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THE MYSTERIOUS MANSION ADVENTURE

The Mysterious Mansion is a spine-tingling successor to the Troll Hole
Adventure. You wake up alone in an old, unfamiliar house. A ghastly voice
speaks out...'""You have until midnight to escape or..." The voice breaks
into maniacal laughter and fades away. Witches, vampires, ghosts, and
skeletons are your hideous playmates in the haunted manor. What can you do
with a skull? What secret does the Old Witch hide? Can you decipher the
cryptic phrase in the old book? How do you kill the undead? These and many
more mind-boggling puzzles will make you scream bloody murder!

LOADING THE PROGRAM: Insert the program cassette into the tape drive. Depress
the RESET button, then press the '"L'" key to turn the tape motor on. Rewind

the tape if necessary using the REWIND cassette button, then depress the

READ cassette button to load the program into the computer.

PLAYING THE GAME: When the program first loads, the computer asks if you
have a partially completed game on tape that you want to reenter ("SAVED
GAME?") If you have saved an incomplete game on tape and wish to reload
it, see "RE-ENTERING SAVED GAME'" in these instructions. If you are playing
for the first time - or if you have not saved a game on tape, type "N" to
proceed.

The objective of this adventure is to escape from the mysterious mansion.

To do so, you must solve a series of puzzles. Unlike its predecessor, this

. adventure has no treasures to recover. Your only goal is to get out alive.
The hitch is that you have a time limit--you are allowed only 240 moves in
any one game session. Everything you do consumes time, even examining an
object you find or checking a room's inventory. Lf you are still in the house
at the stroke of midnight, you're a dead duck!

At the top of your screen, the computer describes your current location in
the manor, and the directions in which you can exit that location. There
are six directions in which you can move: north (N), south (S), east (E),
west (W), up (U), and down (D). You will not, however, always be able to
move in all six directions from all rooms in the mansion. For example,

BEDROOM
N,E,U,D

means that you are in che bedroom, and you can exit by cyping the latter
N, E, U, or D, followed by a '"CR'".

On the lower portion of your screen, the computer tells you what it sees
and asks you for further instructions. For example, you might see
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BENCH
CUP
ARCHWAY

WHAT NOW?
At the WHAT NOW? prompt, you enter instructions for tasks you want the
computer to perform. Ian addition to the directions codes described above,
you can give it simple one- or two-word commands, concluded by pressing 'CR'.
For example, you might direct your computer
WHAT NOW?TAKE CUP

If you type in a command the computer does not understand, it will respond

WHAT?
WHAT NOW?

Sometimes you can move not only in the direction listed on the top of the
screen, but to a specific place by typing GO and the place. For example,

WHAT NOW?GO ARCHWAY
If a room contains many items, part of the description may scroll off the
screen. Lf this happens and you want to review the room contents again, tell
your computer to take a look around:

WHAT NOW?LOOK

If you can't remember what you're currently carrying, ask to see your inven-
tory by typing the letter "I'" and a '"CR'".

WHAT NOW?1
CARRYING
cup
Press the "CR'" key to return to game play after an inventory check.

You can (and should) examine things you find more closely by telling your
computer to EXAMINE or LOOK at them.

WHAT NOW?LOOK BENCH

IT IS VERY HEAVY
WHAT NOW?

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

WHAT NOW?TIME

YOU HAVE ONLY 113 MOVES TILL MIDNIGHT

Remember that checking the time consumes a move. The computer will auto-
matically advise you of the time at 180, 120, and 60 moves from midnight.
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The computer reads only the first three letters of any word you type, so
you may abbreviate your commands if you wish to save typing. For example,

WHAT NOW?EXA BEN
is the same as typing EXAMINE BENCH or LOOK BENCH.

Your computer recognizes more than 100 words. If it does not understand an
instruction you give it, try to find different words to express the task.
Part of the fun of an adventure game is figuring out how to communicate with

your computer. Some basic words it understands are LOOK, EXAMINE, TAKE, GET,
DROP, GO, and READ.

If your computer recognizes the words in your instruction, but is not able
to perform the task, it will respond

WHAT NOW?TAKE BENCH
I CAN'T

Its response may have one of two meanings. Generally, it is something that
cannot be done. However, it may be that you do not have the necessary tools
to perform the task or that you must solve other puzzles first.

HINT SHEET: A special Mysterious Mansion Hint Sheet is included with these
instructions. We've placed it in a sealed envelope to discourage you from
using it. Have fun with the adventure by letting your imagination run loose
to find solutions to the puzzles. It's far more rewarding to have an answer
dawn on you after you've mulled the situation over for awhile than it is

to run to the Hint Sheet as soon as you get stuck. Use it only as a last
resort-—when you have to get a hint or lose your marblesl

. Some general guideiines to get you started are:
o Remember to examine things.

o Look through the various rooms for objects you can use to affect or
operate on things in other rooms.

o Look for objects vyou can use to help you solve the problems at hand.

SAVING PARTIALLY COMPLETED GAMES: Because ADVENTURE is not a game you com-
lete quickly, it contains an option to save your partially completed game

on tape. This feature is especially useful in the Mysterious Mansion since
there are many ways you can be killed. To avoid useless retyping, use this
option by typing the "'SAVE GAME'" command. You will then see a read-write
screen displayed. Remove the Adventure cassette and insert a blank data tape.
Then depress the READ and WRITE cassette buttons and press cthe '"'W'" key. Note
that the Interact does not have an erase head, so you must not save a game
over a previous game or you will lose both. Before hitting the '"W'" key to
save the game on tape, you can press the "S'" key to turn on the tape motor.
Then depress the READ cassette button to position your tape past any material
existing on the tape before you continue the writing sequence. When you have
saved your game on tape, you can press the "CR" key to continue the existing



. Mysterious Mansion, Page &

sequence. When you have saved your game on tape, you can press the 'CR'" key
to continue the existing game. If you accidentally hit reset, you can resume
the game by answering "Y" to the CONTINUE prompt.

RE-ENTERING A PARTIALLY COMPLETED GAME: When you load the ADVENTURE program,
the first question you are asked is '"SAVED GAME?" To reload a partially
completed game, answer yes ("Y") to this query. The computer will display

the read-write screen. Remove the ADVENTURE cassette from the tape drive

and insert the cassette containing your game. Use the '"S' key to turn on

the tape motor and position the tape appropriately. Then depress the READ
cassette button and press the "R" key to read in your saved game. The computer
will then ask you "CONTINUE?'", type "Y" to begin the game where you left

off.

MORE ABOUT ADVENTURE: If you want to learn more about ADVENTURE in general,
we suggest you consult the following references:

SOFTSIDE MAGAZINE. Special ADVENTURE issue, July 1980
CREATIVE COMPUTING. Special ADVENTURE issue, July 1980
RECREATIONAL: COMPUTING. Fantasy simulation games issue, July-August 1980

BYTE. Special ADVENTURE issue, December 1980

GOOD LUCK, AND HAPPY ADVENTURING!!'!
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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 PROGRAM: Insert the program 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 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 SKILL LEVEL (0-8) 0=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
'O' 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 co stay alive as long as possible, swimming back and forth between
the banks of the river. The game display looks similar to the picture below.

River
Vitamin B
(black)
Swimmer
(black)
‘ Piranha
Eel .l (white)
(white) ‘
Current Energy Remaining Current

Skill Level Remaining Lives Score
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Swimmer ( il ): You control the swimmer via the joystick lever on the left

entertainment controller. Move the lever in any of the eight positions
to move the swimmer in the corresponding direction. Depress the fire button
to move the swimmer at double speed. Your swimmer has 3 lives. Each time you
are eaten by a piranha.or tangle with an eel, you lose one life. The swimmer
can get extra energy to move super-fast by eating Vicamin B.

Piranha ( *: ): Deadly! Avoid at all cost!! Contact with a piranha means
certain loss of life! The speed at which the piranha attack you varies
according to your current skill level.

Eel (.i ): Although dangerous in their own right, these creatures will not
pursue you. Best left alone.

Vitamin B (:: ): Super-energy capsules. When consumed, gibes you extra speed
(the ability to cross small rivers with a single stroke!). Take Vitamin B
as often as possible. You gain 100 energy units each time you do.

Current Skill Level: You begin the game at whatever skill level you select.
Your skill level increases as your points accumulate. Your current skill
level is reflected in the leftmost position on the lower portion of the
screen. Incrementation of the skill level varies, depending on the skill
level at which you start the game. As your skill level increases, the
piranha attack you more furiously, and you will need all the Vitamin B
you can get to survive.

Energy Remaining: You begin the game with 100 units of energy. Your energy
level controls how fast your swimmer moves, with or without the fire button
depressed. If your energy counter shows energy remaining, you will be
able to move about rapidly on the screen. When all your energy is ex-
hausted, you can still swim, although not as fast, even with the fire
button depressed. You can restore your energy level by catching and
swallowing Vitamin B capsules that occasionally float by. Each set of
capsules gives you 100 energy units. The energy counter is displayed to
the immediate right of the skill level.

Remaining Lives: Your swimmer starts with three lives. Each time you run
into a piranha, you lose one life. The remaining lives are shown graph-
ically to the right of the energy counter.

Current Score: Your current score is continually being updated during game
play in the lower righc corner of the screen displav. You score points
merely by avoiding the £ish and staying alive. However, you will score
bonus points for swimming back and forth between the river banks. Each
time you touch an opposite shore (right and left boundaries), you score
a variable number of bonus points.

GAME END: Each time the piranha get you, your swimmer loses a life. When

the swimmer has been killed three cimes, the game eads. Your score and the
previous high score are displayed on the screen. It your score beats the
previous record, the computer will ask you to enter your name ("NEW HIGH SCORE
TYPE YOUR NAME'). Type in your name, concluding by pressing the 'CR' key.

The computer then asks if you want to play the same game again ("'SAME GAME?
(Y/N)'"). Press the 'Y' key or the fire button to play again at che same start-
ing skill level. Press 'N' to respecify your inicial 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 Guys, of course) have developed a laser
that effectively reduces the half-life of radioactive material. This weapon
is all we have to protect our new world against contamination by the '"hot
rocks,'" and the Bad Guys want it! On each mission into space, your job 1is

to aim and fire your laser to destroy all the hot rocks you encounter. The
Bad Guys compodnd 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 (''1-3, HARD-EASY"). The skill level setting controls
the speed at which the hot rocks move on the screen. Press 5 for the easiest
gome 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, esach 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:

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

After the opening graphics sequence, the lunar landscape appears on rhe
screen, and your ship automatically takes off. When the lunar surface drops
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from view, the hot rocks begin drifting across the screen around your ship.
Use the joystick to control the direction and motion of your ship and the
fire button to shoot at the hot rocks and the Bad Guys' saucer when it
appears. Press the joystick lever to the right to rotate your ship in a clock-
wise direction. Press the lever to the left to rotate counter-clockwise.
This allows you to aim the nose of your craft in any direction for firing.
Depress the fire button to shoot at the rocks after aiming. Note that you
can hold the fire button down to shoot your laser repeatedly and quickly.
However, only four blasts from your gun can be active on the screen at any
one time. To move your craft around on the screen, press the joystick up
(forward) for thrust. Your ship will move in the direction in which the nose
of your craft is pointed when you fire your thrust jets. And, careful--a
lictle thrust goes a long way in a gravity-free environment!

If you lose your spaceship during this phase of the game through a hot rock
collision or a bullet from the enemy saucer, your ship explodes and disappears
from the screen. To resume play with a new ship, pull the joystick lever

down (toward you).

When you have reduced all hot rocks to an. inactive state, that phase of your
mission is complete. The lunar surface reappears on the screen, and your
ship flies in from the left side of the screen. You must land your craft,
upright, in the flat area between the two craters. Use the joystick lever

to control the ‘direction of your ship as described previously (leftzcoupter—
clockwise, right=clockwise). Use thrust (joy up) as necessary to position
your ship and to slow your descent for a safe touchdown. You will crash and
lose a ship if you descend too fast, if you land outside the target area,

or if the nose of your craft is not pointed upward. You score bonus points
for a successful landing as described below.

Scoring: You score points for reducing the radioactive half-life of the
hot rocks according to their size. The less radiocactive the material, the
smaller it appears and the harder to hit. The largest hot rocks are worth
50 points, the medium-sized are worth 90 points, and the smallest are worth
120 points. You score 500 points each time you destroy the enemy saucer.
Note that, as your score increases, the saucer appears more frequently and
fires more often.

As you begin the landing process after each mission, a fuel counter appears
in the upper right corner of the screen. This counter reflects how much fuel
you consume in firing your thrust jets during landing. You are awarded bonus
points for a successful landing at a rate of ten times che amount of fuel
remaining. The longer you play, the normal wear-and-tear of interplanetary
travel takes its toll on your crafet, making it less fuel eificient, and you
burn more fuel during the landing process.

The maximum score you can achieve is 655,350. If you reach this score, the
game counter resets to zero and the skill level is reset to the easiest lsvel
of play.

Game End: The game ends when the last of your available ships is descroyed.
The computer displays the current high score, the scoreholder's name, and
your score. If your score beats the previous nigh score, the computer asks
you to enter your name ("A NEW-RECORD! TYPE YOUR NAME'). Type in your name
and press the "CR'" key. The computer then asks you if you want to play again
at the same skill level ('"SAME GAME? Y/N'). Press the "Y" key or the fire

button to play another game at the same skill level. Press '"N'" to select
a new skill level for 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 tape if necessary,
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 = WIDE
2 = MEDIUM
3 = NARROW

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

GAME PLAY: The game automatically begins when you make your road width
selection. You control the red car in the center of the road. Use the lever
on the entertainment controllar to speed up, brake, or move from side tco
side as shown below:

up
ACCELERATE
MOVE MOVE
LEFT RIGHT
DOWN
BRAKE

Your car can endure two collisions with other cars. A third collision tocally
disables your vehicle, and you must lz2ave the race. The number of accident
"chances' remaining is displayed in the lower right quadrant of che scresen.
When 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.

Copyright 1982, Micro Video Corporation



KING OF THE ROAD, Page 2 .

-
‘

GAME SCORING: Your running score is kept on a timer running in the upper left
quadrant of your screen. Your final score reflects how long you were able to
stay in the race, expressed in tenths of seconds. A score of 1500, for example,
means you were able to 'last 150 seconds. in the race, or 2% minutes. Maximum race
duration-is 999,999 seconds or approximately 10 days. If you are still racing

at this point, the timer resets to zero and begins counting again.

GAME END: The game ends when you have your third collision, whether with
another car or the wall. At this point, the computer displays your score, the
current high score, and the record-holder's name. If your score exceeds the
previous high score, the computer displays the message "NEW HIGH SCORE" and
requests that you type in your name. Type your name, concluding by pressing
the '"CR" key. The computer then asks you if you want to race again with the
same road width (""SAME GAME? Y/N"). Press the "Y" key or the fire button to

play again at your current road width setting, or press the "N'" key to select
a new width.



.~y

- MICRO /g% VIDEO

305 North First St. :
P.O. Box 7357 - =
Ann Arbor, Ml 48107
(313) 996-0626

Mega-Volts

An Action/Strategy Game for 1 Player

The Scenario: You have inadvertantly stumbled into a restricted access federal
facility studded with high-voltage fences. Government officials, taking
advantage of advances in robotics technology, employ electrical robots as
security guards for the facility. The guards pursue you, and, to stay alive
you must move around the field and draw them into the electrified fences.

When a guard runs into a fence, it receives a jolt that fires its electronic
circuitry. Likewise, if you run into a fence, or if one of the guards lands

on you, you are electrocuted. A combination of skill and luck makes Mega-Volts
a high-powered game you'll really get a charge out of!

LOADING THE PROGRAM: Insert the Mega-Volts cassette into the tape drive.
Depress the RESET button, and press the '"L" key. Rewind the tape if necessary,
then depress the READ cassette button to load the program into the computer.
Plug in the left entertainment controller.

GAME OPTIONS: You can select the skill level at which you want to play. The
skill level you choose determines how many electric fences and guards appear
on the playing field at the start of each round. At skill level 1, there will
be 12 fences and 3 robot guards. At skill level 2, the number of fences is
10, and four guards will pursue you. At the hardest level 3, you have only

8 fences to hide behind, and there are 5 guards from which to escape. The
program asks you to make your selection:

DIFFICULTY LEVEL?

1 = EASY
2 = DANGEROUS
3 = DEADLY

Precs key 1, 2, or 3 to select a skill level for play.

GAME PLAY: After you have selected your skill level, the computer displays

the playing field, which, although not graphically presented as such, is a
matrix of squares. It randomly places you, the guards, and the fences on the
field. You begin play by using the joystick lever on the entertainment control-
ler to move your man. You can move left, right, up, down, or any of the
diagonal directions. You move only one square per turn. Each time you move,

all the robot guards move one square as well, and their moves correspond to

the direction in which you move. The object, of course, is to move in a pactern
that ultimately draws all the guards into fences. Fortunactely for you, the
guards aren't terribly smart. They will always move toward you 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 should not move into a square
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containing a robot, nor should you move into one containing a fence. In either
of these two cases, you will be electrocuted.

If you find yourself trapped 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 ''safe'" place; however, you may

just as easily land on an electrified 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 of the guards lands on you. The winner
of each round scores 1 point. Press the fire 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 the fire button to play at the
same difficulty level. To change skill levels, press the '"N'" key. You can
also reset the game and select a new skill level at the end of 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 three! Yer out!'" Have fun with 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 1n standard baseball, the game consists of nine innings of 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
lefc 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 background behind
the team score. ("L" and "R'" correspond to the left and right controllers,
respectively.) The computer randomly selects which team bats first.

BATTER UP!
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Bacting

Before each batter goes to 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 placte. 1If 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.

Baserunning

If you hit the ball, the batter automatically runs to first base. 1If 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 co 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 che 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 fire button, you can begin pitching. You may pitch whenever you
see the ball blinking on the mound. To pitch, depress the fire button and
move the joystick lever to the left, right, up, or down. This lets you select
the speed of your pitch, as shown below.

