  b o x  
i n  y o u r  p a c k r a t ' s  o r i g i na l s c a r t: i n g  l o c a c i o n . Th e s e  a r e  d e l i c i o u s , n u c :- i c. i o u s , 

and y o u  s c o r e  an ext: r a  1 00 p o i n c s e ac n  t i me y o u  e a c.  o n e . N o t e  tha t: t h e  b o o g i e ­
men c an s t e a l  y o u r  t r e a t  i f  t: h ey p a s s  e v e r  t h e  s p o t:  b e f o r e  y o u  g e e  t h e r e . 

T� en y o u ' v e  e a t e n a l l  t h e  g o l d e n  b i t s  i n  c h e  m a z e , ac t i o n s e e p s , c. h e  s c r e e n  
f l a s h e s , t h en a new maz e a p p e a r s . Y o u r  c u r r e n :.  s c o r e  i s  d i sp l ay e d  i n  a b o x 
in the c e n c e r  o f  t h e  ma z e  b e f o r e the n e x t  round b e g i n s . Y o u  b e g i n t h e  g ame 
wi th t h r e e  p ac k ra c s , and � h e  numb e r  o f  p a c k� c. s  i n  ? l a y  a r e  d i s p l ay e d o n  t � e  
bo t c o m  o f  c h e  s c r e e n . Y o u  g e t  a r e i n f o r c emen t --a n  e x t r a  p a c k r a t --wh e n  y o u  
sc o re j u s t  o v e r  1 500 p o in t s .  ! h i s  add i c i o na l p a c k r a c � i l l  n o t  a pp e a r  o n  t h e  
sc r e e n , h o.,..e v e r . E a c h  t i::1 e  a b o o g i eman " g e t s "  y o u , y o u r  c u r -r e n e  s c o r e  i s  d i s ­
p l ay e d  i n  a b ox i n  t h e  c an c e r  o f  t h e  s c r e en b e f o r e  t h e  a c t i on r e s t a r t s .  The 
maximum s c o r e  2 o s s i b l e  is  6 5 , 5 3 5 ,  a t  wh i c h  p o i n t  t h e  s c o r i n g  c o un t e r  � r ap s 
b a c k  c o  z e r o and b e g i n s  i n c r emen t i ng a g a i n .  S h o u l d  y ou b e c ome s k i l l e d  e n o u gh 

at the g ame t o  r e ach t h i s  s c o r e , y o u ' l l  f i n d  tha t y o u  a r e awa r d e d  an e x � -r a  
p a c kr a c  w h e n  y o u  d o . 

Th e g ame e n d s  w h e n  t h e  b o o g i emen h a v e  go c : en t u  and d e s t � o y e d  a � l  y o u r  ? a c � r a t s . 
Your f i n a l  s c o r e  and :he c u r r e n t  h i gh s c o r a a r e  d i s p l a y e d e n  t h e  s c r e e n . I f  
yo u r  s c o r e  b e a c s t h e c u ::- -:- e n t  h i gh s c o r e , r: h e  c o mp u c :: t  w i l L  a s k  y o u  t -:J  " �? �  
YO'UR NA.."fE" . Typ e y o u r  n am e , c h e n  ? r e s s  t h e  ' CR '  k e y . The c omp u t e r  :- e s p c n d s  

by p r e s e nt i ng y o u r  f i na l s c o r e and your s c o r e  a s  : n e  c u r r e n t  h i gh s c o r-e . ?·!" e s s  

the ' CR '  � e y  c o  p l ay ano t h � r g ame . 
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THE TROLL HOLE ADVENTURE 

A Puzz l i ng Game f o r  1 P laye r  

Jo u rn e y  thro ugh the T r o ll' s cave a n d  f ind a ll t he s t olen b o o ty h e  ha s hidden 
the re . Yo u'll f ace many dang e r s  as  yo u wa nde r t h r o ugh t he u nd e rg ro und 
maz e ,  t rying co dis cove r its s ecre t s . Can you ge the pricele s s  ruby f r o m  
the d e a dly King Co b ra ?  Can you dete rm i ne wha t the s t ra n g e  in s cript io n  
me an s ,  o r  why e vil e ye s  watch yo u r  eve ry mo ve ? Yo u r  co mpute r is  yo u r  e ye s  
and e a r s  in this challe nging puz z l e-- y o u  co mmand i t  to mo v e  thr o u g h  th e 
pa s s a g e s  a nd manipulate o b j e cts it f i nd s in this s t r ang e wo rld . Y o u  ma y 
come o ut rich • . .  i f  you make i t  o ut alive ! 

LOADING THE PROGRAM : Ins e r t  the prog ram ca s s e t t e  int o  t he t ape d r i ve .  
Depr e s s  the R E S ET b u t t on, pre s s  t h e  " L "  key , re,,;ind t he ta p e  i f  n e ce s s a ry ,  
t hen d e pr e s s  the READ ca s s e t t e b u tt o n  t o  l o a d t h e  p r o g r a m  in t o  y o u r  compu t e r. 

PLAYING THE GAME : \-ihe n the prog t"am f ir s t  lo a d s ,  t he co mpu t e r  a sk s  yo u 
if yo u have a pa rtia l ly comple t e d  g ame o n  t ape t ha t  yo u wan t t o  e n t e r  
( " S AVED CANE ? " ) . I f  you have s aved a g ame o n  c ape and  wane co  r e e nte r 
it,  s e e  "RE -ENTE R I NG S AVED GAME " i. n  t he s e  ins tt"uccio n s .  I f  yo u have no t 
saved a previo us  g ame, type "N" t o  proce ed. 

On the top o f  your s cr e e n, t he compu t e r c e lls you whe re you a t" e  a nd i.n 
what directions you can o b vio u s ly mo ve . f o r  e xamp l e, yo u might  s e e  

BEDROOM 

N , E , U , D  

The r e  a re s ix dire ctions in which y o u  can move. The y a r e  no r t h  ( N ) , s o u t h  
( S ) , e a s t  ( E ) , r,;e s t  ( \.;) ,  u p  (U) , and down ( D ) .  

On t he o the r pa r t  o f  yo u r  screen,  t he compute r tells yo u what i. e  s e e s  a nd 
a s ks y o u  f o r  ins tructio n s  ( "1.-inAT NOW? " ) .  Fo r example , y o u  might s e e  

BENCH 

CUP 

ARCHWAY 

1..rn.AT NOW? 

At t h e  'JBAT NOW ? promp t ,  y o u  ent e r  in s t ruc t i ons y o u  1.;anc y o u r  co mpu t ·:: t"  
to  p e r f o rm. In addi t io n  co t he dire ction c o d e s , y o u  c a n  ins t ruct y o u r  
comp ute r •..;i. t h  s imp le o n e  O t"  tr,;o '.vo rd  c o mma nds.  f o r e xa mple , y o u  m i gh t  
s a y  

WHAT NOW? TAKE CUP 

- .  



P a g e  2 

Conc l u d e  a n y  i n s c n :c t i o n  :: o  y o u r  c o mpu t e r  'J y  p r t: s s i n g <: h e  " Ct\" k e y . I f  
you t y p e  i n  s ome t h i n g  t h e  c o mp u t e r  d o e s  no c unde r s t and , i : w i l l  r e s p o n d 

w'HAT? 

w'HAT NOW? 

S o me t ime s y o u  c a n  move to a s p e c i f i c p l a c e  b y  typ i n g  GO and t h e  p l a c e . 
Fo r e x amp l e , 

w'HAT NOW? GO ARCHWAY 

S ome r o o m  d e s c r i p t i o n s  may s c r o l l  o f f  t h e  s c r e e n . 
- yo u  wan t  t o  r e v i e w  t h e  r o o m a n d  i t s  c o n t e n t s a g a i n , 

WHAT NOW? LOOK 

I f  t h i s  ha p p e n s  a n d  
t y p e 

and t h e  c o mp u t e r  w i l l  r e p e a t  t h e  i n f o rma t i o n  f o r  y o u . I f  y o u  w a n e  t o  r e v i e w 

wha t y o u  a r e  c a r r y i ng , t y p e  " I "  f o r  i n v e n t o ry . T o  l o o k  mo r e  c l o s e l y a t  
an i t e m  y o u  f i n d ,  u s e  t h e EX�� I N E  c o mma n d . 

WHAT NOW? EXAMINE BENCH 

ITS VERY HEAVY 

T r e a s u r e s  a r e  i de n t i f i e d  b y  a p l u s  s i g n  ( � )  p r e c e d i n g t h e m . F o r  e xamp l e ,  

WHAT NOW? LOOK 

+DIAMONDS 

TAB LE 

At any t ime , y o u  c a n f i nd o u t  h o w  many mo ve s y o u  h a v e  t a k e n  a n d  wh a t  y o u r  
c u r r e n t  s c o r e i s  b y  t y p i n g  " S CORE " . 

The c o mp u t e r  r e a d s  o n l y  t h e  f i r s t t h r e e  c h a r a c t e r s o f  e a c h c o mma nd wo r d , 
s o  y o u  c a n  a b b re v i a t e  y o u r  c omm a n d s  i f  y o u  w i s h . F o r e x a mp L e ,  i t  u n d e r s t a n d s  

WHAT NOW? E�� BEN 

as an i n s t ru c t i o n  to e x amine the b e n c h . Y o u r  c o mp u t e r k n o w s  o v e r 1 00 wo r d s . 
I f  i t  do e s  n o t  u n d e r s t a nd s ome t h i n g  y o u  s ay , t ry ano t he r  wo rd . P a r t  o f  
t h e  f un o f  ADVENTURE i s  d i s c o v e r i n g  h o w  t o  c o mm u n i c a t e  w i t h  y o u r  c omp u t e r !  
Some o f  t h e  wo r d s  i t  knows a r e : LOOK , EX�� I N E , DRO P , GET , G O , a n d  READ . 

SAVING PARTIALLY COMPLETED GAME S : B e c a u s e  ADVENTURL i s  n o t a g ame y o u  
comp l e t e qu i c k l y , i t  c o n t a i n s  an op t i o n  t o  s a ve y o u r p a r t i a l l y c omp l e t e d  
game o n  t a p e . T o  u s e  t h i s  o p t i o n , t y p e  t h e  " S AVE " c omma n d . Y o u  r..; i l l  c h e n  
s e e  a re ad-wr i t e  s c r e e n  d i s p l a y e d . Remove t h e  Adve n t u r e  c a s s e t t e  a nd i n s e r t 
a b l ari k  da t a  t ap e . T h e n  d e p r e s s  t he READ and w� I TE c a s s e t t e  b u t t o n s  a n d  

p r e s s  t he " !tJ" k e y . N o t e  t h a t  t h e  I n t e rac t do e s  n o t h a v e  a n - e r a s e  h e a d , 
so y o u  mu s t  no t s a v e  a g ame o v e r  a p r e v i o u s g ame o r  y o u  w i l l  l o s e  b o t h . 
Be f o r e h i t t i n g  t h e  "�. J "  k e y  t o  s a ve c h e  g ame o n  t a p e , y o u  c a n  p r e s s  c h e 
" S "  k e y  :: a  t u rn o n  t he t a p e mo t o r .  T h e n  d e p r e s s  t h e  t\ EAD c a s s e t t e  b u c c o n  

t o  p o s i t i o n  y o u r  :: a p e  p a s t any ma t e r i a l  e x i s t i n g  o n  t h e  t ap e  b e f o r e y o u  
c o n t i n u e  t h e  wr i t i n g  s e q u e nc e . W h e n  y o u  h a v e  s av e d  y o u r  g ame o n  t a p e , 
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c a n  p r e s s  t h e  " C R "  k e y  t o  c o n c � n ue :: h e  e x i s t i n g  g am e . 
h i t  r e s e t , y o u  c a n  r e s ume the g ame by a n sw e r i ng " Y "  t o  

I f  y o u  a c c i d e n t a l l y 
c h e  C O N T INUE ? p r omp t .  

RE-ENTERING A P ARTIALLY COMPLETED G.AL'1E :  '..Jh e n  y o u  l o a d  t h e  ADV::NTURE p ;:- o g r am , 
t h e  f i r s t  q u e s t i o n  you a r e a s k e d  i s  " S AVED GAi'fE ? "  T o  r e l o a d  a p a r t i a l l y  
c omp l e t e d g am e , a n swe r y e s  ( "Y " ) t o  t h i s  q u e ry . T h e  c o m p u t e r  ,.., i l l d i s p l a y 
t h e  r e ad-r .. rr i c e s c r e e n . R e mo v e  t h e  ADVENTURE c a s s e t t e  f r o m  t he c a p e  d r i v e  
and i n s e r t  t h e  c a s s e t t e c o n t a i n i n g y o u r- game . U s e  t h e  " S "  k e y  c o  t u rn 
on t h e t a p e  mo t o r  and p o s i c i o n  t h e  c ap e  a p p r o p r i a t e l y .  T h e n  d e p r e s s  t h e  
READ c a s s e t t e  b u t t o n  a n d  p r e s s  t h e  " R "  k e y  t o  r e a ci  i n  y o u r  s av e d  g am e . 
The c omp u t e r  'N'i l l  t h e n  a s k  y o u  " CONTDIUE ? "  T y p e  "Y" t o  b e g i n  t h e  g ame 
whe r e  you l e f t  o f f . 

MORE ABOUT ADVENTURE : I f  you wan t t o  l e a rn mo r e  a b o u t  ADVENTURE i n  g e n e r a l , 
we s ugg e s t  y o u  c o n s u l t  t h e  f o l l owing r e f e r e n c e s : 

S OFTS IDE MAGAZINE . S p e c i a l  ADVENTURE i s s ue , J u l y  1 9 8 0 

CREATIVE COMPUTING . S p e c ia l ADVENTURE i s s u e , J u l y  1 9 8 0  

RECREATIONAL COMPUTING . F a n t a s y  s imu l a t i o n  g ame s i s s u e , J u l y -Aug u s t  1 9 80 

BYTE . S p e c i a l  ADVENTURE i s s ue , D e c emb e r  1 9 8 0  

HELP ! ! ! :  A t  a n y  t ime d u r i n g  y o u r  j o u rn e y , y o u  c a n  t y p e  HELP t o  g e t a c l ue 
f r om y o u r  c o mp u t e r . S ome t ime s t h e s e  c l ue s a r e  h e l p f u l , s om e t ime s t h e y  
a r e  n o t .  I n  g e n e r a l ,  t ry l o o k i ng a round , e x am i n i n g  t h i ng s , a n d  t ry i ng 
d i f f e r e n t  c o u r s e s  o f  ac t i o n . I f  y o u  c a n ' t g e t  p a s t s ome t h i ng , g o  b a c k  
and s e e  wha t o b j e c t s  y o u  f i nd . T ry t h e  l o g i c a l  f i r s t , a n d  i f  t h a t d o e s n ' t  
wo rk , t ry t h e  o dd o r  unu s u a l .  The p u z z l e s a r e  d i f f i cu l t , b u t  a 1 3 -y e a r ­
o l d  h a s  s uc c e s s f u l l y s o l v e d  t h e m . 

And , i f  y o u  e v e r g e t  a b s o l u t e l y  s t uck and c a n ' t g o  any f u r t h e r , y o u  h a v e  
one l a s t r e s o r t . S e nd us a no t e  de s c r i b i n g  how f a r  y o u  h a v e  g o t t e n  a n d  
wha t  y o u r  p r o b l em i s  ( i f you k n o w  i t ) . I nc l u de a s e l f - a d d r e s s e d , s c amp e d  
e nve l o p e , a n d  w e  w i l l  s e nd y o u  b a c k  a c l ue t o  h e l p  y o u  a l o ng . 

GOOD LUCK , AND HAPPY ADVENTURING ! ! !  
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rnTerdct Microchess Program Guide 

Loading Progr'Jm, Insert the program cosse! le into the tope 
deck. de;Jress It'><:) RESET button. deoress  Inc "L'' key-. rewind the 
tope and depres3 the READ button to toad the prc;grom into 
the c om outer. 

I n t roduction to Interact M i c rochess, Th is program. as desrg ned 
by P:;:!er J-enn1ngs. is a complete.  fou'nOmE'flt·s!'y1 e chess game -
'lOu pi·� �  agcmst t t"H2 computer i !ke you would a;;:oins : ar:y hum c:n 
opponent . Microchess is  design<Od to g rve b<Oginning and intermediuie 

chess player s all the competit ion they con handle bu! i t  cannot 
�at exp<Orl p layers . Chess i s  so complicated that even the world's 
biggest and fastest computers connol defeat expen human ceress 
ptov<Ors. 

Selecting Ga:-rre Options. When the p:ogram r s  reody n-.c 
compu1er will as k you to "CHOOSE OP?ONENT 1 .0. LEVEL. 1 = 
BEGiNNER. 2 = NOVIC E, 3 = INfERMtDIAfE."·D<Opress ltle " 1 ", " 2 "  

or "3" k e y  to determine t h e  compL.�t)r's skill level.  (Note. the higr:or 
the computer skill level. the lor<:;�er i t  wrll to�e lor the comput'9r to 
or.cke a move., e.g. level 1 moves t o�e one to ten seconds ( overage 
or 7 sees ) ,  Level 2 f (J . JO ( 20 ) .  and level 3 1 0- 1 20 ( 3 0 ) .  The 

next option is "DO YOU '1/t,NT TO PU\Y BLACK OP WHiff?" Choose I he 
"B" ke'/ lor block c: 1essmen or "W" key for white. After all op t ion s -:Jre 

. c �o�en. ;r.e game begins. 
How the Computer Moves, rne computer rndicotes i ts move by 

!lashing the " from" sauore, tnen fiosh ing the "to" squa re and then 
Moving from the " !rom" squar'9 to the "to" square. 

How You Move, Llsi"g tr,<: te!t joys tic k control. move the flashing rr,de x 
I IQht over your " from·· square onj depress the nit button. �Jexr .  move rr.e 
f lashing ind'2X t ight  o ver the desired "to" square and depress the hi t  bu! !on 
again. 1 t  t he move is leg a!. :he ccmputer will rQgister your move on tr�e 
scre>en. l f  the move is i l legal - · e .g . you don't move your king out of chec k ­
the flashing ir,cex light wil l  start blinking again and you must make another 
move. 

Checkmate And Resig0alion, I I  you chec kmcrte t h e  comruter. it will 
i r.d icot e Ccieat on the screen. I f  you stolernate rne computer's ldn·� it 
will also odn-� i t  del eat o n  1t1e screen. I f  the com puter is playing at  Level 
Three I .Q and ch eckma : es \"':lU. i t  wil l  soy so on the screen after  you 
depress the joys t ic k hit but ton. I f  i t  i s  playing at level C>ne or level 
rwo . it will wa i t tor you to resion. To resiqn the game. :-.old the COt< . 
fP.OL �.ey ond type the " S" key. You may resign from the game at any 
t ime After you resig n. the com p�te r will o;k " N EW GAME? Y = YES". 
Type rne "Y" key and the computer will ask you tor new acme 'J01 i'='r�s and display a new g �;ne board. · 

Changing The Computer's I .Q. During The Game. Ycu may 
chong,o> the computer's I.Q. Ievel  of ony1in;e, simply by typinq the "1 ", " 2" 
or " 3 " �:ev to indic a te the new skill  level.  (Note. the cornputer wilt not 
change lev"'ls curing tl"r9 midd l e of a move.) 

· 

Specie\ Moves (Castl ing, En Passon!. Pown Promotion),  The 



Video C h es s  Progrom G u i d e  

Loading Program. lr.ser:  n-.;; program cm sette into : he  top'? dec!< .. 
deoress fi'"' t? ;:(�St r  '8ut tcn r..:!s-c� ;:: � �  ·�� "l"  key. rew1 nd !he :a;:;e ond 
Ce�··ess t t>e R�AD '::lu�ton :v tcac' �)]e ore>arom 1nto the cornptJter 

· ln t roduci iQn to \/ideo ChS: 35, r�d:. ve � s cti!e prcgrcm i s  designed tor 
r ·,.,c clo ve r;:; te> ;Jtcy ·-:�.e :;s cr,o us8 the TV scr eo£·n as the game boa rd . The 
C·:)r:i:JC�'=r Ot:!.) OS re'-S>�C� GnS ..-_; : �:.) .'/) �:)ecial move:. ! : �:::= en POSSCnl C O S I ­
! I:"'·Q ry-.d oc ·,.., :, ;:.,;on-.�.: I 10n. c·-�s  p;cgrc;,; also 1£-ts  y o u  save game reco�d.> on 
tc;:,c- for f •:::er �eplay r::nd -:: .��ch:s i s .  

Selecting GQme Options, At:er t h e  program is loaded
. 

t h e  follo·,..,ing 
"menu" appear�. " N  � N':'N G,> r,\E R = READ TAPE. W = WRI TE T.A.PE. S = STEP 
THRU GAI'.�E. P = PU..'t'. CON r;:-:>L Y.EY + S = STOP". !f you ever need to rete:r 
bo·::< : o  thos menu. hold dov•n ihe CON fROL k ey and type the "S" key. 

Nev; Gome, io starr c r'€'.'/ Q.:Jm-? depress !he "N" key otter the menu 
i s  d i s piaved \'/t"'1en tt"'1e ch-=ss bJ•:Jrd aopeo rs . make sure two j"Jysticks are 
plugged ln - cr:E: ior eacn Ci•J'!£'{. The Jeft jo·rs t ick co n l rc ls the . . . ,...,.h J f�" 
pie·:: e.; and iT10vE-s f i r  "it. rr.t? n:;Jn: J·.::>vst �cl< mo·tes the " 'block . . pieces. To 
rr. cve.  �·� ;8e l�e :c'.''i :1c:k :v p-x.·���:- n··e :lashing index l igh� c·;er the pie::c 
you went to mo·;e . Depre ss ·c. ,; r. :  :C u t:on and tr,en move the ind e x 1 1ghl  to 
the sq:..:crs whe;e 'y'OU WOi• ! IO <;i :J  Tf'e C-Omputer Wili  move the p1ece fer 
you. 

S tep fnru Game. fo rev1ew ��cme moves. depress the "S" key o : ! er 
the r:1enu is d i s pl a yed. This tokes vcu back to the s!ort ot u-,e gorne and 
shaws the f i r st move To SE"? ea::h subs equeni move. depress the "S" key 
again or depress cny joystick hi! !:Jut! on . .A.frer I he last move is recoiled 
frorr. the corr.pu!er's memory, t:'!e computer \<w'i l l  au ton1alically swi tch into 
the ?LAY rr1o d e  t o  l et vou cont inue -;�,e gem e. 

Ploy, You r;'"IC'f 1nterrupt the STEP ifii<U G1\ME function whenever you 
went to ploy '::Jy depres sing lhe "P" key. The flmhing index light wi l l r&­
oppem in the ":Jppropricte corner. cepending upon who goes nexl.  Ploy 
resurT:es cs it, 1'J E\'/ GAME. 

Read ing Tcpe. To reco i l o record ot game moves from o Dc:o Tooe. 
h!T ihe " Q" key �:·-=.·r �he menu i:;  displayec! The c-:Jmpute� w!!l tell you 
to · · tC/SERT fA?E. TYEN TO REWIND. PUScl REW!ND. TYPE "R". VIA:r. iH�N TYPE 
"CR''. Thi3 mec;ns vee W::>ert :he: p��-:e::: ."Jrdcd Da!·:J Tope and re ,.; ind i t  :Jv 
d�pre3sing rra �ope aeck's REV/ 1 .\J D  burton. type :he "R" ke·{. wait for th� 
tap"? �o rewind :!nd !hen -:j epr�ss th'=! " 'CR" key. Attei !his. the com puter 
will ask you to "PUSH '<�".D. mEN iY?E · · R".  This means you depr<?ss the: 101-JC 
dec k ' s  .:::·fAD bt..:t !:Jn O'ld t y·oe tr.e . .  R . . key. Tra� screen will t lo 3t"1 "RE�\O!NG 
TAP� . . w h i ! t:;  tt-1e cornpL.;rer l ocd 3 rhe ta;:>ed informotion into i t s  n1er-::oty. 
When the lope dec!( shut s ot:. di ser.gage the READ sequence by d e press­
ing n-,e STOP '::Junon. 

Writ ing Tape, fo seve o recora ot q :;me moves tor toler recall and 
anoiysis. rype r��e · · ·N·· key a f t er rhe !"T";enu is di$ployed The c:on1putcr v;ill 
tell you to " INSEP.f Tf..PE. fHEN TO REWI�·m, PUSH R�'NI ND. TYPE "R". W.A.I! . THEN 

Tl'P� . . CR · Tr-1!s rn ;::;-o.is you 1n:;c--t ttle � lrJn!< Doro T-:Jpe CJnd rf.;'Nind 1 :  b y  
de;:Jre ss;nG t � J?  tar:, e d o c k s REI/I!'J� b\..:tton. type the · · R" k�y.  ·...- oir  for th�· 
ta"e to re nind :: r·d :r·>n clcpre;,  rre CP." kev. Aller this. I he cor;'"lp�,;ter 
wi!! ask. you to ' "PlJSH P.:AO ;\NO v:RI I E. fHEN fYPE .. ,N .. . Thi :; rneans you d0press 
the tope d e c k ' s  R£;..D �nd WRI fo butt-:-.ns crt tne some t ime and !vpe the "W" 

ke'/. fhe screen w i l l  f lash "WT< IT I�J G  f,\PE whiie the como•�'er lrcmters the 
game re-cord f r ;:.m its memor{ to lr-<> :cpe. Wher• the toroc deck shuts u:t. 
dis<:ngoge the WRi fE se:que r;ce !:Jy depres,ng the SfOP button. 



' 'FL;:.. )q �= :'Jshe-= tt:� ':.Cr ee·.-. .  f ·c.uzz . L� Ji-85 0 b:.JZllng nC'I3€' 
1 < ·attP. � .. " :: k e s  a ::.ec:JhQ no1se 

J 'Al .o-\�:t.l t.fiui'es on ciarrn,ng t�:: . . st: 
· A  single c s •er isk ( ') .  icl lowed •r�med•cteiy  by depreo·.i�.g the "CR" key 

puts o bicnk l ine on I he scre€n. 

·sot.:,\J D( M S ) , Allows voe� lo c reole c ustom soc;nd ert e::: l s . The . .  ,'v� 
number can only be from or.e to s8ven. The · ·s"  nur:"' :Jer can be from zero 
to 3 � 7 6 7  E A. :J eriment tor d1Ueren� res�l t s. 

'COLOD:l,, B) Se:ects two co lors f·:::: r message d isplay enhancement. 
i..J r...:"T.":>er "A" is :he bcc!tg:our"�d color. number "8'' is the tex• color. Zero = 

�)lack. ; = red. 2 = green. 3 = · , ·e:to·,..,.orange. 4 = blue.  5 = v!o!e!, 6 = 

turquoise a nd 7 = wh1re. Expei!men! WITh different color vo!u€s to ach1eve 

desued efiecis. 
Writ ing Tope To Save Messcges For Replay. You may seve l ine: 

num��re,j messages on tape for future reference and display. Follow 
these steps. I ) Remove the pr og rorr tope and insert a bionk Interact Do to 
Tope. :?) fype the REW command and rewtnd I he tope if  you wont to slorl  
fron1 the b�d inr.lng. P;ess any key to tell fhe com �uter when the tope is  
rewound. J ) Dei)ress the READ and \'/RI I E  buttons on the lope deck. 4)fype 
thrc• SAVE comrnond ( and optionoi nome t f  des ired) and 1 1 1e "CR" key to 
wrife. or r eco rd the me5S:JQ'3 on _ tope. V/hen the tape decK shuts off . 
d"';Jress the STOP bul lon lo dise:ngoge the READ ond WRITE bul lons. 