Change-Up
(Slowest Pitch)

N\

Fast Ball < N, Curve Ball
(Fastest Pitch) /,{Slow Pitch)
\V4

Knuckle Ball 7

(Fast Pitch)

The faster pitches, while harder to hit, are also more likely to be wild picches,
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 positcion before
you pitch by using the joystick lever to positicn him anywhere in the outfield



BATTER UP!
Page 3

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. 1If 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 runner has reached the base before the fielder
gets to the hall, 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

, \

3rd Base <& :>lst Base

V

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
anc continues until the end of an inning in which one team is ahead.

b) It 1s 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 bdtted first is ahead.
If the team that bars second takes the lead at any time, the zame
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

Iavecerates golfars, nere's the game Ior you! At lasc you can 22
cravings for vour favorice sporz all ysar round, no macza2r whac ¢
Just load CCOFY GOLTF, and you'wve got 13 hnoles of miniazurs zolZ ¢
T/ screen. Some toles are easy, others ars real bears; all nave
of one sort or another--wacer traps, myscarty nazards, moving zace
carriers. Play alone or cake a friand along. Can you or2ak 12Q7

4 yeur

n2 wa2achar.
n your
costaclas
s, and

GAME OPTIONS: “when che prcocgram has loaded, cthe compuzar asks Zor

of olaysrs ("1 OR 2 PLAYEIRS?"). To play GOCFY GCLT with anm=2 plaver,
"1'" and plug in the lef: encarzainment concroller. Feor 2 plavers,
"2'" and plug in both conzwollars. The comouiar Zoen asks dcw many a
vou want to play. The zcurse has 13 holas. VYou can play eizher ths
or sack 9 nolas, or ail L3, Prass "i'" far che fromc 3 oaly, "2" Ior
sack 9 caly, or "3" co olay ths whcle course.

GAME PLAY: Afzar ycu hzave selaczad zhe number of playars aad heolas,
course Zor zhe first holz appoears on zhe scrzen. Your ball is rzore
5y a singlz whiza pixal on the scraan. The nole is a singla 3Slack
The black, 3x3 oixel sgquares is vour club. Move che club around zha
20 posicion it Zor zhe shoc using the joyscick laver on Zhe ancercal
concreller. Noces zhac zhe clud moves mors sicwly as iz apprcachas o
This is incentional. The slcwer mocion allows 2asiar placemenc c¢f =
for accurace shots. Ycu can hiz che ball frcm anywhere on che scraen,
You decermine zha dirsccicn of the shot ty zhe angla at which

5all, znd the discanca the ball travels 5y 20w far awav che zlud is
tne 2ail. To aiz zhe ball, pgecsicion the club, zhen Zeprass the fir-s
Zour club will disappear ZIrom che scre2en and -23pcear wihen the sall

moving.

N acmcrws ~mrer 1C0R1 MArnwa JiAamn (CArA ol A



IZ you are slaying the zwo-plaver game, zhe zlayers altarnace glaying zach
hole zhroughcut zhe zzurse. You will ncc nave both plavars' balls on the
scraen at zh2 same tima. The ccmputar indicazss wncse zZuzn Lz is 5y a grasn
zrrcw on zhne lafz side oI zhe doxas 2t tihie 23p of zhe screen.

CBSTACLZS: The green ar=as are the part 2f the course on which the bhall

can cravel. The yellow arsas ar2 zhe bordars and barriars. VYour ball will
ricoches off these areas if chey are hiz. The blue areas ars wataT tTaps.
IZ you hic ycur ball inco a wacar zZrap, veu lose the ball and musc stars

the hola gver again. The rad areas are avszary hazards. I you hit 3 amysta
tnazard, your ball vanishes, then r=2appears somewnare else cn the screaen.
Sometimes this caa help you; other times iz will really huzc! 3Some holes
also have moving gates that separace parzs of the course. VYou must gec

your ball chrough wnile the gace is opan—iime your shot cara2fully, cor tcha
gate will close and bounce ycur ball cff to another part of che course.
SCORE: The compucer keeps a running teocal for each playsr in che zreesn
doxes at rtne top of zhe scresn. This is your cumulative score foz tha gzme.
The la2ft tox contains the left (or singla) player's scorz; che dox on zha
righe side keeps the righc playsr's score.

GAME END: When the last player fiaishes che Iinal hole, the compuzar displa
the final score for each playar. Deprass che firs bucton on 2izh=2r concroll
to play the course again.

So, grab yo

our caddy and gut on your plaid cap.

Good

golfing!

-

"

N

w

"
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SPACE BASE

An Action Arcade Game for 1 Player

The last stronghold of civiiization as we know it, vour Space Base, is under
attack by alien forces determined to conquer the universe! Alien warships
randomly appear around you and shoot missiles at you. The movable gun on your
base lets you fire back to destroy the missiles and the alien warships.
Occasionally, the aliens send in special reinforcements, flying saucers that
circle your space station. They're harder to hit cthan the missiles, and just
as deadly. Will vou be civilization's hero...or its goat?

LOADING THE PROGRAM: 1Insert the program cassette into the tape deck. Depress
the RESET button, press the 'L' key, rewind the tape if necessary, then press
the READ cassette button to load the game into the computer's memory. 2lug

in the left entertainment controller.

GAME PLAY: The game is a series of battles with the alien warships, and the
object is to destroy as many missiles and ships as possible without getting
destroyed yourself. The game begins when your Space Base appears in the center
of the screen. Then, randomly, the alien warships appear on the four sides

of the screen and fire missiles at your base. Use the joystick lever on the
left entertainment controller to aim the gun on your base and the fire butten
to shoot down the missiles and the warships that fire them. You score 10 points
for each missile you deflect and 20 points for hitting its originating space-
craft. Note that you can hold the fire button down for a continuous stream

of bullets; as the game grows progressively harder, this will be necessary

to avoid your own destruction. At the end of each battle, the aliens send

in a special reinforcement, a kamikaze flying saucer that circles your base.

If you are unable to hit the saucer, it will crash into your base, destroying
itself, and you in the process., If you do hit the saucer, you score an addi-
tional 500 points, and the round of tattle ends. The computer displays your
current score, and a new barrage begins. With each battle, the aliens sense
your growing weariness and &dvance to a closer firing range. 1If you battle
long and hard enough, you can drive them back to their original firing range,
and begin the battles again from that point. At a maximum score of 655,350,
the score counter wraps back to zero and begins incrementing again.

GAME END: The game ends when one of the aliens' missiles hits your space base
cr if you fail to destroy the kamikaze saucer. The computer displays vour

final score, the current high score and its record-holder. 1f vour score beats
the currently stored high score, the computer presents your final score, prints

the message "A NEW RECORD!", and asks you to enter your name. Typé in your
name at the computer's keyboard, then press 'CR'. The game will start over
automatically. H

Copyright 1981, Micro Video Corporation
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COMBAT!

A Tank Battle Action Game for 2 Players

Ready, aim, FIRE!!! COMBAT!, the tank battle action game, lets you combine
your sharpshooting skill and maneuvering ability to strike fast and destroy
your opponent's tanks. Take aim carefully, for you won't always win just
by destroying your opponent's tanks first. :

LOADING THE PROGRAM: Insert the COMBAT! cassette into the tape deck, depress
the RESET button, depress the "L'" key, rewind the tape if necessary, then
depress the READ cassette button to load the program into the computer.

GAME PLAY: At the beginning of the game, each player has a set of six

tanks "hidden'" behind a protective wall. The object of the game is to
destroy all your opponent's tanks, using as few bullets as possible. Each
tank has a maximum firing capacity of 10 bullets. The number of bullets
remaining for the tank in play are shown on the protective wall. When

you use up all the bullets for a tank, that tank goes out of play permanently,
and a new tank comes into play.

Maneuver your tank around the playing field with the joystick lever. To
fire a bullet, take aim and depress the joystick fire button. 1If you hit
your opponent's tank, the tank explodes and goes out of play, and you score
points. Your tank will remain in play until all its bullets have been

used or it is destroyed by your opponent's shot. Tanks are reset to the
starting corners each time a tank is destroyed, even if the tank is to
remain in play. 1If you run into your opponent's tank, an exploesion occurs,
and one of the tanks is destroyed. (The computer decides which one at
random.) You do not score any points for destroying your opponent's tanks
in this way.

You can move your tank to the entrance way of your opponent's protective
barrier and fire at a tank behind it. That tank will be destroyed and
you score points. However, you can do this only once per tank.

SCORING: You score points for shooting at and destroying your opponent's
tanks. The number of points you get for a hit depends on how many bullets
you have used. The first bullet for the first tank is worth the most points;
the other bullets in that tank's set decrease in value. The first bullet

in the second tank is worth fewer points than the first bullet in the first
tank, and so on.

GAME END: The game ends when one player's set of tanks have been completely
destroyed. The computer displays the final score, and a new game begins.

Copyright 1980, Micro Video Corporation
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ALTEN INVADERS

An Action Space Game for 1 Player

Space Invader addicts, this is the program you've been waiting for! Take on

the invading forces on your Interact. With:Alien Invaders, you have the
spectacular graphics, fluid motion, and entertaining sound effects of the arcades,
plus selectable skill levels, for hours of pulse-racing action. Count the

number of games you play, and watch how your Interact saves you money. Afcer

80 games, you're playing for free!

LOADING THE PROGRAM: 1Insert the program cassette into the tape deck, press
the "L" key, rewind the tape if necessary, then depress the READ cassette 5utton

to load the program into your computer's memory. Plug in the left encertainment
controller.

GAME OPTIONS: 1In Alien Invaders you control two variables with your selection

of game options. When the program loads, you are asked to select your base's
firing velocicy (1=SLOW, 2=MEDIUM, 3=FAST). This sets the speed at which bullets
"you fire at the invaders travel up the screen. Press key L, 2, or 3 to select
slow, medium, or fast-moving bullets. When you've made your firing velocicy
selection, the computer asks you for the skill level at which you want to play
(1=TOURNAMENT, 2=INTERMEDIATE, 3=BEGINNER). This option controls how fast

the invaders move across and down the screen toward your base. At tournament
level, your firing base is subject to rapid attack; at lower levels, the attackers
progress more slowly. Press key 1, 2, or 3 to select your skill level and

begin play.

GAME PLAY: The object of the game is to shoot down the entire bank of invaders,
while avoiding the bombs they drop. Use the joystick on the left entertainment
controller .to move your firing base back and forth along the bottom of the

screen. Depress the fire button to shoot at the invaders. When the game begins,
you have four firing bases. You are awarded extra firing bases for reaching
certain score levels. These levels occur in a logical arichmetic progression.

You receive the first bonus base when your score reaches 5,000 points. Additional
bases are obtained at 12,000, 21,000, 33,000, 46,000, etc. points. At various
times during game play, a flying saucer spins across the cop of the screen.

You score extra points if you.can hit this fast-moving target.

When you've cleared an entire bank of invaders off the screen, the game halts
temporarily while the computer tells you your current score and the number

of bases you have remaining. The remaining bases are representad graphically
beneath the score. The game then resctarts. Note that as you progress through
the game, the bank of invaders start at successively lower screen coordinates.
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The game ends when all your firing bases have been destrcved by the invaders'
oombs, or if you fail to eliminace all the invaders and they move down pasc
the barriers and capture your firing base.

GAME SCORING: You scora points for every invader you destroy. All aliens
in the bottom-most row are worth 10 points. Point values of the invaders
increase in increments of 10, with invaders in the top row worch 50 points
each. Each flying saucer hit adds an extra 200 points to your score. The
maximum score is 635,330, after which the scoring counter is reset to zero
and begins incrementing again.

GAME END: When all your firing bases have been hit or the invaders have caught
you, the game ends. The computer presents your score and the current high
score on the screen. If your score beats the current high score, the computer
prints "A NEW RECORD'" and asks you to enter your name. Type in your name from
the computer's keyboard and press the '"CR'" key when done. On the bottom of

the screen, the computer asks "SAME GAME? Y/N''. Press the fire button or the
"Y" key to play the game again using the previously defined game options.

Press '"N'" to respecify the game options before playing another game.
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TATOOINE TRAVELS

A Microsoft 8K BASIC
Adventure Game

It's adventure on the desert planet of Tatooine! Your destination is the space-
port at Mos Eisly. To get there, you must travel across 200 miles of hot desert
sands on your giant lizard, overcoming hazards you encounter along the way.

The sand people are continually in pursuit of you, and you may have to do battle
with Jawas or Imperial troops. Use your lizard's travelling speed and water
rations wisely, or you may end up as vulture food. No two games are ever the
same. Rated absolutely addicting by our reviewers.

LOADING THE PROGRAM: Insert the Microsoft 8K BASIC cassette into the tape

deck. Depress the RESET button, press the 'L' key, rewind the tape if necessary,
then depress the READ cassette button to load the BASIC interpreter into the
computer. When the BASIC 'OK' prompt appears, remove the BASIC cassette and
insert the Tatooine Travels cassectte in its place. Repeat the RESET-L sequence
described above to load the program. The program will execute automatically
when it has loaded.

GAME OPTIONS: When the program starts, you are asked to select a skill level
for play. Your choices are '"A=TENDERFOOT, B=CONFIDENT, C=DESERT FOX''. This
selection controls several variables: your lizard's maximum energy level,
the number of drinks you can carry in your canteen, and the speed at which
the Sand People pursue you. Press key A, B, or C to select an easy, average,
or hard game, respectively.

GAME PLAY: Tatooine Travels is a command-driven game. You tell the program
what you want to do by selecting from six available commands. The command
list is:

= DRINK

FULL SPEED

% SPEED

REST FOR THE NIGHT
= STATUS CHECK

= COMMAND LIST

aOwnxm T O
]

The effects of these commands and their uses are as follows:

D = DRINK -- Press the 'D' key to take a drink when it is necessary to do so.
You must take a drink from your canteen at least every fourth turn. The
computer will warn you when you must drink.

Copyright 1981, Micro Video Corporation
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F = FULL SPEED -- Press the 'F' key to travel at full speed. Your lizard burns
3 energy units in each turn at full speed and will carry you between 5
and 20 kilometers. '

H = % SPEED -- Press the 'H' key to travel at half speed. Your lizard burns

only 1 energy unit in each turn at half speed, and will carry you between
1 and 10 kilometers.

R = REST FOR NIGHT -- Press the 'R' key to stop and rest for the night. After
a good night's sleep, your lizard's energy level is restored to full capacity.

Stopping to rest counts as a turn (you may be forced to take a drink after-
wards).

S = STATUS CHECK -- Press the 'S' key to check your lizard's energy level,
how many drinks left in your canteen, and how many turns you can take without
drinking. A status check does not count as a turn.

C = COMMAND LIST -- At any time, you can display the command list by pressing
the 'C' key. This does not count as a turn.

HAZARDS: During your travels on Tatooine, you may encounter hazards,. such. as
sand storms, Sand People, Jawas, and Imperial troops, that threaten to impede

your progress. ILn some cases, you will have to make a decision as to what
to do; follow the computer's instructions if this occurs.

MOISTURE FARM: If you reach a moisture farm, your water supply is automatically
replenished to maximum level. You also take advantage of the abundance of

wacter and take a drink, which resets your turns without drinking to the maximum
of 4.

Good luck, you'll need it. Have a safe trip!
PROGRAM LISTING: A complete program listing for Tatooine Travels is given

on the following pages. You can use this listing to make modifications in
the program or to learn more about this type of game programming in BASIC.
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g ”LS PRINTCHRS3I(B]

L{ CLEAR(2):COLORA,3,4,7:H=1:R=1:J=RND( -PEEK(24553))

L4PF aTPRINT WELCOME Tﬁ THE DESERT NPRLD 2F  TATOOIME--":PRINT:PR
17 0SUB227:CLS

20 PRIMT*SKILL LEUVEL":PRINT:PRINT"A= TEMDERFQOT"

23 PRINT:PRINT 8= CONFIDBENT":PRINT:FRINT"C= DE=ERT FOX":TONEZS, 288
28 C3=IMSTR3(1)

23 IFC3="A"THENL=12:DR=3:55=10:G0T041

32 IFC3="B"THEML=9:DR=7:55=12:507041

IFC3="C“ THENL=7: DR=5: 55=15:GOTO41

38 PRINT"HUH?! " :PRINT: TONEZ5, 200: C5=INSTR%( 1): 5070293
4L CLS:PRINT"TYPE *C° TO SEE CCMMAND LIST, ANYOTHER KEY TO START"®
44 TOME25,2008:C3=INSTR3(1): IFC3="C"THENGOSUB212
47 WINUCWEBD: LKX=l_:DX=DF:5D=0

Sg PLOT9,3,0,112,77:PLOTA,B61,2,112,17

S3 QUTPUT*'YOUVE GONE®,5,67,3

56 PLCT7TQ,E2,8,25,6:! OUTPUTD,(@ 67,3:0UTPUT*K",28,87,3: IFD>
{7 D< >aTHENR=Q

IFB>=28THEMNGOSUBLIS8: IFLS=1G0T0484
IFH=BTHENH=1:GO0TO71

£3 L3=0:G0T0236
71 IFLS=1G0T0404

IFLGC > LTHENPRINT : PRINT *COMMAND? ® : PRINT : C3=INSTR®¥C L)

IF T=3THENGOSUB338: PRINT"GET A CRINK! ®:PRINT

78 CUTRPUTCS,55,23,1

s~

v

Wy w

(DOOW-~1-
— 00N

S PRINT: RINT*YOUR LIZARD 1S MERRILY TROTTIMG ALCHMG... :GC

IFC3="D0"G0T0239 !