Reading Tope To Re: : ieve M e ssages Follow these s teps to read 
or pL:J·; bock mc·S>fJge·, lr:p · 0 f) o ! o  Tope, 1 ) letserl the Dot a Tope. 2) fype 
fht=: Pt\·'/ .::;ornmund one r...:·.-::nd the tcpe r f  you wont to stor! from the begrn· 
n:n:;; 3 ) Depress tr,e REf,D ou : ion on tne top"' dec :- 4) Type the LOAD 
commend ( or;d messa.Je r,orne. if applicable) and depress tr,e "CR" key 
Aile< tnt: m e s sage is  !oo<:ied 00d I he tope deck shuts otf. d·:press the 
SfOP b�Tfon Ia dis"?ngoge t he REP.D b u ! :on. ( N o le. i l  I he compt,:ter i s  gi•len 
c rT!t='jJ;,'JQe ::orn e to search t0: it wi:l pass over o t her messages and narnes 

!o f :: . .:: : r:� .. • ;::��ci f ic  ncme I f  n .e: e !:> no rness."Jqe on tope wi th that spec: r t ic 
no;-";*'. �· i.-:=- corn p u 1 �� v;rJJ rt.·-:J.j �o :;--:� er:d or ft ··-· ta�e lc se·:::·ch for i f . )  

E r r o r  r.-i-::..·ssag es, I t  you rn<:o;r e;:fry �=J n i E:i 0 . .. , n rn on(: tpp COio �pul('i 
v1i 1 !  c � �  ' V/H A r ? "  Re-en t er the cor::m ond correc!ly and r t•- rv:-Je :h£) ::c . .  : 
n1 an a ! :ne. l f  on e;,tered cornmcnd includes o nun-,tJe� ron I �J'·�e lor  rr.c 

::c-··- : .. � . r er , t ·.-. d ;  c::.,... .  H()'N., . .  : r  you t·"·pe a r T l E" > � · !(JL· -. .. . ... :;:,,.. . · ::r·: v ::: · ::i 
l in-_-:. ( wnr<:;t-; hor··Hv t...":c:r hapuer.s) Ttl"? :on�pu:er .,... : • ; lC·, ::.o �R :-"· 

Sorn nle iVit! SSO';) eS, A sornpte rr.essog�:..� follows !h(· p;':1g�o ; r· dc.r :� !\n 
tt':e ti:JO::: A�f�·l n· .. ,e proc:rcm is IOOCed 180VC' file READ ::• _,; ;.: . , .:Jov. �. ;,; :e·  
Ot�· · 'I:JPe':lrs tvr:-·e ' LO.�U -:-: .... c.: ·eN.· · key v, r e; i  "OK" � c ..;:;rr:-.:rs � ·, :::.·.:: 

"S•': P0 L L  (ln(1 C R "  ko·. r�-. e S '.J:'"'", �. · e r:l��sscr;'? wd! 00�}�.)( lo s top 1 1-,e �.£'�· 
:) 'l(l '= (;"'C •: S' I f '. ! i;,  .. _:· _. f t(.,. ::J c.: �·..rl (. r.:_) :'J � �D L ' ke·; -::··td 1'. o�: l h"::' c: .. I< fry 
Nt-�t.::n t")K · �E- - Jp �-��· . .Jr::, :';o� ' l!ST" and n � e " C �  . . key 

M a n ag e m ent Ser i es.  Lets YQ U create,  edit  
and save word rnessc g e s  on t a p e  for 
replay o n  yo ur  TV. En h a nc e  yo u r  message 
with d ra m a t ic color  a n d  s o u n d  effec t �  

·- �  " <'Ji" : ! ;-:,·rcr · ' r. ·:··- : · j.'\t, .> ' ·:. 
'.�rJd� .: • J -: .  ···j trt :J : :, DKS . -� ... 



I, M ess a g e  Center  Program Guide 
L o ading Pr001 Grn , ,,_.,,. ' ' ··· , . . , , �  \.O·ui <:!· ·: ) 
E nt ering Word Messag es. When l!>e r-- rogrom ,s ready. !he TV screen 

wli t  disota·1 t he pro-r.p: w,�; cn es�og e . . > OK" ir, t t>e �ppe'r lei !  siCJe ot t he 
sc.ref?n. To enter a line of rne! �UQ0 v.·ord�. type a l ine number r·,ex

.
l lo the 

p·· . . . -" ( > i a ."ld type l �.e w:Jrds 0:1 1 0  !he >creen Iron> !he kevboord. Each 
lir.e rnay COnlc: .r 'JO l o  1 7  <:r·rl ! aCiers  ( 00Ch spac e bel ween wo•ds OiSO 
coun t s  a�. one ,.. ... ,Jrocter ;. : �· · · ;  A l t e r  e o·:t-1 . 1ne �:� ent ered . depte-�,s lhe " C R" 

k e v  t... � �::.-. J ; s t er th<: l rni? Jnk· · �·-3 comput er 's  rnen1ory and rnove 011 to the next 
ITt.: 

E G r ! ing M e sso-;;Je Lines- 1: on error ' "  mode. ctepres5 ll>e BAC KSPACE 
' ev or.ce lor '"OC.:1 cnoroc r e· uni t l o  be cle l e l e d .  then re- lypfJ the correct 
r , ...  , .  c.:oe T o  cete:e on en tHe l rne and gu boc k t o r ts  beg innin•J .  hotel down 
tt-,,-. · O •'J ; h") l 1< ·-··t onrl �VOP lhP. "X''  �J"' V fn r.:1 �nn(.'1 o:l l:r•P !·.'�:.-. ! hP l ine 
r, l . ' . n·:J' ct ' f 1 :  : · . : · · ·.: or·c: r ': : ·,';JC: I t �·.? r .<:.: .... r 1 1l  :.. :.Cij(: 

•\c: 0rng M<::oscg e L ines Llet\veen Other L ines .  Adc.t .01 .ol message 
.ne' c on be 1nse• ted bel neen ex11 l ing l ines bV typing a l ine number thai l tes betv. c�n I t�,- e x i st rnq l ine numbe r s. ( See RESEO command ) 

F " : errr.� C o m mands. Specia: camm a.·•d words 1e1 1  the computer whor 
' :-- J w!lh the r-:>essage l ines you enter. The two kinds of commands used 
o r e  1 )  n()n . l lpe .... umoered commanas \"''htch ore ac trvated wt•en entered 
or:t 2 )  r .ne-num� red -c ::: m:11cncs - preceeced by on a s i errsk - which 01e 
o � · .vated when tr.E: con>pulel r eaches lhell  l i r,e number . . Just  l ike 
'' "' -· s age s. comm and wcorc:s are reg • � l e r ed wrlh the computer o i ler t hey 
::11e !1 -oed by cep•essing th�· ' Ci<" key. · 

N o :>-L ine- N .x nbered Commands- rnese 0 1 e  ll>e non- l ine-numbered 
: r··! mon rl )  

k•. J \  I /- I  t r • r  ol\ 1 1 1 •  · r ·�v·: s( Jq e  nne! r: o rr'l n"l llncl l i i ' H:.., nunr �er s a r e  e n l e r e(j 
l l 1vv OJ '.' rJI�·J >1 . : v e rJ 1 <.·�·,.-, t n· · r on t l lf �  :;c r cen - or :; c r ol lod - t•v !he SCI<Ol L 

.. :.rnrnand � c r oll t ng � : .  ; r  l'J ..:::1 1  � n e  I Jr s t l rne. r unll)�:r On(l conllnues unti l  yo u 
C••.1ICJ rJown I he CONI :.'0: key ancJ depress 1 �1e " ( " key (CONTIIOL-C r e l ll l n S  
l l>e program ' :J  t h e  'J" V < r·OI prompt ing l 1 n e  ·: > OK".) To momentari ly hai r  
· •·e scrOI1 1n�,; cnessoge clepress  I roe T.<\B key,  to restart  depress the TAB 
' ·' 'f ago"' 1'/nen you sc•olr.  you may also Sj)eCrly o part rculor tine numbe 

to start  a t  a s  lYeii as how many comple,le lrmes you want ir,e message 10 
s c roll .  To do this lype SC RO L L ( N, T). The "N" s londs lo� l h e  beginning line 
number, the "T" num ber s t ands for how many l 1mes !he message should 
be scrolled, e g. "SCROLL(S. 7)" means to r,egin ll>e message o t tine 
number 5 ond scroll the message 7 limes. 

r�E SEQ, ::-.rs comrnoncJ C l e o l es room lor new line-numberecJ messo:;Jes 
or commoncls by re- 0rdering, o r  r e-sequPncing exislrng trne number i 
e.g. i l l ines CJre nurnr;t=red 6, 7 and 8 !he I!Eo.EQ command will  make r r,em 
l l f'\0�. J 0. / ()  rlf''\(� 30 

'·· '·. '/i , ,. :; · · 1! · · · ·  · , ,- . .  ! ,1 ! ' · ·1 ' · I t ,.� r • . · � . - . . . , , ,_. . ::c· . . . l .n• .· ' l l lrTttA:rr•d n:F.ssnc_i r�S Ot t( · C{tr';)J . .  or 11 ... !S Gf't IC:..J·�. r Cl r t..::f t..' �e"llCE: purpoSE:$. VOU rnoy 
grve you• message on o p ! ionol namt= 1 ;-pe I he nome next  to  1 r.e SAVE 

commar,cJ. (!1lso see W l l f ,ng Tope.) 
r . .' [VV, lfw; r:ornn-:cw .cl tuns on the l ope r1ec t-: to r e w i r , d  tt-11'? tope Tvpe 1 ne 

flEW cornmcmd. dep res s the " C R "  ke'l a·mJ depress the tope deci<'s  
Rl\',' IND  t. u ' :.:.r . . \Vhcn the :ape i ::;  revlound tel l  1 t 1e computer  8y pressing 
any key on ll>e keybo a r d  

r·H:w. 1 r, 1 5  c.ommoncJ e r a s e s  !�1e me�sages and cornmond::; 1n :he 
corn p u l e i ' s  n1emory 

LIS I N, T h is t e l ls rn ,o ccmpuler 10  l is' ond diS  ploy on screen rhe c c r r enl 
messages and corr.mcnas in !he mernor'l n-:e " N "  number follow.ng the 
LIST command slor:cls fa· 11'\e l rne numbe1 w�1ere you w ont the list t o  begin 
from. I f  you type "0" o r  n o  n;;mber a l  ail . the lis I will automolicolly s t a r t  
f r o m  ! h e  f i rs l l ine-num:Jered entry. As during the SCROLL function. y o u  c o n  
o : s o  u s e  t h e  T/,8 ke'l, dE:;::,ress T.f,B momentarily hal l I he l is t  or r e - s  lor!  t he 
I r s !  :Jy depre ssing ll>e ii·.B key again. 

i.OA8 name, Thi' C•Yrcrn ond instruc r s  l i>e corn puler l o  toorJ rnessoges 
I rom a Dolo Tope. To lucd o toped m<:ssage with a speciiic norr• e lor l a t er 
relerence type 11-.e nam e followrng the LOI1D command . The computer 
wil l  pc:ss over o t her n•essages on lhe tape unt i l r l l r r, d s  I he message with I he 
specrlic nome 'IOU er.lered.  II you lype LOAD and o message nome-but 
no n1e�:.uf')c by 1hot nome e x i s t s  on lo;Je- the compuler wrll erv:1 1essly 
seolc t·, tror tno:  r.on - e X < s lenl norne 

L i n•::!- Nurnbered, Asterisk ( ' ) Comm and�. rr.ese command words­
ar�,ovs precc ecJcd by on o s terrsk ( ' ) ore E- x r".:uled during th,: SCROLL 

funcllon 'tvt�ten 'he�r l ine number rs  reoched Tnese con1n1onds are, . 
'PAUSE( N ) Pauses leor the number o: seconds you enrer in the parenll>eSP 



CO NCENTRATION Program G u i d e  
(For  r:>ne or  tw o  players) 

Loading Progr·�m,  inse r t  tne program ccose ' te into 'h-'; to>)e dec k .  
d e  ore;; : r: e  RESET � u t ton.  C;>pre>s the l'' key re�11rtd lr,e top» o n e  then 
d ,::> _::x e ss  : f"' e  READ ::u: ror. to load !h"? program tn!o the -:or. 1 ;J l.:1�'- ( For  :-r.� 
pi�·ler  'J : e  i P. � f  JO'fS i i c k . )  

Game () � · rions,  v;r.�n tr . .::- prc;y r w n l  is U ? O d )  tl:e CG'l�puter -..... : ! � ask 
"E.-'\'i'f Gl-,'11 ''  Y�'lES N=N O  " Tne eo3y game opt ron l 2 t s  y o u  S C:"C behrnd 
the C J1YS .. ,nen irie game beg_ins or when cny d-::ors a�e marr: hef1. Wh8n 
· N · · :�  ��,'::l e'.J. player s ·.,.,.i l l  net see �eh!nd a door '.J,'"' i e ; s  I f  r.s rhrH;A"' r;�,fl 

r.e .... : ')::; · , :  . .... : i s . P-..AYER OP! IC.l;'�:.:-. : :::0•\J: Pl/•.YER � =7'1N0 Pl �'\ 't � :.· �� ::: �Lf\ :· 

C ..: · \' ?!_ ' :�::- · ; r yOt.; ChOOS":' c · tr•t: n � x ' :• ;:- ' : �.-. .  s · c �·JC SC Of-·OQ N CN r 
·J � . :  :� ·., .· � :�  1 =�"-JOV:C: 2 = : ;"HE Ri..'\ EQ!  ... '\fE 3 = r\DVA·\-I C E LJ  4=-:XPt�T . l f  vou 
ct-.Gose "0" . tt·e c:om pu!e: w1l !  be on easy cppo.� e r. � .. --::-,o,,:es , . .  :rrou9� 
.. . ! . . :;.c.res.:.6- vour c o m p u ter oppcnAnt'::; Sk i l l .  

Garne Play And Sco r i r.g :  Att8r  options are c hcsen.  4 ?  sq1JC � e j  or 
· c c. o r s "  cp;-,-:;or on scr et:�": . Behind each door is a c:ol ·:-_• r  prJ t ' � · n  ·,.;G1ch 

r:s.: :.: �  ldt.:=r, ! I ": G I  twin r,ldCS"n oehind ;.;rJ•.:.Jther doc·r P:·::','E'�S iT')C '  ... ' -2 t r ,e 
f !csr: .. g :r.d e x  l ight v 1 a  JOY5 1 1 C � s  up dow:�. :ef t  or ri·;;ht 1n tr � seo.-cr � ,:· r 
mc1cneci � -: : r s  To o pen c door. p::>s:: 10n !ht- 1 n d e �  1 i ·;Jhi ove� t!"'H�� c c c r  
c; :-.d C€·;::;- '? s s. :he joystick h l i  but lcn · _::� r e v e ·.J i the h,ar_:en p o:: t tc:'l lhe 
O�Jec: r c t  i f" f: game i s  to rernerntJer tt:e :oc a �icn ot ench p a : :e.-r, o�.j ru 
m c r :: :o rnore ;::.:o,r:J inon Y·'Ju r  opponent. A player w1n.s ;-wo po1nts ror sverv 
po1r or C ::y:: r s  corr.ec tly matched. A "\V" bs-7l;n8 a d::' 'J ;  indicoi�-=: 5  a wd.d 
card ,. . ... . l ·:: h r.ak:ht<:  0r1y pc�t�rn. f�-? f : � s �  P1Gy 0::i to o;9t 20 po,n!s wi:-::; 
and �h':: ·;;':J•;--e enC:; . ( i r: the or:e pl -:Jyer op: l,__),-..

. 
40 po,nts v,· ;ns.) 

Ne t.' Gar.1e: At :r,e end of the garne. the c Jr:'"i ;:JL.;7�r  will ask.  " SP.JVi( 
GA�.�t -, Y = YES �-.� = 1'-lO . . . For the sarne o;: i,e;ns

. 
ty;:.e "'! or depress tre 

ioys:i ·": �: 1'"11 r  butron. For new opr1ons type "N." 



I • 

DOG F I G HT Program Guide· ( F or two ptsver s )  

Loading Program.lnsert the program cassel!<? inl:::: the tape c-::r:k. · deoress :r..e P.EStr :,tt, ton . deprt$5 the "L" key, rew1nd ttle �ope Or"'d c!epr .-·-s s  th� Rt."-D ::Jifilon to load I h e  prc;;ram ir:lo t h e  com put"''· Plug ' n  jovslld: s. 

Entering P1ayer Nam es, Nter the program is rocr�.o;d. the co:"lputer wili 
ask "LEFf PL.t-.Y:P., TYr'E YOUR NAME". Use the backspace x.;,y to erose any 

errors and t'r:> � a max imum nom e length of ten chore� �ers.  V/h�n fini sf"',ed. 
type ;ne " C � . key and the computer will ask "RIGHT PLAYE R. TYPE YOUR 

NAI.tE · Yi- e n  ::nisr.ed. ty;:>e the "CR" key and ploy wiil  tr=gtn. 
· Game Prey F.nd Sco ring. The gar:oe begins as two f ighter planes enter 

the screen t�c.rr. opposite s ides. l r  you crash into rne control tower in rne 
c ent er o !  tr.e screen your opponent wins one point and play wt l l restor! 
Before acrua! combat starts. bath p lanes mus t i ly a bo ve or below I he 

control tower. i t  w t l l disappear and the guns wrll oclivate. To mane-uver yo•Jr 
airplane. ;::.G�h tr1e joystick fo1word to dive and pull i f  back to '.: t r rr1:-: � ..:-.:.r.� ._ ; 
r t r;; tile r:er!!e' t0 m01ntain cours� Push ! ti C  h1f but to,.., to t 1 :e 01 r r.e ::.• me· 
plane> Bulle t ;  -:-.c;y "wrap around screen ( if lhev miss you and sr.ool 0i! tne 
screen !r•"'Y .... . t! return to play from the opposite side) . The piones at so 
"wrap around" screen. The objec t of t he game is  lo shoot down your 
opponent. " 'ter you shoot down n>e other plane. I he compu:ec slops 
action and awards the winner one potnl. The score is c!ispt a·,ed on screen 
be tween rr::·unds. Wr,en one player g e l s  20 points.  l he corr.plrter will end 

the game. sr.ow the f inal score and display I he winner's nome. 
New Game. AHer I he end o f  a game. I he com puler automoltcat!y 

starts a new ·;;)Orne. 



BLACKJACK Program Guide (For or.e or two p:oyersl 

Loading Progron1,  Insert the program cos��!tc 1nl::; n-IF: tope d 2<: k .  depre.s itle 

RESET bui�cn. Cepress the "l" key. rewind tile tope and the:� dc-�ress the READ burton to 

lo ad lt"•e ,::o�c.-,:; :cm into !he compu ter . Plug in ,iovstic�:; (lei! tcvstic� for or.e pioyef) .  
Game Op1ior15; Who:>r. program is reccy !ne com puter w: ! i  a s k  "ONE OR Pr'/Q 

PlAYERS?'' F-:); one ployei cgcins� the dealer -'com�uler. typo:= · · 1 . "  For ;,.,.o p1oyers 
type "2 " 

· 

sr.uff!irrg Cards. me com outer will display "Si-lUtfLF' 'o'l't'o l lt.;:- ! l  rcnComry SOrTS nle 52 
card de-2¥. To sl:::.p s:--.ulfle and s:mt tr.e QO!'T'.9 .  r.'lc-·:e JOY�!Ic� d;., 

8et1irr<;,;. ir.�? c.ompvlef points a greBn arrow over y"Jur s-::.:..r1ng or eo and c��-:s "RET?" 
YcL:r t-enmo r.:Ctley cernes from your BA."'JK. ,..1Jich stsr�s a:  5500. ���ave joyst1c\t: LIO to 
raise a be� nove il down to lower tx.- f .  For fcstt::r silen t t-elting. dep;c:;s me h!l :.-utton 
while bet!i:-.g Tc· count cores. type "C" wh1le you bet. 

Hiftir..g, A'-.f:f bettino. move joystick l':.'fl or right 10 f h: be!. ccvanc e ploy to GL!'"\E-f 
playei or ;-;-.c:�e tr.e corP puler d�ol. Atlt?f deoiin<;;� tho? co.-n�uter ask� ' 'HIP" I t  you ·.van: 
ano1her ccrd (...:p !o live cores :otol) move joysl!ck LO. To "s:ic�". move j.:vs�ick down. 

Doub!lng , To dCJuble your be!. move joys lick 1>:?11 or durino the H!T sequer�r:e (an�'! on 

the first co•oj 18k.en) . .A.t:..:r your hand is rlaye'd . the computer will odd or ::uc>trac! your 
doubiE:•:1 :..� :  �:vm yo'.Jr bonk. l t  you C0•Jble. your bet !.lt1y::, -:l.Juti�ed lor IIH� ne>"f hand . 

\A/inning .A.nd Losing, Af1er HIITING. tr1e computer reveal� the deale(s hand end 

declares w.no 'rt'Jr. . "busted", "pushed" ()/ "cncrhed" or ciot "blackjack" I f  your hand 
wins your ::Y.:I is added to your t.x1r>k. I I  ·yow l . •se.  �·our �-el ls sutJirac t ed fr0m your bank. 

MaximLJTl v.�nrdnos are S999,995. Max1rn01 : . uet is 5995. For a r.t.·w hnnC. push ,bysw::::k 

up. 

Loans, If your bank runs out of money, the computer ,.,,u ask "'LOA.'\1?" !I you wont a 

loan. push fJ'!'�! :ck t...p and the compul�r w:!l depo<;i! 5200 total in your ba(lk 
Background Sound /Music. When tt·le computer a::.il'� · �tl", you may in�ert a mus ic 

tope or 1n1eroct Casino sound lope . depres� �he REWIND button. hold down lite 

CONTROL ke; and depress 'T' to rew:nd tope. wnen rewo1jnd depress the READ 
button or.d il"€ tope will play through 1t1e N's speaker wnite you play. 

Blackjack Rules & Slrolegy, See ··The New Corr.plete Hoyle·· by W.oreneod Frey 
and Mort .Smrth or ··Scienlrlrc Blackjack·· by Collver. 



"' REGA HA Program Guide (For one or two players) 

Loading Program. Insert the proorom casset:e into the tape deck. 
cl<2press the P.f5ET button, depress the "L" key, re\'�nd the lope and depress 
the READ button to load the program into the computer. Plug in joystic ks .  

Game Op1bns, When tim program is ready, the computer wili  ask " 1  or 
2 PLAYE RS? 1 =0NE 2=TWO". Type " 1 "  for a C·ne p layer practice game ( Or•d 
use left joystick),  or ty;Je "2" for two player competition. Next the computer 
will ask "LIT G.A.iES? Y=YES N=NO." Lit gates mean that the race gates light 
up with the color of your ship after you successfully sail throug�L U nl it  
go!es do not change co lors. so i t  is more difficult to remember which gales 
you've passed throuoh . 

Game Play And Scoring, After options ore chosen, the computer wi! t  
dispiay a slalom race course.  complete with randomly placed gates.  The 
I ell joystick con trois the red boot, the right joyst ick controls the white boot. 
Joysticks control mot ion up. dov.n, left, right and diagonally. To speed up 
boots. hold down the joystick hit button 

The abject a t  t�e game is  to soil thraU{)h oil the gates as quic�ty o <  
possibl<? wirhout bumping into on)1hing. Each t i r.1 e  you co l l ide wrth o g at e 
or the edge of the race course, the computer will assess you with one po int . 
If you crash into your opponent's boa1, you are assessed three points. As 
soon as th'? first boot finishes the course. the computer clock will appear 
on the lower center of the screen. It times tr.e number of seconds it tokes 
for the second boa1 to finish. The second boat i s  pen alized one point for 
every I al e second. The winner is the boat with n,e lowest overall Po int total. 
99 means ou:omotic delea1. 

New Game, E ithe r player moy depress a joyr.tick hit bul lon for " new 

game 



TRAILBLAZERS Program Guide ( For one or two players) 

Loading Program, Insert nre program cosselle into the lope d<:-ck.  
depress the f< ESET  button. depress the "L" key.  rewind the tope ond depress 
:he READ bu t ton to 1-::Jad the prog ra m into I he compute�. Plug in joysticks 
(le:t joystick lor one player) .  

Game Options.  When program is reocty, the computer wi l t  d i splay 
"PlAYER OPTIONS. 1 =ON E 2�TWO C=PlAY COMPUTER " Next. the, computer 
will ask · ·cACT';s:S? Y=YES N = NO." For random c a c tus bafflers or. scre;;,n. 
type "Y". I f  no t .  type "N".  Next the computer will  osk "WR/,P APOUN D '! Y �YES 
N=�JO." I I  y o c.;  wanl rhe TV screen's edge to oct  as a trail  bor11er.  type " N ". 

It you wont tht: troil to 1eove !he sc reen . "wrap around" and r e -enter the 
picture I rom t r.e o>:-posi le s ide. type "Y". Finol:y.  the computer w i l !  a s k .  
"CriOOSE PAC E 1 - 5 1 =SLOW 2=MEDIUM 3 = FAST 4 = SUPER FAST 5 -� AC C E L E R.'<-

! ION." l'.cce terotion begins ot pace one end increases to pace tour 

Game Ploy and Scoring. Afler you've dec ided the game options. tr.e 
qume t •eld will appear. Lett Player's color !roil starts on I he scrt:en's lett side 

and mo, e s  o:-ross the screen Ia the r ight . Righi Player s tarts  tram the r ight 
s ide . The ;oysi•C� moves the !roil 's direction up. down. lelt or r ig�t.  The object 
ct tr-,e game is  to ovoid hitt ing cac tuses. your own trai l ,  the sc: reen ·s edge 
(if  not i'n "wrap around " mode) or your opponent's !:ail .  Each of your hits 
t�  seer ed Of"'·e paint lor your opponent The first player  t o  -;;Jet ten pc-ints 
WinS . 

New Gorne.  To play another game wi th l�e sc�me opTions. answer the 
COfT'Puter's "5.A.ME GAM E? Y=YES N=NO" ques!ic-n by typ1ng "Y' or 

depressing a joyst1ck hit button. For nAw o-p t ions type "N". 



COM PUTER MAZE Prog ram Guide 
( For one o r  two players) 

Loading Pr')Qrom, lnser1 !he p< ogrom cosset!>? in'o !h'? tope deck. 
depress tOle RES:T bul l on. depress !he "L" key. rewind me tope and depreos 
n-.e READ bull on lo load !he program inlo the computer. Plug in joys l icks. 

Go m e  Options, When oroor c'll is readv.the comou:er w<ll  ask. "Visit:>le 
M.AZE? Y=YES N=NO." Type . . . , . . if you wan! t o  see the Mme. "N" if you don't 
lhe computer will st i l l  flash a bflef glimpse of the maze i f  you choose 
"I-f" .The second opt <on i s  "1 or 2 PLAYERS? l = O N E  2 =1WO." Type " 1 "  if you're 
plo)�ng alone end use !eli joystick. Type "2" for two players Third. !he 
comoute< wtll ask "PLJ..YE R  PACE? F= FAST S = SLOW." r• e .d option is "CAP 
v�v"ES �:=NO." ! ! you went a compute<-conl folled " c o l " to entt-< the 1\�oze 
·.-:"d trv to ea1 your "mouse". : ·ype "Y". For no col .  t\'oe " N ". Fino! opttc•n 
is  "CAf PAC E '  F=FAST S=SLOW." Type ' 'F" fo< o rcpidty hL;nling col. "S . for a 
siow c:ol.  

Game Picy And Sco r ing, /\Iter opt ions o;e chosen. l r.e computer will 
crew o r:coze pa1te:n on !he screen . Each maze is differen:. Player "mice" 
e�•e• lh·2 ,-;ooze from the top. Left player i s  red. right p:ayer i s  blue. 
Mso ·; emer.t i s  conirc.,oled by joysticks , up. down. lefl or <ig rot. To cover 
your pd.�t so ycur opponent can't follow you, hold down the hit  l)ullon as 
you move. Each plover receives one poinl when escape from the maze is 
mode a: the bot !om exit. I f  the c ot ploys, the number of "mice" it has eat en 
cppecrs in the center of the on-screen scor?boord. 

"le w  Gem e. At :he end of eoc r, go;ne. I he c -::-mput er will  ask "SAME 
s . .c.�.1t;·t Y�Y'ES I'J= NO." For 1ne scme opt ions. typ� · ·y·· or depress a joyst1ck 
h i !::ruttcn. For new options . !·,r;E · :N".  



.. B I O RHYrHM Program Guide 

Loading Program. Insert the program cassette into the tope deCk.  

depre's !he RESET button.  depress lhe "l" key. rewind the tupe and depress 
the READ outton to load the program into I he computer. 

· 

Enter ing Infor mation, When the program is ready. !he com pu ler will 
say. "THIS I S  A PROGRAM TO PLOT YOUR BIORHYTHM. ENTER YOUR NAME ." 
Type your nome onto the screen via I he keyboar d. I! you make a mistake.  
dep r € 5 5  BAC KSPACE to erose vour error and re-type your entry When 
finished. depress "CR" key. Next. the computer will request. " E 'HER YOUR 
DATE OF BIRTH AS FOLLOWS. MONTH DAY :YEAR 03 .' 23, 1 9 7 !  . .  Us>? this format 
to I',P'? 1 n  your biri."1d ate.  Depress !he divi�ion sign key in stead o f  t he slash 
mar� ( ; to separate dov. month and ·,-ear. When finished. type "CR" �ey.  
Next me com puter wil l  tel l  you !o " ENIER THE D!\TE YOU WISH TO SEE 
PLOTTED. " 'vpe thrs  dote the sor:oe way vou typed vour _birthdo!e.  

Chart  D1splay. After you've e ntered all  nec essary dolo . tt1e computer 
wil l  ccciress vou by name and I ell you r1ow many days you hove been 
olive . �;e x ! .  your b iorhythm chert wil l  be dispiC'red. Tr,e horizonta l bar 
shows a six wee k period and reads Ieii ia r ight.  stort in·Q from the dole vou 
entered So?ven days ore represented by each notch. The green curve is  
!he physrcol er.ergy cyc l e ,  the red c urve is emofionol and the whi le curve 

i s  intel'ec !uol  energy. 

Advancing CharL To see bev0nd the six week chart, type the "7" key. 

This odd� one week to I he r ight of !he chart and deletes one w€'ek from the 
left .  You move n -.e cha rt if'llo the fut ure every l ime you depress " 7." 

New CharL For a new c hart for o new dole for the sorre birthday. type 
the . C.�" "-ey to return to . ENl EI< T�E DATE YOU WISH TO StE PLOTIED . . . To go 
back to the beginning for a new birthdote and chart dote. type the TAB 
key. 

Fac1s About Biorhyihms, Consult Gitl leson·s "Biorhythm, A Personal 
Science" or contact Biorhythm Research, Inc. in Atlanta . Georgia. 



.. 
SHO\VDOVvN Program Guide (For  two players) 

Loading Program. Inse rt the program cosset:e into t he tope deck, 
d�press the RESET button. depress t he "L" key, rcwir:d !he lope and depress 
I he RE . .O.C ::>utton to load the program into I he computer. Plug in joyst icks. 