%F?ET'C'THEN GO0SUBZ12: GOTO7Y

=1+

IFTY>4THENPRINT"YOU DRIED AND SHRIVELLED UP! ":PRINT:G0TC404
IFC3="F"G0OTO147

IVC3="H"GOTO137

IFC3="R*"GOT0O17?9

IFC®="5"G0T018S5

T=T- L:PRINT"HUH?!*:PRINT:GOTO77?
L=L-3

IFL>=8G0T0122

INT"GC0D LUCK

=289G0T0O446

PRINT“YOU RAM YOUR LIZ-ARD TO DEATH...":PRIMT:PRINT"HIS AND YOURS!®

GOsSuUB227
LS=1:G0TO71

PRINT: PRINT YOUR LIZARD BURNSACROSS THE®:PRINT"TATOOINE SANDS...*

PRIMT: GOSUB227

D1=INT{RNDC1)%21)

IFD1<5G0T0128

D=D+D1:GOTCE3

L=_-1:IFL>=0BG0OTO146

PRINT"YOUR LIZARD JUST DRCPPED DEAD! ":PRINT
30SUBZ227:G0T0484

(@)
[0}

UB227v
PRINT

D1=INTCRND(1)%11): IFD1<1GOTOL152
D=D+D1:GOTOS3 :

SP=INT(SS4RND(1)+2.5)

SD=SD+SP

IFSD>=DGOTQL73

PRINT"THE SAND PEOPLE _ARE";D-SD; “KILOS"

PRINT"EEHIND YOU~ :PRINT:RETURN

L.5S=1:PLOT3,d,8,112,68: PRINT*THE SAND PEOPLE = CAUGHT YOU!“:PRINT
PRINT*THEY LOUE LIZARD AND HUMAN STEW!!":PRINT:GOSUB227:RETURN
PRINT*¥OUR LIZARD":PRINT“THANKS YOU! *:PRINT

R=1:GO5UB227 : L=LX: GOT0E2

PLOT@,@,2,112,60

PRINT*YOLR LIZARD HAS®

PRINTL; "ENERGY UNITS®:PRINT

PRINT“¥OU HAUE”; OR;

PRINT"DRINKS LEFT":PRINT

T=T-1

PRINT"Y0OU HAUE"; 4-T; " TURNS®

PRIMT"WITHOUT DRINKING®
CORI=1T0292@: MEXT: PLOTE,@,8, 112, E0: GOTO71
PLOTE,5,3,112,58: PRINT "COMMANDS: " : PRINT

PRINT " C=LCRINK®

PRINT"F=FULL SPEED®:PRINT"H=1,2 SPEED"

PRIM{"R=REST FOR MIGHT”:PRINT*S=STATUS CHECK"

PRINT *C=COMMAND LIST*:FORI=1TO320@:NEXT:PLOTA,3,d, 112,50: RETURN
FORI=1TO133@: MEXT: RETURN

DR=0R-1: IFDRCBTHENPRINT* 1 1OUT OF WATER!!":GOTO484
T=@:PRINT*GULP! " :PRINT

IFDRL =BX/2THENPRINT"SETTER WATCH FCR A MOISTURE FARM!I®:T=8:LS=0:G0TO071

H=RNU(L)%12@
IFH>3SG0TO3
IFH>1Y FOT0254



245

251
254

385
3e8

332
335

347
259
353
356
353
362
265
3E8

371

. 374
377
238
383
386
383
392

338
401

419
422
425
428
431
434
437
433
446
4439
452
455

IFR=1THENR=8:G0T0254

°§IﬁgéY3U HAVE REACHED A HMOISTURE FARM! " :PRINT:IDR=D0X: T=8
S0S 27

IFH>20ANDHC 3STHENGOSUB263: IFLS=1G0T0404
IFHA>28ANDH<27THENGOSUB338: GOSUB211:H=0:R=0:GOTOS3
L3=8:350T071

PLCTB,8,3,112,60:PRINT*THE JAWAS HAUVE CAUGHT You!*
PRINT:FRINT"YOU MANAGED TO RADIO FOR HELP*:PRINT
GOsSUB227

PRINT"YOU HAVE A CHOICEOF COMMANDS: " :PRINT

PRINT"A: WAIT FOR HELP®":PRINT:PRINT"B: TRY ESCAPE"
PRINT:C$=INSTR5(1)

IF CS<>"A"ANDCS< >"B" THENPRINT "HUH?! " :PRINT: GOT0278
IFC3="B"G0T0233

IFRNDC L3 .3THENPRIMT: PRINT*S0O SORRY,NO HELP!*:LS=1:RETURN
PRINT:PRINT"HELP ARRIVES, YOUARE FREED!":PRINT:RETURN
IFRNDC1)>.3GOTC385

ESI?T:PRINT'YOU WERE CRUSHED BY A RENEGADE DROID~--"
PRINT:PRINT"YOU DIDN' T STAND A CHANCE, SUCKER!":GOSUB227:RETURN
PRINT:PRINT"MAZELTOU! " : GOSUB227

PRINT:PRINT"A SUCCESSFUL " :PRINT"ESCAPE! ! ":PRINT: RETURN
PRINT® ! ISANDSTORM! ! “ : PRINT:PRINT“LOTSA LIICK! "

GOSUB227: D1=INT(RNDC1)*11)

I D1=BTHENGOSUB227: PRINT:PRINT *"NO CHANGE" : PRINT:RETURN
IFH{23G0T0332 -

PRINT

D=D-D1:PRINT"YOU HAUE BEEN DRIVEN BACK BY*®

PRINTDL: PRINT"KILOMETERS! * : GOSUB227: PRINT: RETURN
D=D+D1:PRINT:PRINT"YOU HAVE BEEN":PRINT"DRIVEN";Dl
PRINT"KILCMETERS AHEAD! " :GOSUB227:PRINT:RETURN

SOUND3, 39:5C=24888:PL0T43,8,3,112,60
OUTPUT"...WARNING...",12,12,1:POKESC, 1

FORI=1TOS

PRINT:NEXT: POKESC,32: PRINT: PRINT : SOUND7, 4496: RETURN
PRINT:PRINT"YOU HAVE SPOTTED IMPERIAL TROOPS HEADED YOUR WAY*
PRINT:PRINT"YOU MUST CHOOSE: * :PRINT

PRINT*A: WAIT IN AMBUSH® :PRINT:PRINT"B: TRY TO HIDE"
TONEZ25,280:C83=INSTR$( 1)

IFC5="B*GOTO333

rLO0T8,8,8,112,68:0UTPUT"AMBUSH! *,32,27,1

SOUND3 264

FORI=1T018

COLOR3,7,2,4:COLOR4,6,8,2:COLORG,8,2,3: COLORS, 3 2
S0UNDS5, 382: COLORS,6,8,3: COLOR3, 4,5 COLORB 3, NEXT

SOLUND7, 4896:PL0THB,8,8,112,60

IFRNDC1)5>.7STHENPRINT"YOU WERE TOTALLY UAPORIZED" :GOSUB227:G0TO484
PRINT®*YOU INCIMERATED THEM!{*:GOTO71

IFRMD( 1 < .5G0T033S8

PRINT:PRINT"YOU ESCAPED! THEYFASSED YCU BY!"
S0SUB227: PRINT: PRINT "SOMETIMES COWARD-ICE PAYS OFF ! !®:PRINT:GOSUB227:GOTO71
PRIMNT:PRINT"THE STORMTRCOPERSGOT YOU!*":GOSUB227

PRINT:PRINT®YOU’ VE RAD IT, CHUMP ! t * : GOSUB227
WINDOW??Y:PLOTE,8,8,112,77:R=RNC(1)+1Q

PRINT"YOU DIED IN THE DESERT LIKE THE WITLESS FOOL YOU ARE!*:PRINT
GOSuUB227

IFR(BGOTO413

PRINT*STUPID PEOPLE":PRINT“SHOULD STAY CUT OF THE DESERT!!®:GO0TC431

IFRC3G0OTO425

PRINT"JAWAS USE YOUR SKULL FOR A BEER STEIN!":G0OTC431

ﬁgéﬂgéggUR WORTHLESS REMAINS ARE EATENBY RAUVENOUS SAND PEOPLE! ®
PRINT: PRINT"PLAY AGAIN7?":C3=INSTRS(1)

IFCE®="N"THENCLS: OUTPUT*COWARD! " ,31,38, L:END
IFC3="7"THENCLS:H=1:R=1:T=0:D=8:L5=0: GOT028

GOT0431

WINDOW?7:CLS: PRINT CONGRATULATICHNS! YOU HAVE ARRIVED AT MOS EISLY®
PRINT"SPACEPORT.

Eg%gg%f? :PRINT*¥OUR TROUBLES":PRINT"HAVE JUST BEGUN! ! :PRINT:GOSUB227

<



MICRO g7 VIDEO

P.0. Box 7357
204 E. Washingten St.
Ann Aroor, Ml 23107

(313) 556-06256

PACLZAT
An Action/Arcade Came for 1 Player
in the original Inceract game, Computer Maze, ycur task was fo escape from
a maze without being caught and ezten by a 'cac.' 2ACKRAT drings anocher ma:ze

game home on your computer, with a diffarsnc twisc. Can you gobble all the
golden bits in the maze before the ''boogiemen' z2t you? Super-energy mega-

bytamins give you che power to attack back for high scores.

LOADING THE PRCGRAM: Imsert che program cassetzes into the tape deck, depress
the RESET bution, press the 'L' key, rewind che zape if necassary, then decress
the RZIAD cassecte bucton to load the program inco the ccomputer's memory. 2lug
in che lef:z entcerzainment controller.

GAME PLAY: Wnen the program has loaded, the game maze apgeaTs on the scraen,
filled wich golden dots. The objecz is to move your packraz through che ma:ze,
gobbling che golden bizs as you go. 3ut beware, the ''boogiemen' ara aftar

you, and you
bit you eat.
(represented
and eat chem

do score 25 points
rad and flee f£rom you
the game, a "'bonus byze',

[ue]

boctom of

score just over 1500 points.

screen,

back to

zZarTo

A=

at the game to reach ¢

gackrat when

The game ends when

Your €1

YCUR NAME™M,

5y presenting your £inal scor

for each boogi=men you gst. They charge in coler frcom bdliue
when you are supercharged. A:f various times during
a small '"x" characcer, appears bza2lcw the cantzsr bDox
in your packrat's original starting location. These are delicious, nutticzious
and you score an extra 10C points each time vou eat ome. Ncte that the bcegils
men can steal your tr=at if they pass cver the spot befare you get cthare.
When you've eaten all the zolden 5its in the maze, action sccos, zhe screen
flashes, then a new maze appears. Your current score is displayed in a box
in the center of the maze before the next round begins. You begin z22 gzme
with three packrats, asnd the number of packracs in play ars displayed on the
the screen. You get a reinforczsmenti—an extra packrat--wnen you
This addizional packrat will not appear on zhs
Each time a boocgieman ''gets'" you, your current score is Zis-
canter 29f che screen before the actionm rastaris. The
is 63,335, at wnich point che scoring counter wrzps
and begins incrementing again. Should you becocme skillad ancugh
hls score, you'll Zind thaz ycu ars awarded anm 2XtTa
you do.
the boogiemen have got:zsn to and descroyed ail X
the current high' scora arz displayed cn =zhe screen. IE
nigh score, the compucar will ask ycu =Zo "TYZE
Type your name, then gzress zthe 'CR' kev. The compuctar cesgends
2 and your score as the currant high score. 2Press

however.
played ian a 9¢cx in che
maximum score possible

final score and
JOUur score Heacts the curTeant ai

must not let them ''gec"
In the four corners of

as "s'" signs)--these giv
too. You score no point

the 'CR' xey to play ancther zame.

you. You score 1 point for each golden
the maze are super-anergy ''megabytamins"

e vou cthe power to chase the boogiz=men dcuwm

s for eating rhe megabytamins, duz you
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MICRO [z VIDEO

P.O. Box 7357
204 E. Washington St.
Ann Arbor, Ml 43107

(313) 996-0626

THE TROLL HOLE ADVENTURE

A Puzzling Game for 1 Player

Journey through the Troll's cave and find all the stolen bootv he has hidden
there. You'll face many dangers as you wander through the underground

maze, trying to discover its secrets. Can you ge the priceless ruby from
the deadly King Cobra? Can you determine what the strange inscription
means, or why evil eyes watch your every move? Your computer is your eyes
and ears in this challenging puzzle--you command it to move through the
passages and manipulate objects it finds in this strange world. You may
come out rich...if you make it out alive!

LOADING THE PROGRAM: Insert che program cassette into the tape drive.
Depress the RESET button, press the '"L' key, rewind the tape if necessary,
then depress the READ cassetce bucton to load the prcgram into your computer.

PLAYING THE GAME: When the program first loads, the computer asks you
if you have a partially completed game on tape that you want to enter
(""SAVED GAME?''). 1f you have saved a game on tape and wanc to reenter
it, see "RE-ENTERING SAVED GAME" in these inscruccions. If you have not
saved a previous game, type ''N'" to proceed.

On the top of your screen, the computer tells you where you are and in
what directions you can obviously move. For example, you might see

BEDROOM
N,E,U,D

There are six directions in which you can move. They are north (N), souch
(S), east (E), west (W), up (U), and down (D).

On the other part of your screen, the computer tells you what it sees and
asks you for instructions ('"WHAT NOW?"). For example, you might see

BENCH
Cup
ARCHWAY

WHAT NOW?
At the WHAT NOW? prompt, you enter instructions you want your ccmputar
to perform. 1In additcion cto the direction codes, vou can instruct your

computer with simple one or two word commands. For example, vou mighc
say

WHAT NOW? TAKE CUP



‘

L 9]
W
uqQ
4%
(3]

Conclude any inszrucci 0 your compucer 2y P

ion the "CR" keay.
you type in someching the ccmpucer dces nort u

5 e
derstand, iz will rescond

o]

WHAT?
WHAT NOW?

Sometimes you can move o a specific place by typing GO and the placa.
For example,

WHAT NOW? GO ARCHWAY

Some room descriptions may scroll off the screen. If this happens and
you want to review the room and its contents again, type

WHAT NOW? LOOK

and the computer will repeat the information for you. TIf you wanc to review
what you are carrying, type "I" for inventory. To look more closely ac
an item you find, use the EXAMINE command.

WHAT NOW? EXAMINE BENCH
ITS VERY HEAVY

Treasures are identified by a plus sign (-) preceding them. For example,

WHAT NOW? LOOK

+DIAMONDS
TABLE

At any time, you can find out how many moves you have taken and what your
current score is by typing '"'SCORE'".

The computer reads only the first three characters of each command word,
so you can abbreviate your commands if you wish. For example, it understands

WHAT NOW? EXA BEN

as an instruction to examine the bench. Your computer knows over 100 words.
If it does not understand something you say, try another word. Part of

the fun of ADVENTURE is discovering how to communicate with your computer!
Some of the words it knows are: LOOK, ZXAMINE, DROP, GET, GO, and READ.

SAVING PARTIALLY COMPLETED GAMES: Because ADVENTURL is not a game you
complete quickly, it contains an option to save your partially completad
game on tape. To use this option, type the "SAVE" command. You will then
see a read-write screen displiayed. Remove the Adventure casset:ze and iaserc
a blarnk data tape. Then depress the READ and WRITE cassetce butcons and
press the "W'" key. Note that the Interact does not have an-erase head,

SO you must not save a game over a previous game or you will lose boch.
Before hitting che "W'" key to save che game on cape, you can press the

"S" key zo turn on the tape motor. Then depress the READ cassette bdutton
£o position your tape past any material existcing on the cape before vou
continue the writing sequence. ‘When you have saved your game on cape,



ASVENTURE
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can press che "CR'" key to continue the 2xisting game. I you accidencally
hit reset, you can resume the game by answering "Y' to zhe CONTINUE? prompc.

RE-ENTERING A PARTIALLY COMPLETED GAME: ‘When vou load the ADVINTURE program,
the first question you are asked is ''SAVED GAME?'" To reload a partially
compleced game, answer yes ("'Y'") to this query. The computer will display
the read-write screen. Remove the ADVENTURE cassette from the cape drive
and insert the cassette containing your game. Use the ''S" key to turm

on the tape motor and posicion the cape appropgriataly. Then depress the

READ cassette button and press the '"R' key to read in your saved game.

The computer will then ask you "CONTINUE?'" Type "Y" to begin the game

where you left off.

MORE ABOUT ADVENTURE: 1If you want to learn more about ADVENTURE in general,
we suggest you consult the following references:

SOFTSIDE MAGAZINE. Special ADVENTURE issue, July 1980
CREATIVE COMPUTING. Special ADVENTURE issue, July 1980
RECREATIONAL COMPUTING. Fantasy simulation games issue, July-august 1980

BYTE. Special ADVENTURE issue, December 1980

HELP!!!: At any time during your journey, you can type HELP to get a clue
from your computer. Sometimes these clues are helpful, sometimes they

are not. In general, try looking around, examining things, and trying
different courses of action. If you can't get past something, go back

and see what objects you find. Try the logical first, and if that doesn't
work, try the odd or unusual. The puzzles are difficult, but a 13-year-
old has successfully solved them.

And, if you ever get absolutely stuck and can't go any further, you have
one last resort. Send us a note describing how far you have gotten and
what your problem is (if you know it). Include a self-addressed, stamped
envelope, and we will send you back a clue to help you along.

GOOD LUCK, AND HAPPY ADVENTURING!!!



thieract Microchess Program Guide

Locding Frogram: Insert the program cassetle into the tape
deck. gspress the RESETbutton. deoress the "L key'. rewind the
tape anc depress the READ button to ioad the progrom into
the computer.

Introduction to Interact Microchess, Tis program, as designed
Dy Parer lannings. is a comgiate, lourncment-shyde chess game -
¥Ou SISy Ggainst the computer e you would aZTinst Gy human
oppcnent. Miciochess is designad to give baginning and intermedidie
chess players all the compeatitionthey can handle tut it cannot
teat exnert players. Chess is so complicated that even the warld's
biggest ond fastest computerscannot defect #xpet humaon chess
players.

Selecting Gamie Options. When the program s ready he
computer will ask you 1o "CHOOSE OFFONENT 1.Q. LEVEL 1 =
BEGIMNNMER, 2 = NOVICE, 3 = INTERMEDIATE..Depress the “17, 72"
or "3 key to getermine the cornputer’s skill level. (Note, the higher
the computer skiitlevel the longer it will take for the computer to
moke g niove, e.g. Level 1 moves 1ake one to ten seconds (average
ot 7secs). Level 2 1030 (20). and Level 3 10-120 (30). The
naxt option is "DO YOU WANT TO ALAY BLACK OR WHITE?" Choose the
"B" key for black cnessmern or W key for white After all options are

- chosen. iha game begins.

How the Computer Moves, The computer indicates its move ty
flashing the “from™ square, then fiashing the "o” square and then
maving from the “frem™ square to the "to” square.

How You Move. Using the 12 joystick control. move the figshing index
light ovar your “from” square and dopress the hit button. Next. mave the
ficshing indexlightover the cesired "to"” square and depress the hit button
again. I the move is legal. the computer will register your move on the
screen. It the moveis illegal - e.9. you don't move your king out of check -
the flashing imdex light will start biinking agcin and you mus! make another
move,

Checkmate And Resignction: If you checkmate trhe computzr. it will
irdicate cefect on ihe screen. If you stalemiagte the computer's dng it
will also admit detect on the screen. It the computer is playing at Level
Thr2e 1Q and checkmates you, it will say s2 on the screen after you
depress the joystick hit button. it is playing ot Levei Cne or Level
Two 1t will wail tor you to resian. To resign the game, hold the C:ON-

ROL xey and type the "'S” key. You may resign from the game ct any
time After youresign. the computer will ask "NEW GAME? Y = YES™
Typz the V" key and the computer will ask you tor new geme
otiticas and disolcy a new gaime board.

Changing The Computier's L.Q. During The Game. You may
chang= the computer’s LQ. level at anytirne, simply by typing the 17, 72"
or"3" ey toindicaie the new skililevel (Note, the computer will no!
change le

Specia

=:Is during tfie midcle of a move.)
Moves (Castling, En Passant. Pewn Promotion): The
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rogram Guide

Loading Program. Insart - oroqrom cassetieinto tne tapa deck,
capressthe 25535 nutton Jdeprais “L" key, rewind the: tape and
deoressthe READ Tutton 'S ica 2r2QiGm inio 1re cornputer

Antroduciion to Videe Ch nis versatile srogramis designed for
Te CIQY2r5 1D DICy Thass ard JUse fh; TV scresn cs ‘he game board. The
comouter acts © i 3w en passenl cast-
Ing 23 00 wn LIomohon. 17 progrem clsoiets you sOve geme reccrds on
tcoce foriaierrepiay s3nd 2achysis.

Selecrin Gom ODHO" Aftertha crogrem isloaded. the following

15N = NEW/ GAME R=READ TAPE, W = WRITE TAPE. S = STEP
'>U GA.‘,‘.C P = PLAY CON TFOL ¥EY + 5= 5TOP" If you ever need o refer
232k 10 this menu. held doven the CTONTROL key and type the S key

Neve Gomea. o start G new goma. cagress the "N key aiter the menu
is dispiaved ‘v'«'t"yor\ trie chess Soard aopears, make sure two joysticks are
"lu’g::_. in - ori& for each Siyver The 1eit joystick conlrals the “white™

ick moves the "biack” pieces.Tc

mine traigshing ingex llghf cver the piece

the ssf_»c.'ewh-c Sy rm w:.".f ro sk T"“ f‘f‘rv*pufer wm move f. e OIEC:, for
you.

Step Tnru Game. To review ;ama moves. deoress the 'S key alter
the monu is dispiayed. This takes you back to the start of the game Gnd
sho etirsrmove Tose2 each subsequent move. depress the S key
agzain or danress Gny jeyshick nit buiton. Afler Ihe last move is recalled
from the cormpuler's memory, the computer will autematically switch into
thz LAY mode to let you conting= ih.e gcme.

Play: You oy interrupt the STEP THRU GAME functicn whenever you
went 1o play oy deprassing the "P key. The flashing index hight will re-
apgeedarin the appropriGie comer. c2pending upeor: who goes next. Piay
resumes s in MEVW GAME

Reaaing Tcpe. Torecail arecard of gome moves from a De'e Tane.
hiiihe "R key 22 the menuis displaved The comguter willtellyou
to "HNSERT TAPE T TOREW(ND "USH REW!ND. TYPE "R", WA!-'. THEN T4 PE

"CR".This mecnis you insert the pre-recorded Dala Tope and rewind it oy
depressing tha tope gack's REWIND butten, type the ™ Q key, wait fOr the
taoe 1o rewind ond then degrass ihe "C key. ARer this. the computer
wiil as= you to "PUSH READ, THEN TYPE 'I? .Tm rn2ans vou dep'f*ss the tope

AD bButton and type the "R7key. Tha screen will flcsin "READING
¢ while e cornputerioads the top2d information into its memory.
vhen the taps deck shuts off, dis2rigage the READ sequence by depress-
xng the STOP Dutton.

riﬂng Tape: To sagve a recsra 0! game moves tor later recail and
aneiysis, iype e W key after the mmenuis displayed The computer will
tell you to “INSERT TAPE, THEN TO REWIND, PUSH REAIND, TYPE "R WAL, THEMN
TYPE CR' Tnis means you inse the L1znk Dara Tope and rewind 1t b
deprassing thetane dock s REAIMD Loton, type the "R key. wait for the
tawe to rewind =rd iren de prf‘ o CR”xey. After this. the computer
will ask you to "PUSH READ AND T2 THEN IYFE N7 This rnecns you depress
the tape deck’s RE4D ond WRITZ Sutltcns ai tne same tirne and type the "W*
key. The screen will flash "WRITING TAPE whiie the comouter ransters the
gomerecorc :om its mernsry to tre tape. When the tope deck shuts uit.
disengage the WRITE sequence by depiessing the STOP button




-1 3kes C Duzang N3
‘BEEP. Makes g needing NosE
ALARLT T/aies an ciorming £
*Asingle asterisk (7). 1cllowed
puts ¢ ticnk line on the screen.
*SOUNG(M 5). Allows you to crecte custorn sound etfec
number can only be from ore o seven. The "S" nuird
10 32767 Expernment for differen: results. d
‘COLORL, 9) Selects hwo colors for message display enhancement.
‘AT is the background color, number 8" is the tex® color. Zero =
olock. | =rad. 2=green, 3 =/siow-orgnge. 4 =blue. 5 = viole!, 6 =
turquoise and 7 = white Exp=i twilth Cifferent color values to achieva
desired efiecis. )
Writing Tape To Save Messcges For Replay. You may save line-
numbheared rnessages on tepe for future reference and display. Follow
these steps. 1)Remove the program tape and insert a biank Interact Data
Tcpe 2)ype the REW command anc rewind the tape if you want to start
from the Da2ginning. Pressany key to tell the computer whenthetapess
rev:ound. 3)Cepress the READ and WRITE buttons on the tcpe deck. 4)Typ2
the SAVE comrnand (ond opiicnai name if desired) and the "CR” key {0
verite, of record the message on tcpe. When the tape deck shuts off,
d2niess the STOP button o disengage the READ and ‘WRITE buttons.
Reoding Tape Tc Retrizve Messages. Foliow these steps fo read
ooty hock message. fr aDataTape: 1)insert the Data Tape. 2)Type
MMONG anc oG the kade il vou want to start from the begin-
Depressthe READ putton on the tap2 deck 4)Type ins LOAD
dmessc.ge narms. if applicable) and depress ihe "CR” key
fter ine massoge is'oagded ond the tepe deck shuts off, depress the
STOP buston to disengage the READ bution. (Note. if the computer is given

e =
~ {

nmediclely Dy Sepragin

s The "ivt
an be from zern

Q ImesyIge nere Lo search (o0 it will pass over other messages and narnes
lof iC nome 1T h2re s na messaqge on tape with that speaific
na rputer vili re:ad to tho end of 1w tape 1c serch for i)

Error iy 5Qges: ycuincoirechly eniei o - wamand INe Loapuled
will c32 WHAT?" Re-enter the command canrectly and re-tve the 2ci
mard tne. if an entered cormmand incluges o numer oo 1252 1or the

s tvoe L0~
andt CR7 ke, [mes
oINS IY fire

Al the proQrcm s 1aded leave the READ

CRkey Wren "OK’

L2 messsage wall O

MVIESSA

GE CENTER [}

Mancagement Series. Lets you create, edit
and save word rnessages on tape for

replay on your

TV.Enhance your message

with dramatic color and sound effects.

belamp s s



‘Message Center Program Guide
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Lloading Pregiosm. (Sew o s Caasts) :

Entering Word Mussoges W nen Ihe rogram s ready. the TV screen
wiil display the rempiing message ™ > OK'in the dpperlel! sicie of thé
screen. To entsr a hne of rnestage words, type o hne number rext 1o the
poee (> jand type the woids onto the sCreentrorn the kevboard. Each
W rnay conta.r Lo lo V7 craraciers (¢ach space between words Giso
counrtsas one “taracter ety Alter each anes entered. depress the "CR”
key tooragister the ine inte 'na computer's memory and rmove on to 1he next
Yitwes

EGiting Message Lines. ¥ cn erroris made. depress the bBACKSPACE
keyv ornce for 2ach characier unitto be deleted. then re-type the correct
r v cQe To aelete an entire lne and go back to its beginning. holc! down
thes s ONMTRODL krng aned tyne the "N Koy Te cananae aline tene the line
AL D3I cf ther s ar e 1yDe e ey e suGQe

Adding Messcge Lines Between Other Lines, Adail o1 ol message
nes can beinser'ed bet ween existing lines by typing aiine rumber ihat
hes between e 2nshng tire numoers. (See RESED command )

Fatenng Cornmands. Special command wo:ds tell the computer whot
t~ 5 with the message ines you enter. The twc kinds of commands used
crer 1) non.ane.~umoerad commanas which are aclivated when enlered

~12) ne-numnered-comnicngs - preceeded by an asiensk - which are
r‘"n"of»—o whern the cermputer reaches their ine number. Just like
™ eLsages. command wercss are regislered with the Lompmeror‘er they
are tyned by deprassing the 'CR" key.

Non-Line-Nambered Commands: These are the non-line-numbered

rarnaneds

VOLL Ate ol e rcas )@ and command e numders are entererd
they Qe st sved teantne onthe screen - o sciolied - by the SCROLL
mmand Scrolling st ts Ot the festine-r umtoer and continues until you
noldd down the CONTED key anc depress the "Cokey (CONTROL-C retuins
the program ‘2 the onginal prompling ine ;> OK™) To momentarily halt
‘e sercling message depressihe TAE key, o restart depress the TAB
« =y QQaIN \Yren you scroll. you may also specily a particular line number

.
to start at as vwell as how many complgle times you want the message 1¢
scroll. To do this type SCROLL(N, T). The "N" stands lorthe beginning line
number the "T" number stands for how many imes the message should
be scrolled, e g. "SCROLL(5. 7)" means {o begin thhe messag: attine
number 5 c:nd scroll the message 7 times.

ESEQ. Tras comimand] creates room o new line-numbered messages
or commuondis by re-orcenng, orre-seguencing existing ine numbers
e.g. illines ar2 numoered 6, 7 and 8 the RIZEG command will make them
lnes 10, 20 riet 3

AN

i n B Ve be, b it eregy
FMESSACIRS ONe, CHOMILLANCS UM IG0E T Ol Teterence Purposes, You mMay
give your message an ogtional name Type the name next 1o tre SAVE
commardd. (Aso see Winhing Tape.)

[REW. This command turns onc the tape ceck to rewind the tope Type ine
W cormnmaind, depress the "CR™ key and depress the tope deci's
ROVAND rutiorn When the tepe is revvound tell thecomputer Dy pressing
any key onthe keyboaid

NEW. Trus comrnand erases e messages and cammands in ihe
compuler’'s memory

LIST N. This tells 1he computern to bs and display on scraen the current
messages end Corrmicnas in the mernsry e "N numoer follow.ng the
LIST commaong staricss (o7 the ine number where you veant the ist to begin
from. If you type “O" orno number at ail. the list will automalicatly start
fromthe lirst line-numoered entry. As during the SCROLL funclion, youcan
aisouse the 148 key. de:press TAB momentarity halt the list orre-start the
hst oy depressing the 7 B key again,

LOAD name. This coomrnand insirecis the computer 1o lood messages
from a Cata Tepe. Te locd a1oped massage with a specific nane for later
reference type e name foilowing the LOAD ccrmmand. The comouter
will pciss over other nyassages on the tape untit it [inds the message with the
specific nomeyou entered. If you type LOAD and a message neme-but
NO MEsLEGe by 'hat name exists on tape-the computer will endlessly
searc b o tha! ron-exstent name

Lirez-Numbered, Asterisk (*) Commandis: Ih.ese command words-
alvvays preceedded Dy an asternisk (*) are exe.cuted during the SCROLL
funchor whe2n ‘heirline number s reached These commands are.

‘PAUSE(N) Pauses for the number ¢! seconds you enter in the parenthese




/ CONCENTRATION Program Guide

(Forone or two players)

Loceing Program:. insert the program casse’ie into the taope deck.
ceoressine RESET nutton, depress the "L key rewind the icpe and then
deoress ‘e READ buiter to icad th2 program into the Tormpur=r (For re
oyer elttioysiick)

Gome Trtions. when the program isread, fne computar will ask
CEASY GAMET Y =YES N=NO " The easy game option lets you see behind
the 22975 whenihe gome begins 2r whan 3ny a20r5 92 matched. When
‘N hoed olayars willnd! see 2ehind g dooruniassitis chasar The

=
o

is " PLAYER OFTIONZ. 1 =QNz PLA =PLAY
Hyou choos= CF e ne! 20500, CONENT

' =NOVICE 2= MTERMEDIATE 3=ADVANCED 4=8XFERT "f you
“re computer will ba an ensy cpporen! Thawses 1T througn
S yOul computer oppcnent’s sxill
iay And Scoring: Atteroptions are —hoser. 42 3qusres of
:0. Behind eoch dodr is O ooinr gttt which

2ol twin tudcen npehind 2nother Joor Ployes meve thhe
< Hight vig joystiCas up Gow! f1or rightin tte seqrch oo
i3 To open ¢ door. pasiion ine ingavy lighi over the goer
e joysick fut butlen "2 reve Ui the higz paiiomn The
= gome is to remember the 'oczhion &f 2ach palierncnd o
= SOdS INAN your cppeneit. A playsr wins two Doints for every
corr2cily matched. A "W beohind ¢ oo indicass o wild

any D n. Ihe frst o i 20 comnts wirs
2 2ndcs (in the ore player op!
2: Al the end of the gaome, the compuier will ask. "SAME
N=ND" For {he same og ¢« or depress the
on. For new sptons ype "N
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DOGFIGHT Program Guide: (ror two pliayers)

Loading Pragramulnsert the pr ogrom cassett2inicthetco = dack,
‘depressires = CL5ET bUtton, depress the "L key, rewind 2 tlape and dapi~ss
rhe REAC outontoload the programiin fo the computer. Plug injovsncks

Entering Player Names. Atter the progrem is loaed. the compuier wiil
ask "LEFT PLAYER, TYPE YOUR NAME™. Use the backspace Xey 1o erCse any
erars and tyDe g maximum name length of ten charactars. \When finished,
type ihe "C= " kev and the computer will ask "RIGHT PLAYER, TYPE YOUR
NAMET Wr-enlnshed type the "CR" key and olay wiil bz gin.

Game Picy And Scoring. The game begins as two fighter pianes enter
the screern irom ompasiie sides. If you crash into tne centrol tower in the
center oftre sCreen youropponentvinsone point and play will restart
Betfore aciun! combal siarts, both planes must fly above or Delow the
control tower it will isappear and the guns will cctivaie. To maneuvs
airplane, cuih the joystick forward 1o dive and pullit back fo 2himn
- the center o r“omroin course Pushthe hit button to fire Qi ire ines
plane Bullet: may "wiep around screen (if they miss you and shaot i ine
screen they w iireturn 1o play from the opEosite side) The pidnes also
"wrop around” screen. The object of the game is to shoot down your
opponent. A1ter you shoot down the other plane. the compute: stops
action and =w2rSs the winner one point. The scoreis cisplayed on scieen
between rcunds. Wren one ptayer gels 20 points, the computer will end
the game. show thefinglscore and display the winner'sname.

New Game. ARer the end of a game. the computer automatically
starts anew Qarne.

e

[T




» BLACKJACK Program Guide for one oriwo players)

Loading Program Insert the progrom cosse!ie nis the lope dack. Gepress the
RESET butic, cepress the "L key, rewind the top2 ond then depress the READ button to
lood itie gre-grem into the compauter Plug in loystichs {lef! jzystick for one pioyer)

Game ODtions: When program is reccy tne computer wiliask "ONE OR TwO
PLAYERS?" For ore ployer cgeins! the decler.computer, type 1.7 For fwo piayers
type "2 '

Skiitlirg Cards. The computer will Gisplay "SHUTTLE” whitle 1t rendomiy sorts the 52
card de-cv. 1o 5top shufile ond stait the gama. meve joysiice Ui

Betling. Tre computer points a green arow over yaur stenng ores and aors “BET?”
Your betnng rnoney comes from your BANK. which siarts at $500. Move joystick up fo
rJise 0 bat Mmove il down 1o lower bt For {aster sitent betting, deprass ihe hi button
while beliirig To count carCs. type “C" while you bet.

Hittirg: £ et betting, move joystick 12t or right 10 iy Det. cdvanc e play 10 ¢iner
player or m.cv2 the computer deal. Alter Geagiing the computer asks “HIT?" [ you want
another card (ep o five cords total) move joystick up. To “stick”.move joysiick cown

Doubling, To doubie your bet, move joyshck 1211 or during the HIT sequence (oriy on
the first ca 3 token). Aller your hand is ploye'd. the compuier will odd or suctract your
doubles 2! 'om your bonk. If you double. your bet uinys coutiled for the next hond

Winning And Losing. After HITTING. the computer revecis the ceoler's hunc and
decloreswn: wor:, "busted”, "pushed”. or “cheried” or go tockjock™ if your hond
wins your D=t is added tayour bnk. It you l.sse your betis subliacted fiam your mank.
Maximurn winnings cre 999,995 Maxirnu» et s $995. For arérw hand, push joysiick
up.

Loons: # your bank runs out of money, the computer walf ask “LGCAN?" i you want
loan. push xoyetick up ond the computer will dzposit $20Q total in your bank

Background Sound/MusiC, When tthe computer asics * SE1°, you may inssrt ¢ music
fope or Inieroct Casino sound lape, depress the REWIND button, hold down the
CONIROL =y and depress "1 1o rewind tope, when rewound depress the READ
button and ire tcpe will play through the TV's sceaker while you play.