Gcrne ootions. When the program is ready. tt;e computer will ask 
" MA.X. scor;'.t;? { 1 -'X'�". Type rn the maximum score c,-,cJ depress the "CR" 
key v.n en f in ished . The next option is "RICOCHET? Y=YFS N=NO".  If you wont 
buHets 1 o  t.•)unce off the tdge ot the screen and re!i..:r:l 1o plcy. type "Y" 
Typ-:o " tr it you wont bui!el; to dissoppecr ; : a-,ey o r e  shot orr the scree:1. 
Nexi. n-,e compute: will ask "WAGON OR C.A.CTUSES?" I I  you wont a moving 
wogo�. oostocle to  appear bet" een the gunslingers. type"W". I f  you wont 
random c ac tus barriers. type "C". You may "st1o0t away" n-,e cact us es 
prc�ect :'lg your opponent while you shoot througt1 the cactuses protectic.g 
'iOU. 

Gc�:)i;; Ploy And Scoring, Alter all the options ore chosen. the 
cornp·�1er will display two gunslingers and .a wagon or c actuses Befo:)re 
each round. I he scor e will appear o i l he top of I he screen. then disopoecr 
wher, I he compuler s ays "DPAW" The joys·t i c <s move the gunsLPgers u;) 
down. lelt or right. The joys l ick control knob is turf)(!d to r aise or lower each 
pistol's aim. The hi t  butlon is  depressed to pull the trigger. Eocrr Di·:Jyer hos 
only six bullets. I f  bo th players shoot and miss wi t h  oil six bull�ts .  a new 
round will automatically begin. The object cit the game is to shoot your 
opponent's gunsl inger before it  sr.oots you. You win one point each time 
vou shoot the other gunslinger. 

New Game, As soon as one p·la.
yer reaches the pre-set maximum score 

( 1 -99) .  the computer will announce the: winner. then ask "SAME GAME? 
Y=YES N=�lO." F or trre some qcme and sam,_- options. type "Y' or either 
plove r may d�press o joys l ick hit Dutton For o new game and new options. 
type "N" 
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l 1r e  �s R L �iE r ;�r�(l i f'  \ l ;f•n :ypo ·-r�uN ·· t o  rerun R E PO R'f E R  
·:. , ! / ;  . J n c : �lC·I ;-; o r t : ·.d��) [),:, !�� 1 c�pe T0 r u n  D E F ! r.J E R  o r  INCOME. 
, \ : 1/ ,.\\ Y ZL n pr r". ') R E �Jr· I :1nd · R "  Alte: �; ')U gel an " O K '' 
l r un� Ui•.S IC.  r ,)l lnw l l rf• lo:v l lnf. InstructiOns in !he Pro;'dm 
(i t !! : � ·  hJI l tH.'" f'f(".yr,:r:l yr.J ; J  \'/On! tu n.111 n � x l  

I NCOME Af\p.t Y ? E P  Proqrom Guide 

;;..,• .• UM I· ,\1\,.;\L "! Z [ f1 r t: to:, 'y CL �n;� ! : : • · , : 1 1(1 �t·PC:'"'.. jtvrdvnr1 
1: H .·; :T. I ·  y tf· i · i . :-:•+rJ F' [: i l l ld P• • Y C:l.: , , . , ) ... ·. tr:r y our ;:>cr!IO!r(l_ 

· J .:  . • 'v1[ t \"J/,t ·, ,�!_ II  ; , / -�<., r.�Jps ·,· r •u ;,n.ih .• · • : 1 11? tnr 0''!'1L ·  e!fec ts 
: 1 l :t · P i�! : ,·.· f · ; .� ; rn cd. ·J t : f ,mpo�;tl 0fl�. ?. ; 1 ,c nn ! d 1  drvrdt· nc <.:,  and 

, ' .r� 

1 1  tl .:-. ne-t :1ir · . � Jy h .:;n. · (l IO:h: !�10 L t · ... ·t ll S�S!•.:: !.d·�gu;1ge 
• · , { • · ;;1 P11� u� • J , , :  /Tl;j r l f l •_; : .o'l.l l 1 · 1 you q.,.! rJn "•:Jh " ! 1 0m BASIC 

· "· r \  !"• f: t t-; . .:.i"J('; . .. L L!8 R •\ H 'r' I l�iDl: r • : :: • th•.• C;-t·�c; e l ! e  \!l·Ck. 

i 1 t .c• C LUA/1 · t r-..: r:.C. M E " "  to llc.. .vno by : 1  C R . Pu�.r. - the 
G E \'\·'IND (;3SSf-'lte l�u : :o r :  17!  rE\vrn.j t t1r� t;_:pf' !I flt.<T St'ir)' Pu�h 
Pw ! � E U.D cn�.:::,cl l0 h l : i � (..'r· to lr;ac t t·, L p;co;.;rc.r�: A l tr::r y ·)u r.; I 
.. 1 0'<." t}.-{')r: .1 " P ' J �{ (.Ornrn:lr.0 to S!r.r:  the prn•;ram 

Er l lering Your Pori folio 

t r·J l .... O 'v'i E.. .Af\' -\ I . Y Z E I �  q - � b  •n: (_� r r. r . J ! Inr . ;.�t"H • t Jt  V ;,  • • r hr.lt!•t �o.;� l ' (l'n 

i.·J. · : .• 1 . , : 1 • '  � : r • • ! ,;i l t ·C n\ D F r t,., Jf; f:-.' I t  , -: , i  (1 • :  11(11 1 l,i ·:t· S. J:.. r: . !  
: , . � · ··:> 1 / 1 ( ' " D l t:- l l � [ .r--l r-rnr;r::m lJt :".:L·· l l  /•- · ;  "' :; · ··- � · :pt. 

' :::<• . .  �J ,..:\; 1 . ' �  :; !"> r n S l " ! J C ! .On:. :-.�r I<J?.d:n-::.i r\ 

t n !er ino Pr ices 

�\ ' 1  ; 1-.1 · ·• : r-- •;IJ t / 1  �(J' i' :·; !:o \ t.• J  iH f-' .1�;-.,�c lr. : . �)L' ,r; pr;ce 
I ,  . . · . •  .. � r l '  i t ; r  '' -lC il S fL ..._r. Ttl(' n;;lfnt� _�t c;"l-:11 �IO_k ,:ItO · •. 1• ;r  

' . :  ;,- l o� ! r� ·- . 1 1 {� ."l ' •.- ' � l�t,-l,:y(•'J b·.!10f(• you :ue :.:�ked !or the 
. 1  . 1 1 , ·t , r tcr l u  . : r :. ! l·� =- ·� .-,.: tl J . j l  pcr i!oi :D �w�orr; \.1nce. enter 

" I  r t , · l : r, r ll' i '<; T· : "' : : I J .l !r •  p(- (/•Jrl�l . l ' l C ( · h� .... .- .d  LJI1 yor .r : � ). · 
: . . , · · · .-, . .  ..., ·· f l l t•r  :· • •t o  ; ,_ , , , � �- - 1 !: 1 :or t ' 'lr.tl · :;t ·.Jt:k. i ottow each 

.·. : ' ! 1  .! CH ·: · ) r�1, ..., t - r f , · r  � � r · • L· ' ,  1 1 :� ·nq lht· oec 1m,11 
' 1  · I  l , 1 / • ; ! r , H . i .r.n•. I : r  ( • . ;., ll;"Jif" c1 ..; J o e �  r·' LC(' ot $2-� 5 0  

"1.,� 1 l '  • r d d ,  . .  ; · •"· 2 -1 �� ,:-' : 1  :...v or ::· -1 1 '2 Use t h ;: 

. 7 
:.-



. - ·- . ��-·-·- .... 

Oohom 
1!-.J('.UMi: ,:n : ;..� 'I Z E I- n�·· 1:t as.,. .. :. V\'H;\ · �Jl X l '· .1'1:'1 01·-.:"ll,..:,\·� .J 

r• l""> f'L• ('11 c•r--:·��r�s ;l'"'".'i f.(';'!F·S l r· ! t !"" .•;-'11 Pr(:�.� u-.e r orlr· t .· r  thp 

· , : . •·r ., . ; 'J• I c• ·· 

F ry E??.St"'• s t0c k . 0 • �� <  .. 1ays n•.l r.-,t;cr ol sh;; r P C.  
npii'J curr ent  �'r tCf: o·.·r sh.�re nrwl•tl l  .... _. · , :  
c• ·. •'Jend�' 1\o ) :eld :- r cl prv!Jnho d• .,· .. rr; 

,,cort1e cC'ntrl�HJtE:C �. -.,. tne st r · -:¥ •. i\n.-- ( . t ' '  

r c�n! P E and p 3 y U t : l  r :; I , ...;S P t fH-.5 · (' H 

to St.".� the re�ort tor 1he n(:"J.l �lOr\.. P ; e ·.; _. 

. 1 f  ;::!. t\('1 ;:my rf!O('rt IS di:-;.Q\.J'!•('tl :n n:•. ' �  
rPC •J(\tng dfld rt::. !Uf f' to l�f' o�:-- t •or:c 1"'1f� • ;•_ 

Pr0 d � h .. e� \he. s.Jme repu�l :1:::. L t �  ""f 

� l UC K�: o11t fur c•ne s : uc i<  on tv 1: r. :.-.r � · l � ­

·�znH? o� ! i< t' stock wtwn Js¥. • �tl i r , iJ::·\ f �� 11·,• 

, " "C.R" P· es5 :! · ·cR to rornC\ C t11...:- r (· 
port l ro:n tr.� scre(�n Rl 'l� r e i u t n  t<' 1 1 •• · 

Jnl•ons !T!t:nu 

C'n , .; ;; S t n c W.  Trr;"�pOt ;Jrdv om1 lS ?. stock l rc.·n• t u r t t', r-r 

a;·,:l. tyse: 1 r.e �tock r1�� ..,. bP. �hd b?. cr. , ;-, t · · 
rq)()r ts af1:J ?.�"""•t! ly�t-:.� l;Stng fl"1(; Rt 51 (_'IL't 
v::t:tlll dt•s;:· :l"'lc-d t·': ir: .v U s c  thP 1 (JT �:_ 
� 1 OCKS :JP!tr::r. a : � t.·r or.:1tt•'IQ �l s,tc1r � 10 

sec how y s u r  r i..1i'1t C.•lic wcukl h;-wf- ;.;�,.- r .  

t t-.rr• ed ·,.o..r tthout the orn1!:ea r.ok.�,n� " (""I:Jr 
Ont � T?<;le 1S NOT afit=-c:C'c! by I')M!T 

R·�c:. f·X f: S t ock ''uls :he r_.�Ht:cl1 �.tr)< k whf)���� n<1 ..... , . � 

c·rder �3cl-. tn lv an :ly s e �  �11·-:l repr_,rt s. 

F::ce Ch?.nc:� A!lm•..:s to e:o!.::r c; ne·.\1 ' "corrt.:n! "  r r .r. 1 ·  

tor  the s t ack y ou nar.1P l ! tP rww r·r • (  • . . ::. 
u:S•-'d 1'1 :ur:ner 3'1:1 ly�(·S 3nd 1 t- :)nr ; :. 

I - · ! 

Lood:ng .\nother ?rogiOm 

Pr E· �·. ::  R t. S::.T :-:nd _ _  H . . ��en �YO'� fi " "R U"� . . cc:I . ' ' L :!'· '"' . , ,  r · •n , r l l 
A '/�LY i: t q ·:J 1:t1 ?. :)t,\\ O a t . �  1 ;:.('� l o ! 1r U F f ' '' ! ! . T..:: -,, r : !  · 

PO" l E R .  c : e s s  rlESl l 1\Nf\ T \' P E  ·R Al l . r ' ' '' · r.·· : ,;�1 
· ()K" t r C·'1l Fl .:\SIC t rdir· .·J t11e IO.""H"Ii''0 ,n·:.. ! r u c \ .ni'- ") ": · 

, ;• 1:;1  ( �· ;1• 1 1 :  I! · • ! , , ,  · (ll L•(Jr , \ !11 Y' •tJ w;!!ll \(; !l 1 1 1  I I I '  • I 

I 

J 



' 
.. . 

TOUCH DOW N Prog ram G uide (For Two P l ayers) 

I N;HODUCTI O N :
. 

TOUCHDOWN is a colorful "game" !hal provide'; dri l ls in ad l t l srm. <iuht rat;l lon , n s u l l l pi1C.1 t lon anti divtc;ion cH ski l l levt'ls you selr:cl .  

LOADING THE PROGRAM : I nsert the TOUCHDOWN casselte into t t 1e  tape deck. Pre'E.s \ he R E S ET button,  then the " L " key. Press t11e REWI N D  casset l e  b�Jtton to rew1nd t h e  tape i t  necessary. Press the READ cassetle b u t t o n  to load the program. 

SELECTING GAME OPTIONS: F i r s t ,  you are asked to type i n  two team names Typ� ' n  �.ach name, using the backspace key as necessary to erase errors. · P res� the CR key after typ1ng In .oach name. Names must be 10 characters or less in length.  Next, .you are asked to select add i t io n .  sublract ion.  m u l t ipl icat ion,  diVIS IOn or vaned ( for  addJ ! Jon.  subtraction and m u l t i p l ication i n  one game) . �ress lhe key for t h e  code for the opt ion you desire,  as shown on t h e  l is !  on your screAn Next,  you are asked for a game t ime l i m i l  between 1 m i n u t e  and 60 �lnu.t,
es. Type Ill the number of m i n utes t o  allow for t he game, then press the 

CR key. Next, you are asked 'or the h i ghest number to use i n  problems for each te�':'· You may 'Jse d i fferent numbers for each team. Valid n u m bers are 3-99 
for arJO J! JOn,  subtraction , m u f l i pl ication or varied games and 1 0-99 for divi sion games Type in  the number for each team, fol lowed by a " C R " .  F i n a l l y  you are asked . for a " p lay t i me l i m i t "  for  each team - that  is, the amount of t ime each team IS al lowed to answer each oroblem. Type in the nu mber of seconds from 
.
1
.
-60 ,  :�len press . �he " C R "  ke.¥ . Pl ease note that s k i l l  levels are set by l h e  
h1ghes1 number q u e s t i O n  a n d  t h e  problem t i m e  l i m i t .  S i nce y o u  can spec i f y  

these f o r  each team separately,  y o u  c a n  therefore s e t  d i fferent s k i l l  levels f o r  t h e  
t w o  " t�am s " .  

Reversi Program Guide ( For one o r  two players) 

Introduction, Reversi is a white-versus-block, two-player game. 
A player moves by placing a piece in a square on the board. 
The fi'sl tw·) mo w · ' by eoC'h p layer must place pieces in  one of 
t�;.� f' '..!r o:; _nter squares. foc/1 succeeding move must "outflank" 
one c r more of /he opponen l 's  pieces. To "outflank" your oppo­
nent, you must place a piece so as to surround one or more of  
your opponent's pieces with your  own on two sides - horizontally, 
vert'ca\ly or diagonally. The pieces you surround change from 
your opponent's color to yours.·lf at anytime during the game a 
player cannot surround his opponent anywhere on the board the 
player loses his turn. The game ends when neither player can 
move or when the board is filled. The winner is the player with 
mor e r.-ieces of his color on t he board at the end of the game. 

L o o a r ng the Prog,ram. I nsert the REVERS! cassette into the tape 
aeck 0ress the RESET button and press the "L" key. Press t he 
�'E\'i , , .. l ccsset te button to rewind the tape, then press I he REAQ 
_e�s2�· = �.;u!�orr io \oo_d _t"'.S> ::rogroin i nto 'he computec.- -· 

Selecting Game Options, To play the computer, press the "C" 

key. lo play another person, press the "2" key. The computer 
then asks, " LEFT PLAYER BLACK OR WHITE?" Press "W" to play white, 

"B" to ·, ':J'f black. In  games played against the computer white 
alway:; goes first. In  two-person games the player controlling the 
lefl joys�ick always goes first regardless.of the color he is playing. 
If YO' !  'Jre p!aying against tr·,e computer it asks you to choose 
lhe le ve! of skill . There are six skill levels ranging from beginner (0) 

HANG MAN Program Guide ( F o r  one o r  two players) 

Loading "•rogram. Insert the program cassette into the tape deck. depress lhe 
RESET but ton. depress the "l" '<ey, rewind the lope and then depress the READ but ton to 
:oad the program into the computer. Plug in joysticks (use left joystick fo1 one player). 

Game Options, When the program is ready, the computer will ask "PLAY HANGMAN 

OR
.
CREAT' !APE? P-PLAY T-TAPE". To ploy a game. type the "P" i<>ey. To create a t apa see 

WrH1ng Tape. lf you depress lhe "P" key, Ire next oplion is "K-KBD r-rAPE". To enter the 
words via the �eybaard, depress the ' 'K" K"Y· See Reading Tope If you want to enler 
words from 0 Data rape. 

' 
I Entering Warns, rhe computer wilt ·?Sk you to "TYPE LEFr WORD". II you'1e entering 

wo1<1s from I he keyboard, hove someoc.e type the secret word while Left Player looks 
owcy Type up to eight characters for euch word. Remove errors with lhe BACKSPACE 
key rype tht' 'CR" key When finished. For two players, the computer will then ask "TYPE 
�IGHT WORD' . Repeal the same steps tor right word. 

J 
Game Ploy, AHer words are entered, the computer displov.s the game scene. lwo 

row; of letters I l•. ·l) ond the Hangman gallows. Move joystick I ell or right to select one 
leiter for eart · tur n. Push joys lick LP for � lop row letter. down for a bo!lom row telteJ. II 

you guess :,.J: . : , rhe letter w1!1 appear on the TV screen. Wrong guesses add a head. 
leek. arms etc 'o the Hcngman. Play ends when one player guesses all the righ! 
e11ers or the o1�er player .-nokes enough w:ong guesses to form a complete Hangman. 

The -:om pi· ,..,. will lt'.en declare !he winner, ;evea! the remaining hidden letters and 
beoin a new ; :xne. . 

Writ1ng Tcpe, To crecte o Jape of game words. choose the "T-rAPE" option. Remove 
�e r:..rograo, t ::De and :nsen a blank Da'a Tape. Aller the "T-TAPE" option is chosen. the 

comp�!er Will .:sk y<ou lo "TYPE LEFr WORD" fnter the word and type the "CR" key When 
!inished. Th�_· -: -rTIPUier will 'oiJow wil.'l "TVPE RIG HT WORD". 

AllGr you type the R1ght Wo'd. type the "CR"key and the computer will repeal "TYPE 
-EFT WORD". (' ...,;1inue this sequence to enter as many words as you want (up to 200 
wo1<1� mawr" ." o ) . 'Nh en finished, hold down the CONTROL key While you type the "W" 
:-:�y. The corn (-" .:er will tell you to " INSERT r APE. THEN ro REWIND, PUSH REWI"'D, TYPE "R", 
.'.'Air. ?JS� "CR" KCY". This reminds you to 'ake out the progrccn tape ana insert a Delta 
!ape. ous� Jhe !ope deck REWIND button. tvpe the "R" key, wa;t until the !ap& de·:" stops 
rew.nc1ng a roo !hen depress the "CR" key. Tne com puler Wlll tnen ask you lo "PUSH 
Rt:AD AND WR"E KEYS. DEPRESS' W". !his means. depress !he lope deck's READ and WRifE 
Dul•<'ns at the mme l11ne and I hen dep1ess !he "W" key. I h e  ccmputer will display 

WRI '•NG TAP<" shut off the lope deck end '!!iurn to the lirst "PLAY HANGMAN OR CREATE 11\Pf c:.eslio; Cepress the STOP bulton lo lu'n off wliting sequence. 
(Cont inued on other s1de) 
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HOW YOU PLAY: A fter you have selected game opt ions,  a football f ield 
appears on the screen With " yard l i nes" marked by nu mbers within the range you 
selected for problems. The color of the football  m;;tci1es t he color oi your score a1 
the bottom of the sc.reen when i t  is  your  turn.  The operation ( + ,  - ,  x ,  - : - ) appears 
on the footbal l .  A t  the beg i n n ing of each " down " ,  the second number to use in ��e �roblem appears .below the football . For example,  if a bal l  marked w i l h  a + l 1 es on a yard l 1 n e  marked wi th  a " 3 "  above the bal l ,  and a " 6 "  appears 
below the bal l ,  the problem :s  " :1  + 6" The clock ir I he cemer at the bottom of the 
screen beg ms the counl  down l o ward your prolllem t ime l i m i l . You have unt i l  th 
clock reaches zero to type i n  your answer lo l lowed by a " C R  · 1 1  e 

. . . , . you answer 
correct l y  w 1 t h m  the t 1 m e  h m i l  lhe ba l l  advances 10 yards ancl a new problem is 
presen l ed .  If you answer Incorrectly or fail to answer w i t h i n  the time l i m i t ,  the 
correct answer IS displayed and the bal l  goes lo the other teali1. A " t ouchdown" 
worlh 7 POints  IS scored when a team reacties the zero yard l i n e .  After each 
touchdown or turnover t h e  t i me clock d isplays the number of m i nu tes and seconds rema1n1ng m the game. 

STA R T I N G  A N'EW GAME: When the game t i m e  l i m i t  expires, the computer 
sounds bel l s ,  the screen f l ashes, and the name of the w i n n i ng team is  displayed The computer. then asks i f  you want t o  play the same game - that is ,  a game w i th the same opt 1ons . I f  you answer · · y • ' or press the h i t  button on the fel t  joystick a new game 

.
beg i ns i m med iately .  If you answer " N " ,  the computer shows �I I  opt 1 ons aga1 n ,  a l l ow i ng you t o  make new c11oices. 

to "suicide" ( 5 ) .  Push the number for the level you desire. The be­

ginner game is relatively easy to beat. The "suicide" level should 

challenge even the most skilled prayer. The amount of time the 

computer takes to move for each skil l  level is, 
Level 0 ( B eginner), 4 sec. 
Level l ( Novice), 5 sec. 
Level 2 ( I ntermediate), 8 sec. 

Level 3 (Advanced), 1 5  sec. 
Level 4 (Tournament), 50 sec. 
Level 5 (Suicide), 10 min. 

Tile times given are approximate ovRroge move times. On parti­

cular moves, espec\a\ly in \he mtd !<:! o : lhe go;· -...; , , : . _• c .... . . ,... .: �,r 
may take considerably longer to respond. 

How the Computer Moves, A flashing dot appears in  the 
computer's chosen square. A bell rings and a piece of  the com­

puter's color appears in the square. All outflanked pieces ore 

automatically reversed from your color to the computer's. 

How You Move, If you are playiQg the computer, a flashing dot 

appears in the lower lefthand corner of the board when if is your 

turn. Use the lett joystick to move the dot to your desired square, 

then press the hit button. I f  the move is legal it is registered as 
described above for the computer's moves. I f  your move i s  illegal 

a buzzer sounds, i ndicating that you must choose a different 

square. When two people are playing, l ett moves using the left 

joystick controls when the flashing dot appears in the lower left 

corner, right moves using the right joystick controls when the dot 

appears in the lower right corner. 

KNOCKDOWN Program Guide 
(For one. or two players) 

Loading Program, Insert the program cassette info the tope deck depress I he RESET buff on, depress the "L" key. rewind the tope and depress I he READ butlon to load the program info the computer. Plug in joysfickl . 

. .  
Game Opt;ons, When I he program is ready, the computer will ask 1 OR 2 PLAYERS? 1 =0NE 2=TWO." Type " 1 "  .to ploy against the 

. 

computer (and use left joystick) .  The computer will act as Player Two in the 1 Player opf1on. 
. Game Ploy And Scoring, After option is cho1en, the campulerwill d1sptoy two rows of n1ne numbers ( 1 -9). The computer will then roll 

a POtr of dtce between the rows . Next. a red arrow will point under 
the lop row of numbers fa indicate Player One's turn. Player One must choose the number from lt1e row which equals the total roll of the dice or the two numbers mafch1ng the two dice.  I f  neither option is available. select numbers wh1ch equal the sum o f  the dice. Numbers ore selected by movtng /he arrow along the row v1o toysftck un1il if  points at the desired number. Depress the joystick hit button for each number you wont. 
Numbers may be selected only once. l f  incorrect numbers ore tried the computer will make a sound and not allow file choice. When Pioyer

,
One f1n1shes a fum, a new pair of dice ore rolled tor Player Two. Play goes back and forth unftl one of the players no longer has the right numbers that match the d1ce roll .  The computer lets ploy continue tor the remaining 

player unt1l t he ether player runs out. A t  the end of the game, fne player who accumulates the highest point total wins. 

. New Game, To ploy another game. either player may depress 0 JOystick hi! button. · 
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Reod1ng Tape. :o enler words I rom o Dolo Tope, inserlil>e lope inlo I he lope deck 

Aller vou choose I he "P.PLAY" oolion and selecl the "T-TAPE" choice. the computer w111 

o;k ·1ou "I OR 2 PLAYERS?" Type the "I" or "2" key. Next. the computer will tell you to 

"INSERT TAPE. THeN REWIND. PUSH REWIND. TYPE "R". WAIT PIJSH "CR" KEY". Aile' you hove 
rewound the tope and depressed lhe "CR" key. the com puler will tell you to "PUSH READ 

KEY DEPRESS "R". This means. depress the tape deck READ button and type the "R" key. 
Tre �om puler will display "READING TAPE" while the information loads into the computer 

and onto the screen. When finished. the tope deck shuls itself off. Depress the STOP 

BUn ON to turn the <eading sequence off. 
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Backg a mmon Pro g ram Guide ( For on� player) 

Introduct ion. Interact ™ Backgammon i s  a complete play­
against-the-computer backgammon game. With it ,  you'l l  never 
lock a challengi;1g opponent - your Interact ™ computer is 
ready to ploy w,lf;n you ore. 

Loading the Program. Insert the BACKGAMMOt� cassette i nto 
the tape deck. Press the RESET button and press the " L" key. 
Press the REW I N D  cassette button to rewind the tape, then press 
the READ cassette button to load the program into th_e computer. 

Beg inning the Game. The computer always plays black, you 
always ploy whi·te. The computer sets up the board display on 
the screen, then displays the opening rol l  of one black and one 
white die.  The highest number determines who goes t irst .  The 
first move is made using the numbers displayed f0r the opening 
throw. 

How the Com puter Moves. A flashing dot appears over the 
point from which tl:e computer has chosen to move a piece. A 
pi ece disappears from the chosen point and reappears on its 
n ew point. The computer moves its second piece the same way, 
t hen displays or�Jndom roll olAthe whit� dice. ,-\ tjoshing dol ap­
pears 1n the lo'T'.er nght!torf},er 9f tt'l� board on your one point, 
i ndicating that I !  is  your turn. ,,. • · 

How You Move. U se the left joystick to move the flashing dot 
left or right across the board until i t  is  f lashing on the point from 

which you want to move a piece. Pick up a piece by pushing the 
joyst ick away from you. Your chosen piece then disappears. No w 
move the flashing dol over the point on which you want to depo­
sit the piece. Push the joyst ick lever toward you and the piece 
appears on the chosen point if the move i s  legal.  I f  1 h e  move is 
i l legal nothing happens, indicat ing that you must make a differ­
ent move. You may pick up more than one piece before depo­
siting any pieces. Register the move by pressing the hit bul1on . 

Changing Your Mind. At any t ime before you press the hit 
button you may start the move over by pressing the space bar on 
the keyboard. The game board display i s  restored to the ar­
rangement at the beginning of your turn. 

How To Bear Off, Pick up the piece to be borne off but do not 
put i t  down. Cornplete your 'move, then press th,:l hit button. 

Rolling Your Own Dice. The computer normally displays ran­
dom dice rolls on the screen. However, you may roll dice of  your 
own if you wish and enter the results using the keyboard. To use 
your own dice, press the "?" key once af1er the computer dis­
plays a random roll of the black dice. After the computer finishes 
its move one black die disappears. Press the number key ( l  
through 6 )  corresponding t o  the number o n  o n e  of your dice. The 
computer displays one white die of that number. Register the 
second of your dice in  the some wo'{- After you complete your 
move using the numbers you ent ered, one white die disappears.  
Throw your dice again and enter the results as described to 
supply a throw for the computer. To return to computerized 

rolls ,  press the "?" key once again af1er you ent er a roli for the 
black dice. Af1er the computer moves using th<:! n•Jmbers you 
entered, all further rolls for ooth you and the computer are dis­
played automati::ally. 

New Gam e. When all of one player's pieces have been borne 
off ,  t h e  screen is cleared and a message is displayed indicating 
who won. After a brief pause . a new board i s  set up and dis­
played on the screen so you can begin a new game if  you wish. 

Slralegy, Many books and articles have been written o n  this 
ancient yet popular game of strategy. Consult your !ocal library 
or bookstore. 

. ' 

' "!. , . · 

·� r-�<�· .. ··:1�/-J'O- ·;�: 
... '¥�. � - •• u . .;,.. ., '..;• ..... . 

� 4t , g:aa::ew:JC\&QXAikiA#!CDi 4 0$, 

- -· :.-.· . 

.j', · 

· > .. '··. ... · "" 

.&;;;,;;"- � r·:ms:·zz-r ···- as- r en '9 

.. - . .. . E · , �·:-.11' . . .. �� - '- ": J . '\..-:· . 