Blackjack Rules & Straleqy. S2e "The New Cormiplete Hoyle” by Moreheaod Frey
and Mott-Smith or "Scientific Blockjack™ by Coliver.




REGAﬂ_A Progrcm Guide (For one ortwo players)

Loading Program. Insert the progrem casseite info the fape deck,
clepress the RESET button, depress the "L key, rewind tha iope and cepress
the READ tutton t¢ load the program info the computer. Plug in joysticks.

Game Options, Whenihe programis ieady, the computer wili ask 1 or
2 PLAYERS? 1=ONE 2=TWO". Type "1" for a cne plaver practice gcme (and
use left joystick), or type 2" for two player comg-2tition. Next the computer
will ask “LIT GATES? Y=YES N=NO." Lit gates mean that the race gaies light
up with tre coior of your ship after you successfully sail through. Untit
gates do notchange colors, soii is more difficuli iorememberwhich gates
you've passed through.

Gaime Piay And Scoring, After oplions cre chosen, the computer will
dispriay a slalomracecourse, compiete with rancdomly piacedgcies. The
lefi joystick cenfrois the red boat. the right joystick controls the white boat
Joysticks control motion up. cown, left, right anc diagonally. To speed up
ooats, hold down the joystick hit button.

The object of the game s to sail through all the gaies as quickly as
possibie withau! bumping into anylhing. Eachtime you collice witha gate
or the ecge of the race course, the computer will assess you with one point.
If you crash into your opponent's boat, you are assessed three points. As
soon as the first hoa! finishes the course, the computer cloch will cprear
on the lower center of ihe screen. it times the number of seconds it takes
forthe second boat to finish. The second boat is penalized one point for
every lale second. The winner is the boat with thie lowest overall point total.
99 mecns auiomatic defeat.

New Game. fither player may depress ajoystick hit butionfor o new
game



TRAILBLAZERS Program Guide (for one or two players)

Loading Program. Insert the program casselte into the tape d=ck,
depress the RESET hutton, depress the "L key, rewind the tope ord detress
the READ bu'ton to tond the program into the compute:. Plug in joysticks
(leftjoystick for one player).

Game Options:When program is reacly, the computer wili display
“PLLAYER OPTIONS, 1=ONE 2=TWO C=FLAY COMPUTER " Nex!. the: computer

will ask "CACT''35S? V=YESN=NC." Forrandom caclus bamerson screen.
tyce 'Y‘ 11 not type "IN Next the computer will ask "WRAP APOUND? ¥ =YES
N=NO." lItyouwanl the TV screen’s cc‘ge to actas o trail barner, type "N™.

It you wf‘nf the irGil tolecve the screen, "wrap arounc” ond reenter the
olf:.ut= om ir2 opposite side. type "Y' Finally. the computer will ask,
“CHOOSE PACE 1.5 1=5LOW 2=MEDIUM I=FAST A=SUPER FAST 5= MCCtUjl\
TION.” Acceleration begins gt pace one and Increases 1o pace four
Gatme Play and Scoring: After you've decidec the game oplians, e
game hieid will oppear. Left Player's color trail starts on the screen’s |2 side
andiroves ooross the screento therignt RightPlayerstarts from the right
side. The icyshck moves the krail's directionup, down. l€ft or right. The object
ctthe game is 1o avoiG hitting cactuses, ycur own trail, the screen’s edge
(if not in“wrcp around” mode) or your opponent's it tach of your hits
i s20red are pointtor your opporent The first player 10 get ten points
wins -
New Garae. lo play o*wu.be. game with the come options. answe! the
computers "SAME GAME? Y=YES N=NO" guesticn by tyoing "Y' or
depressing a jeyshick hit bution. For new cptians type "N,



COMPUTER MAZE pProgram Guide

(For one ortwo players)

Loading Program, Insert the program casset!2 into the tcpe deck.
cepress he RESEThutlon. deoress the L™ key. rewind the tape and depress
1he READ button to load the programinto the computer. Plug injoysticks.

Game Options. When proarcmis ready.the comouter will ask. “Visible
MAZE? Y=YES N=NO." Type v if you want1c see the Maze. "N if you don't
Tne computer will still flash g briet glimpse of the mcze if you choose
"M The second oitionis "1 or 2 PLAYERS? 1=ONE 2=TWO " Type “1" if you're
claying alone and use left joystick. Type 2" for two players Third, the
computer will ask "PLAYER PACE? F=FAST S=SL@W." Next aption is "CAT?
Y=YESMN=NO "I ¥Ou went ¢ comDular -controlled "cat’ 1o enter the Narze
and try 1o 26 vour "mouse’ ..ype Y Forr‘o cat ype "N Final ophan
is "CATPACE? F=FAST S=SLOW." Type"f" far arcpicty hunting cat, S "fora
sicw cal.

Game Play And Scoring, After opticns are chosen. the compuier wilt
crcw Qimaze patiernon the screen. Eoch maze is different. Player "mice”
erter thz rnqze from the 1op. Left playeris red, right picyer is biue.
Avemantis confruiled By joysticks, up, down, ieft or right. To cover
your path sc ycur opponent con't follow you, hoid down the hit button as
yOU mMove. Each player receives one point when escaoe from the maze is
mode ¢l the botlom exit. It the cai plays, the number of "mice” it has eaten
cppecrsin the cen'er of the on-screen scoieboord.

3

Now Game. Atine end of each game. the computer will ask "SAME
SArAE? Y=YES N=NO." For tre scme options, type "Y" or depress a joyshck
hiszuticn. For new options, type "N



" BIORHYTHM Program Guide

Loading Program:. Insert the program cassette in!o the tape deck,
depressthe RESET button. depress the "L key. rewind ite tupe and depress
the READ buttonto load the programinio the ccmputer.

Entering Information: When the program is ready. the computer will
say. "THIS IS APROGRAMTO PLOT YOUR BIORHYTHM. ENTER YOUR NAME "
Type your nome onto the scre2n vic the keyboard. If you make a mistake,
dep:zs: 2ACKSPACE 1o erasevoureriorand re-lyne yourentry. When
finished. cepress "CR" key. Nexl. the computer will request. "ENTER YOUR
DATE OF BiRTH AS FOLLOWS, MONTH DAY, YEAR 0323, 1971." Use this format
to e inyour birthdate. Depress the divicion sign key instead of the slash
mark { }ioseporate day. month and vec:. Whenfinished, type "CR" xey.
Next the computer will tellyouto "ENTER THE DATE YOU WiSH 1O SEE
PLOTTED " Type thus date the: same way you typed your birthdate.

Chart Display. Atieryou've entered all necessary data, the computer
will gZdress you by name and tel you how meny days you have been
alive N=x!, your biorhythm chart will be dispicyed. The horizontal bar
shows 3 six week period and reads left toright. starting from the date you
enteres Sevendays are represented by eachrolch.The greencurve is
the priysicel erergy cycle, the red curve is emotional and the white curve
isirtellectual energy.

Acvancing Charl. To see beyund the six week chart, type the 7" key.
This odc: one week to therightof the chart anc deleles one week from the
lefi. Youmove the chart imto the fulure every time yougepress " 7.

New Chart. fForanew chari for anew date for the san~e birthday. iype
the "CR" ey toreturn to "ENTER THE DATE YOU WISH TO SEE PLOTTED. " To go
back to the neginning for a nev Bithdate and chart do'e. type the TAB
key.

Fccis About Biorhythmes, Consult Gittleson's “Biorhythm, A Personal
Science” or contact Biothythm Research, Inc. in Atianta. Georgia.




<
SHOWDOWN Program Guide ortwo players)

Locding Program: Insert the program cassetle into the tope deck.
dopress the RESET button, depiess the "L key. iewir:d the iape ond depress
ine REAT nutton to load the progicm into the computer. Flug in joysticks.

aime options: When the program is ready. the computer will ask
“"MAX. SCORE? (1-99}". Type in the maximum score ¢nd depress the "CR™
vey whzn finished. The nextoptionis "RICOCHET? Y=YTS N=NO". It you want
bultets to tounce off the edge ot the scresn ond retuin 1o pley, type'Y”
Tvpa "N it vou woni Suilets to disscppec: il they are shot off the screen.
Nexi.the computer will ask TWAGON OR CACTUSES? It you waint @ moving
waqQon.oDstacie 1o appear between the qunsiinge:s. vpe W™ If you wont
random cactus bairiers, type "C". You may “shont away' the cactuses
pretectng your opponent while you shoot through the cactuses protecticg
you.

Gceine Play And Scoring. Alter all the options are chosen. the
computer will display hwo gunstingsrs and o wagaen or cactuses Befiore
eqch round. the score will gppear at the fop of the scieen. then disapp=ar
wher the computar says "DRAW™. The joysticks meve the gunsingers L
dewn. lett orright. The joystick control knob is turne:2 to iqise or lower eqch
pistcl's aim. The hit bultonisdepressed 1o pullthe trigger. Each piayer has
only six bultets. It both playersshoot and miss with all six bullets, o new
round will automatically begin. The object of the game is to shootyour
opponent’s gunsiinger beforeit shoots you. You win one pcint each time
voushootthe cther gunslinger.

New Game: As soon as one player reaches the pre-set maximum score
(1-99). the computer will announce the winner, then ask "'SAME GAME?
Y¥=YES N=NQ." For the same qcme and same: oplions. fype "Y' or either
F?OWmeOV depress ajoystick hit button For a new game and new oplions.
'ype
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TOUCHDOWN

Program Guide (For Two Players)

INTRODUCTION: TOUCTHDOWN is a colorful “‘game’’ that provides drills in
Aaddition, subtraction, muniphication and division ait skill levels you select

LOADING THE PROGRAM:

Insert the TOUCHDOWN casselte into the tape
deck. Press the RESET button, then the “*L" key. Press the REWIND cassette

button to rewind the tape it necessary. Press the READ cassette button to load
the program.

SELECTING GAME OPTIONS: First, you are asked to type in two team names.

Type in each name, using the backspace key as necessary to erase errors. Press
. the "CR'" key after typing in ¢ach name. Names must be 10 characters or less in
Ie‘ngt‘h. Next, you are asked to select addition, subtraction, multiplication,
division or varied (for addition, subtraction and multiplication in one game)
Press the key for the code for the option you desire, as shown on the list on your
screen Next, you are asked for a game time limil between 1 minute and 60
minutes. Type in the number of minutes to allow for the game, then press the
""CR"" key. Next, you are asked ‘or the highest number to use in problems for
each team. You may 'ssedifferent numbers for each team. Valid numbers are 3-99
for arfaition, subtraction, multiplication or varied games and 10-99 for division
games. Type in the number for each team, followed by a **CR". Finally, you are
asked for a “*play time limit"’ for each team — that is, the amount of time each
team is allowed lo answer each oroblem. Type in the number of seconds, from
1-60, then press the ""CR’ key. Please note that skill levels are set by the
‘"highest number'' question and the problem time limit. Since you can specify
these for each team separately, youcan therefore set different skill levels for the
two''teams’’.

HOW YOU PLAY: After you have selected game options, a football field
appears on the screen with "'yardlines'' marked by numbers within the rangeyou
selected for problems. The color of the football matches the color of your score at

the bottom of the screen when it is your turn. The operation (+,- x, -:-) appears

on the football. At the beginning of each *'down'’, the second number to use in
the problem appears .below the football. For example, if a ball marked with a
"'+ ""lies on a yardline marked with a "*3"* above the ball, and a ''6" appears
below the ball, the problem i3 '3 + 6" Theclock in the center at the bottorm of the
screen begins the count down toward your problem time limit. You have until the
clock reaches zero to type in your ansv.er, followed by a "CR ". If you answer
correctly within the time limit the ball advances 10 yards and a new problem is
presented. If you answer incorrectly or fail tc answer within the time limit, the
correct answer is displayed and the ball goes to the other tearn. A ""touchdown''
worth 7 pots is scored when a team reaches the zero yard line. After each
touchdown or turnover the time clock displays the number of minutes and
seconds remaining in the game.

STARTING A NEW GAME: When the game time limit expires, the computer
sounds bells, the screen flashes, and the name of the winning team is displayed.
The computer then asks if you want to play the same game — that is, a game with
the same options. If you answer "'Y"" or press the hit button on the left joystick, a
new game begins immediately. If you answer *'N’’, the computer shows all
options again, allowing you to make new choices.

Reversi Program Guide (For one or two players)

Introciuction: Reversiis a white-versus-black, two-player game.
A player moves by placing a piece in a square on the board.
The first tvvd move s by ecich player must place pieces in cne of
et ur canter seuares, taeh succeeading move must “outflank”
one < rmore of Ihe opponent'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 yourown on two sides - hogizomolly,
verfically or diagonally. The pieces you surround change irorn
your opponent’s color to yours.If 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
more nieces of his color on {he board at the end of the game.

Loaaing the Program: Insest the REVERS! cassette into the tape

ceck Oressthe RESET button and press the "L key. Press the

TEWL N cassette button to rewind the tape. then press the READ
—=@sset - wuton totodd e crogram inio ‘the computer.

Selecting Game Opticns, To play the computer, press the “C”

key. 1o play another person, press the 2" key. The computer

then osks, "LEFTPLAYER BLACX ORWHITE?” Press W™ to play white,
£ “B" *o ~ 2y black. In games played against the computer white

always goes first. In two-person games the player controlling the

let! joystick always goes first regardiess of the color he is playing.

It yo': are playing against irve computer it asks you to choose

the le ve! of skill. There are six skill levels ranging from beginner (O}

1o “suicide” (5). Push the number for the level you desire. The be-
ginner game is relatively easy to beat. The “suicide” Ievgl should
challenge even the most skilled player. TheAcmoum of time the
computer takes to move for each skill level is.

Level O (Beginner), 4 sec.

Level 1 (Novice). 5 sec.

Level 2 (Intermediate) 8 sec.

Level 3 (Advanced) 15 sec.

Level 4 (Tournament), 50 sec.

Level 5 (Suicide). YO min.

Tihe times given are Gpproximaie averaoge move times. On parti-
S

cular moves, especially in the middie ¢l the gaime, e e
may take consiclerably longer to respond.

How the Computer Moves: A flashing dot appears in the
computer's chosen square. Abell rings and a piece'of the com-
puter's color appears in the square. Al outflanked pieces are
automatically reversed from your color to the computer's.

How You Move. If you are playing the computer, a flosh‘njg dot
appears in the lower lefthand corner of the board whenitis your

turn. Use the left joystick to move the dot to your de§ired square,
then press the hit button. If the move is legalit is registered as

described above for the computer'smoves. If your moveisitlegal

abuzzer sounds, indicating that you must choose a gjifferem
square. When two people are playing, left moves using the left
joystick controls when the flashing dot appears in the lower lef

corner right moves using the right joystick controls when the dot

appears in the lower right corner.

&
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RANGMAN Program Guide (Foroneor two players)

Loading "rogram. insert the program cassette info the tape deck,depress the
RESET button, depress the "L” key, rewind the tape and then depress the READ button to
‘oadihe programinto the computer. Plugin joysticks (use leftjoystickforone ptayer).

Gome Ontions: When the program is ready, the computer will ask "PLAYHANGMAN
OR CREATE TAPE? P-PLAY T-TAPE" To play o game, lype the "P" key. To create alape see
WrHing Tape. If you depress the "P" key, the next option is "K-KBD T-TAPE". To enter the
words via the keyboard, depressthe K" key, See Reading Tape Ifyou want to enter
words lrom 2 Data Tape.

Entering Words: The computer will sk you to “TYPE LEFTWORD™. Il you're entering
wercls from the keyboard, have somenr.2 type the secret word whlle Left Player looks
awcy Type up to eight characters for each word. Remove errors with the BACKSPACE
xey Type the 'CR" key when finished. For two players, the computer will then ask “TYPE
RIGHT WORD' . Repeat the same steps tor right word.

Game Play: Ater words are entered, the computer displays the game scene. lwo
rows of letters (£.Z) ond the Hangman gailows. Move joystick left or right to select one
letter tor et turn Push jovstick up for > top row letter, down for a bottom row letter. If
youguess 1., .+, the letler will appear on the TV screen. Wrong guesses add a head,
yeck, arms etc ‘o the Hengman. Play ends when one player guesses ali the righ!

eters of the ather piayer imakes enough wrong guesses 10 form a complete Hangman.
The comot ~ will then declare the winner, ;eveal the remaining hidden letters and
begin arew ;ame. .

Writing TGDe. To crecte 2 ‘ape of game words, choose the “T-TAPE" option. Remove
ne program e and inser! g blank Da‘a Tape. Aller the " T-TAPE” option is chosen, the
computer wili sk you to “TYPE LEFT WORD" Enter the word and type the “CR" key when
finished. Thes o mputec will ‘oliow with “TYPE RIGHT WORD".

Atter you tyrze the Rignt We+d, type tha “CR"key and the computer will repeat “TYPE
_EFTWORD" € ~~tiriue this sequence to enter as many words as you want (up to 200

© woids maxire - 1), ‘Ahen finished, hold downthe CONTROLkey whileyoutype the “W"
zay. The comir.cer willtellyouto "INSERT TAPE, THEN TO REWIND. PUSH REW!ND, TYPE "R™,
AT, PUSH "CR" KEY". This reminds you fo ‘ake ou! the progre-n tape and insert a Data
Tape. oush Ihe *aope deck REWIND button, #vpe the “R" key, wait until the tape de:xr stops
ewncing anc ‘hen depress the "CR” kay. The computer wifl ihen ask you 10 “PUSH
PLAD AND WR'EKEYS, DEPRESS' W". This meons. depress the tape deck's READ and WRITE
suitons at the same time cnd then depiess the "W key. The cemputer will display

MRIONG TAPE shut off the 1ape deck cnd raiurn to the tirst “PLAY HANGMAN OR CREATE
TAPE qluestivi Cepress the STOP button fo tu'n off wiiting sequence
(Continued on other side)
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KNOCKDOWN Program Guide

(For one or two players)

Loading Program: Insert the program cassette into the tape deck,
depress the RESET button, depress the "L" key. rewind the tope and depress
the READ butlon fo load the program into the computer. Plugin joysticks

Game Options, When the programisready, the computer will ask,

"1 OR 2 PLAYERS? 1=ONE 2=TWO."Type “1" o play against the
computer (and use left joystick). The computer will act as Player Two in the
1 Player option.

Game Play And Scoring. Alter option is chosen, the computerwill
display tworows of nine numbers {1-9). The computer will thenroll
apairof dice betweenthe rows. Nex!. ared arrow will point under
the toprow of numbers to indicate PlayerOne's turn. Player One must
choose the number(rom the row which equals the total roll of the dice or
the twonumbersmatching the two dice. Ilneitheroptionis available.
sele;tnumbers which equal the sum of the dice.Numbers are selected by
moving the arrow along the row via joystick untilit points af the desired
number. Depress the joystick hit button for each number you want.
Numbers may be selected only once. If incorrect numbers are fried, the

gqmpufer will meke a sound and not allow ihe choice. When Player One
finishes a furn, a new pair of dice arerolled for PlayerTwo.Play goes back
ond forth untit one of the players no longer has the right numbers that
match the diceroll.The computer lets play continue for the remaining
player untilthe cther player runs out. Atthe end of the game, the player
who accumulaies the highest point total wins.

' New Gcme. To play another game, either player may depress a
joystick hit button.
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Saving Checking Entries. After preparing or by-passing the buaget
jape, CHECKBOOK BALANCER displays amessage that it is ready to make
the tape ¢t uncleared entries for your naxt balancing run. The progrgm
also saves any cleared entries required next lime to maintain arecord of
vour running checkbook balance. Insert a Data Tape into 1he tape deck
and foliz w the instructions displayeci ofter the message.

JJ0 82UBNbas BuIPDa! By} uIN| Of NOLING

aujssaidaq JO JIaSH $inUs ¥2ap adoi dUl ' PaUSIUl UBUM 'U831Ds BU oxuoﬂpuo
Jamdcfég a:i OjUI SEDO| UOHOWLIOU BU} Blium ,3dV1 ONIQYIY.. Aoidsip fim 1BINQWOS a4l L
‘A .4, 2Ul 8dA| PUD UOHINQ @YY *O3P adDj aul s$91dap 'SUDAW SIUL ... $S34d30 AIX
QV3Y HSNd., O NOA |13} 1M 19indwod ayy ‘Aay .30, Ul passaidap puo adoj ?us punoma!
SADU NOA idlY "L A3N 4D, HSMId LIVM "3, 3dAL ONIM3IY HSNd ‘ONIM3Y N2HL 3dV1 1YISNL., o
O} NOA (13} 1M 1BINAWOD &L} 'IXBN "AdY 2., 10 1. AUl adA]..(SYIAVd 2 YO L. N4 XSO -
i 12JNdWOD 8U} "8210UD,3dV1L-L,, AUl 19395 PUD UKL L AV1d d.. 8y} 9500UD NOA J3lY Do

¥29p 2d0j} 9y} Oju1 8dOj AUl 1135UI'2dO] OIBQ O WO SPIOM JBIHD O, ado| BUIP®aY
i ik GACE T RN

Management Series: Now it's easy to bal-
ance and reconcile your checking records.
Give information about your checks, de-
posits and service charges and your run-
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Backgammon Program Guide (for one player)

Introduction: Interact MBackgammonis a complete play-
against-the-computer backgammon game. With it, you'll never
lock a challenging opponent - your Interact ™ computer is

. ready to play when you are.

Loading the Frogram. Insert the BACKGAMNON cassette into
the tape deck. Press the RESET button and press the “L" key.

Press the REWIND cassette button to rewind the tape, then press
the READ cassette button to load the program into the computer.

Beginning the Game, The computer always plcys black, you
always ploy white. The computer sets up the board cisplay on
the screen, then displays the openingroll of one black and one
white die. The highest number determines who goestirst. The
first move is made using the numbers displayed for the opening
throw.

How the Computer Moves. A flashing dot appears over ihe

. point from which the computer has chosento move a piece. A

piece disappears from the chosen point and reappears on its
new point. The computer moves its second piece the same way,
then cispiays a“=andom roll of the white dice. A flashing dot ap-
pears in the lower righttormer of thg bocrd cn your one point,

4

indicating that itis your turn. .

How You Move..Use the left joystick to move the flashing dot
left or right across the board until it is flashing on the point from

which you want to move a piece. Pick up a piece by pushing the
joystick away from you. Your chosen piece then disappears. Now
move the flashing dot over the point on which you want to depo-
sit the piece. Push the joystick lever toward you and the piece
appearson the chosen point if the move islegal. if the move is
illegal nothing happens, indicating 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 button.

Changing Your Mind. At any time before you press the hit
button you may start the moveover by pressing the space bar on
the keyboard. The game board dispiay is restored to the ar-
rangement at the begqinning of your turn.

How To Bear Off, Pick up the piece to be borne off but do not
put it down. Cornolete your move, then press the hit button.

Rolling Your Own Dice: The computer normally displays ran-
dom dice rolls on the screen. However, you may roll aice of your
own if you wish and enter the resuits using the keyboard. To use
your own dice, press the “?" key once affer the computer dis-
plays arandom roll of the biack dice. After the computer finishes
its move one black die disappears. Press the number key (1
through é) corresponding to the number onone of your dice. The
computer displays one white die of that number. Register the
second of your dice in the scme way. After you complete your
move using the numbers you entered, one white cie disappears.
Throw your dice cgain and enter the results cs described to
supply athrowfor the computer. To return to computerized

rolls, press the “?" key once again after you enter aroli for the
black dice. After thie computer moves using the nlumbers you
entered, all further rolis for both you and the computer are dis-
played automatizally.

New Game, When all of one player's pieces have been borne
off,the screeniscleared and amessage is displayed indicating
who won. After a brief pause. anew boardis set up and dis-

piayed on the screén so you can beg@in a new game if you wish.

Strategy: Many books and articles have been written on this
ancientyet popular game of strategy. Consult your local library
or bookstore.

L
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Saving Checking Entries, After preparing or by-passing the budget
tape, CHECKBOOK BALANCER displays a message that itis ready to make
the tape of uncleared entries {or your next balancing run. The program
also saves any cleared entries required next time to maintain arecord !
your running checkbook balance. Insert a Data Tape into the tape deck
and follow the instiuctions displayed after the message.

Displaying Ending Balances. To see computed ending checkbook and
bank statement balances, select S tor STOP after you have recorded as
cleared a)l lransactions shown on your statement. The program displays
the bale:mces then asks, “OK?" Press *Y" to proceed to preparing budget
and checkbook data tapes. Press “N" o go back and step through each
entry ogain as described above.

Prepciing Budget Dala, Alter voirhave okayed your balances. you may
selact enlnes 1o be saved on tape iorinput 1o the Expense Analyzer pro-
gram in the Household Budgeting Library. The Analyzer helps you maintain
and analvze records of your expenses. If you want to prepare a budget
lape press "Y" when asked, “BUDGET TAPE?" If youchoose not to make

this tape  skip 10 "SAVING CHECKING ENTRIES" below.

Choosing Budget Entries It you request a budget fape, CHECKBOOK
BALANCER begins display of each transaction you typedin from the key-
boarc during your balancing session. For each item you are asked,
“BUDGETITEM?" Press “Y" to include the entry on the budget tape.

Specifving 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 deftail items-summary items are cal-
culated automatically by Expense Analyzer. When asked, “EXPENSE
CODE?". type in the code which properly classifies the current entry, fol-

‘Management Series: Now it's easy to bal-

lowedby a"CR". ) A
Specifying Budget Months. The Household Budgeting Library organizes ance and reconcile your checking records. ]
your expenses by month number-that is, 1 rgr Jonuqny. 2for Februory and ] Give informoﬁon ObOUT YO ur checks, de-
so on.When asked, "BUDGET MONTH (1-12)?", type in the number which X 1 - h d
identities the month in which to record the current entry. Follow the month posits and ser\_nce C orgt_es and your run-
numbe vith 0 “CR". ning balance is automatically computed
Saving Bucget Data. After all entries have beenreviewed for inclusion foryou
on your budget tape, the program _displcys amessage that itis reody to 0
mokq the 1ape. Insert a Dala Tape into the tape deck and follow the in- Copyiight 1979, Inferac! Electronics nc. oo ‘
structions displayed afterthe message. Made and Printed inUS A, D i(S 501
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Scientific Notatio

: N: The numbers you enter in i
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Il use?t?w?umde'mls range, yeu use scientific notation. CALCUQ'WQ'
Several exomplesé?gc'grl\?irfwiéong;sc‘leggy e ore gL very small esuts,_
) ~Ziction hos Tha poregientilic wherle.n are given below. A number in this

TN Thefirst + or gives the sign of the numbe:. The si

five uniess vou press on *S*” prior 1 Pl St A s

o enlering the exponent.

' 1 is the number to multiply by the

The aumer o mult power of 10 you specity in the exponen'

D to 10 digits long counting the decimal point.

Eistyped o indicate the sturt of the ex

scraen 10 he fieaiihe s ponent. An “E"is displayed on the

number o separate it from the cxponent.

T™a second +or- g i
=l - Qives the sign of the exponent. If th
. . & e i iti
r\;g#:gur?b?r is mulliplied by 10X, if it gxr%)gr\ce’wés pgjmve
ossumgdstg'\ggg%gr»i]v]eotx lThe signofthe e‘(pon,e" is[
- et 1O De positive unless you press the 5" 3
st typing the “E" which indicates the s drt of ?h?a 2xégry1§r?:°'

xis )
the exponer:!. it must be less than or equal to 37 in absolute valye
Exmples of Scientific Notation, ‘

ey C) 56B4E + 06 = )
hen it 28 (1.5684) x (106) = 1.56€.400.70 enter, Tyoe "1.5684",

Management Series. At last-no starting

“3T56BAE+ 06 = (-1.5684) x (106) = '
Y848+ 08 (156802 (109) = 1568400, To enten Type - hen fczj\;]ecrfwhen You discover a mistake. This four-
ﬁ.,’,:',?%?ﬁﬁé,??; frlé’r????-' (723)=0.0015684.70 enter, Type "1 5684" entr lelcs)gr?g ITC(:)L;(‘S ;Oé r(:)rlnemberS o
— . : -Backupandc
013080030 (15800 0% - 0.05+6688 10t e entry, then all affected t hange an
(45,03 15eme 02y o e fype s e otals are autorr.-

ticaly recalculated for you!

Copynght 1576 tiain e Electrvursin



CHECKBOOK BALANCER Program Guide
(For The 16K Model One Only)

i it’ ile your checking
uction.Now it's easy o balance andreconci i )
:Jnctzz?)gnt.You simply type ininformation about yourAchecks. deposns.'lrons
lersand service charges. CHECKBOOK BALANCER gives you your running
balance, and your ending checkbook and bank stotemt'em bolonces or
Thenthe program helps you piepare adatatane of unciearad emr;cs o
input next time you need to balonce You maoy also prepare a tope c_>rr)
input 1o the EXPENSE ANALYZER progiam in the Household Bucigeting Library.
i OK BALANCER tope into the
ing The Program. Insert the CHECKBO K |
tgggﬂegdeck. Pre?s the RESET button, then an “L". Push the RIEWISI')h;cs?g‘ne
button to rewind the tape. Push the READ cassette button to loa o)
gram. .
Starting Up a New Account. To use CHECKBOOK BALANCER with a
newly-opened account, simply enter zero when asked for thg previous
statement balance. Then enterthe transactions you have written s;r;ce you
opened your account, following the instructions below. You may enter up
fo 200 transactions in one run. ' ‘
Starting Up An Established Account. To begin using CHECKBOOK BAL-

i i iled bank
eginning balance as shown on your earliest unreconci
L?gtgm%m whgen askedfor the previous statement balance. The‘progrom
computes and displays your checkbook boIAonce as of the eorlles{ un-
cleared entry. You then type in new fransactions you have made snnceﬂy;ou
last ran the program, following the instructions below. You may work wi t ﬂ-
maximum of 200 entries, including the entries from tape. The program tells
you when you reach this limit.
i i instructions {or entering trans-
Entering Transactions, Complete instructions for en I ]
actions gre provided by the program. Press V when asked, TR;’\NS "
ACTIONS INSTRUCTIONS?" The program describes fo'rmgts for _etentgrg:}gte{ >
i i t for deposits
osits, checks and service charges. Use the forma ,
lprons!er into your account from another account. Use the format for ser'wce
charges to enter an automatic teller withdrawal or other transfer out o
your account made without writing a check.

i orrecting Transactions. Afteryou have entered
g:?/gglrnn%ve?rgn%cﬁons CHgECKBOOK BALANCER displcys each onv_s-r.1 ?heé
ginning with the first entry from tape and proceedmg one»by-onkeewd e
orderin which they were entered. Cleared transactions are mar odwh
an asterisk () after the fransaction type coge C.DorS.The ch(ejp : ooed o
balance aftereach entry is also shown. Positive bolonc;es are |s%oéu oy
yellow, negative balances are inred. Aftereach entryis displayedy
choose from the following octions.

[
. . i inning balance ing individual entries and display.ending check-
count you've had for awhile, enter the beginning Stor STOP. Stop showing i
ANifwﬁ:'gno{;wgitoiemgm you want to reconcile when asked for the pre- book and bank statement balances. o
Sizsus statement balance. Ignore the displayed previous checkbook bdcl- N for NEXT.  Display the next entry. ' N
i d entry in your checking records. PRIOR. Display the previous enfry.
?rﬁ;e‘ iTr?ge?r:g?r?stt?u'gﬁo?w(:rtl)ils;vlir:giree?\r'iring I'x:\nsz;ctions. enter as a deposit l;:g: FIX. Allopws you to re-enter information rocr112e cu;::g{(?p)':’!- e
ollow ; g ; re tentry as cleared. An as )
: earliest uncleared entry. If youwe . C for CLEAR. Records the curren i ) i
Ui DOlO:cme ;;nc:?ggli?wtteg\gﬁ;\g]gmounl overdrawn as a negative deposit : printed atter the transaction type code. The entry remains
%\rlﬁcr)irncmhen enterall fcl>llowing transactions-whether cle(.;red or qol-m of on thte sc'{\een. Tentry
NG Wi d entry and continuing through amaximu D for DELETE. Deletes the curren : )
ge%r}nlngszovg?c:;\::grnﬁ%%rgh the Igst entry in your records. Ifor INSERT.  Allowsyou toinserta new transaction before the current
° fOﬂ 1 F‘om Tape: If you have used CHECKBOOK BALANCER in entry.
Looqlng Data Fr 3 oldoiﬂ tape ofuncleared transactions. Load Press the code for the desired action.
previous months, you have tructions given by the program. Then type in i
that tcpe occording to the instru ’
- —_—
Breakthre ide | “
reakinresigh Program Guide
. ; . -
Loading Progi-® =, insert the progrom cassette into fre tape deck,
i depress the RESFT button, depress the “L" key, rewind the tape and
i er(ess the READbutton fo load the program into the computer. Plugin M
) joysticks (use Ieftjoysiick forone player). ;
,v; . Game Options, When the program is ready, the computer will ask .
o Dfoyer ) f 1 OR2PLAYERS? 1 = ONE2 = TWO" |t youchoose 2", the computer will ~
S 2! ask you fo enter "LEFT PLAYER NAME". Typein the name (up ‘o eight
5 Lon,ng Program, Insert the [ characters long) and depress 'he "CR"key when finished. The computer ’
'hGprGSS ihe RESET button, e prog',:o‘rn cassette Info he 1o Jlt willthen ask for “RIGHT PLAYER NAME". Enfer this name the same way.
e READ button 1o 0ad tha prg s the ", oY, rewing the tape geddeck, jos | Alter player gpnor.: are decided, the computerwill ask "EXPERT GAME?
. Game Opﬂons. When i oram info the computer, Plug 1 }n depress o Y=YESN= NQ' -Ifyouchoose "y, You play the game with onlyfive baltls.
10R 2 PLAYERS? o s —Twe p'r,ogrcm s r6ady, the compyy Oysticks. - .'f You choose "N, you PIay with six batls. Next the computer will ask
and use ’S'UOVsﬂck, I Vou-typo:'wo Play against the com Uref Wil ask, ok FAST GAME? Y = YES N = NO™ Choose "Y" for q fast game or “N" for q
GAME?V=V1:5 N=NG." This o e " COmDurerwm dlsp,‘gl{ ,G."' fy‘pe e .' ‘ slower p‘gg,ed game. The final option Is "BIG PADDLE? Y= YES N=NO"
e S g Scor!nge,r\?? s Now wal| the Compufgr mg k ,4 ((:tr?ooo:e“rz“ fora paddie about twice the size of the paddile you get if you
SPIaY @ 7-by. 1 Aller the optiong ay. & el &
number (1.9) 1 ,gnzjgfrlf Ofsquares o the screegrg Cchﬁsen, the compyter Game Play. After all options are selected, the game scene is displayed -
& Unknown numbers 1o Orimant, Saverqg sqQuares COS;:rSen contains g onthe v screen. On the leftis o bar-shaped white paddle, which deflects
el they are choser € value of these secref ntaln stars which game balls and is moved up or down by the joystick turning knob. In the B
19R11s controjigqy by (nd added o On-screen lo’ot; The 1 s revealeq middie of the screenis the scoreboard which tallies the score and tells you - &
TOVeS sige fa s y}ovs,!Ck Movemen Left Piqy S- The flashing Index how many balls you have left to play (including the bal inplay). To the right wr
Shosen by P f?jnly Right Player o5 up on?; ( ©9Ins play) are five vertical rows of red and blue “bricks" in g five-layer-thick wall —
button, The - bgr | e Index IShtover quare oy down only. Numbers o The.object of the game is 1o knock out as mary bricks as possible with the
'Oyer can ooy b eft Play hooses defermn depresslng the hit i game balls and accumulate the highest possible point ot (See Game
» and vice versa. Once s 97 the column Right . S Scoring.) Balls are putinto play by depressing the joystick hit button. The
Foch numse erispickeq, 1t s taken out ) balls bounce off the top ang bottom white boundary lines, as well as the
e objech 2€7 picked i added fo ggen , ] wall.In a2 PLAYER" game, the Lef! starts and plays an entire game. The e
I~ meoc °f'he game s 1o ¢dup the ’p YOS score by the comput ~——  Ria Paver piays nexi Q
ething "r;s YOU MUst chooga the highaer ghest possible number fofoy er | Gome Scoring. The deeper the ball goes into the wall, the more points
=+-iie) volugpedon oW wherg allthe € NnuUmbers while you, e each b'nck Is worth. Each first row brick (reading left to right) is worth
Jmpute -Assoon as player s i Umbers haye been used up of One Paint second row, two points; third tow. three points, fourth row, four
';ew éends the game, calcuates "?eed ON A row with NO NUMbers ’hOfe Points and fifth row, five points. If your paddie misses the ball, the ball i
e ame, forg New Game, ey sCore ang deciares the wfnnere goesoff-screenand out of piay - @ new Dallis served o when the hit
. ] \ er olayer may depress ajoystick - button is depressed. Ina "2 PLAYER" 9ame, the Left Player's score is kept at
i the top of the screenin red numbers. The Right Player's score is keptatthe
| bottom of the screen in blue numbers. Each 9ame ends when all the balls Tne_-
‘ _ > [Re—— are gone or all the bricks have been knocked out. (The computer acknow-
e e i i
CALCU TOR p G i CONTROL/C clears all entries except the contents of the
l A r memory register. Hold down the CONTROL key i e
ogrom urae and fype a "C" at the same time.
(For The 16K Mode! One Only) M

miroduction, Atlast-no startingover when you discover a mistake. Use
our Intercql computer as a four-function calculator with memory register-
andaspecial extra, CALCULATOR remembers over 150 entries and totas

Youcan back up, change anentry and all affected totals are automatic-
‘ivrecalculated foryou.