,... . · ·· ' · 

• ,.. �� . .  :�·.•·l.. : .. :· : ::�"�· > .:· ·-. I , . ' ·:..,·"c..-, • 
·. •.:., , -... 

' ·· · ' 

_ .. � .. 



Displaying Ending Balances, To see computed ending checkbook ond 
bonk s t atement balances, selecl S lor STOP offer you hove recorded as 
cleared ail transactions shown on your slotemenl. Tt:e program displays 
the balc:..,ces then asks, "OK?" Press "Y" to proceed to preparing budget 
and checkbook data topes. Press "N" lo g o  back and step through each 
entry again as described above. 
Pre per ing Budget Dolo. Aile" •;o•.r have okayed your balances. you may 
select entrres lo be saved on tap ... · i()r input to trte Expense Analyzer pro­
gra:-:1 in the Household Budgeting Library. The Analyzer helps you maintain 
and ar·oalvze records ot your expenses. It you want to prepare a bL·dget 
tape press "Y" when asked , "BUDGET TAPE?" It you choose not to make 
this tape. skip t o  "SAV ING CHECKING ENTRIES" below. 

Choosing Budget Entries, It you request a budget tope, CHECKBOOK 
BALAN CER begins display ot each transaction you typed in I rom the key­
boarc during your balancing session. For each item you are asked, 
"BUDGET ITEM?" Press "Y" to include the entry on the budget tope. 

Specitving Expense Codes, The expense codes allowed in the House­
hold Budgeting library programs are listed in the Household Budgeting 
Program Guide. Use only codes tor detail items-summary items are cal­
culated O L-�o,oticolly by Expense Analyzer. When asked, "EXPENSE 

CODE?", type in the code which properly classif ies the current entry, fol­
lowed by a "CR". 
Specifying Budget Months, The Household Budgeting library organizes 
your expenses by month number-that is ,  1 lor January, 2 lor February and 
sa on. When asked , "BUDGET' MONTH ( 1 - 1 2)?", type in the number which 
identities the month in which lo record the current entry. Fallow the mont11 
numbe� 'tilh a "CR". 

Saving Budget Data, Alter all entries have been reviewed tor inclusion 
on your budget lope, the program displays a message that it  is ready to 
make the 1ape. tnser1 a Data Tape into the tape deck and follow the in­
structions d isplayed offer the message. 

Saving Checking Entries, Aller preparing or by-passing the budget 
tape, CHECKBOOK BALANCER displays a message that it  i s  ready to make 
the tape ot uncleared entries tar your next balancing run. The program 
also saves any cleared entries required next time to maintain a record 01 
your running checkbook balance. lnserl a Data Tope into the tape deck 
and tallow the instructions d'sployed a tier the message. 

. . . 

Managem ent Series,  Now it's easy to bal-
ance and reconci le your checking records. Give information about yo ur checks, de­
posits and service c h a rges and your run� 
n ing balance i s  autom atically com puted 
for you. 
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Scientific Notation, The numbers . 
. 

�ust h
i 

ave on absolute value in lhe yg�g
e

e
ntg��o

o
rd

olnary decimal notation 
en er num bers outside this ran , · . . 000 I to 9,999,999,999 !:A TOR also uses this notation Ia d

&e
i 

yc; u use SC1en1111c n0ta tion. CALCU-
· 

�vera! examples ot scient ific nal� i
ay very Iorge or very small results . 

. ,teflon has lhe farm "±n f-±x" wher�n are Qlven below. A number in this 

The first + o· " 1h , lves e sign ot the number The . ·  . 
lrve untc13 you press on 

"S" · • .  srgn 1s assumed to be posi-
. 

Prtor to enterrng the exponent 
'i IS the number to multiply by the power at 1 . 

. 

The num ber may be up to lO dlgil 1 0 you spec1ty In the exponert• 
. 

s ang counting the decimal point. 
E IS typed to indicate :he ,furl at t h e  screen Ia I he right of th e '1UrTiber la

e:aner
tl
t. fin "E" is displayed on the para e 11 from the ""f)Onent 

""l<> sec d · 
· 

. . - on + o r .  Qlves the sign ot the exponen t  It lh . 
your number is multiplied by 1 ox 11 

� exponent 1s positive 
number is divided by 1 ox Th . · 1 rs negotrve, your 
assumed to be · · · e Sign ot t h e  exponent is 
typing the ·r wRi��t���i��l(es; t1 ou P

t 
ress the "S" key aN�n 

. te s art ot the exponent 
x 1s the exponent 11 mu 1 b 1 

· 
. . . s e ess than or E-quol to 3 7 in absolule vat  

Exs�ples of Scientific Notation, 
ue. 

a) · .5684 E + 06 = ( 1 5684J • 1 0 6  then "E", then '6" · ( J = 1 ,56e.400. To enter. Tyoe " 1 .5684 ... 

:.:.' · , ')�-�4 E + 06 = (- 1 .5684) X ( 1 0 6 ) -- ·=·�� . then .. , .. then . . ,. .. - · 1 ,568.400. To enter. Type "S", then 
C) 1 .56�4 E - 0 3 = ( 1 .5684; . r · ·) J - ' •hen E , then "S", then "J ". ) - 0. 0 0 b684. To enter, Type " 1 .5684 . . . 
(Ji . 1 .56

.?
4 E - 0 3 =  ( - 1 .568 4 )  .r p 0·3 - ' 

1 .56e4 . then "E",  111en "S" .  't. ert 
·}.- ·0.00 5684. To f· l ler. rype "S", then 
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CHECKBOOK BAlANCER Program Guide 
(For  The 1 61< Model One Only) 

Introduction, Now it's easy to balance and reconcile your checking 
account. You simply type in information about your checks, deposits, trans­
fers and service charges. CHECKBOOK BALANCER gives you your running 
balance, and your ending checkbook and bank statement balances. 
Then I he program helps you prep,Jrc a data tape or uncleared entries for 
1npul nexl l ime you need to bolo nee. You may also prepare a tape lor 
input to the EXPENSE ANALYZER program in the Household Budgeting Library. 
Loading The Program, Insert the CHECKBOOK BAL/I.NCCfl tope into tt1e 
cassette deck. Press the RESET button, then an "L". Push the REWIND cassette 
button to rewind the tape. Push the READ cassette button to load the pro­
gram. 
Starting Up a New Account, To use CHECKBOOK BALANCER with a 
newly-opened account, simply enter zero when asked for the previous 
statement balance. Then enter the transactions you have written since you 
opened your account, following the instructions below. You may enter up 
to 200 transactions in one run. 
Starting Up An Established Account. To begin using CHECKBOOK BAL­
ANCER with an account you've had for awhile, enter the beginning balance 
as shown on the statement you want to reconcile when asked for the pre­
vious statement balance. Ignore the displayed previous checkbook bal­
ance. Then locate the earliest uncleared entry i n  your checking records. 
Following the instructions below for entering transactions. enter as a deposit 
your balance immediately prior the earliest uncleared entry. If you were 
overdrawn at that point, enter the amount overdrawn as a negative deposit 
amount. Then enter all !allowing transactions-whether cleared or not­
beginning with the u ncleared entry and continuing through a maximum of 
200 transact ions, or through the last entry in your records. 
Loading Data From Tape, If you have used CHECKBOOK BALANCER in 
previous months, you have a data tape of uncleared transactions. Load 
that tcpe according to the instructions given by the program. Then type in 
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the beginning balance as shown on your earliest unreconciled bank 
statement when asked for the previous statement balance. The program 
computes and displays your checkbook balance as or the earliest un- · 
cleared entry. You then type in new transactions you have made since you 
last ran the program, following the instructions below. You may work with a . 
maximum of 200 entries, including the entries from tape. The program tells 
you when you reach this limit. 
En tering Transactions, Complete instructions f0r entering tr ans-
actions are provided by the program. Press "Y" when asked, '"TRANS­
ACTIONS INSTRUCTIONS?" The program describes formats for entering de­
posits, checks and service charges. Use the format for deposits to enter a 
transfer into your account from another account. Use the format lor service 
charges to enter en a•Jtomatic teller withdrawal or other transfer out of 
your account mode without writing a check. 
Clearing And Correcting Transactions, Atter you have entered 
all your new tranactions CHECKBOOK BALANCER displays each one, be­
ginning with the first entry from tope and proceeding one-by-one in the 
order in which they were entered. Cleared transactions are marked with 
an asterisk (') after the transaction type code C .  D or S. The checkbook 
balance otter each entry is also shown. Positive balances are displayed in 
yellow, negative balances are in red. After each eniry is displayed you may 
choose from the following actions, 

S for STOP. Stop showing individual entries and display.ending check-
book and bank statement balances. 

N for N EXT. Display the next entry. 
P lor PRIOR. Display the previous entry. 
F for FIX. Allows you to re-enter information lor the current entry. 
C for CLEAR. Records the current entry as cleared. An asterisk ( ' )  is 

printed otter the transaction type code. The entry remains 
on the screen. 

D lor DELETE. Deletes the current entry. 
I for INSERT. Allows you to insert a new transaction before the current 

entry. 
Press the code for the desired action. 

Breakthr0�Jgh Program Guide I 
L d. p � j 
oa lng rog 1 - 'l· Insert the 1 

· � 
depress the RESET butt�n. depresit�g

·��� cassette Into 7ne tope deck. 
depress the READ button fo load the

e 
r 

ey, rewrnd the tape and 
joysticks (use left joys tick for one pia 

p �gram rnto the computer. Plug in 
Game Options, When the r 

yer . 
"1 OR 2 PLAYERS? 1 = ONE 2 = T����fa� IS ready, �

.
��.computer wilt ask 

ask you fo enter "LEFT PLAYER NAME" ( u choose 2 . the computer wilt 
characters long) and depress I he "CRvpe rn the nome ( up !a eight 
writ then ask for "RIGHT PLAYER NAME" E 

key when ftnrshed. The computer 
Alter player option$ are de . 

. nfer thrs name the same way. 
Y = YES N = NO" ff you choos�·'·��

d. the computer wi l t  ask "EXPERT GAME? 
.'.
f you choose 'N'' ,  you ploy witfl s i/�U11P1�Y fhe game wrfh only five baits. 
FAST GAM E? y = YES N = NO" Ch 

a . . s 
. . 

ext the computer wilt ask 
slower paced game The fina·f 

oose '! for a fast game or "N" for a 
Choose "Y" f 

. option Is 'BIG PADDLE? y- YES N N O "  or 0 paddle about twice t h  · · - = · 
chGose "N". e srze of the paddle you get if you 

a me Ploy, After all options ore select d t 
- -

on the TV screen. On the left is 0 b r- h 
.e • he game scene is displayed 

game balls and is moved up or d�w 
s aped whrfe podd!_e, which deflects 

mrddle of the screen i� the sea reba 
n by the /Oysttck turntng knob. In the 

how many bolls you have left to I 
ard whrch to/fres the score and felts you 

are frve vertical rows of red and ���� !. �cl�d·'·ng the ball tn play). To lhe right 
The. object of the game is to knock 

rrc s rn a ttve-layer-thick wall. 
game bolls and accumulate 1 out 05 mary brrcks as possible with the 
Scoring.) Balls ore put into Ia 

he hrghest possrbfe point tot at. (See Game 
balls bounce off the top 0� �o�t depressrng the JOys trek hit button. The 
wall. In a "2 PLAYER" game, fhe Let�� � rte boundary lrnes. as well as the 
Rrght Player plays next 

or s and Ploys an entire game. The 
G 

. 
arne Scor ing, The deeper the ball . ' each brick is worth. Each firs/ row bri k ( 

goes rn,o the wall, the more points 
one POint, second row, two points, th�rd ;

eadlng lett to rtght) is worth POints and fillh row, live points 11 ow. fhree potnts, lourth row, four 
goes off-screen and out 01 

1c;; _Your paddle mrsses the ball. the ball 
button is depressed. In a "2�JYER�' 

new boll ts served up when the hit 
the top of the screen in red num bers

gfme._ the Left Player's score is kept at 
bottom of the screen in blue numbe; 

�e Rrght Player's score is kept at the 
are gone or all the bricks hove bee 

� ac� game ends when all the balls n noc ed out. ( The computer acknow-

_,,..,.....,...,""':"' .. -.• , -;:;::nr;z:nrvez·�"F7'E7=r=7�· .iiz:F::i!l ·me��--------------------r---------�-�; 

CALCULATOR Program Guide 
( For The 1 6K Model One Only) 
-,traduction, At last-no starting h . 
our Interact computer as 0 four-?ver w en you drscover a mistake. Use 

'Jnd a special extra. CALCULATOR 
unction calculator Wtltl memory register­'fou can back up chan e an e 
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:1 v recalculated' for yoe. ntry and all affected totals are automatic-
coading the Program Insert th . c deck. Press the REStr button then �P:����T�R tape Into the cassette 
·x;tton to rewind the tape Dress th� READ 

· ress the REWIND cassette 
:,rogram. · · � cassette button to load the 
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. '·CIFICAI IONS SlJBJtCT 10 CHANGE Wl11 i0ll1 N011CE 

� ;)y·,-:,:· d l 978. 1nle•..,cl flt:r: 1roni.::s Inc. Printe<j U 5 A 

lnlroduction 

l n t ,·· r a c t ' s  ' S t a r  l ' r �t t : l\ "  S J ! o � C t !  \.Vi"H •_l ... ln1C p r o g r d m  � lC'!Sed 
upon t h e  PtJ \ JUiar  · · st;u t r e k ' '  c o m pu t e r  garne d. g.1me .·, rdely 
p i J yecl " ' " I  enjoyed b y  computer p r o f e ssi(Jn�ls 3nd l lobbyrsts 
a l l  over t hr wo r ld . Your mission: t J k e  comrnnnrl o1 the 
E n t P r pri::,e s t : u <> h i p .  find u n i t�· u r  the K l r n�;on rnvasion I oree t=�nd 
·-h:� : : n•: 1: 1  ,l ; j  . • ; ; ' � t : r l e  ' r · r ·  , . , . , Ln . .  ! l v r �  yoqr . : H ! l .,i_kr1 s t a r  dr.tys 
� ·J n  nur • . :  ! � • \: !<. :: . u ! : · · ,  .... .  :t!--. l r •  .... . VOL• . 

T h e  E n t e r pnsc bc�rns t h e  uamc w i t h  a set . t l l tOunt  vf energy 
u n t l S  a n d  <J g i ve r1 amounr of s t a r  d ay s to compleTe t h -�: :-rissron. 
E a c h  KJ i j tHOn a l \ n c k  d r a t ns off e n (; r g y .  E n e r g y  levels r� r e  Jlso 
dcp!c:r·d and p r c c tou s t 1 111e i s  used u p  every t i m e  you sca n .  
m o v t ,  f i r e  ! thasers o r  r e f P. r  t o  t h e  c om pu t e r f o r  mtssion . or 
damage S t. J t u s . In order to wtn S t a r  T rack  y o u  t nust wuste o s  
l i t t l e  t t r n e  06 poss •b l e a nd t : l t l l n t a m  su f f n  .... � e n t  8nC1gy levels t o  
search out a n d  rle s t f o y  K l i ng u n � .  

To s u s t a i n  t h e  E n t e r p r i s� · s c a p n c • I Y  f o r  t;a t t r e .  you n ru s t  
periodical ly  f ind F c d c r n t i o n  s t a r  basts w r efue l . : - · � J i r  
d a n1 3 � lf� c.;  c..l r.d r eto.jd t o r pP(1 c c s .  S � .J r  UilS(: dock:ng r n u st b e  
d u n e  prer tsr-lv or t h e  l; n � r · · · · · ise c a n  ·;.; • p£� out :1 ha�.e a n d  
p(J�sibly t u n o u t  o f  e n e r !_:j y  

O t h e r  deep spa c e d a n g e r s  a r e  sol?�r  f l a r e s  a n d  s u p e r  n o v a s .  
T h e s e  r a n d o m  p h e n o m e n a  c a n  seve re ly d a rn?�Q•J one or more 
of  t he E n t e r p r i s e ' s  systems.  

T o  become fJmi l iar  w i t h  a l l  t he aspects o f  th is  g a me ,  review 
the hJI I o w i t ) g  glossary l ) f  g ;:� rn l� t e t • n s .  r e ft:r to t h e  ConHY•�� � �d  C c  n t r o ls  e x p ! J na t ions n n d  ser t h e  g a m e  c x a rn p l e s  a t  tht end 
of this guirl c  . 



Starting the Game 

After the prn�Jrnm casse t te IS loaded,  t hP c om pu t er  wt il  a s k  
y o u  ' TYPE Y O U R  NAME " .  Type in your name ( u p  t o  e1yht 
letters! a n d  depress the " C R "  k e y  w he n  f inished . Erase any 
entry errors wi th  the BAC K S PA C E key.  

N e x t .  the r.omputer w i l l  request  " E NT E R Y O U R  A B I L i l  Y 
L t \�Fl 1 1  �� · The h i ghe r t h e  n u m b r� r .  the more Kl inqons you 
fl1USi :Jc� t r oy Hlyher l e v el Q 3 nle'S aiso f)lve 'y'Oil fcv .. e· 
sta rba ses and less t i m e  to complete your m i ssion.  A f t e r  you r  
namP. a n d  a b i l i ty l e v e l  a r e  e n t e r e d ,  t h e  comnuter  wil l  te l l  you 
how many K l i ng ons you f a c e .  y o u r  orders  and how many 
s tardays you h r! v e  to  complete  your m i s s i o n .  

F ro m  t h i s  poi n t .  Y o u  can s t a r t  the u a me or refe r t o  the C o m ·  
m a n d  L i s t .  Type the " ? "  key a n d  see t h is : " C O M M A N D  L I S T :  
W -� WARP E N G I N E S ,  S = S HO RT S C A N ,  L = L O N G  SCAN , 
P = F I R E  PHA S E R S ,  T = F I R E T O R P E D O E S ,  D = D AMAG E 
REPO R T .  I =  I M P U L S E  ENG I N E .  Here a r e  e x pl3nat ions of t hese 
commanc1s :  

Warp Engines 

To re1 11ove the E nt erprise ,  type the "W" key. The computer  
wil l  respond w i t h  " S ET C O U R S E " .  Th i s  means you must type 
the compass heading of  the  d i rect ion you - w a nt to g o ,  e .g .  i f  
y o u  w a n t  to  g o  to  t h e  q u a d r a n t  northeast o f  y o u r  present 
quadrant,  type " 4 5 "  and de p ress the " C R "  key.  Next,  the 
computer wi l l  ask you to set  w a r p  power f r o m  zero 1 0  9 9 .  
E a c h  w a r p  L111 Lt moves t h e  E nt er-pr i se one s e c t o r .  C . g .  i f  vou 
type ' ' 7 ' ' .  thl.! E ntcrp1 ise w i l l  move sev e n  ser. t ors 1 n  the 
-' ; . L! C t 1 0 n  your cou rse spcci f 1e d.  

Tl>e E nt erpr ise wil l  stop short of  i ts  d e s t i n a t i o n  sector i f  i t  
col l ides with a n y  K l i n g on, s t a r  or starbase a long the w a y .  
A l s o ,  warp engi nes c a n  be damaged i f  t hey e r e  used t o o  m u c h .  
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Impulse engines 

In case the warp engines becornc damaged.  you can use the impulse ?vstem while the .w arp drive is i n  repair .  You move the 
Ente rpr ise w ith the impulse engines in the sarne way vou u s e  
t h e  w a r p  dr �ve.  T h e  o n l y  d i f ference is that  impulse power i s  

�pecif ied f r o m  z e r o  to  1 5 u n i t s .  Im pu lse engines cnn be 
da rn u g e d  much more easi ly t ha n  warp en g ine s,  so use i m pulse 
sparingly. 

Short range scan 

,\ fter  you type the " S "  k e y ,  a m n p  o r  your Qt J3drant  Wil l  JPpP.ar on the TV scrt� en This short ranqe sr:an shows the 
E n tcrrrise ' s  exact sector pOSit ion w i t h1n 1 t s q t �oorant . Short 
range scan also r eveals K l i n g o n s ,  star  bases and st0rs,  i f  a n y .  

Long range scan 

.A. f t r. r  you type the ' L " key. the TV s c r t::: en ..  �.- i l l  show tile 
Entc r p 1 1se ' s  quadrant i n  r eln t ion t o  neighiJorHlQ q u a d rant�.  
Quadrant s  are  rep r esented by t hree nu�t:ers w

·
t',ich ind icate 

the contents  o'f e a c h  qundrnnt . T h e  l e f t  number tS Klrnqons. 
t he center numl.Jer is  star bases a n d  the r ight n r rm he r s1ands 
for st ars . 

Fire phasers 

A f t e r  you type the "P" �ey, the computer will respond 
" PHASERS L O C K E D  ON T A R G E T "  and !ell you how much 
energy is  avai lable for your phascr banks .  Type i n  the energy 
unit,; you want to  e x pend on phasers a n d  depress the " C I'l" 
key.  You'l l  hear t h e  phascrs f ire. the computer w i l l  te l l  you 
how many u n i t s. hit target and i f  y ou ' re successf u l .  the 
computer wil l  t e l l  y u u  i f  you destroyed the K l i n•JOn s h i p .  

F i re torpedoes 

To f i r e  photon torpedoes,  depress the "T" k e y .  The co mputer  
wil l  ask you to-set  course.  R e f e r  t o  t h e  shor t r a n g e  scan and 
f igu re out the compass heading of y o u r  t a rget i n  re lat ion to t h e  
E n t e r p r i s e .  Type i n  the course nu mber s and t h e n  t y p e  t h e  
" C R "  k e y .  You' l l  h e a r  the t o rpedo f i r e  and see t h e  trajectory 
read- o u t .  The computer will tell you if you hit o r  missed your 
target .  

Damage Status 

After you type the " D "  k e y ,  the computer  w i l l  te!l you the 
percentage of damage S l l s t a i n e J  by warp engines,  long scan.  
s h o r t  s c a n ,  phasers,  photon tubes,  damage control ,  i mpulse 
beam and record c o n t rol . Al l  systems return to 00% da mage 
niter t h e  Ent errrise docks at  a star b a s e .  Also.  each system 
gradual ly repai rs  i tsel f  as star  d a y s  elapse.  

Mission Status 

!f  ·,·ou depress the " M "  k e y ,  the computer  will g ive you ��our 
locat ion (quadrant a n d  sector! .  c u rrent energy supplies,  how 
many Klingons arc left,  t h e  current star  date;  your .torpedo 
inventory and how many s t a r  d a y s  you have left to complete 
your mission. A t  the e n d  of t h e  Mission Status u pd a t e ,  the 
compuler wil l  requec;;t your  n e x t  command . 

5 
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Example Star Track Exercise 

long range scan 

The computer tells you that  the E nterprise is  loc.:attrl in 
quadrant 4 · 6 .  Y.ou depress the "L" key for a long ranqc scan.  
H e r e  is what you see on the TV scr een : 

� 

I · long !?ange Scan for , �� � 6tua��;nf 4-;g6 ) 
0 0 1  2 0 1  0 1 1 

ll______ _ _ _ -
Visualize fhis 

The " ·, 1 b ' t�lls you what is  in  you r q u a d r a n t  - q uadrant  4 - 6 .  
( Four r o w s  across, s i x  r o w s  d o w n . )  

How fo read f h e  numbers: 

K l ingons bases stars 

\___ 6 _ __/ 
Readi ng from left  to r ight ,  the " 1 "  t e l l s  y o u  that  o ne K l ingon is 
1n quad ran t 4 · 6 .  The middle " 1 "  te l ls you one star base is in 
the quadrant.  The: " 6 "  on the r iaht  m e a n s  six stars a r e  in 
quadrant 4 · 6 .  

The " fOO" number di rect ly t o  t h e  le f t of " 1 1 6 " tel ls y o u  that  
in  quad 1 ant  3 · 6 y o u ' l l  f ind on e K l ingun.  but  no star  bases or  
sta r s .  The " 2 0 1 " n u mber below " 1 1 6 " te l ls  you that  in 
quadrant 4·7 you ' l l f i nd two K l i n g o n s ,  no boses a nd only one 
star .  

Short range scan 

To get a close-up, detai led look irrside of quadrant 4 - 6 .  
depress the " S "  key.  You'll  see h o w  t h e  " 1 1 6 " number i s  
actual ly deployed. For example, the short range scan frioht) 

., 

chows the E n t e rp r ise ( E )  at sec t or 4 · 3 ,  three rows down and 
four rows across.  O n e  Kl ingon batt le cruiser is  st at ioned iH 
sector 2 · 5 .  There is a b a s e  a t  sector 8 · 5 . And sta rs are at  
sec tor 2 · 1 ,  4 1 .  7 - 2 .  3 · 7 ,  5-7  and 6-8.  
Short  range scan for quadrant 4 · 6 .  

--------- ---. ----. / ·  s s . ' 

s \ 
B I 

K I c; s : J � �  s 
------/ 

Note· On screen appears dS \•v hite le ue rs t. H'ld dots agarnst d�Hk 
blue b3ckground.  

How fo f ire phosers 

Activate phasers by d e press i ng the "P" k e y .  The comp u t er 
w i l l  conf i rm " P H A S E R S  L O C K E D  ON T A R G E T "  a nd t e l l  you 
how fl luch energy is avai lable  for phaser use. When you refer 
to t he short range scan e x a m ple for q u ad ra nt 4 - 6 .  you see the 
K l ingon target is quite close. T h is means you wil l  not need 
large a mou nt s of pha ser energy to desu oy the Klingon. To be 
sure of .a "ki l l " .  type i n  40 units. depre ss the " C R "  k e y .  hear 
t he phasers fire and then watch t he TV screen as the 
computer  tel ls you t h e  out come of your  attac k .  

(Note:  Phaser J ...v i i i  loch o n t o  more tha n o n e  target i f  several 
Klingon ships l ie within your q u a d r a n t .  The energy an1ount you 
specify w i l l  first go t o  the nearest  K l ingon Any rnergy 
remaining a f te r  the f i r st Kl ingon rs  destroyed goes tow ard the 
next K l ing on . I I  you spec 1 fy a la rge enough phase r 8nergy 
amount .  you can dest roy t w o  or more K l i ngons vv ith one 
powerfu l  annck . )  

Firing Photon torpedoes 

Type the "T" key to act ivate t lie photon torpedo system. 
Refer to the short ra nge scan exam ple for  l'ju adra nt 4·6 to  see 
the posit ion of the K l i ngon tar get in r e lation t o  the E nterp r ise . 
\f\lhen the comput e r o s l-. s  for  you to ..:l.!t course , type in the 
compass degree head ing that the torpedo will follow to the 
target.  I n  quadrant 4 · 6 .  the K lingon l ies about 2 2 5  degrees to 
the southwest of the Enterpri s e .  Type in  " 2 2 5 " .  depress the 
" C R" key, hear the torpedo f i re anrl watch the sector 

coordinate  trajectory readout a s  the computer tells you 
1Nhether you hrl or missnd th& tatget .  

7 



.;1ossary of Star Track Game Terms 

Enterprise 

vour s t a r s h i p ,  seen as " E " on the short r a n�.te sc a n . 

· i ingon 

E n e my bat t le c r uisers.  seen as " K "  on the short range scan . 

Star 

fla nclum solar Gbstacles locatc<1 t h roughout the ga la x y . S t a r s  
...: ppear a s  " S ' '  on t he short range sca n . 

Star base 

i1e-s upp ly bJses w he re the E nter pr is e t.?.kes on enP.rgy and 
... upp l ies . Ba s es  appcJr  a s  " 8 "  on the sh or t ranne s c a n .  

Galaxy 

T h e  tota l area of sra ce where the garne is p l a yed . The galaxy 
' 1a id 0 1 1 t  ch.ec ke:rhoard -s t y le and is made u p o l  54 qua dra nt s . 

--Jrtht row s dn\•:n ;,nd e ig ht rows a c rOS$ . 

"-luadrant 

1 64th area of the galaxy.  Like the galaxy,  each qu adrant is 
c:uh-divlrlCd i n t o. 64  a rea s i n  a n  eight-column- by-eight-row 
_ heckhoQ rd . 

Sector . 

i 1 64 t h  area of a qur!drant - the smal lest  area of s p a c e .  

Set Course 

1 clling the comput e r wh1ch compass he a d ing ( f rom zero to 
3 5 9  deq r ee s l  to a i rn  the E:.nt erp r i se o r  t o r pedoe s . e . u .  0 
r :egrees = north . 90 rl e grees = east , 1 8 0 deg rees � south 
; ,nd 2 7 0  d eg re es � w P s t .  

Pnosers 
One of the Entr::tprtse · � o f l en s1ve w e a po n s  w hich ts de pendent 
upon t h e  Ente rpt ise·s cne t gy Sl ippl !es.  Phnse r s  c w n  dest roy 
K lmgons only within t he same QU3drant  the Enter prise shoot s 
: : o m .  Pha�er strenoth d e creases as the E nt crpr ise- K l ingon 
ti lstance increases.  

P11oton torpedoes 

The E n terpri s e ' s  o t h e r  wP�pon system. Torpedoes m • r s t  be 
given p rec i s e  c ourse heod i ng s I +  or - 5 d egrees ) to  targets 
and can de s t roy s t a rs as wel l  a s  K l i ngo ns . T orpedoe s are 
eff ect ive only w i t h i n  the qu ad ra n t they a r e  f i red f rom.  The 
E n t e r prise miJy c a � ry a m a x i m u m  of t en torredoes a t  one t ime . 

Supernovas and solar flares 

Destruct ive sp�ce phenomena ,..., h ich c a n  severely da mage the 
Entt .. rp r ise . 

The Earth 

One of the ::;tnrs ;n t h e  J.::l laxy ;s our Sun - the:: Ea1th revolves 
eround i t .  I f  the Enterpr ise deqroys the Sun ( a nd the Earth ) .  
you wil l  be dec1nred a rencaade against the Fe derat ion a n d  no 
star base wil l  scrvise y o u r  s t a r ship for  the res1 of t he g a m e .  

Space warp 

I f  you set a .cou rse and move to a point whrd 1 l ies outside of 
t he ga l axy , the Ent er pr i se wil l  encounter spoce warp. This· 
causes the Enterpr ise to <JSsume a new, random position 
somewhere else rn the galaxy.  

Short range scan 

F u nc tion w h i c h  l e t s  ycu see the quadrant  t h e Enterprise is in .  
Th is scan reveals t he e x a c t  sectOr  location of your  star ship, 
star bases. Klingons and s t a rs . 

Long range scar.� 

Funct ion which lets you see the contents o f  quadrants next to 
your quadrant .  Each q u a d r a n t  is re pre sen ted by a three-digit 
n u m b e r :  The f i rst  number on the l e ft  indicates how many 
Klinguns , t h e  middle n u m ber  s t a nds f o r  the nu mbe r of star 
bases �nd the last  number shows how rnany c::.1 i1rs l ie w it hi n  
t h e  quadrant .  

Warp engines 

The Enterprise ' s  pri rr1<'l ry propul s io n system . Before warp d r ive 
cnn he engaged,  a c o u r s e  rnust be g iven.  Wetrp dr ive is 
specif ied in units from one t o  9 9 .  One wa rp u n i t  moves the E n t erpr ise one sector.  

Impulse engines 

The E nterpr ise's  .::t l t�rnate propuls ion sysrem,  for use when 
the w a r p  system i �  d d m a a e d . lm pube drive is specified i n  
units f rom o n e  to 1 5 - o ne u n i t  mo·v e s  t h e  Enterprise one 
s e c t o r .  The impu lse system is pr one to more breakdowns tha n 
the wa rp drive - use it  spar ing l y.  

3 
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How to dock the Enterprise at a star base 

Refer to the short  range s c a n  e x a mple for quadrant  4-6 to lind 
the base 1 8 1  at sector  8 - 5 .  

Thp objecl o f  docking i s  to maneuver the E nterprise l E I  t o  the 
sec.tor occupied by a slar b a s e .  Count how many sectors lie 
bet w e e n  the E nterpr ise  end the base and assign one warp unit 
for e.:�ch sector .  If you specify too m.Jnv u n i t s .  ttJr. Enterprise 
:.;il l " > r <1sh" into the Uase and d e s t r v v  1t .  

Here 10 une way t o  dock the Enterptise (sector 4-3 1  with the 
star base (sector 8 - 5 1 .  First.  depress the "W" key to activate 
the w a r p  engines.  ( I m pulse e n g i n e s  c a n  also be used . )  Set a 
course 90 degrees due e a s t  to put the Enterpr ise directly north 
of the base. Type a warp unit  of " 4 "  to move east lour sectors 
to sector 8 - 3 .  R e -activate the warp engines.  set a course lor 1 80 degtees due south and type a w a rp unit of " 2 "  to arrive 
at the star base sector 8-5 anrl d o c k .  The computer will tell 
you when you have d u c k e d .  
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SPECIFICATIONS SUBJECl l 0 Ci-jANGE WITHOL'l NOTICf 
C0pyright 1 9 7 R  Interact Etcc � � .-)nics. Inc. 

---- . '---

13/,SIC f o r  t h e  l n tc rart M o d e l  One H n nce C o m p ut e r  is a co nve­
n ; P n t ,  e a sy t o  US!! ve r s i on of the B A S I C .  1 ; 1 · � n ra r n rn : nr; l ; u 1  
�J 1 1 a g e .  

This  boo k le t s u n1 n1 u r i zc s  t h e  stat e m e n t s  ancf co rn m a nd s o f  
l n t u ract B A S I C  fo r u s e r s  who h a v e  s o m e  k n o·N ie d g e  1f B A S I C  
� I O :J ra r n nl i n�J- I I  y o u  w o t dd l i ke rnn r e  i 'lfO t t l l �: t r o :� o "  how t•� : ) rOt]rJ r n  i r :  B A S I C, : r· ft - �r t c� u n e  -Jt the r n :J r l ',' b o c k :;  ' J n  G A S I C  
D r o g ra cT'I r n i n �� .  � u c h  � :::; : 

J o h n  G Kt" ! leny �no T h om a s K u rtz.  BASIC Pro_qram Ill/C O'], 2nd o d i t H J rl , John  W i ley d l1 d  Sons. New York. 

I n t e r ac t  BASIC 1 s  d n  i n t e g e r  B A S I C .  AI!  n u mbers a re I n t e g e r s  
a n d  m u s t  b" IJe : w c e n  - 3 2 7 6 7  3 n d  327 G7 . T h e r e  a r e  213 v o r i ­
, ; b l e $ .  ' c p r es e n t ed l>y t h e  l e t t e r s  A t h r 0 1 1gh L .  T h e r e  is a lso a n  
a r r.:ly o r  vec1 0 1  copuiJ i l t t }' .  r e p r e se n ted b y  ,ln e x c l a nl at ,o n  
pomt l o l f luv ... ed b v  J n  index i n  p � r e n t hcses, ! { exp ) . 
f h e  .:: n i t h l l l c t i c  ; 1n( l  c o m p a r i s o n  o pe r a to r s in I n t er act B.A.S I C 
.:; r c :  

< ...... o r  

M O D  

, f J v ·rl'= 
r n u l t r p l y  su IJt f(JCt 
a d d  
g reater  t h ;u 1 le5� t h a n  
e q u a l  t o  
: 1 0 1  e q u a l  t o  
y rc�der  t h c. r r  o r  t; q u d i  t o  
l c s �  t h a n  o r  e q u a l  t o  
m o d u lo i t h e  r e m a i n d e r  a ft e r  cir v i si o n l  

A r i t h m e t i c  o p e r d t o r s  p r o ci uc e  m t e g e r  v n l ue s  a s  d e sc r i l..:erJ 
a !Jove. C o rn p a r r so n  o p e r a t o r �  p r o d 1rc:e .J 1 if t h e  r e s u l t  of t h e  
com pa r i so n  is  t ru e <J i id a 0 d t h e  r es u lt i �: f a l s e .  

Inte ract s.n.src e n n i ) I 8 S  t h e  u s e r \ (.\ (' . ) r l 1 b l i H� n u mber�. '. .i l !  
� b les. f u n c:t ro n s. d n d  o p c r t ! i O r s  f c:J r o u perl by p a r e n t h e ses as 
needed) t o  for 111  e x p re s s i o n s .  M o st l n t e r a c i  BAS IC stc;te ment s  

a c t  o n  e x p r e s s r o n s .  

Using I n te r a c t  BAS I C  

Mo:;t  o f  t h e  l m e r d c t  B .A.S I C  s t a i t nn P- n t s  c o n  L t:.:  usee! 1 10 two 
w a y s - i n  t h e  c .:l a � s i c  B A S I C  u s . r�Je (J� l i ne n u m bered proq r d m  
s t a t e m e n t s  o r  n�; d i rect con1 n1 a n d s  t o  t h e  I n t e r ac t  c o m p u t e r .  
Used w i t h o u t  l ine n u m be rs , e a c:t1 co il'l n1 a n d  is c a r rierl o u t  
i m m eU 1 a t c ly,  o s  s o o : 1  a s  y o u  t y pe a ccn r i3ge r e t u r n .  F o r  
ex a n r p l e :  

·G0-:-0 20 
be>J i n s  e xec ut i o n o1 t h e  c u r r e n t  B A S I C  prugram at l i ne 20 



Note that  lt'.JT, LOAD, N EW, R U N ,  ;m el SAV E  c a n  only be us eel  
a s  rlirect c o m m a n d s  t o  the I n t e r a ct com puter .  not a s  progra ' "  
s ! o t e r n e n ! •: To e r t e r  BASiC ..:onl m J n d s ,  type t h e  c o m r n v n d  
a f l t r  ! h e  ,- ,J rn puter's p r o m pt s y r.1 b o l  > .  
T o  e n t e •  I nteract BASIC statements,  type a statement n umber 
followerl by o ne o r  m o re Interact BASIC comma nds, : 1p to J 
rrwx 1 1 � : u rn uf 32 c l , ;:�r2cte r s  on d l i n e .  Y o u  c n n  enter m o re t h n n  
o"n � co rn m n :·.ri or. a ! i n e  i f  y o ;.J s e !-) a r <J t e  t h e  conHnr� n d s  w: rh  
semic\) : o ns. l u r  e x a m p l e :  

1 0  L E T  A + N2 ; P R I N T  A 
To c h a n g e  a ny state ment in an I n t e ract BASIC p r og ra m ,  s i m ­
p l y  retype th e  l i n e  n u m b e r, fo l lowed by t h e  new co ntents o f  
the l i ne .  To de lete a stat e m e nt, type i t s  l i n e  n u m be r  fo l lowed 
by a carr i age rct u r r 1 .  

T o  l i st t h e  cu rrent p r o g r a m ,  t y p e  LiST.  T h i s  d i rect s t h e  system 
to p r i n t  all  the statements i n  o r d e r  by l ine n u m ber.  To l i st the 
current p rogram be g i n n i n g  at a p a 1 ti c u l a r  l i ne n u m b e r ,  type 
LIST fo l l owAd by t h e  desired l i ne n u m be r .  

F o r  convenient entry a n d  erl i t i n g  of programs.  assign state· 
rnent n u m bers with spoce t o  i n sert ::evv l i nes. For  e x ei m ple, 
e nter  stGtements n u • n bered 1 0, 20, 30, 40, 50, nor 1 0, 1 1 ,  1 2, 1 3, 1 4. This way, you can c o n v e n i e n tly inse rt new statements 
wit hout rety p i n g  l i nes y o u  wish to keep. 

All  I n t e r act BASIC stat e m e n t s  and c o m m a n ds can be ab­
breviated to t h ree o r  fewer letters,  fo l lowed by a per iod.  A 
t h re e  letter  r.> l us pe r io d a b b r ov i a t i o n  is a lways v a l i rl .  Some 
s t a t e m e n t s  ccn h ave shOner a tJIJrevia : ions ;  the s ! � c. rt est ab·  
brev i a t i o n  t h a t  u n iq ue ly r e p r e se n t s  i he  state m e n t  i s  va l id .  For  
e x rt m ple 

C L .  C L EAR 
R. R U N  
N .  N E W  

E rro r Messag e s  

Interact BASIC has t h ree e 1 r o r  messa\jes : WHAT',  H0W7, a n d  
S O R R Y .  

WHAT' m e a n s  I h a t  t h e  system does ' 1 0 !  undersland J s l a t e ·  
ment .  T l 11 ;:  sta tement  1s  pr inted w i t h  J q u estion m .J r k  in scrt�d 
c.d the point vJhere  the system detecied the e r r o r . F o r e x � m  
p i e ,  

WHAT? 
1 0  GOLHO 7 3  

i n d icotes t l 1 ilt y o u  m i styped G O TO: 

HOW? means ihrlt t h e  syst e n1 u n d e r s tands t h e  s t a t e m e n t  b u t  
c.:m n o t ca rr ·r · r o ut.  The statement  !S iJ! i n teU w i t h  3 q ue s t i o n  
rnark at t h e po i nt vv'h e re t h e  systen1 �top ped . F o r  e x a m ple,  

HOW7 
30 GOTO 737 

2 

-

i nd i cnt cs t h a t  1 l 1 e r e  is no l i n P. 7 3  

Th<] H 0 W 7  e r r o r  messag8 also a ppears w h e n  B A S I C  enco u n ­
t e r s  n u m be rs. whose a bs o l u t e  v a l u e s  a re g reate r th:m 32767. 
F o r  exam ple, 

i GO..f\'10 HOW ·' 
S O f\ R Y  m e J n s  t h at t h e  system h a s  e n c o u n t e r e d  a v a l i d  
s t a t e m e n t ,  b u t  t l·• ere is  not e n o 1 1 g h  m e m u r y  to ca r-ry it o u t .  

Stor ing I n t e r a c t  BASIC Prog r a m s  

T o  store t h e  c u rrent BASIC p rog r a m, y o u  rnay first u s e  t h e  
REW command to rew i n d  t h e  tape. Type REW, t h e n  push t he 
R E W I N D  button on t h e  t a pe ririve. Type � n y  character O• l 1 he  
keyboard t o  s t o p  r ew i n d i n g . 

Next, p u s h  t he \A/niT [ � m d  HE .A. D h 1J t tons 011  t l r 8  t a pe d r: v •: 
s i m u ltaneously to e n a b l e  t h e  �.y · · :cn1 to i t�£:ord t h e  f1!"0l; :- . � "1 
on t h e  tape.  T h e n  ente r i h E  SAV� t "L\ m m a n d, followc'1 �1v t h e  
n a me· (up to f ive c h a racters lon� J )  you wish t o  a s s i g n  : .-i the 
prog rilm. I f  you t y pe SAVE w i t h o ut a n a me, t h e  prog r a m  wdl 
be stored with no n il m e . When the computer  has stor�H.i t h e  
p r o g r a m  on t h e  t a p e ,  t h e  scr<'J en d i s plays t h e  OK messaye. 

When storing I n t e ract BASIC JHO(] r :J m s, be c a refu l not to w r i t e  
Ol.'er  o � h t n  p ro g r ; nn s  y o u  mc.y '..v ish t o  s a v e  . .  U. n o t h e r  1 ; c. c t u i  
pract ice i s  to a s s r \j n  s e p a r a t e  d a t a  a n d  p r o g r a m  t a pPs ; o r  
s a v i n o  d a t il  ;:; n d  prog r a m s .  

S u m ma ry o f  I n te r a c t  B A S I C  State m e nts a nd 
F u n c t i o ns 

The fol lowing p�ges s u m rn n r izr- 1 h e  l n t P : Jct BASIC s f : l t f: ­
ments a n d  f u n ct ions.  For  each :-:tJt en1ent c:ncl f unction,  t h e  
s u m n1 a ry g i v e s  i ts g e n e ral  fon1l.Jt, n b r i ef e x p l a n;:�t ion,  a n �� a n  

e x a m p l e  of  its use. 

In  t h e  s u m ma ry be!ov·.l, the f o l l o w i n g  synto:rx ro r.v e n t • n ns 
apply to t h e  docun1cntat ion !J e n e r a !  f o r m a t s :  

U P P E R C/\S E  U p p e r  c ;:J s c  t y p� mrlir. a t e s  a i i t e r a :  p n : amc: w r .  
e n t e r  1 1  e x act ly  a s  shown.  

fowerrilse 

I I  

{ }  

L ower case type i n rJ i c.Jt es a ve� r iab le  p a r a m e  
ter ;  e r 1 t P. r  i1 sui tab le  s u bs t i t u t e .  F o r  e x a r1 1 p l e .  
w h e re a g e n e r a l  formJt  r e a d s  exp you c a n  
enter  .J n y  e x p ress i o n .  

P a r a r n e t e r s  1 n  b r a c ke:ts a rc o pt rCH' .11 . e n t e r  
o n l y  when ,l pp r o r .> r i aie. 
P a ra meters i n  b r aces i n dicate a choice; enter  
o n e  of t h e  par;,me!crs l i st e d  with in  the b races . 

3 
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Here .Jrc t h e  Internet BASIC statcn1 c n t s  Cl r. U  funct io n s, in LJI-
p h a betic,-; ! nrcie r :  ' 

ABS [ ex p [  

F u n c t H J n  w h i c h  ret t 1 r n s  t h� abso l u t e  vel l ue o f  r:xp. 
· F ·, , . ..,-; p if- · i O  I 

:0 A 

C L EAR 

;j 
/\BS 1 1 1  

B l a n ks t h e  T V  screen, b u t  d o e s  not cle le t P  t h e c u c r e n t  prog·  
ra m. 
r �ample :  OK 

>CLEAR 

C O L O R  [ expl eYp2. exp3. exp4 [ 

T h 1 s  c o rn nl a 1 1 U  se lect s  f o u r  c o l o r s  for  t h e  TV screen I! om :: h e  
f v l l o w m y  a v a i l a b l e  c o l o r  v a l u e s :  

0 Black 
1 R ed 
2 Gree n 
3 Yel low 
4 B l ue 
5 M ay e nta 
6 � r� ya n 
7 VVh ite 

Aft e r  se lect i ng c o l o r s  with the C O L O R  sta t e men t , refer 10 
t hese co l o rs ( i n  other statements) by t h e i r  co rrespo n d i n g  
position nun1bers 0, 1 ,  2,  an d 3. F o r  exan1 p l e ,  

� 01 J J "Z. 1 .J 
1 0  C O L O R  1 1 .  3. 5. 7 1  

After  t h i s  r. .... · . .  v n m e n t  s t a t e m e n t ,  c o l o r  0 re fe rs t o  r ed \ i lle 
co l o r specif reli in pos r ! r o n  OJ. color 1 r e f e r s  to yel low ( t h e  c o l o r  
s pcc i fl f'd i n  posit i on 1 ) , a n d  so l o n h .  T11 us.  

20 P l O T  (X .  Y, 21  

s"ys t o  I J IOl  th e po i n t  ( X .  Y )  w i th the c o l o r  se lect en by pos. t r o n 
7 nf t h e  p r e v i o u s  C O L O H  staternent . t h at r s ,  c o l o r  5 I m a g e n !  a ) .  
C O N T R O L - C  

S tops a ru ll n t ng p r O !:J r Ci nl o r  p r· o g r . J m l i st t ng a n d  rl i s p l a v s  t he 
nK rneos.1ge. 

C O NTRO L-0 

S : o �. ... c:; d l � � i.Jy l . l Q  on t h e  TV s c r e e n  u n t J !  you c n t L: r  ; m o t h e r  
c o n t 1 0 1 - 0 ,  Uut  <i o e s  n o t  stop t h e  prog r a m  h o m  ru n n i 11g . N o  

ou1pu1 dprca rs on t h e  sc ree n u n t i l  y o u  t y p e  a n o t h e r  c o n t r o l -
0. not even t h e  O K  m e s s a g e .  

4 

Pres� ing t h e  I AB key on the c0mputcr keyboard stops pro­
gram execu t io n a mJ a l l  o u t p u t  u nt i l you press the TAB key again .  T h i s  caro ! J i l i ty is  useful for reviewing lo ng l ist ings, 
IJt'cause you can type LIST.  then use the TA8 key to stop the l i � t ing at r: nv ��-� �n t vvh i le  vou riecidc w h et h e r yuu wish 10 
rnc� k e  cll . 1ngcs.  

C O N T R O L-X 

Deletes the l i ne c 1 1 rr e n t l y  berng typed (wo r ks l ikP. bac kspacing 
to t h e  beg r n n i r r'J of the l i r r e l .  

F I R E  ; exp \  
F u n c t i o n  w h i c h  r r�ilds t h e  b u t t o n  C Ji r  t h e  J O y s t i d, where exp 
m u st be 0 or 1 . F I R E  (Oi  reads t h e  f i re n ut !o n on the l e tt joyst rck;  F I R E  ( 1 ) r e ads t h e  f i r e b u t t o n  on th e r ight  joystick. W l1e n t l1e v i1 l uc o f  the f u n ct i o n  i s  0, the bunon i s  pu!",hed.  VV I 1en the va !uP. i 5  1 ,  t h e  but ton 1s not  P l 1 s h e d .  
E X 0 1o l p l e :  > A  '- F l f1 E  1 0 )  
l f t lw v a l u e  of A is O , t h e  l e f t  b utton rs r u shcci. l f t he 'v a i u �  o f  A 
is 1 .  t h e  lef t  b utto n is not p u s h e J .  

F O R  var iable - · expl T O  exp2 i STF.P  exp3 [ 
Ben i n s  F O R  . . .  N E X T loop.  I n i t i a l izes vrnahle to ti'P. v M i u e  o f  
r:xf) 7, t h e n  mc re 1 n e nt s i t  by �-"<P3 e- a c. h  t i rne t h e  r.o r r eson d 1 r  . .  l 
N E. X T  st.Jt e m e n t  is e n c o u n t e 1 e d .  u nt i l  t h e  v 11 l u c  c_.,i • .  " .o2 1'::> 
reacl1 ed.  If 57 EP exp3 is o m i t t ed. a S T E P  of ' 1  ;s '' ""'n·red. 
N e g ative n u m b e r s  a re a l l owed . 

r O R . . N E XT loops can be nested;  t h a t  is. a loop c a n  cant , ,n  
o t h e r  loops.  H ovve ver. t h e  rr:\nues of t ile loops ( the statemer.i :. 

de l i m ite d !Jy e a c 1 1  p � i r  of F O R  and N E XT sta!f,rnents ) c:r n r •ot 
ove r l a p .  

E x a m p l e s :  10  F O R  J -
1 5  P R I N T  J 
20 N EXT J 

TO 5 
appt:>ars on screen. 

o f  � � 
( 5 

or,  usi n(l t h e  STEP p a rameter : 
1 0  F O R  J 0 TO 1 00 STE P 5 
1 5 P R I N T J r · - u N  d 1 .  2 0  N E X T  J . ype K an t l i S  

a ppears o n  screen.  

rJ l_s ( 100 

5 



FOR K � 1 TO 5 i O  
2 0  
30 
40 
�.o 

FOR J �- 1 fO 5 
PRINT K, J 

N F X T  J 
r-: � x T  K 

G O S U S  exp 
( P. .JSI: S  ! i 1e p r o u rrim t o  t r d n sf e r  t o  the BAS I C  s u br o t Jt i t le s t a r t ·  

· l  , \ t h e l i n e n: 1 rT' h c r  s�· ·� c di -:.�u i n  eXfJ. T h e  1 2 � .1  ! 1 n �  o f  the 
: ' • I · ; C, t J \ u , ,� 1 1 1 u :..t t.;c n R E  f t..• H N  !> t �l l t· r l � P. n l .  �, �·. ,ch  C <J u ses the 
, ·. �  - � 1 � :� 111 t o  t ra n !'-: f P. r  h n c k  1 �1 l : H� l i n e  a l t e •  i h (l ( , ()S U B  <j \ �Jte­
m e n t .  

F ' " m p l e s :  1 4 0  GOS U B  500 
( p r o g r a m  exec utes s u b r o u t i ne s t r n t i nfl a t  l i n e 500. then 

o r :  

GOTO G'- ') 

rot u r n s  10 l i ne 1 SO) 1 �{.1 i-' R I N T  K 

5 IF 1\ 5 G O S U B  5:.J 
1 CJ IF A 6 T l i � N  2 0  

40 oO TO 5 
50 A � B/C - 1 2  
!' .5  liET U f'l N  

1 0  K � 500 
20 G O S U B  !< 

D O E S  STAT E M E N T  
/',T L I N �  50 RETURNS TO 1 0  ! FROM LI N E  55)  

C:�, u.;cs a n  t m meclinte j Uinp t o  l i n e  n u n1ber spec i fi e d  i n  exp. 

E x a rn p l e :  1 60 GOTO 200 
IF  expl statement 
IF  expl {THEN } exp2 

GOTO 
in  tne  h rs t  fo r m  of I F .  i f  r::>x p i is t rue.  t h e  systern e x ecu tes 
.. · t a t c rn c n r . 
It e ... p J  rs fa lse. $1arenu:nt is not  exec u t ed.  In t h e  seco n d  fo rm 
ol IF ,  i f  exp 7 i s  t r u e, t ti e  p r o q ! ,l rn j u m p s to t he l i n e  n u mbe r 
s p e c i f 1 e d  by exp2. I f exp 7  is f a lsP., t l 1 e  j u m p  d o e s  n o t  t. 1 k e  
r l d ce. Act t l ?. l ly,  t h e  s e c o n d  I F  f o r m 1 s  s i :l1 f1 1y  a s p e c i a l  C J s e  of  
n�r> f u s : ,  ,�::. G0 7 0 e �p2 r � a  f r t� q uc n t l y  USt�d Sfcl[t.�rnent. T h a t  i 5  . 
. �· :aten7f"t!l rncy t;l! a n v  v .1 1 l d BASIC �; : .-; tf'nl e n t ,  i n c l u d i n g  ;1 
liOTO. t.; ;J S U B .  o r  P v c n  f' E T U R N .  

E x a rn p l c c  · 2GU I F  L > 5  I' R l N T  " E R R (J H "  

1 0  I F  X � 3 T H E N  1 30 

IS SAME /;S :  
: u  I F  X 3 GOTO 1 30 

I N C H R  

- -

Waits for  il key to be >' res se rl on t h e keybo a r rl, a n d  returns the 
n u m be r  w l r i c i l  r s r t s  A � C I I  v n l u e .  

!:.<amp !" >A I N l. H R  
z 

- · f'R I N T A 
90 

I N PUT  I st r o •  'J . ·_ : :  c .b ie 
P r i n t s  string o n  t h e  sc re e n i f o l l owed by a c o l o n ) .  t h e n  waits  
f o r t he user t o  e n t e r  a v a l u e  for  vnriable. l i  "stri n g "  is  o m i tted , 
t h e  c o n 1 p u t e r  J1 1 0 m pt s w i t h  t h e  v a r i n b l e  n a m e .  

E x � m p l e :  - - I N  P I  I T  " H E LLO" A 

F' r i n l s  H E:. L I  0 on ! h e  �..:. r e e � • .  t he n  wa1iS  fo r you to ; n �Jut  va lue 
of c x p r C' �::.. :on A i t  y <..1 t r  o m r !  :;:riny, the  co m p u t e r  p r o rnpts 
V\l l lh  l il t:  n �! r n c  o f  VO:H 1 Ct b i(J: .fl.. 

J O Y  i 8 , P I  

1 0  l N P I  J T  "HF.LLO" A ON SCR E E N :  HELLO :  
r H E  N U M i.J E R  THAT IS rYPED I N  I S  PUT 
I N l O i SAVED l i-J I  A 

20 INPUl A, B 
ON SCR E E N  A: WAITS F O R  I N P. U T .  T H E N  

B :  WAITS A G A I N  

F u n c t i o n  w h i c h  r e e d s  t l1e  posit i o n  of t h e  joyst i c k, w h e re exp 
m u st be 0 or 1 .  J O Y  ( 0 )  r e a d s  t h e  left joystick;  JOY ( 1 )  re ads 
t hr. r i n h t  j o y st ick .  T h e  p o s i t i o n  of the joystick r e t u r n s  a v a l u e  
f o r  t h e  f r Jn ct r o n  accorr! i n g  t o  t h e  f o l l o w r n g  d i agra m :  

6 

0 

Left 1 0/ -----�'-'-'------- 2 R i g h t  

/ 
9 1 0  

8 Down 

6 7 



Ex amp le : >A -· J O Y  (0 )  
I f  the v a l u e  of A i s  0, then t h e  l c h  j u y st <ck i s  1 n  t h e  c�nter .  

! lETl variable � exo 
:·h·:: c q u t v a lence SI.Jtc� n Je l 1 t  vo !1 JC! 1  <P ·,:: t � J n !.. \' .J � L C� �  i O  v , : r :  . h iL:s 
d ' ' d  con1 rnands the s y :> t t• • n  to p r:: 1 ftJrm c a l c u l a t • o n s .  L E T  
eval uates t he  expression o n  t h e  r i g h t  of t h e  e q u ; i l  s i g n  ;, n d  
a s s i g n s  i t s  v a l u e  to t h e  v a r i a b l e  o n  t h e  le ft o f  t h e  e q u a l  s 1 g n .  
T h e  keyword L E T  i s  o p t i o n a l  fo r conve n i e n ce. 

Ex;,mples : 10 LET X � 5 

L IST I n !  

7 0  LET F ,. G + IH/K - 1 7 )  
'J0 J -- 8 
> :< � 5 

Us�.::d wit!lOUi  pa ran1ete rs, causes t h e  e n t i r e  p r o �p a rn to t)e 
<i <splaved on the �creen. E n t e r i n g  �� p e r iod ( . 1  o r o d uc<:> the sarrt� e f ft:!Ct a s  typ i n g LIST. U sed w i t h  a n tHnber. c a u �f�s t he  
, ;rug r :Hn to be di 5 � layed sta rt ing \V i t h  l i n e  n u m iJe r n. 

f x a m p l e s :  >LIS T 1 00 d i s plays t h e  prog ra m s t a n i  ng w i t h  l i n e 
1 00. 

> L IST o r  L. ( o r  j us t . )  d i sp lays the e n t ; re p r o g r a m .  

LOAD j r,ome l 
ReaJs 1 ioads )  t h e  BASIC prog r a m  c a l led name / r o m o ca ssette 

tape.  I f  name is  om itted,  t h e  next p ro g r a m  o n  t h e  t a pe i s  r'e a d .  
After t h e  system re ad s t h e  L O A D  s t a t e m e n t ,  p u s h  t h e  R F. A D  
b u tton  on t he t o pe d rive.  N o te t h a t  i f  y o u  s pe c ify n a m e  a n d  
t here is  no prog ra m on t h e  t a p e  w i t h  t h at name.  t h e  co m put e r  
wil l  cont inue t ry i n g  to r e a d  it u n t i l  e n d  o f  tape. 
� x n m p l e .  � L OAD ABCD 

( th e n push Rf:AD)  
NEW 

C l e a r s  / d e letes) ! h e  c u r r e n t  G A S I C  p rog ra m  a n d  l e ;;ves t h e  
m e m o ry re ady f o r  a n evv prog r a m .  