~oading the Program, Insert the CALCULATOR tape Into the cassette
deck. Press the RESET button then fype an “L", Press the  WIND cassette

Mtento rewind the tape. Press tha READ Cassette button to load the
rogram.

-='ow. CALCULATOR can foke asinput or can cajcul
ubsolute value (alls in the range (1.1) x {1037) through (8.506) x (1037 .

he Current Entry. The bottom line on yourscreenis used o show the
urrent entry. As you make new entriesyouroldentriesare scrolled up and
st the screen. CALCULATOR remembers over 150 entries and totals,
Ithough up to 11 only are shown on *he screen, Youmay use the back-
“~ekeyasdescribed below 1o scroll a prior eniry down to the current
‘ryline soyou can change . You may then use the CRkey 1o go forward

“=Ciol Keys,

clears the current entry by replacing it with
erosor Mg szreen.Youmaythenentera new

e By P L gy

Backspace

puts the value displayed on the current eniry
line intothe memory register.

displays the contents of the memor reqister.
To use the registar value in Your calculations,
ype the desired operator then “R" :

changes the sign of the current entry or its
exponent. Exponents are describedbelow
under “Scieniiiic Noloiion®,

scrolls thie entry list down one-thatis, backs up
one entry.Totals are skipped automatically
since you may not edit them. You may back
up amaximum of more than 150 entries
counting totals. When you get to the last entry
CALCULATOR remembers, a backspace has no
effect. When a prior entry reaches the current
entry line you may changeit byt pinganew
number or @ new operator and number.

scrolls forward one entry. Any lotals which
appear as you scroll forward have been auto-
matically recalculated to reflect any changes
made 1o prior entries. f you are on the last
entry, CRhas no effect. Please nofethat the
memory register contents are NOT changed,
evenif the register contains a fotal affected
by changes 1o entrles.

e
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Introduction

Intrract’s UStar Track” space war game program . hased
upca the pupular “'star trek” computer game  a.game wdely
rlayed ond enjoyed by computer professionals and hoblbyists
all over the world. Your nussion: take command of the
Enterprise starship, find units'of the Khingon inmvasico force ans!
ddestoy al shatie cras e betore yorr cilngied star days

ran oul o thie Khocsos 538, vor.

——

The Enterprnise begins the game with a set amcunt of energy
uniis and a given amount ot stur days to complete tha rrission.
Each Klingon attack drains off encrgy. Energy levels are 2lso
depleied and precious time 1s used up every time you scan,
move, thire phasers or refer to the computer for mission.or
damage slatus. in order to win S1ar Track you imust wauste as
little tirne ge possible and imnmtam sufficent encigy levels 1o
search out and destray Klingons.

To sustan the Enterprise’s capacity for battle, you st
periodically find Fedcration star hases 1o refuel. opair
damaqes ond reload torpedees. 5iar base docking must be
done nrecisely or the Entesvrise can vope out 2 bave and
possibly 1un out of eneryy

Other deep space dangers are solar flares and super novas.
These random phenomena can severely damage one or more
of the Enteprise’s systems.

To become familiar with all the aspects of this game, review
the following glossary ot game tenns, refer to the Comimiuind
Cuntrols explanations and see the game examples at the end
of this guide.
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Starting the Game

After the program cassette 1s loaded, the computer wiil ask
you ‘TYPF YOUR NAME''. Type in your name (up 10 ewgint
letters) and depress the “"CR'’ key when finished. Erase any
entry errors with the BACKSPACE key.

Next, the computer will request “EMTER YOUR ABILITY
LEVEL (1 & The higher the number, the mmore Klingons you
musi destroy  idigher level games aiso give you fewe-
starbases and less time to complete your mission. After your
name and ability level are entered, the computer will tell you
how many Klingons you face, your orders and how many
sterdays you have to complete your mission.

From this point, you can start the game or refer 10 the Com-
mand List. Type the ""?*’ key and sce this: "COMMAND LIST:
W =WARP ENGINES, S=SHORT SCAN, L=LONG SCAN,
P=FIRE PHASERS, T=FIRE TORPEDOES, D =DAMAGE
REPORT, I =iMPULSE ENGINE. Here are explcnations of these
commands:

Warp Engines

To remove the Enterprise, type the "W’ kay. The computer
will respond with "SET COURSE"’. This means you must type
the compass heading of the direction you want to go. e.g. if
you want to go to the quadrant northeast of your present
quadrant, type "45' and depress the ""CR"' key. Next, the
computer will ask you to set warp pcwer from zero 10 S8
Each v arp unit moves the Entesprise one scctor, e.g. if you
type 7. the Enterprise will move seven seciors in the
“2cuon your course specified.

The Enterprise will stop short of its destination sector if it
coilides with any Klingon, star or starbase along the way.
Also, warp engines can be damaged if they are used too much.

Impuise engines

In case the warp engines become damaged, you can use the
impulse system while the warp drive is inrepair. You move the
Enterprise with the impulse engires in the same way vou use
the warp drive. The only ditference is that impulse power is

-

specified from zero 1o 15 units. Impulse engines can be
damaged much more easily than warp engines, so use impulse
sparingly.

Short range scan

After you type the 'S’ key, a3 mao of your quadrant will
appear on the TV screen This short range scan shows the
Enterprise’s exact secior position withm its quaarant. Short
range scan also reveals Klingons, star bases and stars, if any

Long range scan

After you type the L7 key. the TV screen il show the
Enterpnise’s quadrant in relation to neighbonng quadrants,
Quadrants are represented by thiee numbers which indicate
the contents of each quadrant. The left number s Klingons,
the center number is star bases and the right number stinds
for stors.

Fire phasers

After you type the “'P”" key, the computer will respond
“"PHASERS LOCKED ON TARGET" and tell you how much
energy is avaiable for your phaser banks. Type in the energy
units you want to expend on phasers and depress the “"CR’’
key. You'll hear the phasers fire, the computer will tell you
how many units, hit target and if you're successful, the
computer will tell you if you destroyed the Klingon ship.

Fire torpedoes

To fire photon torpedaes, depress the “'T'" key. The computer
will ask you to.set course. Refer to the short range scan and
figure out the compass heading of your targetinrelation to the
Enterprise. Type in the course numbers and then type the
“"CR" key. You'll hear the torpedo fire and see the trajectory
read-out. The computer will tell you if you hit or missed your
target.

Damage Status

After you type the "D*" key, the computer will te!ll you the
percentage of damage sustained by warp engines, long scan,
shoit scan, phasers, photon tubes, damage control, impulse
beam and record control. All systems 1eturn to 00% damage
after the Enterprise docks at a star base. Also, each system
gradually repairs itselt as star days elapse.

Mission Status

!f you depress the "M’ key, the computer will give you your
location {quadrant and sector), current energy supplies, how
many Klingons are left, the current star date, your torpedo
inventory and how many star days you have left to complete
your nission. At the end of the Mission Status update, the
computer will request your next command.



Exarnple Star Track Exercise
Long range scan

The computer tells you that the Enterprise is located in
quadrant 4-G. You depress the “'L’* key for a long range scan.
Here is what you see on the TV screen:

R = > -

!

Long Range Scan for !
Quadrant 4-6

|

012 000 004
100 116 000
\ 001 201 011

|

L =
Visualize this T
(The Galaxy) 3 4
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3 ! ] |
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: 1001116}000*
6| | = [100]116 000} » | .
71} 1~ [oo1l2e1]011] |
I EER A T

The "1 10" telis you what is in your quadrant —quadrant 4-6.
(Four rows &cross, six rows down.)

How to read the numbers:

slars

/

Reading from left to right, the "1’ tells you that one Klingon is
in quadrant 4-6. The middle "1’ tells you one star base is in
the quadrant. The “'6°" on the right mcans six stars are in
quadrant 4-6.

Klingons bases

N

11 6=

The ** 100" number directly to the left of "*116"* tells you that
in quadrant 3-6 you'll find one Klingon, but no star bases or
stars. The "201"" number below “116"" tells you that in
quadrant 4-7 you'll find two Klingons, no bases and only one
star.

Short range scan

To get a close-up, detailed look inside of quadrant 4-6,
depress the “’S’* key. You'll see how the "*116"" number is
actually deployed. For example, the short range scan l{right)

-

shows the Enterprise (E) at sector 4-3, three rows down and
four rows across. One Klingon battle cruiser is stationed at
sector 2-5. There is a hase at sector 8-5. And stars are at
sector 2-1,4 1, 7-2, 3-7, 5-7 and 6-8.

Short range scan for quadrant 4-6.

SRR
. r./

Note: On screen appears as white letiers and dets agarmst dirk
+ blue background. '

How to fire phasers

Activate phasers by depressing the "'P'* key. The computer
will confinm "PHASERS LOCKFD ON TARGET' and tell you
how rmuch energy is available for phaser use. When you refer
to the short range scan exampie for quadrant 4-6, you see the
Klingon target is quite close. This means you will not need
large amounts of phaser eneigy to destioy the Klingon. To be
sure of .a “’kill"’, type in 40 units, depress the "CR’’ key, hear
the phasers fire and then watch the TV screen as the
computer tells you the outcome of your attack.

{(Note: Phasers will loch onto more than one target if several
Klingon ships lie within your quadrant. The energy anmount you
specify will first go to the nearest Klingon Any energy
remaining after the first Klingon 1s destroyed goes toward the
next Klingon. If you specify a large enough phaser energy
amount, you can destroy two or more Klingons with one
poweriul atiack.)

Firing Photon torpedoes

Type the """ key to activate the photon torpedo systcm.

Refer to the short range scan example for quadrant 4-6 tc see

the position of the Klingon target in relation to the Enterprise.

When the computer ashs for you 1o et course, type in the

compass deyree heading that the torpedo will follow to the

target. In quadrant 4-6, the Klingon lies about 225 degrees to
| the southwest of the Enterprise. Type in ""225", depress the
| ""CR" key, hear the torpedo fire and watch the sector
coordinate trajectory readout as the computer tells you
‘whether you hit or missed the taiget.



slossary of Star Track Game Terms

Enterprise

VYour starship, seen as “'E’’ on the short range scan.

“iingon

Enemy battle cruisers, seen as "K'’ on the short range scan.

Star

Rancjom soler chstacles located throughout the galaxy. Stars
«ppear as 'S’ on the short ranige scan

Star base

Re-supply bases where the Enterprise takes on energy and
~upplies. Bases appear as ‘8’ on the shnrt ranqge scan

Galaxy

The total arca of space where the game is played. The galaxy
'aid out checkerboard-style and is made up ot 64 quadrants,
~icjht rows doven and eight rows acrosgs.

~uadirant

1 B4th area of the galaxy. Like the galaxy, each quadrant is
cuh-divided into 64 areas in an eight-column-by-eight-row
_heckhoard.

Sector

1/641h area of a quadrant--the smallest area of space

Set Course

Telling the computer which compass heading (from zero to
258 deurees) to aim the Enterprise or torpedoes, e.g. O
regrees = north, 90 degrees = east, 180 degrees = south
und 270 degrees = west.

Phosers

One of the Entemprise’s oifensive weapons which is dependent

pon the Enterpnise’s energy supphes. Phasers can destroy
Khingons only within the same quadrant the Enterprise shoots
from. Phaser strength decreases as the Enterprise-Klingon
Jistance increygses.

Photon torpedoes

The Enterprise’s other weapon sysiem. Torpedoes must be
given precise course headings (+ or - 5 degrees) to targets
and can destroy stars as well as Klingons. Torpedoes are
effective only within the quadrant they are fired from. The
Enterprise mey catry a maximum of ten torpedoes at one time.

Supernovas and solar flares

Destructive space phenomena vhich can severely damage the
Entesprise.

The Eorth

One of the stars n the jalaxy is our Sun - the: Earth revolves
around 1t. If the Enterprise destroys the Sun (and the Earth),
you will be declared a reneqgade against the Federation and no
star base will service your starship tur the rest of the game.

Space warp

If you set a course and move to a point which lies outside of
the galaxy, the Enterprise will encounter space warp. This®
causes the Enterprise to assume a new, random position
somewhere else in the galaxy.

Short range scan

Function which lets you see the quadrant the Enterprise is in.
This scan reveals the exact sector location of your starship,
star bases, Klingons and stars.

Long range scan

Function which lets you see the contents of quadrants next to
your quadrant. Each quadrant is represented by a three-digit
number: The first number on the left indicates how many
Klinguns, the middle number stands for the number ot star
bases and the last number shows how rnany stars lie within
the quadrant:

Warp engines

The Enterprise’s primiry propulsicn system. Before warp drive
can be engaged, a course must be given. Warp drive is
specified in units from one to 99. Cne warp unit moves the
Enterprise one sector.

Impulse engines

The Enterprise’s alternate propuision system, for use when
the warp system is demaned. Impulse drive is specified in
units from one to 15-—one unit moves the Enterprise one
sector. The impulse system is prone to more breakdowns than
the warp drive — use it sparingly.



How to dock the Enterprise at a star base

Refer to the short range scan example for quadrant 4-6 to find
the base (B} at sector 8-5.

The abject of dockingis to maneuver the Enterprise (E) to the
sec:tor occupied by a star base. Count how many sectors lie
between the Enterprise and the base and assign cne warp unit
for each sector. If you specify too msny units, the Enterprise
will “rrash’™ into the base and destrov it

Hure is one way to dock the Enterprise (sector 4-3) with the
star base {sector 8-5). First, depress the ""W'* key {0 activate
the warp engines. (Impulse engines can also be used.) Set a
course 90 degrees due east 10 put the Enterprise directly north
of the base. Type a warp unit of "4’ to move east four sectors
to sector B-3. Re-activate the warp engines, set a course for
180 degrees due south and type a warp unit of "2'' to arrive
at the star base sector 8-5 3 dock. The computer will tell
you when you have docked.
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Educational Series. Create original, colorful
video art on your home color TV. Teaches

*  colorrecognition and design skilis. Save
computer art ontape to enjoy later. (With
keyboard overlay.)
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(Uses keyDoard overlay)

51, put the keyboard w213y on "me <eyTDur Inser e
21010 re taoe deck. depruss he RkSe! D
IND Tutton on the top2 deck and d !
cmpuien Flug inieft poyshcek

for depress the "L key deor2l.
D bution to lead the o rom

D

Painting Options: The program begins when afloshing .Ad=x kgt Snd tour colnr
poINtbe 25 GoDear on screen. Ine Joyshick mavas th2 incex ignt of "ecintdrush™ uo
down. et ngntor dicgenatly. Tomove the bru

out leaving a tral. haid oot

ststr st ond clackwise tor the i org= 3 4
the ERUSH DIPECTION ¥ays indita

Tatea by the grrows on the keyboarz

F2r CN

Chonse £olofs from the pe a3 Dy gepressng e Jasitad 1oy
)X COLOSS koy Jroup Degiess ind TRUSH
Ccolor apeesss 05 3 narrow acnd O er the pontboes)

Movinig index Light (painibrush) To Another Starting Position. ityou don't

0

re trom tha center of the screen. Mo, 2 thanaea hgh! v
t15n and totiov: tha direc tions (or Er 232 SCraen

G oc:

O wr DOrOn
‘e 3cre=n orza 1 paint hold gown re CONTROLL
15 Mode, INe oy slick it bulton must be neid down to pant. ine

dowi tie CONTRDL«ey and zeorzis ine FULL
ation :
i down tne CONIRDLkay ona
s fungcne retamns ine previg

[y

(Caatnue d o

—

[
¢
.
. o
¢
1
L @
E %
2

IR

-
-
g e NI ST

n

10

Wy

WYty e o ogy

RELN

™

[
™

g



PR

oo &5

s

PR AT R R

s S i

g Lt oo )