E x . ; rn p l c :  O K  · · N E W  
N EXT vo1 1oble 
E n d s  a FOR . NEXT l o o p ,  w h e r e  v;,riable i s  t h e  same v J r i ­
c ; b l e  I ! Sed i n  t h f' F O R  stat en•ent t hat beg i n s  t h e  l o o p .  se� a l s o  
v o n  

E x a m p l e :  1 0  FOH J - 1 TO 7 
1 5  PRINT J 
20 N E X T  J 
R U N  

8 

O UT C H R  l expl  
Disp l;,ys o n  t h e  screen t h e  1\SC I I  c h a racter  corresponding ro t i le  speci fier! ASC I I  v a l ue. 

01 :>play� .�n .A. nt the next text po s it 1o n  o n  the screen. 

P E E K  l expl exp2 1 

F u nct i o r 1  w h ic h  r e t u r n s  t h e  pos i t i o n  n u m be r.of  t h e  co l o r p r � ­
v io us ly 11 s s i g nPri  l >y P L O T  to p o i n t (ex p 1, exp2). S E e  P L O T  f o r  
u d e s cr i p t i o n  o f  sc1 t:en r:oo r d i r ; J t e s  d l"hl  L.U L O R  fo1  a de scr i p· 
t i o n  of p o s i t i o n  n u m b e r s. 

E:< a m p le :  C - P E E K  IX.  Y l  
I n I h is e x a m p l e ,  C w i l l  be " n u rn be r from 0 to 3, correspo n d i n g  
to t h e  pos i t ion n : 1mbt":."r of <1 c o l o "  a s s i g n e d  i n  a previous 
COLOR stateme n t .  

PLOT l expl . exp2 . exp.) J  

P lots a color exp] a t  ; r  s p e c i fi ed x,y locut ion exp 7 ,  exp2. The 
x- locu t i on.  exp 7 ,  can r a n ge f r o m  0 to 1 1 2 ,  n s  sliown i n  t he 
d i a g r a m  bRIOw, The y-loc.1 t i o n ,  exp2, can range from 0 to 77. 
The co l o r , exp3, can he 0.  1 .  2 .  or 3 ,  r e p re s e n t i n g  t h-3 rJu :'. i t i o n  
n u m b e r  of .u e u l e r  a s:..; i qne r. i n  :.1 p r e v i o u s  COLOK s t a t e m e n t .  

7 7  

y 

0 17, 1 2 )  
1 2  

10 .  0 )  7 X 1 1 2 

E x .'l r n p l e :  _ .PL OT i 7 .  i l. 3) p l o t s  col o r 3 at p o . � t  1 7 .  1 2 i . a s  
s h o\ovn i n  t h e  ci i .J g r a r n  

POT l ex p l  
F u nct ion w h i c h  r e ad s  t h e  p o s i t i o n  of t h e  potent iometer knob 
o n  t i le joyst ick, w h e re exp m ust be 0 o r  1 POT \0 )  rearJs t i le 
'-nob o n  ' ' ' c  lnh j oyst r c k ;  POT (1 i reads t i l e  k nc,b o n  I he r i g ht 
joyst ick.  T i l e  pote n t i o m e 1 e r  k n o b  on the joyst ick returns a 
,. a l r.: e  for  the f u n c t i o n  f r o m  0 to 255. depending on tile posi­
i i Oil of the knob.  

POT IC'l 
9 

·----- -- ---- --------------------------- ---------



PR iNT  / "slring" . J i %'n . J  exr- 1 . 1  
Outputs a c h a ract e r  str ing,  fo l ! c•w('d by t he contenb of an asso�i_ated var iab le  o r  exp re ss io n The computer  p r i n ts the 
specrfred char acter st r i n g. n blank s paces, a n cl then t h e  v :J I I le 
cf t h e  expression. I f  yo 1 1  •J r � ' u  n. t /i (� c n m p u l f � r  l r . a·-.:es 6 hl ;; n �  

p::sce-;. 

1 he n sp<1ces w i ! l  I.Je repe.J tell fo r 3 1 1  o u t p u t  on the � pe c l l r e d  
l ine.  Note t h a t  i f  t h e  PRINT statement  ends w r t h  a co m m a no 
carr iage ret u r n  is output .  

' 

E x a m p l e s :  > 1 0  A � 3 
>10 P R I N T  " H I", % � .  A RUN 

H . bl:; bl>bH 

-·· PR I N T  3.  
-PRINT 5 

3 L·bubbb5 

·· ·PR INT �o 3,  II. B . C 
bbMbbb5bbb2 

REM comrnenls 
' n c l u d e s  exp lanatory  n o t e s  in t h e  p r o g r d m .  Each R E M  l ine  
may be u p  to 32 c h aracte r s  l o n g .  R E M  stat e m e n t s  are  i g n o red 
wllen t he p r O !=J r a m  is  r u n .  · 

RETURN 
Causes t h e  progr ano' t o  t r .1nsfer t o  t h e  statement  � f t e r  t h e  last 
GOSUB. That is. R E T U R N  ends a subrout ine .  

E x amJ)te: 420 R E T U R N  

0 1 . 

REW 

420 I F  X � 5 R E T U R N  
I See GOSUB example ! 

Rewinds the tape ( t u r n s  on tape motor) .  After  t h e  computer  
reads the REV\/ statement .  push t he R EW I N D  button o n  t h e  
L o v  d rivt>. Then t y pe a ny c h a ra cter o n  t he k e y b o a r d  to t e l l  t he 
t t H l l p u t e r  t h �t r ew i n d i n g  is con1 plctc.  

E x ample : > R EW 
fThen push R E W I N D )  
( VV h e n  rewinci inq i s  co n 1 plete. p u s h  any key) 

1 0  

R N D  j n j  
F u n c t i o n  which 1 et u r n s  a r a n d o m  n u m be r  between 1 a n d  n. 

E x a m p l e :  1 0  X 1 00 
20 A = R N D ( X I  

RTAP[  J n l  

T u r n s  the t a pe d r ive motor o n ,  w a i t s  for a data f i l e ,  reads n 
v a r r a b les from 1 to n i n to t h e  a r r a y  at ' ( 1 ) to ' I n ) ,  t h e n  t u r n s  t h e  
tilpe m o t o r  o f f .  Note  t h at i f  thP.re  a r e  n o t n  v a r i a b l e s  in  t h e  data 
f i le ,  the  c o m p u t e r  c o n t i n ues t o  try to read t h e m .  

E x �; rn p l e :  >RTAPF i 7 1  

R U N  
E x ecutes thC'  c u r rcni  p r o g r a m  st.J�l fn:J ... �t ! l lc lowest state· 
ment l i ne n 1 1 m hc r  

F x a m p l e :  > R U N  I >GOTO 200 s t a r t s  progam <J.t l i n e  200) 

SAVE I name I 
Store s  (s<Jves) th�  C I J r r t!nt  p r o g 1 v  • .  1 on a ca ssette tape 1 J /l d c 1  
t h e  n a m e  natne, wh ich may t ;  .• :_J p to 5 ch a r acte rs lo n g . i !  y o u  
d o  not  e n t e r  a n ;�me,  t h e  p r o g r a m  w i i l  be sto red with  no 
name.  F i r st push the WRITE and R EAD b ut t o n s  on the t a pe 
d rive s i m u lt a n e o u s l y  . 

. e x a m p l e :  i pllsh WRITE  a n d  R EA D  on t a p e  d r ive)  
>SAllE 1\ B C D  

SIZE  
Displays t h e  s i z e  of the f re e  t J rogram nrca r e m a i n i n g ,  t h a t  is.  
the n u m be r  of char a cl e rs sti l l  av:J i i <J b l e  for text.  

E x a m p l e :  > P R I N T  S IZ E  
843 

S O U N D  l expl . exp2 j 
Gene rates v a r i o u s  s u u ncJs d e p e n d i n g  un v a l u e s  selected fnr 
p a r a m e te r s ex p I a n d  exp2. N o t e  t h a t exp l 111 u st he between 0 
and 7, a n d  t3.\.n2 f n u st be ..] po�it !VC t n on-zero)  in!eger less < !J an  32767.  To t l l f n  off  any sounu. e n i e r  SO U ND ( 7 ,409ol 
E xa r.1 p l e s :  SO U N D ( 1 , 2 )  turns o n  a hissing noise 

SOUND ( 7,4096) t 11 r ns i t  off 

1 1  



qop 
': ,ruses the prog ram t o  stop,  a n d  ' " turns t o  the �K level.  

Exam p l e :  1 00 IF A � B S TOP 

T C' � F  ; f . I I  
:� t "y s  tanes, where i r s the freq u e n cy a n d  I i s  t h e  l e n o t h  o t  t h e  
tone. T O N E  (F ,CON STIF) p l a y s  t o n es f o r  a l l  F t h at m i l  b e  t h e  
same l e n g t h ,  acco rding t o  t h e  v a l u e  o f  t h e constant  CONST. 

Exomple : 10 FOR F � 1 TO 1 00 
20 T O N E  1 � . 1 000/FI 
30 NFXT F 

WTAPE t n l  
T u r n s  t h e  t ape cJ r ive 111o:or on, \Nr i t f'S n v ;: H i t.l lj i c s  f�c � n  a �rd y  
locat i o n s  ! ( 1 ) to ! ( n l  01110 t h e  t ;; pc .  1 h e 1 i  t u r :l S  1 he t a ;.;e rl 1 1 vP. 
motor off. 

E x a m p l e :  (push WRITE and READ on tape d rive) 
>WTAPE (81  saves t he  array ' 1 1 ) to ! (81  on t he tape 

1 7  

� ' 

Sample Edu-BASIC Programs 

Sa m p l e : 1. Program to generate r a n d o m  tones. sounds and 
dots 

10 Clear 
20 F = R N D  ;300 ) ;  L -,  1 000/F 30 M � R N D  (7); S = R N 0 (32500 i 
40 X = R N D  ( 1 1 2 ) ;  Y = R ND(77) 
50 C = R N D ( 3 )  
60 TO N E  ( F , L )  
70 S O U N D ( M , S )  
80 PLOT(X,Y, C )  . 
90 FOR 'I= 1 TO 200;  N E XT ! 

1 00 GOTO 20 

NOT E :  F o r  l i n e  90:  n u m bers a reater than 200 decreasE: soeed; n um be rs 
l e s s  t h n r  · 2 0 0  i n c reJse  
speed. 

.:_, J m p l l· ·  2. P r o g r a m  t o  g e n c r L:Jtc r a n u o nl s q u n d s .  (Also 
pr ints  the l' l l m bers t hat made the sounds. )  

1 0  M · R N D  ( 7 ) ;  S � RND (:3�'500) 
20 S O U N D ( M , S I  
30 PI1 1 N T  M ,  " , " . S  
1\0 P R I N T  
5 0  S O U N LJ  1 7AOL16) 
GO GOTO 1 0  

To run these pro y ra m s  o n  t h e  Interact Family 
Computer e n t e r  t h e s e  l ines a n d  type the "CR" 
key afler e�ch l ine is  e n tereu.  W h e n  fin ished, 
type L I S T .  This wi l l  d isplay the program so you 
can check again for a n y  errors. To run the pro­
g r am, type R U N  and type the CR key. To save 
t h ese prog r a m s  on tape, follow the Wrrt1n9 Tope 
i n struct ions in the E d u - BASIC Prog ram G u rde. 

1 3  
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,. 
The Keyboa rd Overlay 

P lace i t 1 e  r n c keyho . n d  o ve r l dy on the keyl >uiHd o f  
.. _. t he COI11 P U t � -

,
-· - "<;; Th is rF. pre�ents a contin �rous t h ree oc· 

raves of notes .  w i t h t h e  l owest notes at t h e  boll om l e ft of 

G 0 

D D D D D 
[] D [ 
.:- c : 1 F  i N SE f� f  "" O V A l  

t h e  keyboard 0nd t h e  h ig hest  n o t e s  at t h e  top r � g h t .  
M r ti d l e  C Ol c u r s  t w rr.r�. o n ce! ; H  t h P  r r . 1 h t  e nd of t t-ie l o w e r  
keybo a 1 d  ' " ' d  o n C<' ; J t  t h e  1 . -h e n d  of it'e u p p e r  keybo� rrl, 
to i r , a k e  playmy n nHe c o nven i e n t .  

c ;  c 

CJ D D [J r- J 
D D 

6 t, C K U P  
� '  b t ;;> 1  ( J  ._, .1 , , . • �:! S I  on O i l  ;e INH�Acr M u s 1 c  M A E s T R o  E C20 8  

L_ ________________________________ _ 

Va rious M u s i c  M o d e s  

When t he pro g r a m  h as f in ished t o a d i n cJ .  t h e  fol lowing 
display a r re a , s :  

M U S IC MODE 
A PRACTICE 
B NEW TU N E  
C PLAY/ EDIT T U N E  
D S E T  KEY 
E S ET TIME 
F READ FROM TAPE 
G WRITE TO TAPE 

T h • s  d i sp lay.  c a l l e d  t h e  c: o'mm a nd M e n u .  l ists t h e  seve n 
a v a i l a b l e  c ornt'lJnd modes, eilch of which e n ab les vo u 
to u s e  M U SIC M A E STRO in a d i ffe re n t  way.  

A. P RACT IC E  d i splays t h e  not e s on t h e TV sc ree n a s  
you p l a y  them.  Y o u  s ee and h e a r  t h e  no te s , l ! u t  t h e y  
o re not stc :r �? d  i n  t h e  c o rn p u t e r  m e mo ry.  

B .  I� E W  Tl ! N E  stores t h e  n o t es i n  t h e  co m pu t e r m e m ­
o ry for  l a t e r  ·ed i t i n�l .J S  y o u  p l a y ,  h e a r .  a n d  sr::t? t h e m  
o n  yo11r  s c r e e n .  

r: PLAY · E O I T T l l l\i !;" • e p l u y s  t h e  not�s \' O U  h J v e  st0 1 1eci 
w i t h  N E W  TU N E  il n rl a l lows y o u  to rl e l..· te a n d  ;;d e  
n o t e s  a s  w e l l .  

D. S E T  KEY set s t he •ey S i g n a t u r e  t o  t h P.  k ey y o u  d e s 1 1e .  
A n y tune c u r r e n t ly i n  sto r a ge i s  a ut o rn 3 t i c a l l y  t ra n s­
posed to t h e  key s i g n a t ure set in S E T  K E Y .  If S E T  K E Y 
rs not  u sed . t h e  r n i t ia l key of C M nj o r  r e m a i n s .  

E. ::, E T  T I M E  sets : 1o e  t i n1e � i g n ai u r e  :o the  t i :ne y o u  de­
s i r e  /\ny t u n e  C l r r r e n t l y  m sto r a g e  i s  a ut o n r a t r c 3 1 1 y  
t ril ns p o sed t o  t h e  u m e  s i g n at u re 501 in S E T  T I M E .  If  
SET TIME 1 S  noi used.  t he i n it ! d !  4 :4 t ime remains. 

F. WRITE TO TAPE p u t s a t une stored in the m e m o ry of 
t h e  co m p 1 n c r  o n t o <l d o t a  t d p e  f o r  pe r rn a n e n t  sta r­aye.  

G .  R E A D  F R O M  TAPE rest a t e s  a t u n e  to t h e  c o rn » u t e '  
m e m o ry l r o m a data l fi J.J€- o n  wli ich r t  WoS previously 
stored !with WRITE TO TAf' E i. 

A l t 11 o u g h  ea c h of t h e s e m o d e s  h a s  an e sse n t i a l l y  
u n iq ue purpose, t h e y  a r e  g ro uped by co l o r  acco rd i ng t o  
th!' l f  eHect on the computer  "'e mo ry. T h e  f o u r  col o 1 s  
corrP. �pond to t h e  s e v e n  m u s r c  n1odes a s  fol lows:  



.... 
l n t J cid u c t i o n  

·
The M U S I C  M A E STRO a p p l i c at i o n ca sse tt e t u r n s yo ur  

t.... I n t e ract Horne C u r n p utf! r i n t o  a nl i JS ic  Co m po se r . A 
keyboa rd ove rlay i n c l uded with t h e  casse t t e  c n <tb les yo u t o u se y o u r  co m p u t e r  c o n s o l e  a s  a p i a n o - l i ke 
keyboa rd covering t h ree oct a ves of n o te s . As yo u str ike 
vario us notes on the keyboard t h ey appe:H o n a m us ica l 
st:dl o n your tt .�lf!vision screen. a lony V'.l ' ; : ,  t i H ?  nppro ­
f H i d i P.  r i :n e  and key s i g n : J t t n e s .  : 1 r t. 1 d e n t a i::, ( s h. : H ps anc1 
r l a t s ) .  a n d  rB st s . At t h e  snrTI P t i H :<:·. y o u r  t e l e v i s i o n  p r o ­
d uces t h e  co r re ct s o u n d  for  e a c h  note.  j us t  l i k e  a m u sical  
i n st r u m e nt . 
M U S I C  M A E S TRO is an e n t e n a i n i n g l e a r n i n g  e x p e ri ·  
e n c e  w ith m a n y  f u n ct i o n s .  Yo u  c a n  p ra ct ice a t u ne , play 
: :  bac:l.: e � 1 1  i! �JY d e l e t i r. g  o r  i n s e fi 1 n g  notes, t r a n s rose i t  
!CJ ? ddie , e n t  \..e- r c h a n g e  t h e  t ; ;r.e s i g n anue . a n d  store i i  
o n  ,, -: ·r s s e n e  for  t u : urP u s e . U s e  M U S I C  M A E STRO to 
• £- ;: •  n :o s ·: g :n - r c· J C: z n1v t u n e  up to 400 n o t e s  l o n g ,  a nd tn 
· - , , - : . ;)o ::. •..: i r o rn o :.e k e y  to a n oi h e r . The hmrl r Hn r� n t a l s  

·· · . : :.. • C  !!8 i c� t · o r; � . .  '2- t : !=.ec! i n  e•. e 1 y  f u n ct iOn.  a n d  be­. . •- - � ,:. ; t>  f � n,"� • h .2l�  .·.· 1 1h  eve ry s e s s 1 o n .  

·.: , - � � c >. o l :n rr s  hG-.v to u s e  M U S I C  MAESTRO to 
• .; - l.: t: · -_, : :... 1 1  . a i • H  ... as an ed ucat io n a l n n d  enjoyJb!e ex­

;_- c ; l t" '' ..... e T n e g u 1de i n c ludes a C e mo n st l a t ion of normal  
. .. , .  Howe v e r. M U S IC M AE S T R O ' s  ross i b i l 1 t ies  a re 

r.-,:: .'lv ?. n d  v a r i ed - y o u  a re e n c o u r a g E: d  to e x p e r i m e n t  
a �  y o u  l e a r n .  
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Loa d i n g  the C a ssette 

To load the M U S I C  MAE STRO cassette insert t h e  cas­
sette i nto t h e  c a s>ette deck a n d  press the R E S E T bt � t :on.  
Whe n t h e  i n i t i a l  d i sr l ay !DEPRESS l TO LOAD TAPE! 
a p pe a rs on .yo u r  TV screen, p r e s s  the l ette r "L" o n the 
keybo aro . rewind the t a pe, if n ece ssa ry, a n d  press the 
R E AD button. (For a mo r e d e t a i led explanat ion o n how 
to load ·the c a s sette,  see " L o a d i n y  a Ca ssr·nc" i n t h e  
Interact {;unify Computer Owner's Gu1tle.) 
While the t a p e  is  loadr n g .  this d i sp lay a ppea rs : 

���E� -1'1-.�--·-

I M USIC 1 MAESTRO 

O n  a co l o r TV, a d j u s t  the co l o r  so t h e  ri i sp l a y  back­
ground i s  g re e n , t h e  M U S IC MAE STRO t i : l e  box is  
white,  a n d  the t re b le c lefi symbol  a n d  staff  a ro� ye l low . 
Correct color  ild i us t me nt is 1 m �or1on1  beca use t he d i :.;­
p l a y  co l o r i n d i c c H e s  w h a t  t h e -:--o rn p 1 ; t c r  1s r ea d y  to do.  

E x a m p l e  M usic M a e st ro Tune 

A s a m p l e  tune i s  encoucd on the p rog ra m t a p e  a h e r  the 
p r og ra m  informat i o n .  Fol low i hese s t e ps to l o a d  the tune 
into t h e  computer a n d  see a nd h e a r  what  t h i s  program 
c a n  d o :  1 )  M a k e  s u r e  t h e  Musrc rv'l a t s t r o  p r o g r a n• I S  lr. lht� 

Music Mode op t ton · · m P. n u "  as se e n on r a � l P 2 . 
21 De p ress a ny "F" key 31  De p re ss any "C" key 
4) Depmss the R EAD but t on on the tape deck to  load 

the sample tu n e . 
For more i n l o r m a t i o n ,  r R f c r  to t h e  sect ions abo ut "Play/ Edit T u ne " or ''Read From Tape".  

The C o m puter M em o ry 

The H o m e  C o m l-}utcr c a n  s t o re notes i n a te m po ra ry 
" m e m o ry "  d u r i n g  C C 1 1 a 1 n m o d e s  of o p e r n t 1 o n .  T h i s  
m e m o ry k e e p s u p  to  400 m u s i c a l  c l e m e n ts (notes.  
s h a r p s ,  f l e� t s ,  re s t s )  a v a i i ;J h !P. i n  t h e  c o m p u t e r  fo r 
playback ct nd ed i t i ng . O ne� t h e  c o m p uter  is t u r ned off 
t h e  c o n te n ts o f  t h i s  m e m o r y  a 1 e  e ro1sed. Th e r efo re, t o  
rep l uy a t u n e after  t u r n i ng o f f  i h e  co rn p u i e r ,  y o u  m u·st 
have p e r m a n ent ly  s to r e d  the t un e on a data t a pe. (This 
IS ex p la i ned i n  "Wrrte to T ape" a nd "Read F r om Tape " . )  
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"':"h•te 
iOoes not 
put notes 
i n  memory) 

G r een 
1?uts notes 
i n  memory) 

_g_lue 

(Transposes 
IUne m n •c n"'lOr)l) 

Black 

{Transfers contents 
of memory) 

l PRAC fiCE Mode 
PLAY ' E DIT TUNE 
Mode  (wrthout 
INSERT I 

N E \V TUNE i\1ude 
PL!>.Y! EDIT TUNE 
fv1ode ( w r t h  INSERT)  

I S E T  K E Y  Mn<le 
SET T I M E  M o d•! 

\ WHITE TO TAPE M o d •' l READ FROM TAPE Mode 

The char1 below descr i b e s  the effects o f  t he s p e c i a l  keys 
i n  re l a t ion  to the w h ite and g reen backg r o u n d  c o l o r s .  
These c o l o rs i n f l ue nce t h e  act u a l  prod uct ion of notes. 
a n d  are t h e refore the most often u sed.  

W H ITE BACKGROUND GREEN BAC K G RO U N D  

L A D V A N C E r P!, U S E  f:lMl 
- · 

Pr ess o n ce : p l a y s  C h a n g e s  to wl1 1 te  
n ex t  note 

Hol d down : p l ays a l l  
fo l lowing notes 

W h i l e  p l a y i n g : stops p l a y  
At end o f  sco re : c h a n g e s  
to g reen · -

I N S E R T  ! R E S T  O N ! O F F ) K E Y  

Chanae s  lo g r ee n D u r i n g m a n u a l  r e s t  s t a te : 
b e g i n  a u t o n 1 a t i c  rest pro-
d uct ion 

D u r i n g  a utomatic  rest s t a t e :  
be g i n m a n u a l  r e s t  p r o -
d uct ion 

D E L E TE ( V I B R ATO O N /O F F ) K E Y  

Delete c l 1 a r a c t e r  Du r i ng n o n - v 1 b r a to s t J t e :  
undc !lined by c u rs o r  beg i n  v i brato 

D u r i n g  vibrato s t a t e :  
e n d  v i b r a t o  

BAC K U P  KEY 

- - - - - - - - - - - Moves c u r so r  back o n e  not e 
If at beg i n n r n g  o f  sc r een , 

moves to l a st note of prP.-
ceding sc r e e n  

·----------�-� 

To o b t a i n  any of t he seven c o rn m a nct rnodes at any 
t i me, wess the MODE S E L ECT key a t  t he bottom right 
corner  of  the k�yboa rd,  u n d  sel ect t h e  a pp r o p riate l e tt e r  
IA· G I  

S a m p l e  Session U s i n g  E a c h  of the M usic 
Modes 

F o l l o w i n g  is  a s a m p l e  session u s i n g e a c h  of t h e  seven 
music modes. A p o r 1 i o n  o f  t h e  me lody "Ode t o  Joy" 
from !Jeethoven's N i n t h  S y m p h o n y  i s  used t h ro u g h o ut 
t h e  session.  In t h i s  Sil m p l e  s e s s i o n .  a l l  f u n c t i o n s  a r e  
p r e  s e n  reel s t e p  b y  s t e p  <J n rl e :J c i l  m o d e  i s e x p l a ined i i1 
rlet ;� i l .  

N o t e :  T h r o u g h o u t  your s e s s r o n  w i t h  �/ IJ S IC fvl A E S ­
T RO.  r e s p o n d  t o  o i l  r e q u e s t s  for  i n l o r m a t i o n  b y  

s t r i k i n g  t h e  appro p r i � t e  key(s) s h ;r r ply.  T l 1 1 s  rs t h e  
b e s t  way t o  e n s u r e  t ha t  a l l  responses a r c  i n ter­
preted accu r a t e l y  by the c o m p u t e r .  I f  a t  ;, r ry t i m e  
y O t J  e x p e r i e nce co n f us i o n o r  d ! fi icul ty  w i t h  o p e r­
at ion of t h e  M U S IC M A E S TRO prog r a m .  you Cdn 
b e g i n  o v e r  :1 g a i n  by d e p ressing the R E S E T  b ut­
t o n .  This empties t h e  c o m p u t e r  m e m o ry and 
r eestabl ishes 4 1 4  time i n  the key of C M aj o r . 

Pract ice 

To b e g m  t h e  nrogr�11 ·1  yuu rnav pracuce a melody.  N o u c e  
that t he letter  A indicates PRACT I C E  0 1 1  t h e  Comrnund 
Menu.  Press any A on the keyboard and the following 
display appears: 

L) 

C MAJ OR J .___ __ 

I n  t h i s  r n o d e .  e a c h  note y o u  p ress o n  t i l e  keyLo u r d  
s o u n d s  a n d  a p p e a f ti o n  the d i s p l3yed s t a f f  as we ! l  as 1n  
p r i n terJ l e t t e rs at  t h e  bottom of the d i s p l ay. F o r  e x a m p le, 
p re s s  t h e  f o l l o w i n g  a dj a c e n t  keys o n  the u p p e r  
keybo a r d :  E E F G G F E D  C C D  E E D  D .  The r i rst d i s play 
s i " ' " I <.J  look l i ke t h i s :  



·- . , 

E E  F GGFEDCC D E E  D D  

I f  y o u  d o  n o t  h e a r  t h e  n o t e s  a s  y o u  p l a y  t h en1, t w n  u p  
t h e  v o l u m e  c o n t r o l  on y o u r  t e l e v i s i o n .  

W h e n  y o u  p l a y  m o re n o t e s  t h a n  c a n  f 1 t  o n  o ne d i s p l 3 y  
scree n , t h e  d 1 s p l o y  c h a n g e s  t o  a co n t i n u a \ l o n  of t h e  sta l l  
w i t h  t i m e a n d  k e y  s i g n a t u r e  n o  l o n g e r  v i s i b l e .  S o  t h e  
sec o n d  d i s p l a y  a p p e a rs a s :  

N o t e  t h a t  t h e  backg r o u n d  o f  t h e  d i sp l a y  sc r ee n is lt.' h i t e .  
Th i s  rn e a n s  t h a t  e a c h  n o t e  y o u  p l .:� y  i s  s 1 m p l y hea rrl a n d  
see n ,  j ust a s  I f  y o u  \·vere p l {':! y i n g  a m u :::. 1 ca l i n s t ru m e n t  
v.' h i lt: l o o k i ng a t  wr i t ten m u s i c .  How l o n g  y o u  h o l d  e a c h  
k e y  d o w n  d e t e r m i n e s  t h e l e n � t h  o i  L h c  n o t e  w h i c h  i s  
p l ay ed . F o r  e x a m p l e ,  p r e s s i n g  t h e  k e y  a n d  q u ickly re­
leas i ng i t  p r o d uces a n  e i g h t h  n o t e .  r e l e e s i n g  t he key 
m o re s l ov.' ly p r o d uces a q u a n e r  note.  and so o n .  The 
pa uses i n  betwee n n o t e s  d o  n o t  a ffect the l e n g t h  of  t h e  
notes o r  t h e  r h yt h m  of  t h e  t u n e .  ( E x cept io n :  S e e  " Pro­
rl uc ing  RPs:s"  i n  this U L I I d P . l  

W h e n  y o u  a r e  .f i n i s ht:d p r v ct i c 1 n g .  p r e s s  t h e  M O D E  
S EL ECT key a t  t he b o t 1 0 m  r i g h t  co r n e r  of the k e y boa 1 d .  
T h e.  d i s�;. l. a.)& r,e.tu r ns to the C o m rT1 a n d  M e n u .  

New Tune 
N o w  p l ay a t t J :! e a n d  s t o re 1 t  1n  t h e  ITH .: n:o ry of t h e  co m ­
p u t e r  by u s i n y  the NEW TU N E  co m m a n d mode . E v ery 
time you s e lect  NEW TU N E  yo u erase t h e p rev i o u s  con-

tents  of t h e  me m o ry , so u s e  i t  o n l y  i f  y o u  w i s h  t o stc:. 1 1 t  
w i t h  a com p l e t e l y  n e w  s e l e ct i o n .  T h e let te r 8 i n d ir.:nes 
N EW T U ,\I E:  o n \ h e  C o m m a n d  M e n u ,  so press any l e t t e r  
B o n  t h e key bo:Hd. E a c h  t i me y o 1 1  se lect  N EW T U N E .  
f o u r  ' " be a t s "  play,  r e p re s e n t i n g  t L l �  t J m e  s 1 g n a t u r e  t h a t  
1 S i n  effect  ( i n  t h i s  c a s e .  4 14 t i m e ) .  T h e  f o l lo w i n g  d 1 s p l ay 
a p pea rs : 

Ll 

C MAJOR . 

N o t e  t h a t  t h e  b a c kg ro u n d  of t h is d i splay is g 1 e e n .  m e a n ­
i n g  t h at e a c h  key y o u  p r e s s  s o u n d s  t h e  n o t e ,  d i s p l :=t y s  i t  
o n  t h e  s c r e e n ,  t1 n d  sto res i t  i n  t h e  r n e m o rv o f  t h e  com­
puter.  To put  i n t o  m e m o ry the same tune Yuu j ust  p r a c ­
t iced , press E E F G G F E D C C  D E  F D D o n t h e  u pp e r  
keybo a rd .  ! N ote · t h e  l a st F i s  p u r p u ; e f u l l y  i n c o rrect i n  
o r d e r  t o  d e m o n s t r a t e  e d i t i ng i n  t h E:  next  Si:!C t 1 o n . i  The 
d 1 sp l i1 y  s h o u ld look l i ke t h i s :  

�r 
2:4 

EEFGGF EDCCDEFDD 

The N E W  TU N E  mode a 1 1 t o m a t ic a l l y  s 10 res t h ese f i fteen 
notes 1 11 the corn pu t c r  r1emo ry at the s a m e  t 1me t h ;:":t  
they a p p e t1 r  o n  t h e  s c r e e n .  S i nce t he last  F 1 11 t l 1 e  se­
q u e n ce i s  i n co r rect . y o u  must  now p 1 oce ed with the 
PLAY/ E D I T  T U N E  mode.  



--

P l a y / E d it Tun e  .. 
Press M O D E  S E L ECT t o r e t u r n  t h e  d i sp lay t o  t h e  C o r n ­
rn a m! M en u . : : n d  se lect PLAY/ E D IT T U N E  by p r e s s i n g  
3 n y  1 P t l e r  C o r� J l ·r: keyl"'"..)tHd. ThP. c o m p u t e r  r e p l. 3 y s  t l 1 e  
Pr. t u :: .. ·vl· :\:h ..-..· � ' ' L!  s• . H cd in n le m o ry d u n n g  t he N E W  
f U t-� t  uruC2ri i H • !  . J n d  S t O p S  a t t he e n d  \".' · i !l t h i S  d i s p l a y :  

-� 
9=4 

E E F  GGF EDCCDE F DD 

The t u n e  i s  a u t o m a t i c a l l y  p laye d to t h e  e n d  u n l ess you 
stop i t  by p ress i ng t h e  ADVAN C E /PA U S E  b a r .  I f  y o u  
s t o p  it r n  t h i s  w ay. p r e s s i n g  t h e  /1 QVA N C E 1 PAUSE ba r 
p l o y s  t h e  t u n e  c o n t  . l i .. H) u s l y  to t l 1 e  e n d ,  o r  u n t 1 l  11[1\· J\ NCE  P A U S E  : s  puessed a g a i n . 

Note t h ;, t  the d i s p l o y b<tc k g r o u n d  1 s w h rte.  m e a n i n g  t h a t  
any n o t e s  y ou play now ; H e  not s t o r e d  i n  t h e  rnem;:rry o f  
t he com puter .  H owever, t h e  n o t e s  w h ic h  y o u  s t o r e d  i n  
me mo ry b y  us i n [J N E W  T U N E  a n d  p l a y e d  back by u s i n g  
P L A Y  E D I T  T U N E  s t i l l  exist i n  me m o ry. The d i splay 
w h ich a p pea rs w/1en y o u  s e lect PLAY i E D I T  TUNE is a 
reprt::se ntat ion of r he· c u r r e n t  c o n t e nt s uf n · e m o r y .  

T o  c h a n g e  t h e  l a s t  F of t h i s  t ll l : e  to  a n  E req u r re s l i ve 
ste p s :  

1 .  Pre ss t h e  B AC K U P  key a t  t h e  b o t t o m  r i g h t  co 1 n e r o f  
t h e  keyboa rrl, a n d  t h e  c u r s o r  mo ves IJ3Ck o n e  n o t e .  
( The c u rso r i s  0 sn1 a l l  l i n e  vv h ich desiu nates o n e  o f  
1 h e  n o t e s  o n  t h e  st aff by .r p pea ri ng u n d e r  i t . )  T h e  c u r­
s o r  now u n d e r l i n e s  t h e i n c o r rect F. 

2. Pre ss t h e  D E L ETE key at t h·e bottom l e ft c o r n e r  of t h e  
key b o a r d .  T 1 1 e  F d i sa p p e a r s  a nd t h f'  C t ! I S O r  move s 
back to u n d e r l i n e  t i r e  E .  

3. Press t h e  I N S E R T  key at  t h e  bottom l e h  c o rn e r  of t h e  
k eyboa rd. 'The 1isp lay t ur n s g reen to in d i cate t h at 
no te s  a re t o  he i n serted i nto the t u n P.  ;d t h e p o s i t io n  
of t h e  curso r .  The last p o rt io n of t h e  t u n e  ( p r e c e d i n g  
t h e  c u r s o r )  pla ys b a c k  automatical ly so yo u c a n  he a r  
i t  a g a i n .  T h e  c u r so r  s h o u l d  now u n d e r l i n e  t he c. pace 
8et·.ve e n  E il n d  D. 

-4. P re s s f and a n t r �:- 1 11serted i n t o  rn t: r n o ry betw e e n  E 
a n d  D .  

5.  P r e s s  t h e  ADVA N C E / P A U S E  b a r  t o  r n d i ca t e  t h Rt the 
i ns e rt i o n  i s  co m plete . 

If yo u s i m ply p l a y  m o re n ot es at t h e  e n d  of t h e  t u ne 
whi le  t / 1e  PL/\ Y I E D I T  T U N E  mode ,s  i n  effect  ( w h i t n  
s cre t� n ) .  t h e  new notc�s  :qJ pe a r  i n  u r een . Th is  m e: ._) ; ; ::. i h e v 
i H C  n o t  be i n g  s t o r e d  m me m o r y , h u t  a re t 1 eated t h e  
s a m e  a s  n otes p l ayed i n  t h e PRAC T I C E  mod e . 

Set Key 

M U S IC M A E S T R O  plays a l l  t u ne s i n  t lw k8y of C M aj o r  
a n d  t he t i m e  of 4 /4 u n ! e s s  y o u  t e l l  i t  d i f fe � t! n t l y .  To 
c h :J n g e  i h e  key s i g n <t t u re, f i "t l)ress M O D E  S E L E C T  to 
o u t e i n  t h e  C o m m a n d  M e n u .  W h e n  t h P.  Co m ma n d Men·u is d i s p i Jy cd o n  t h e  scre e n . p ress a n y  D o n t h e  keyb o a r d  
t o  se lect the SET K E Y  o p t i o n .  a n d  t h e  f o l l o w i n g  K E Y  
M O D E  d i splay appea r s :  

KEY MODE 

U P P ER KEYBOARD 
MAJOR KE'(S 

A TO G � 

LOWER KEYBOARD 
M INOR KEY§ 

A TO G � 

Press the k ey in w h i c h  y o u  want yo u r  stored t u n e  to be 
p l a y e d . F o r  m a j o r keys,  p re ss a k e y  o n  the u p p e r  
k ey lJO:; rd . F o r  m i n o r  keys, rness a k e y  o n  t h e  lo we r 
keybo a rd. F o r t h is sa r n p l e session. press G on t h e  upper 
keyl lo.: n d .  T h e  t u n e  stored i n  n1emo ry rs a ut o m a t rcal ly 
t r il nsposed to t h e  k ey of G M o j o r .  T h e  r P. s u lt i n g  k e y  s i g ­
n a t w c  a ppears o n  y o u r  T V  s c r e e n .  

G MAJOR 



If yo u now n:: t 1 r n  lO the C o m m a nd M t • n u  by p r c s s i n y  _l\10DE SEL�CT � n d  s e l ect P L A Y / E D I T  T U N E .  t h e  t u ne 
/l p p e a rs on the screen a n d  p l a y s  in  G M ;l J O r .  I f  t h e  t r a ns­
p o s i t i o n  from the p re v i o u s  key s i g n a t u re to the new one 
r e s u l t s  i n  a note t h a t  i s  a n  octave a bove o r  b e l o w  t h e  
n a t u r a l  sta ff ,  i t  a pp e a r s  o n t h e  st aff in  red. 

Set Ti me 
I n  a d d i t i o n  t o  a u t o m a t i c a l l y  p l a y i n g  a l l  t u n e s  i n  t h e  k e y  
of C M a j o r ,  M U S I C  M A E S T R O  a l so a ut o m a t i ca l l y  p l ays 
in 4 / 4  t i m e .  To c h a n g e  the t i r n e  s i g n at u r e ,  f i rst  p re s s  
M O DE S ELECT t o  rj i sp l ay t h e  C o m m a n d  M e n u .  Next.  
s i nc e  E i r � d i c a t e c  SET T I M E .  p r e s s  a n y  E on t h e  
k 8 y 1Joarc1 .  T h i s  d r s p l ay appe a r s :  

TIME S ELECT MODE 

A 2/4 
B 3/4 
c 4/4 
D 6/8 
E OTH ER 

I f  yo u select A ,  j3 ,  C ,  o r  D t h e  c o rrespo n d i n g  t i m e  s i g na ­
t u re f l a s h e s  o n  t h e  d i s p l a y  a n d  t h e  d i s p l ay q u i ck l y  r e ,  
t urns to t h e  C o m m a n d  M en u .  F o r  t h i s  s a m p l e  s·ess i o n ,  
p r e s s  E,  w h i c h  r e p re sents  O T H E R. T h e  d i s p l a y  sho u ld 
l o o k  l i ke t h i s · 

OTHER 
B EATS / M EASU RE? 
A 2 
B 3 
c 4 
D 5 
E 6 
F 7 
G 8  
-----------------

The letter  yo u provide in response i nd i c a t e s  t h e  n u m b e r  
of  b8ats p e r  m e a s u r e  y o u  d e s i re . F o r  t h e  s a m pl e  s e s ­
S IOn. press C to select f o u r  b e a t s  per nte asure.  T h i s  d ; s­
pfa-y c l 1 a n g e s  to i o o k  l i k e  t h i s :  

B EAT ? 

A EIG HTH 
B QUARTER 

P r e s s  A ! E i g h t h  Note!  a n d  t h e  new t i m e  s i g n a t ure i s  4 ;8 
or f o u r  e i g h t l r  n o t e s  p e r  m e a s u re .  T h e  d i sp la y  b rief ly  
d i splays t h e  new t ime s i g n a t u re a n d  r e t u r n s  t o  � h e  
Co m m a n d  M e n u .  

Write To Ta pe 

N o l e :  O n l y  d u r i n g  t h e  W R I TE o r  R EA D  p r o c e d u r e  i s  i t  po s s i b l e  to r e w i n d  a n y  ca ssette t a p e .  

Now t h a t  y o u  have p r a c t i c e d ,  s t o r e d ,  a n d  e d i t e d  a t .m e  
a n d  set  t h e  key a n d  t i m e  s i g n at u r e s, y o u  c a n  w rite t h e  
t u n e  o n t o  a d a t a  t a p e .  D a t a  t a pes p r o v i d e  pcrmart e n t  
sto r a g e  w h i c h  e n il b le y o u  t o  p l a y  t h e  t u n e  y o u  h ave e n ­
t e r e d  and e d i t ed dtu  i ng a l l o t l w r  M U S IC M AE STR O >85-
s r o n .  

You can u s e  a n y  conve n t i o n a l  t a p e  c a s sette for  s t o r i n g  
t u ne s  d u r i n g  a M U S IC M A E S T R O  s e s s i o n .  H o w e v e r ,  i t  is 
i m po n an t  t o  rP. m e m b e r  that a n y  i n f o r m a t i o n  c u r r e n t l y  
on t h e  cassette. w i l l  be d est royed. 

Before y o u  c a n  i n s e n  the d a ta t a'pe, y o u  m u st r e m o v e  
t h e  M U S I C  M A E S T R O  a p p l i c a t i o n  c a ssette .  P l a c e  t h e  
d at a t a p e  i n  t h e  c a s s e t t e  deck a n d  b e  s u re t h e  C o rn m a n d  
M e n u  i s  d i s p l ayed o n  y o u r  TV s c r e e n .  N e xt, simu lt a­
n e o l l s l y  d e p ress both t h e  R E A D  a n d  W R ITE b ut t o n s  o n  
t h e  c a s sette c o n t r o l  pane l so that  t h e y  r e m a i n  i n  the d e ­
pressed p o s i t i o n .  S e l ect  t h e  W R I T E  m o d e  b y  p re s s i n g  
a n y  G o n  t h e  k e y b o 3 r d  a n d  t h e  d i s p l a y  sho u ld c h a n g e  t o  
t h i s :  

WRITI N G  TUNE 



Caut : o n  
.... 

F a i l u t e  to p ress t h e  R EAD a n d  W R I T E  c a s st,l l e  
cont r o i  b r r t tons IJefnre s e l e ct i n g  t h e  W R t  r E  
FROM T.l\P[ mode ( G )  c a uses a l l  datJ  i n  : h e  
m e m o ry oi the c o m p u t e r  t o  Lle lost.  

VVh o \n w r 1 1 i n g  tn tape.  t f:·; t -1 oe: s p i n d l e s  l t J r n  Ull t i l  •' : h r· 
· f0U �; t r. fed ; : �  t r 1e m c r� o ry of t h e  conq) l t tf '1 t  :� rc�  ·.: d dt.r. 
1ln t h e  t ap e .  The screen t h e n  ret u r n s  to t h e  Co n 1 ; ; , .:.1 1 Hl 
M e n u  d i s p l a y .  To r e m ove t h e  t o pe ·a t t h i s  t i m e  a n d  save 
r r  lor  later  r e p l a y i n g ,  p re s s  the STO P: EJ EC T  b urton 
f r r m l y .  

Read From Ta pe 
h n JI I y ,  play back the t une you h a v e  st o r ed o n  the d a t a  
t iir>P.. T o  select t h e  R EAD F R O M  TAP E m o d e, b e  s u r e  t h e  
C o m m a n d  M e n u  i s  o n  t h e  d i s p l a y .  t hen p ress a n y  r o n 
t h e  keybo a r d .  T h e  d i s p l a y  l o o k s  l i ke t h i s :  

READ ING TU N E  

newind  t h e  W p e  i f  neces sary by d e p r e s s i n g  t i le  R E W I N D  t,utton". DetJress S T 0 °  E J E C T ,  t h e n  t h e  R E A D  b u t t o n ,  
m o k ing s u re i t  stays i n  t h e  down p o s i t i o n .  The t;;pe 
�pincHes turn and the contents of the c a ssette a re t r a ns­
ferred i n t o  the c o m p u t e r  m e m o ry a s  i f  y o u  had j us t  
c o m p l e t e d  t i l e  N E W  T U N  F. process.  You ca" t hen r e t u r n  
to t h e  C o m r n a n d  M e n u  by p re s s i n n  M O D E  S E LECT,  a nd select PLI>.Y ED IT T U N E  to p l a y  back t h e  contents  of t h e  
t a re. 

The dma  tape can be used a g a i n  Jnd n g a r n  to resiore 
yo u r  t u n e to t h e  c o r n p u t e r  m e m o ry, or it c a n  be u s e d  to 
s t o re a nother t u n e .  

Y o t J  ca n place r e s t s  i n  y o u r  t u n e  i n  t w o  d i f f e r e n t  ways : 
m a n u a l ly an d  a u t o m a t i ca l ly.  To prod uce rests m a n u ­
a l l y ,  y ou m u s t  e n t e r  t h e  PLAYrEDIT T U N E  m o d e  and 111-
!>en r ests in the s a m e  w ay t h a t  you i n se rt a notP.. Once 

yo ' '  have p r essed t h e  I N S C R T  key. w h ich re s u l t s  i n  a 
y r cen b::d�J r o u n d ,  press t h e  I N S E R T  key twice a g a i n .  
T h e  t y p e  o f  r e s t  t h a t  re s u l t s  d e pe n d s  o n  t h e  t i m i ng w i t h  
w h r c h  you p r e s s  t h e  I N S E R T  key. I t  req u i re s  v e r y  precise 
t i m i n g  u n.-1 il c e rt d i l l  o nl•iunt  o f  pract i ce t o  master  t h e  
ProductiQ'l o f  p � rt ict l la r  r e s b .  Beca w - c  o f  t h 1 s .  n-: a n u a l  

,,c r t io r·. of rests w h i le i n  P LJ\ ,' F f)IT T U N E  rnorle i s  not 
r I-! COm men Jed. 

To a ut o m a t i c a l ly p ro d u ce rests as y o u  play i n  the N E W  
T U N E  mode . p r e s5 t h e  R E S T  O N /OFF key ( I N S ERT) once. This means that you are now in the a ut o m a i i c  rest  
p ro d u ct i o n  st<te .  While in  t h is state ,  the p a uses you 
m a k e  between notes a re  meast 1 rect a n d  rests  which a re 
e q u i v a l e n t  to t h e  l e n g t h  of t h e  pa uses a re inserted i " t o  
your  t u ne . To 9 ' � 1  oul  of t h e  a u t o m a t i c  n � s t  production 
state,  press t h e  R E ST O N /Ot= r key a g a i n .  

Prod u c i ng Vi b ra t o  

T o  prod uce notes w i t h  v i brato t i l e  screen m ust b e  g reen 
INEW T U N E  m o d e  o r  I N S E R T  o f  PLAY/EDIT T U N E  
m o d e l  Press the V I BRATO O N !O F F  k e y  ( D E L E T E )  o nce ; 
e a c h  note t h a t  y o u  s u bse q u e n t l y  p l a y  is g i ven v i brato,  
a n d  is  stored i n  the computer memory w i t h  v i b rato.  I f  
you play back the stored tune by using t h e  P LAY/ ED rT  
T U N E  mode, t h e  notes replay w i t h  v i brato.  To e l i m i n ate 
v i brato,  press t h e  V 11 3 RATO O N !O F F  key 2 second t i m e .  
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Your r !N N�CI1\L I lf.Jni\FlY I f1'"''(Jrhr11 l�pe conlnins lour I. eve! II 
R•\SIC progrnms lo help you m;m�g" your slack pori! olio 1 hese 
prnqr�ms. lil(e all lniN�cl appllcnlions. emphasize ease-ol · 1 1se 
;tnd mP.nningful nn;-t lys ls Er:1ch of the progr<1ms Is run from Leve l fl 
B 1\SIC on any 1 6K lnlen,cl Model One personal C:OillPtrler. 
Debil!'rl inslruclions lor ench progrnm nre provided on ""' 
following pnqP.s. 

INTJ-10 

DEFINER 

REPORTER 

INCOME 
1\NALYZER 

fells you <rboul e;�ch progmm on !he lnpf! . fn. 

form,. lion inchrdes the progrnm mme. ils r;apn · 

bililie�. how lo lo;�d II and how lo run and slop 
if. 

helps you prep:tre ;�nd edit data aboul your 
holdings. And produces " Dilln Tn pe lor input 
lo REPORTER and INCOME AN1\L YZER. 

helps you analyze gains and losses lor em:h 
slack or lor the portfolio as " whole. II nlso 
helps you <�nnlyze the ellects ot polenlinl 

prices and buy/sell der.lsions. and the perlor­
mnnc:e of alternnlive portfolio composilions. 

focuses your allention on dividends. yields. 

and P /E and payout ratios of your slocks­
lndlvlduany or lor the whole portfolio. INCOME 
ANALYZER al�o helps you an<�lyze the Income 
effects of alternative portfolio compositions. 

See your Internet denier lor these other personal finance aids :  

FINANCI1\L 
LIBRARY It 

CHECKBOOK 
BALANCER 

HOUSEHOLD 
BUDGETING 
SYSTEM 

provides more BASIC programs lo help you 
evalunte borrowing alternatives. compute your 
equity. calculate your net worth. and nnalyze 
and lorecnst trends. 

eases the monthly chore ot balancing and re­
conciling your checking records. l he program 
keeps uncleared enlrfes on tape for future In· 
put. nnd also helps prepare n tape of your ex· 
pendilures lor Input to programs in lhe House· 
hold Budgeting System. 

Is a series ol programs which help you plan 
your budget and track your progress �gninst 

your plan. The library encompnsses a ready· 
mAde budget account system ol detAil and 
summary expense and Income categories to 

help you budget lor Any contingency. 
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INlRO Program Guide 

Loading the Program 

To load INTRO, first load Level II BASIC In the norm�l manner il if 
Is not already loaded. Then Insert the FINANCI1\L LIBRARY I tnpe 
info the cassette deck. Type "CLOAO "INTRO " "  followed by a 
"CR". Press the REWIND cassette button to rewind lhe !ape II 
necessary. Press !he READ cassette bullon lo load the program. 
Type a "RUN" command lo slarl lhe program. 

INTRO produces a screen-by-screen description ol each library 
program. Press a "CR" lo move one screen to !he next. The pro­
gmm prints nn "OK" mess,.ge when you reach the end of the 
progmm <1escriplions. To load another Hbrary progmm. simply 
follow lhe Instructions In the Program Guide for the program you 
w"nt to run next. 

DEFINER Pmgrom Guide 

lnlroducllon 

DEFINER works wllh REPORTER and INCOME 1\NAL YZER lo 
help you analyze your stock portfolio. You tell DEFINER about 
your holdings, :md if helps you prepare or update a Oaln T"pe for 
Input to the other programs, where your holdings may be analyzed 
and reported. 

Loading lhe Program 

II i f  is not alre<1dy loaded. load the Level II B1\SIC languagr. tape In 
I he usu:1l manner. 1\fler you gel an "OK" from BASIC, insert the 
fiN1\NCIAL LIBR1\RY I I ape info the c;�ssefle deck. Type "CL01\0 
"OI:FINER" " followed by a "CR". Push the REWIND cassette 
button to rewind lhe tape If necessary. Push the READ casselle 
bullon to load the program. Aller you gel an "OK". type a "RUN" 
command to sl,.rl the program. 

Entering Your Stocks 

OI:FINER first asks II  you already have stocks on a Oata Tape 
previously prepared by DEFINER. Press "Y" for yes lo receive 
Instructions lor loading !he Oata Tape. Press "N" for no if you 
don't have a tape, and DEFINER prompts you for information lo 
be typed In from the keybo;ord. For each sloe!\, you are ;osked 
lor a name up to 1 0  characters long, the number ol shares 
held. the total cost of the shares. the last 1 2 months total 
earnings/share. and the per-share annual dividend. Type in each 
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IIP.m when asked lor if . F ollow c;och ilem value with a "Cfl" 
You may work with a maximum ol 2S stocks . II you no not h:we 
earnings or dividenrl data. enter zero when asked tor lhc�e 
ilerns. You win still hnve f111 items necessary lor An:llysis using 
REPORTER. However, since the INCOME ANALYZER works 
prlm;ully with earnings and dividends, you may not get us"''"' 
reports from this prow�rn II you omit earnings and rlivirJencl 
llems lor most stocks. 

Options 

DEFINER then asks "WHA T NEXT?" end displays a rnenu ol 
options. Press the code from the list below lor lhe option you 
desire: 

L-UST STOCKS: Produces a report for each stock showinq "II 
input llerns. Press "CI·l" to proceed lo the 
rerorl lor the next stock. PrP.ss "1-1" after nny 
report lo hnll lhe listing and return to the 
options rnenu. 

T- T1\PE SAVE: Saves your portfolio on a Data ·tape for input 
lo other library progrnms. Instructions "re dis­
played when you request this option. Because 
your Data Tape may have an exira-long leader, 
It is recommended that you simi recording 
aller advancinq the tape a lew turns. To do 
this, fnllc w the rewinding instructions given by 
OEFINH but do not type the CR lmrnedia lely 
after the tape is rewound Rather, press the 
READ casselle bullon and advance the tape a 
few turns. Then press "CR" and continue lo 
follow the instructions "s they are displnyed. 
As the tape Is wrillen, you hear several series 
of beeping noises sepamled by leader tones 
;os DEFINER writes streams of information 
about your stocks. 

A-ADO A STOCK: Asks you t o type In Information ahoul a new 
stock to add to your portfolio. Type In each 
value when asked lor it. Follow each value with 
a "CR" You mny work with a maximum ol 2 5  
dillerent stocks. 

A-REMOVE 
A STOCK: 

C-COST: 

N-N1\ME :  

Asks tor the name o f  a stock, then deletes 
all holdings of  the named stock from yo•.or 
porlloHo. 

Asks lor the name ol the slock for which you 
want to change the total cost, then nsks for 
the new cost. 

Asks for the name of an e xlsllng stock. tfien 
asks you for a new name lor II. 

t 
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S-SHARES 
HELD: 

E-EARNINGS: 

0-0IVIOENO: 

Asks you for the name of lhe stock for which 
you want lo ch,mge lhe number ol share� 
held, ltten asks for lhe new number ol shares. 

Asks you for the name of lhe stock lor which 
you want lo change lhe annual earnings/ 
share, then asks for I he new earnings. 

Asks you for the name of lhe stock for which 
you want lo change lhe annual dividend 
amount per share, lhen asks for lhe new 
dividend. 

To reflect lhe purchase of more of an existing stock, a stock 
splil. or stock dividend, change to number of shares held lo re­
flect the new lolal. Then change the lolal cost lo include lhe 
new purch<�se cost if any. To reflect lhe purchase of a new 
stock (one In which you had no prior holdings) select the ADO 
option. To reflect lhe sale of part of your holdings, change lhe 
shares held and lhe lolal cos!. To record lhe sale of all holdings 
In a stock, select the REMOVE opllon. Use other options as 
needed lo reflect new earnings and dividends amounts for 
stocks in your porlfofio 

You may use DEFINER lo prepare several Data Tapes of dilferenl 
porlfolios. Mnke sure lo label each Data Tape so you know which 
portfolio is storerf on which I ape. 

loading Other library Programs 

When you h:lVe finished m;�kinq a Data Tape of your current 
porlfolio, rress RESET and '"A" <�nd type a "RUN" command to 
rerun DEFINER so you C'ln make or edit other porlfolio tapes. To 
run REPORTER or INCOME ANALYZER. press RESET and 
"A". Alter you gel an "OK" from BASIC, follow the instructions 
in the Program guide for the program you want to run next. 

REPORTER Program Guide 

lnlroduc!ion 

Now you can easily produce m eaningful reports about your 
stock porllolio REPOR T E R  reads a Data Tape of Information 
about your stocks prepared by DEFINER, then leis you analyze 
your holdings-investi<Jale gains or losses for each stock or lor 
the lola! porllolio bnsP.d on current or anticipated prices. or, 
evaluate I he performance of alternative porlfolio composlllons. 

loading the Program 

If it is not already loaded, load the Level If BASIC tape In the 
usual manner. Aller you gel an "OK" from BASIC, insert lhe 
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FINANCIAL LIBRARY I tare Info lhe casselle deck . Type "CLOI\lJ 
"REPORT ER" " followed by a "CR". Push I he REWIND casselle 
bullon lo rewind the tape if necessary. Push the READ cnsselle 
button lo load the program Aller you gel an "OK", type a "RUN" 
command lo slarl lhe progrmn. 

Entering your Portfolio 

REPORTER gels inlorm:tlion about your holdings from a Oaf;� 
Tnre prepared by DEFINER. If you do nol have such a lape, 
see lhe "DEFINER Program Guide" If you have a lnpP., follow 
REPORTER's Instructions lor loading II.  

Entering Prices 

Aller loading your porllofio you are asked lo lype in a price 
per share lor each stock. The name of each stock and your 
average cost/share are displayed before you me asked lor lhe 
stock's price. To analyze actual oorllolio performance. enter 
current prices. 1 o eva�mle performance based on your ex­
pectations. enter your forecasT for each stock. Follow each 
value wilh a "CR". You may enter prices u�ing lhe dP.cimnl 
point or using fractions. For example, a stock price of $24 .50/ 
share may be entered "s 2 4 . 5 ,  24.50 or 24 1 / 2 .  Use lhe 
" + " key for the slash ( / )  In a fraction. 

Options 

REPORTER next asks, "WHAT NEXT?" and displays a menu of 
options. Press the lirsl Iefier of lhe option you desire: 

Total Stocks 

list Stocks 

Displays the current worth, original cost 
and dollar and % gain or loss for lhe en lire 
porlfono REPORTER also displ:�ys lhe 
current ba�1nce In A special "c:�sh 
account The cash 11cr.ounl balance slmls 
oul al  $0.00. The account balance Is 
recomputed os you "buy and sen" slacks 
using the BUY and SELL opllons described 
below. Press "CR" lo return lo lhe options 
menu. 

Oisp�1ys a report for each stock showing 
shares held, price, v:�hm based on the 
prices you entered, purchase cost, dollnr 
and % gain or loss, and lhe stock's per­
centage of 1!1e worth of lhe entire porlfofto. 
Stocks which exhibit 9 gain of I 0% or more 
are displayed Bgoinst 9 green background. 
Those wilh 9 loss of 1 0 %  or more are 
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displayed on red: "" others use a yf'llow 
background This �!lows you to move 
quickly through reports And eRsily ldenlily 
lhe high gain/ loss stocks. Press a :·cR·· 
aller a reporl ls disp�1yed lo see lhe report 
lor lhe nexl  stock. Press an "H" al ler Rny 
report lo hall reporting and return to lhe 
opllon menu. 

Display Slock Produces lhe same report as "UST 
STOCKS", bul lor one stock only. Enter 
the name of the stock lo report when 
asked, followed by a "CR" .  Press a "CR" 
to remove the report from the screen and 
return to lhe options menu. 

Omil a Stock Asks lor the name of a stock to omit tern· 
porarily from calculations and reports. The 
stock Is stin on your Data Tape. and may be 
put back into calculations and reports by 
using lhe "RESTORE" option described 
below. Aller omilling n stock. use the 
"TOTAl STOCKS"opllon lo see if your 
porllolio would have performed beller 
without the ornllled stock. 

Restore Slock Puis lhe omilled stock whose name you 
specify back into calcuta lions and rep or Is 

Price Change Allows lo enlm a new "current" price 

Buy 

Sell 

lor lhe stock you name. The new price is 
used In furl her analyses and reports. 

1\sks you lor lhe name of a currenlly­
held slock. lhen asks how mRny shares 
you wish to "purchase" "' lhe cumml 
price. The cosl ol lhe specified purch�se 
Is suhlmcled from lhe current hRbnce ol 
the cash account included In lhe TOT1\l 
STOCKS report. and your Rddilionnl hold­
Ings are included in lurlher nnalyses T hf' 
holdings information on your OaiR T npe is 
NOT changed. 

Asks you lor the name ol a currenlly-held 

slock. I hen asks how mRny shares you 
wish to "sell" at the current price Pro­
ceeds from lhe "sRie" me added to lhe 
current balance of lhe cash Rccounl 

Included In lhe TOTAl STOCKS reporl. 
and your "sale" is subtracted from your 
holdings In further analyses. The inlor­
mnllon on your ORin Tape Is NOT chanqf'd. 

Loading Another Library Program 

Press RESET and "R". !hen lype "RUN" lo rerun REPOFH ER 
wilh nnolher porllollo Dntn Tnpe. To run DEFINER or INCOME 
AN1\l YZER, press RESET and "R" /\Iter you qf'l Rn "OK" 
from 81\SIC. follow the loading lnslructions In the Proqr�m 
Guido for I he progr�m you want lo run next. 

INCOME ANALYZER Program Guide 

tnlroducllon 

INCOME ANI\l YZER helps you analyze and report dividend 
income. yield, and P /E and p�yotrl ratios tor your portfolio 
INCOME ANI\l Y ZER also helps you analyze lhe Income eflf'cts 
ol a118rnallve portfolio compositions. nntlclpaled divldf'nds nnd 
so on. 

Loading I he Program 

II it is not already loaded. load lhe Level II 81\SIC lnnqu�ge 
tape in the usual manner. Aller you gel an "OK" from BASIC. 
insert the FtNI\NCIAL UBR1\RY I lnpe Into the cassetle deck. 
Type "CLOAD "INCOME " "  followed by a "CR". Push the 
REWIND cassetle bullon lo rewind the lape if necessary. Push 
lhe READ cassetle bulton to toad lhe program. litter you gel 
An "OK", type a "RUN" command to start the program. 

Entering Your Portfolio 

INCOME 1\N1\l YZER gets inlormalion about your holdings I rom 
n DAtn Tape prepared by DEFINER. II  you do not have such n 
tnpf', see the "DEFINER Program Guide". II you hnve i1 tape, 
follow AN1\l YZER's Instructions lor loading II . 

Entering Prices 

1\ller lomling your portfoNo you me asked to type In ;r price 
per share lor f'ach stock. The nnme of each stock nnd your 
average cosl/shnre are displayed before you are asked lor lhe 

slock's price. To analyze actual porlloho pf'rformance. enter 
current prices. To evaluate performance based on your ex­
peclalions. enter your forecast lor each slock. Follow each 
value with a "C 1". You mny enter prices using lhe decimal 
poinl or using Ira lions. For examplf', a stock price of $24.50/ 
share may  be entered as 2 4 .5, 24.50 or 24 1 /2. U s e  the 

"� . . key lor the slash (/1 In a fraction. 

----- ·------��- ·· -
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Options 
INCOME 1\NAL YZER nex! ilsks. "WH1\T NEXT?" (lnd displ�ys a 
menu of options (lnd cod!'s for !hem. Press !he code lor !he 
oplion you desire: 

Total Stocks 

lis ! Stocks 

Oispf(ly Stock 

Oi�pk,ys !he current worth. ilnntml dividend 
incom e nnd % yield for !he en lire por!folio. 

For each stock. displays number of shares 
held. current price per share . annuli I fo!al 
dividends. % yie ld . % of por!follo dividend 
income contributed by !he stock. and cur­
renl p _, E  flnd payout ra!lo�. Press "CR" 
!o see !he report for !he nexl stock. Press 
"H" afler any report Is displayed !o hill! 
reporting (lnd return !o !he op!lons menu. 

Produces !he S(lme report as LIST 
STOCKS. bu! for one stock only . Enler !he 
name of !he stock when osked, followed by 
a "CR". Press a "CR" !o remove !he re­
port from the screen and return !o !he 
op!lons menu. 

Omij a S !ock Temporarily omi!s a stock from further 
analyses. The stock may be pu! b(lck info 
reports and analyses using !he RESTORE 
option described below. Use !he TOT1\l 
STOCKS op!ion afler omi!!ing a stock !o 
see how your por!fofio would have per­
formed wi!hou! lhe oml!!ed holding. Your 
Oa!(l Tape is NOT a ffected by OMIT. 

Res lore Stock Puis !he omit!ed stock whose name you 
en fer b(lck Info analyses and reports . 

Price Change Allows !o enter a new "current" price 
for !he stock you name. The new price Is 
used in fur! her analyses and reports. 

loading Another Program 

Press RESET. and "R" !hen type a "RUN" command !o rerun 
ANALYZER with a new Oafil Tape. To run DEFINER or RE· 
PORTER. press RESET ANO TYPE "R''. i\f!er you gel an 
"OK" from BASIC. follow !he loading lns!ruc!ions in lhe Pro­
gram Guide for the program you wan! !o run nex!. 

1 -jt 
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Your Financial Library I I  orogram tape conra1ns f1ve Level l !  BASIC 
programs to help you with your personal tinanc1al management: 

INTRO 

LOANS 

SAVINGS 

prov1des infomation about omer orograms on the 
library tape, including the program name. :ts 
caoabilities. how to load ar.d run i t  and how to stop 
it. 

helps you evaluate borrowing alternatives, com­
pute eqUity. monthly payments and more. 

helps you evaluate alternative savings plans and 
locus on me plan that meets your specified savings 
goal. 

NETWORTH asks you questions about your assets and liabilities 
to help you figure your net worth. 

TRENDS p uts the power o t  professional forecastin g 
techniques in your hanas. The program develops a 
time-trend equation for your data. and forecasts it 
into the future. 

These programs. ike all Interact applications. emphasize ease-<Jf· 
usa and meaningful analysis. Each at the programs is run from 
Level II BASIC on any t 6K Interact Model One personal com ou­

ter. Detailed instructions for each program are provided on the 
follOwing pages. 

-

INTRO Program Guide 

Loading the Program 

First load Level I I  BASIC in the normal manner if it is not already 
loaded. After you get an ' 'OK" from BASIC. insert the FINANCIAL 
LIBRARY II tape into the cassette deck. Type "ClOAD "IN­
TAO"" followed by a "CR". Press the R EWIND cassette �utton 
to rewind the tape it necessary . Press tne READ cassette outton 
to load the program. After you get an "OK" from BASIC. type a 
"RUN" command to start the program. 

INmO prOduces a screen-by-screen aescriotion of each libr�"· 
program. Press a "CR" to move from one screen to the next. 
The program pnnts an "OK" message when you reach the end at 
me program descriptions. To load another library program simply 
follow the instructions in  the Program Guide ior the program you 
want to run next. 

LOANS Program Guide 

Introduction 

With LOANS. you won't need a banker to investigate borrowing 
alternatives. LOANS can compute a monthly payment. or the 
number at monms it would take to pay back a loan at a rate you 
soecity, or how much you can borrow at a given repayment rate. 
Ana there's more-LOANS can •ell you what your equity as at 
any moment. how much at a given payment is interest ;;nd how 
much is pnnciole and so on. 

Loading the Program 

First loaa Level II BASIC in the usual manner ;1 it is not already 
loaded. After you get an "OK" from BASIC. insert the FI�IAN­
CIAL LIBRARY II tape into the cassette cecl<. Tyee "CLOAD 
"LOANS"" followed by "CR" Push the R EWIND Cassetta bt:tton 
to rewind the race •f necessary. Push the READ cassette button 
to loaa the program . When you get an "OK". type a "RUN" 
com mana to start the program. 

Choosing the Item to Compute 

LOANS computes any ot tour ;tems oertaining to an 1nstallmert 
loan. g1ven values tor the other three items: 

Monthly payment: Given the amount you want to borrow. the 
1n terest rate you wouid cay '!ro rne �ngtn of 
me loan. LOANS tells you what me monthly 

payment would be. 

Loan amount: 

Term: 

Interest % :  

I f  you know t h e  montnly payment. term o f  th� 
loan and the interest rate. LOANS computes 

the original amount borrowed. This 1S oartic�­
larly useful if you know a monthly amount you 
could alford to pay on a loan. and want :o 
know how much you coula borrow . 

Given the amount to borrow. the annual in­
terest rate and your des/fed monthly payment. 
LOANS tells you how many months i t  would 
take to pay back the lean. 

If you know the bOrrowed amount. term ana 
monthly payment. LOANS tells you what oer· 
centage interest rate IS being pa1d on me 
borrowed lunas. 

When asked which item you want to compute. press " A" to com­
pute the amount at the loan. "T" tor me term (life) ot me loan 'n 
monms . "I" tor the annual percentage interest rate. and "P" tor 
the monmly payment amount. 

Defining the Loan 

After you specify which item LOANS is to compute. you are 
asked to type in values tor tne other three items from the list 
above. You may use the backsoace key to erase m1stakes. 
Follow each value with a "CR" Please note that the term of a 
lean is entered in years. You may type in fractional terms. e.g. 
"2.5" tor 2 Y, ye3r.S (30 montns). 

The Loan Summary 

After all three r6r]uired values are entered. LOANS aisolays a 
loan Summary which reports the lour 1tems listed above. The 
item you asked LOANS to compute is  aisplayed in yellow. The 
report stays on the screen until you cress tl'le "CR" key . �Iter 
displaying the loan Summary for your 1n1tial values. you may de· 
line a new problem. reQuest an amortization schedule. ":lr change 
one of your original values. LOANS aisolays these options and 
the codes tor mem. Enter the code for your desired option. 

ChanQing Your Inputs-

You may change any of me three values you entered originally. 
C�ang!ng inout •1ah.Jes lets you examine alternatives easiiy. For 
example. suo pose you ong1naily computed a monthly cayment. 
Now you wonaer. "How much would my pavment be 1f 1 t:or· 
rowed a li ttle more?" Press "A" tor "AMOUNT" when askea 
which item to change. Then enter the higrer amount. LOANS 
then disolays a L�an Summary ·mth the new monmlv caymenr 
based on the higr.er amount. 

· 

The Amortization Schedule 
For each payment. the-amortization scneaule tells you how much 
of the payment is interest cr.arges and how much is ;;rinciole. :t 
also tells you how much eaui!y you have accumulated �nd how 
1"1UCh 1nterest you have paid s1nce you cegan pay1l"g on the !can . 
When you reouest this schedule. LOANS asks at wh ich payment 
repcrting should begin. Enter your des/fed payment number. fol­

iowea by a "CR" One screen display is used to report each 
;ayment. beginning with the oayment you spec1iied. Press "CR" 
to see the re:Jort for the r.ext paymen•. Press . .  .., .

. 
'or "HAL r ro 

return to the Loan Summary. 



Starting a New Program 

To respecity which item to compute aM to enter new starting 

values. press "N" tor "NEW PROBLEM" when asked for your op· 
tion choice. 

EXAMPLES: The following examoles describe typical se· 
quences you might follow when us1ng LOANS: 

Examole 1 :  Mr. Jones is thinking of buying a new car. and 
'Nants to get an idea of how much he can aHord to spend. He 
has S 1 500 to use as a down payment. and figures he can 
aHord a monthly payment of abcut S 1 2 5 .  He knows his bank 
otters 3. 4 and 5 year car loans at 1 1  °'o annual interest. 

1 .  Mr. Jones runs the LOANS program. He press "A" for 
"AMOUNT" when asked which 1tem to compute. 

2. Next. he defines his loan as a J·year loan at 1 1 % interest 
with a S 1 2 5 monthly payment. The Loan Summary reoort 
tells him he can borrow S3.8 1 8. 1 2 at 1 1 %  for 36 monthS. 
rraking a monthly payment of S 1 25 .  

3.  After pressing a "CR" to remove the Loan Summary from 
the screen. he presses ·-r· tor "TERM" when asked whic:-1 
item to change. He specifies a new term of 4 years. His 
new Loan Summary tells him he can borrow $4.836.45 at 
1 1 %  over 48 months, still making a S 1 2 5 monthly pay· 
ment. He receats this process tor a term of 5 years. and 
finds he can borrow S5.7 49. 1 5  over 5 years. 

Mr. Jones now knows that with his down payment. he can 
spend $5.3 1 8·$7 .249 for a new car. depending on how long 
he wants to take to pay tor it  at S 1 25/ month. 

Example 2:  Jim Public has his eye on a motor boar which 
sells tor 57.500. His local bank tells h1m they can loan n1m 
the money at 1 2% over 4 years. Jim wants to know wnar h•s 
monthly payment would be. and also wonc:ers :f  he couid 
attora to pay off the loan in 3 years instead of 4. 

1 .  Jim runs LOANS and presses "P" for " MONTHLY P A Y ·  

MENT" a s  the item t o  compute. 

2 .  He defines his loan as a 4-year term. $7 500 loan at 1 2°'o . 
The Loan Summary report tells nim his monthly payment 
on a 48-month loan of $ 7 . 500 at 1 2 °'<> would Oe S 1 9 7 5 1 . 
He· presses "CR" to remove the Lvan Summary from the 
screen and oisplay his further options. 

3. J im presses "T" for "TERM" to change <he lite of the loan. 
He enters a new term of 3 years. The Loan Summary tells 
him he could pay oft a $7 .500 loan 31 1 2 % :nterest in 36 
months if he made a monthly payment of $249 . 1  1 

Examole 3: The Smiths have been making a monthly mort· 
gage payment of S400 not including property taxes. tor the 
past 5 years. The mortgage has a term of 2 5 years and an 
interest rate of 8.5%. They put $9.325 down when they pt;r· 
chased the home. They are thinking of buying a new home 
and wonoer how much they could expect to pocket from the 
sale of their present home: 

1 . Mr. Smith runs the LOANS program and presses "A 
.. 

tor 
"AMOUNT" as the item to compute. since he doesn ' t  have 
111 e exact amount of the mortgage handy. 

2. LOANS tells him his mortgage amount was $49 . 6 7 5  at 
8.5"'o over 2 5  years w1th a $400 mon thly payment. He 
presses ' 'CR" to remove the Loan Summary reoort from 
the screen. 

3. Next. he presses "S" tor "AMORTIZATION SCHEDULE" 
when asked for his option. He soecifies "60" tor the 60th 
month as the payment at wh1ch to begin recort1ng. The 
schedule tells him that they have accumulated $3.583.23 
in loan equity in the tive years they have been pay1ng on 
thetr home. 

The Smiths figure their present home has aopreciated about 
530.000 since they :>ought rt. Their total equity is the down 
payment plus the appreciation plus the loan equ1ly. There· 
tore. they would pocket aoout $9.325 -;. $30.000 .,. 
$3.583. or $42.908 total if  they sold thelf home now. 

Loading Another Library Program 

Press the RESET button. then type an "A" After you get an "OK .
. 

lrom BASIC. follow the instructions in the Program Guice tor tne 
orogram you want ro run next. 

SAVINGS Program Guide 

Introduction 

Now it's easy to investigate alternative sav1ngs plans. Tell SAV· 

INGS how much you want ro save every mon m .  SAVINGS tells 
you how much yo:ill have at the :no of any time penoo you 
SPecify. 

Loading the Program 

First load Level I I  BASIC in the normal manner it •t is nor alreaoy 
loaded. After you get an "OK" from BASIC. insert the FINANCIAL 

UBRARY II tape into the cassette oeck. Type "CLOAD "SAV· 

INGS" " followed by a "CR". Press the REWIND cassette Outten 
to rewina the tape if necessary. Press the READ cassette button 
to load the program. After you get an "OK". type a "RUN" com· 
mand to start the program. 

Entering Your Sovings Plan 

You are asked a series of questions to define your personal sav· 
ings plan. Type in each value as it is requested. us1ng the Oack· 
space key as necessary ro erase errors. Press the "CR" key to 
enter a value : 

INITIAL INVESTMENT: Enter the amount of money you have with 
which to begin your plan. It might be the current balance in your 
savings account If you are opening a new account. use the 
amount of your initial deposit. 
NOMINAL INTEREST RATE % :  Use the interest rate your savings 
account earns. Use the stated rate, not the ··ettective annual 
yield". 
II COMPOUNDING PERIODS/YEAR: Specify the rate at wnich 
your interest is compounded. Do not confuse this rate with the 
rate at which interest is actually paid-that is, posted to your 
account. For example. enter " 4:· tor quarterly compounding, " 1 2" 
for monthly. Enter a zero tor continuous compounding. 
ADDITIONAL MONTHLY DEPOSIT AMOUNT: Enter the amount 
you intend to deposit every month. 
FOR HOW MANY Y EARS: Enter the number of years to use 1n 
calculating your total savings. For example. if you want to know 
how much you'd have after 3 Y, years following the plan you·ve 
outlined. enter "3.5" 

SAVINGS now computes and displays your total savings under 
the clan you gave after the number of years you soecitiea. Press 
"CR" to remove the savings report from rhe screen. SAVINGS 

next displays your current clan and gives you a chance to change 
any item in it. or to start an entirety new problem. You may cnanc-e 
any item by typing the code from the list SAVINGS gives :�ou. 
After asking you for a new value for tr.e 1tem you seiecr�d. S A V ·  
INGS displays t h e  total amount y o u  would save unaer your 1ew 
plan. You may continue to change items and disolay results •Jntil 
you have tnvestigated any alternative you wonaer about. Press 
"N" to define an entirely new problem. 

Loading Another Ubrary Program 

Press the RESET button. then type an "A" . After you get an "OK" 
from BASIC, lollow the instructions 1n the Program Gu1de tor me 
orogram you want to run next. 

NEIWORTH Program Guide 

Introduction 

Now you can use the same methods employed by financ1al •nsti· 
lutions to comoute your net worth. Just answer the cuesiions 
askea by the program-you're probably worm more :han you 
think! 

Loading the Program 

First load Level I I  BASIC in the normal manner if  i t  is f"Ot alreaoy 
!oaoed. After you get an "OK" from BASIC. 1nsert the FINANCIAL 

UBRARY I I  race into the cassette aeck. Type " CLOAO "NET· 

WORTH" .. tollowee by a "CR". Press the REWIND cassette 
burton to rewind the race 11 necessary. Press the READ cassette 
button to loaa the program. After you get an "OK". t'jpe a · ·RuN" 

command to start the program. 



Entering Data 

NETWORTH asKs you for amounts of all assets and liabilities you 
may have. A bnef aeflnlt10n of each item is g;ven below. Enter 
each value. followed by a "CR".  Press "CR" only to specify a 
zero amount for an item. As you enter each value. NETWORTH 
mrunta1ns a runn1ng total at the top of the screen. After all items 
for assets or liabilities have been entered NETWORTH asks, : :c?RRECT?" Press " Y" _if you entered all items correctly_ Press 
. N and the program rev1ews all items in the category. For each 
1tem. the original value is displayed. Press a "CR" if the item 
amount is correct Type in the new amount followed by a "CR" if 
you need to make a change. After all assets and liabilities have 
been entered and specified as correct. N ETWORTH prints the 
total assets. total liabilities and net 'NOrth. and again asks 
"CORRECT?". Press "Y" for "yes". Press "N" for "no". and NET· 
WORTH asks if you want to change items under the asset cate· 
gory or the liability cateQory. Press the cOde tor the category 
from the list given by the program. NETWORTH then reviews all 
items in your chosen category, allowing you to make changes. 

CateQories 

The following list gives a brief definition of each asset anc liability 
item that NETWORTH asks you to enter. 

ASSETS 

Cash on hand: The amount of cash you ha·1e on hand that is not 1n 
a bank account. 

Cash-checking - accounts: The total current balance of your 
checking accounts. 

Cash-sav1ngs accounts: The total current balance in any check· 
ing accounts you have. 

Loans receivable: The total amount due from any loans you have 
made and for which you expect repayment. 

Home market value: The amount tor which you could sell your 
home right now. 

Other real estate market 'lalue: The total of amounts you wou lo 
receive it you sold any other real estate you have now. e.g. 
a vacation home. 

Automobiles: The current market value of your automobiles. In· 
clude recreatiOnal vehicles. 

Furniture: Estimate the amount you would receive from the- sale 
of all your furniture and householo appliances. 

Jewelry: The current market value at your jewelry. 
Works of Art: The current market value of painbngs. sculptures, 

and so on. 
Furs: Coats. stoles. and other fur garments. 
Other Personal property: Estimate the market value of any ;:ler­

sonal property not included in other categories above. e.g. 
musical instruments, hocby equipment, recreational equip­
ment and so on. 

Stocks: Enter the value of your stocks based on current prices 
tor each stock. 

Bonds: Enter the value of your bonds based on current bond 
prices. 

Mutual Funds: Enter the value of shares investeo in mutual funds 
using current prices. 

Ute Insurance Cash Surrender Value: Enter the amount you 
would receive if you cashed in your life insurance policy now. 

Business Equity: Enter the current market value ot your share ot 
any business you own in whole or in part. 

Miscellaneous Assets: Enter the totaJ value of any assets not 
covered by the categories listed above. 

UABIUTIES 

Visa: Enter your current VISA card balance. 
Master Charge: Enter your current Master Charge card balance. 
Other Carns: Enter the total balance from all a ther charge cards. 

including retail store charges. gasoone credit cards and so 
on. 

Medical Bills: Enter the total amount oue for medical services. 
including ooctor. dentist. optometrist. etc. Include charges 
outstanding tor prescriptions. surgery, prosthetics. glasses 
and so on. 

Unpaid Taxes: Enter only taxes you owe but have not yet paid. 
Include income. sell-employment and property taxes. 

Auto loan: Enter the amount you still owe on your automobile. 
Include loans tor recreational vehicles. 

Other loans: Enter the total amount you owe on any loans not 
covered by the above categories, axcluding your home 
mortgage. 

Mortgage on Home: Enter the balance owed on your home. 
Other Mortgages: Enter the total owed on any other mortgages. 

such as a vacation home mortgage. 
Miscellaneous Debts: Enter the total amount of any other debts 

you may have wn1ch are not covered by other categones 
�isted above. 

Loading Another library Program 

Press the RESET button. then type an "A". After you get an "OK" 
from BASIC, follow the instructions in the Program Guide fer the 
program you want to run next. 

TRENDS Program Guide 

Introduction 

How fast is your home appreciating? How much might your 
stocks be worth in a year if past trends continue? With TRENDS 
and your Interact. the power ot professional forecasting tech· 
niques is yours. 

Loading the Prooram 

It it is not already loaded. load the Level II BASIC language tape 
in the usual manner. After you get an "OK'" from BASIC. insert 
the FINANCIAl. UBRARY II tace into the cassette deck. Type 
"CI.OAD "TRENDS" " followed by a "CR'" Push the REWIND 
cassette button to rewind the tape if necessary. Push the READ 
cassette burton to load the program. After you get an "OK". 
type a "RUN'" command to start the program. 

Specifyino Periodicity 

TRENDS asks if you have weekly, monthly, quarteriy or annual 
data values. Press "W" for weekly data. "M'" tor monthly. "Q" for 

quarterly, ' "A" tor annual values. or "0'" for other. Annual com· 
pound growth rates are not computed tor data with "OTHER" 
perioaicity. 

Entering Values 

You are asked for values one at a time. Type on the value using 
the backspace key to erase mistakes. Press "CR" to enter the 
value. Press "E" and a "CR" to signal that you are done entenng 
values. TRENDS works with a maximum of 30 values oncluaing 
forecasted data ooints. 

[);splaying Data 

After you are done entering values. TRENDS asks. "DJSPI..�Y 
DATA?" Press "Y" tor yes. "N" tor no. The listing displays the 
seauence number and value tor each data point. As your values 
are listed. you may freeze the listing temporarily by holding cown 
the "CONTROL" l<ey and typ1ng an "S" To resume the listing 
again, hold down "CONTROl." and type a "Q" . 

Editing Values 

After disolaying the data if you requested it. TRENDS asks. 
"EDIT ANY VALUES?" Press "Y" for yes. "N" tor no. I f  you re· 
ouest editing, TRENDS asks. "WHICH VALUE?" Enter the se­
auence number of the value you want to cnange. After displaying 
the old value. TRENDS asks tor the new one. Enter the new value 
followed by a "CR". After editing a value. TRENDS gives you a 
change to list the data again. 

Forecasting 

After you are done listing and editing values, TRENDS asks how 
many data po1nts into the future to forecast. E!'lter the number of 
penods to forecast. toilowed by a "CR". Rememoer that TRENDS 
uses a maximum of 30 data ooints including the forecast 

Trend Statistics 

TRENDS next displays the results of the time-trend linear regres· 
sian tor your oata. The first report shows: 

1 )  The average, minimum and maximum data values. alOng 
with the standard deviation. 

2) The percentage of the variatiOn in your data which is 
accounted tor in the computed regression equation. The 
higher tl1is percentage. the more accurately the equation 
descnbes your data. 

Press a "CR'" to see the next report: 
1 ) TRENDS tells you the average per-period increase or 

decrease berween data po1nts. 

2) TRENDS also d isplays the regression ecuation "Y = A · T  
+ a . .  ana values tor A and 8. In th•s eouation. the vanatlle 
'f is th'e value at your oata as forecast tor oenoo " T" 

Press a "CR" to compute your forecast 



.--... 

Forecas1 Displc. 
After computing you. forecast. TRENDS lists each actual and 
each forecasted data • 1alue. Actual values are printed in green 
and marked with an ··;.. ··. Forecasted values are orinted in blue 
and marked with an ··F". TRENDS lists 7 values at a time. then 
waits until you press a ''CA'' before listing more data. After all 
actual and forecasted values are listed. TRENDS displays the 
compound oer·period and annual growth rates exhibited by your 
data. Press a "CA" and TRENDS draws a bar graph of actual ana 
forecasted values. Green bars represent actual values: blue bars 
are forecasted values. The number of units represented by each 
mark on the vertical axis is displayed at the too of the graoh. 

After the forecast disolay, TRENDS asKs if you want to review the 
results again. beginning with the first regression statistics report. 
Press · •y" tor yes. Press "N" for no. and TRENDS goes back to 
the beginning of the program. allowing you to soecity values for 
a new analysis. 

Interpreting Your Forecast 

TRENDS uses the computed regression eouation to calculate 
your forecast. This equation mathematically described past hiJ>· 
tory. and assumes the trend follows a straight line. How accu· 
rately the equation describes past history is judged by the per· 
centage of explained variation shown in the first report. In general. 
a value of 85% or higher means the equation is a good descrip· 
tion of past performance. For the eouation to accurately mooel 
the future. unoerty1ng factors must continue to exhibit the 
average past linear trends. You may judge this somew hat by 
examir11ng the bar graph. If  the values close to the forecast seem 
to be changing at a different rate than earlier values. this suggests 
the overall trend mK]ht be changing, so the forecast may be less 
reliable. Remember that not even a comouter has a crystal. batl. 
and the future can never be prec•sely predicteo. 

Loading Another Ubrarv Program 

Press the RESET button . then type an "A". After you get an "OK" 
from BASIC. follow the instructions in the Program GUJde for the 
program ·you want to run next. 

MICRO �� VIDEqM 
P. O. Box 7357 

279 E. Liberty Plaza 
Ann Arbor, Ml 48107 
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