TS

TAY gD, Fuqlssadenpun (;, ;
AvO1 24Ul @CA (7 '3 o

s 2 e i -y
: o~ s DR L e

) BWOU SO0 LA U RUD) D XIPoIEs)
-uj_ﬁGQ SYj WO DIS O JUDM NOA na :Tgij:.aq:?\fig\ . .,;(}:-:)(? o
c'(.l AL adp) Do Sy isasui( k=To o] x:-,og' D -@1«;‘-; ;‘:l.:f:;l-“m; et
(/D31 O] STB{S & 4i MCHI04 SBBD-SAN SAB1I0Y DI‘;('J;J.HS,C?":C.‘.'(LNO
. Zug ;nmq 3£;’ej/,«,ﬁpuo Uviy sul DO BUSNIP O uoyng do}‘»‘. :nj;”;szj;gap
o /\a”x gausatﬁ‘;.);r’m} alj Uy &0} UO ABDSSAL ~u; DIODA1 I 'a:um
i 'xgyop"*do He;‘ (PalsEp 1'1 SWOU DUOYdO PUD) PLOWILLOD JAYS ay)
s? a'dc; SLUTJGLJ‘M :Jj :g SUOuf:q 3Jl-\1:“‘\ PUD gv3y ayy s33133Q(¢ ‘punomas
:bls e g |;é Lﬁuo:) SULiic) Of Aay AuD 5314 Buiuuibaqg ay) woy
g DD;SJUI yué‘c‘:' O] 8} PUIMaJ PUD PUDWWOD pa3y 8yl 8dA|(Z Telol]
;.‘G“Oi '/\D|‘dm:l> ] ?‘éh’isu! _puo_ado; woeB0id ayl saowasy(| sdays 253Y)
o e,'.os.&o-—" ol ; vou.ija;m 81niNJ JOJ 8UD] UO saBDssaW PasaQUINY
! “NOA‘ADIdEY IC4 saBDssay DADS Of BdD) Buljiipy
s o e S|2818 poNs2
S ﬂ-fo’).lj;-c;;;\bzf\ iOI:.: w. .EID UirajuaWlreds 3 a,iym = £ puD es’g:onbm;:
uag 'JO|OID 2 \_-e ul g = Vwcﬁuoxo-moi.elﬂ =g 'Jeaib=g 'pas=| %o0|q
il J :1 $1..6.. J8QLUNU JOIOD PUNOIBYODQ 8Y) SI V.. Jequinn
uDyus AD|dsip afossaw {0J.S10|CD OM} £108185 (8 'V)YOT10D
CisSZ WO G UDD J5QUINY sy u :Lj?@mp iQiuauedxy (9rzeol
EORH RS P i SN ekl
AS% ,¥D.. & Buista:dap Aq Alzicipaunw r:mﬂc:a(u‘) :g}a;é];:%&?;md
&510u Buwio uo éenom w.\gmv:
ESI0U DUIC2EC D SSADIA ‘4339,
S¢10U BuizZNg © saRLW 2704,
UDBI0S BY; SSUSOI HSV 4.
1UB8i08 3YI 103D HVITD.

by
I
¥
w 9
2rE
: .
i -
(24 ko
B wE

VIDEO CHESS §

Strategy Series. Play chess against an
opponent, using your TV screen as the
board and the computier as areferee.
Save the game record on tape for replay

and analysis.
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Leaality Checks and Special Mcves. The computer mackes sure all
maoves are legal and it will not let you maove your king into check. lf youaie
inchech abuzzer will warr you. A belt sourds ter times when chec kmate
occurs Tc end o checkmate. hold down t=e CONTROL key and type the "S”
kev or depress either jovstick hit buttor i< resicit the gome

You rcy clso make these special meves. casting and en passcnt 1o
either sice and pawr promolion - 0 pawrn reaching 1he &ih rank will be
promaoied o thCl srge ¢ h»gnes‘. 1anKINgG previcusly coplured piece

¢ ~astle. move your king Iwe sQuaTes tc the opplopnicte side
The computer will move your 1ock fer vou B

Chess Rules and Strateqy: There cre many comprehensive
nocoks abou’ chess Gt vour iocol librcny, Refer ic these tor turtt er undet-
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SPECIFIC ABCNS SUBJECT 1O CHANGE WITHOUT NOTICE

Copyright 1978 Interact tlectonics. Inc

»
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'ntroduction i
BASIC for the Interart Mudel One Home Comyzuter is aconve
thent, easy 1o use version of the BASIC jmaramming lin
guage.

This booklet summarizes the statements and commands of
Interact BASIC foruserswho have some kncwledge »f BASIC
pogramming. {lyou wonld like mare infoumancn on how
atogram ity BASIC, rrofier to one o the imany bocks n BASIC
progranuming, such os:

John G Kemeny and Thomas Kurtz, FASIC Program
muzg, 2nd Edinon, John Wiley and Sons. New York.

Interact BASIC 15 un integer BASIC. All numbers are integers
and must be between 32767 and 32767 Thete sie 26 vari-
ables,iepresented Ly theletters Athrongh Z. There is also an
array or vector capebility, represented by an exclamation
point foliiowed by an index in purentheses, Hexp).

The arithimetic and comparison opetators n Interact BASIC
are:

diverle
muitiply
subtriict
add
> Qreater than
< less than z
= equat 1o
<L OF o notequal tu
B greater than or cquoi 1o
< less than or equal 1o
NMOD modulo {the remainder after division)

Arithmetic operators produce mnteger values as descriled
above. Comparnison operators procuce a1 if the result of the
comparison s true and a 0 «f the result 1s false.

Interact BASIC enables the user (o cambine numbers. v ait
ables, functions, and operaiors (qrouped by perentheses as
needed) to formexpressions. Mast interact BASIC statements
ACt 0N eXPIessIons.

Using Intferact BASIC

Mot of the Interact BASIC staiements can Le used i two
ways —in the classic BASIC usaye as line numbered program
statements o1 as direct cemmands to the Interact computer.
Used without line numbers, each command s cairied out
immediately, as $00: as you iype a catriage return. For
example:

-GOTO 20

beyins execution of the current BASIC prugram at line 20



Note that LY T, LOAD, NEW, RUN, and SAVE can onty be used
as (iiect cornmands to the Interact computer, net as prograin
staternents To enter BASIC commands, type the cominand
after the romputer’s prompt symbol >.

Toenter Interact BASIC stetements, type a statement number
followed by one or more Interact BASIC ¢ommands, 4p 1o 3
maxinum of 32 characters on ¢line. Youcan enter more than
une comma:d or 2 line if you separate the comimands with
semicuions, lor example:

10 LET A + Ai2; PRINT A

To change any statement in an !nteract BASIC program, sim-
ply retype ihe line number, followed by the new contents of
the line. To delete a statement, type its line number followed
by 5 carriage rctura.

Tolist the currentprogram,type LiST. This directs the system
to print all the statements in order by line number. To list the
current program beginning at a paiticular line number, type
LIST followed by the desired line number.

For convenient entry and editing of programs, assign state-
ment numbers with space to insert new lines. For example,
enter statements nuinbered 10, 20, 30, 40, 50, not 10, 11, 12,
13, 14. This way, you can conveniently insert new statements
without retyping lines you wish to keep.

All Interact BASIC statements and commands can be ab-
breviated to three or fewer letters, followed by a period. A
three letter plus period abbraviation is always valid. Some
statemeints ¢an lrave shorter abbreviations; the shortest ab-
breviation that uniquely represents the statementis valid. For
example

CL. CLEAR
R.  RUN
N.  NEW

Error Messages

Interact BASIC has threeetrormessayes: WHAT? HOW?, and
SORRY.

WHAT? means that the system does et understand u state-
ment. The statement s printed with 5 question mark inserted
<t the point where the system detecied the erior. For exam
ple,

WHAT?
30 GOL?TO 73

indicates that you mistyped GOTO.
HOW? mieans ithat the system undearstands the statement but
can not carry [t out. The statement s printed with @ question

mark at the pcint where the system stopped. For example,

HOW?
30 GOTO 73?

)

indicates that there is no line 73

The HOW? error messaqe also appears when BASIC encoun-
ters numbers whose absotute values are greater than 32767.
For example,

i GRPNO
HOW?

SORRY means that the system has encountered a vahd
statement, but there is not enough memory to carry it out.

Storing Interact BASIC Programs

To store the current BASIC progiam, you rnay first use the
REW command to rewind the tape. Type REW, then push the
REWIND button on the tape ririve. Type any character un the
keyboard to stop rewinding

Next, push the WIlTL and READ huttons on e tape drive
simultaneously to enahle the ay«-izm to wecord the proarim
on the tape. Then enter the SAVE command, foilowed by the
name’ (up to five characters long! you wish to assign i the
program. If you type SAVE without a name, the program wii!
be stored with no name. When the computer has stored the
program on the tape, the screen displays the OK messaye.

When storing Interact BASIC programs, be careful notto write
over other progrims you may wish 10 save. Another iisctui
practice is to assign separate data and program tapes (o1
saving data and programs.

Summary of Interact BASIC Statements and
Functions -

The following pages summarize the inte:act BASIC stite-
ments and functions. For each ztstement «nd function, the
summary givesits general format, a brief explanation, an< an
example of its use.

In the summary below, the foliowing syntax corvenunns
apply to the documentation general formats:

UPPERCASE Upper case type indicates 2 iiteral paameier,
enier it exactly as shown.

lowercise Lower case type indicates a variable parame
ter; enter a suitable substitute. For exaniple,
where a general format reads exp you can
enter any expression.

|1 Patameters in brackeis are opuional. enter
only when appropriate.

{1 Parameters in braces indicate a choice; enter

oneofthe parameterslisted within the braces

3
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Here are the Interact BASIC statements and functions, in ul-
phabetica! order: ~

ABS {exp|
Function winch returns the ghsolute value of &xp.
cEoampie 04 - b3
20A - ABS () The value of A will be 8.
CLEAR

Blanks the TV screen, but does not delete the current prog-
ram :
F«amnle: OK

»CLEAR

COLOR |expl expZ. expd. expd|

This cornmand selects four colors for the TV screen rom the
following available color vatues:

= Black

Red

Green

Yellow

- Blue

Maaenta s
Cyan

= White

Wono

"

NONMHWN—=O

After selecting colors with the COLOR statement, refer to
these colors {in other statements) by their correspunding
position numbers 0, 1, 2, and 3. For example,
—0,4,2,Jd

10 COLOR (1, 3, 5, 7)
After thig asw.gnment statement, color 0 refers to rec ithe
celorspecified in position 0). color 1 refers to veliow (thecolor
specified in position 1), and so forth. Thus,

20 PLOT (X, Y, 2)

saysto plotthe point (X, Y} with the color selected by position
72 ofthe previous COLOR statement, thatig, color S {magenia).

CONTROL-C

Stops a ruarming proqram or program listing and displays the
OK message

CONTROL-O

Stops thspisying on the TV screen untd you enter another
contiot-O, but doesnor stop the program from running. No
ouipui appears on the screen until you type another control-
O, not even the OK message.

Pressing the 1AB key on the computer keyboard stops pro-
gram execution and all output until you press the TAB key
again. This capability is useful for reviewing long listings,
because you can type LIST, then use the TAB key to stop the
listing at any pont while vou ecide whether you wish 0
make changes,

CONTROL-X

Deletes the line currently being typed (works like backspacing
to the begining of the line!

FIRE jexpi

Function which reads the button on the joystick, where exp
must be 0 or 1. FIRE (0j reads the fire nutton on the left
jeystick; FIRE (1) reads the fire button un the right joystick.
When the value of the function is 0, the buiton 1s pushed.
Wihen the value is 1, the bution 1s not pushed.

Exarple: >A = FIRE {0)

Ifthevalue of Ais 0, theleftbution s pushed. Ifthe vaiue of A
is 1, the left button is not pushed.

FOR variable - expl 1O exp? |STEP expd|

Beqins FOR ... NEXT loop. Initiatizes variahie 10 the value of
cxp 1, then increments it by vxp3 each nme the corregsondinag
NEXT statement is encountered, until the value of 7 pn2 s
reached. If STEP exp3 is omitted, a STEP of 41 is assunied.
Negative numbers are allowed

FOR...NEXT toops can be nested; that is, & loop can cont nn
otherloops.However, the ranges of ihe loops (the s1atemeiis
deiimited by eacli pair of FOR and NEXT statenments) cinnot
overlap.

Exsmples: 10 FORJ - 1706 Type RUN and tn:s

15 PRINT J appears on screen.
20 NEXT J ) A 1
Step of 2
3
+ [ 2
. 5

or, using the STEP parameter:
10 FORJ 0 TO 100 STEP 5

;8 KJT)I(\'WTJJ . Type BUN and this
appears on screen.

0
5
10
5

<
@



wioso aple ol correct eesting s,

10 FOR K=1TO5

20 FORJ - 1TO5
30 PRINT K, J
a0 NEXT J
D NEXTK

GOSUSB exp

Causestiie progréimtotiansfer to the BASIC subroutine start-

oot the line number sy eaifiad in exp. The tast bne of the
auln inust be a RETLREN statenrent, wiich causes the
crogramoto transfer back to the line alter the COSUB state-
rment.

S

Fvamples: 140 GOSUB 500
{(program exccutes subroutine starting at line
500. then
returns 10 line 150)
TLU PRINT K

SIEA - 5C0SUB SO DOES STATEMENT

twEA 6T 20 AT LINE 50
RETIURNS TO 10
(FROM LINE £5)

4060 TO 5
50A = B/C - 12
ED RETURN

or:

0K = 500

0 GOSUB ¥

o

GOTO ¢
Couses animmediate jump to iine number specified inexp.

Example: 160 GOTO 200

IF expl statement
IFexpl SJTHEN | exp2
LGOTO

i wiie first form of IF, if expi is true, the system executes
cratement

feapi s false, statement is not executed. In the second form
of IF, if exp? is true, the progiam jumps to the line number
specified by exp2. It expl is false, the jump does not take
piace. Actually, the second IF formnis simiply a speciaicase of
thefis:, 22 GOTOexp2isaiiequently used statement. Thatis.
statemncnt may Le eny valid BASIC stalement, including a
GOTO, COSUB, or evens RETURN

Exampies: 260 IF L5 PRINT "ERRQOR”
10 IF X = 3 THEN 130

IS SAME AS:
WiF X - 3 GCTO 130

INCHR

Woaits for 4 key to be pressed on the keyboard, and returns the
number wihich s its ASCI value.

Example >A  INCHR
Z
_-PRINT A
90
INPUT | sty L ci widie
Frints striny on the screen (followed by a colon), then waits
forthe userto enter avalue forvariab/e. if “string”” is omitted,

the computer promipts with the variable name.

Example: -iINPUT "HELLO" A

. Prints HELI D o the sereen, then waiis for you te input value

of exprecsion A it you onnt siring, the computer prompts
with the neme of varigble A

10 INPUT "HELLO™ A
ON SCREEN: HELLO:
THE NUMBER THAT IS TYPF') IN IS PUT
INTQ {SAVED IiN] A

20 INFUT A, B
ON SCREEN: A:WAITS FORINPUT, THEN
B: WAITS AGAIN

JOY jeany

Function which rezds the position of the joystick, where exp
must be 0 or 1. JOY (0} reads the left joystick; JOY (1) reads
the right joystick. The position of the joystick returns a value
for the function according to the following Jiagram:

4 Up
5 6
0
Left 1 il 2 Right
9 10
g Down



a -

JO¥ (0)

D

Example: =A

If the value of Ais O, then the left joystick is in the center.

ILETY varioble = exp

e equivalence statement voluch assians valuas o vanihles
and comrands the sysiein (0 perform calculatons. LET
evaluates the expression on the right of the equal sign and
assigns its value to the variable on the left of the equal sign.
The keyword LET is optional for convenience.

Exsimples: 0 LET X =5
20LETF - G + (H/K - 17)
300 -8
K4 5
LIST Ny

Uced withcut paramieters, couses the entire prooram to be
dispiaved on the ccreen. Entering a petiod (1) mraduces the
sare effoct as typing LIST. Used with a number, causas the
srogram 1o be displayed starting with line number .

Fxamples: >LIST100displaysthe preogramstarting withline
0.

>LISTorL.{orjust.) displays the entire program.

LOAD |raome]

Reads loads) the BASIC program called riame from acassette
tape. if name is omitted, the next program on the tape is read.
After the system reads the LOAD statement, push the READ
button on the tape drive. Note that if you specify name and
thereis no program on the tape with that name. the computer
will continue trying to read it until end of tape.

~LOAD ABCD
(then push RFAD)

FExample.

NEW

Clears (deletes) the current BASIC program and eaves the
memory ready tor a new program.

Example: OK
-NEW

NEXT vanoble

Fnds a FOR ... NEXT loop, where var/able 1s the sani: varn-
bleused in the FOR statensent that begins the loop. Se2e also
FOR

Example: 10 FORJ = 1707
15 PRINT J
20 NEXT J
RUN

QUTCHR [expl

Displays on the screen the ASCII characier corresponding to
the spectfiedt ASCII value.

Example: -OUTCHR {65}

Dispiays ain A at the next text position on the screen.

PEEK lexpl. exp2i

Function which returns the position number of the color pre-
viously assigned by PLOT to pointfexpl, exp2). See PLOT for
adescription of screen coordinates and LOLGR for a descrip-
tion of position numbers.

Example: C - PEEK (X, Y)
Inthis example, Cwillbe s number from Oto 3, corresponding
to the position nimber of a colar sssigned in a previous
COLOF statement

£ ¥ L
PLOT |expl. exp2. exp|

Plots a color exp3 at i specified x,y location expl, expl. The
x-location, exp?, can range from 0 to 112, as shiown in the
diagram below, The y-location, expZ?, can range from 0 to 77.
The color, ex3, can e 0, 1,2, or 3, representing the position
number of g color gssignedt in a previous COLUR statement.

77

L (7,12)

12L

(0,0) 7 X 112

-

Example: --PLOT (7, i/ 3) plots cotor 3 at powst (7, 12, as
shown in the diagram

FOT texpl

Function which ieads the sosition of the potentiometer knob
on the Jov«.hrk where exp must be 0 or 1. POT (0) reacss ive
anob on the teft joystick; POT (1] reads the knob on the night
juystick. The potentiometer knob on the joystick returns a
value for the function from 0 to 255, depending on the posi-
won of the knob.

“xample: A - POT i}




PRINT [siring”.] 1%n.1 exr ||

Cutputs a character string, followed by the contents of an

associated variable or expression The computer prints the

specified characier $iring, n blank spaces, and then the vclue

cfthe expression. If you o s the coimputer leaves 6 hank
aces.

the n spaces will lye repectca for all output on the specitied
line. Note that if the PRINT statement ends with a comma, no
carriage return is output.

Exemples: 10 A - 3
>20 PRINT "HI", %5, A
RUN
H.bbhbby

or:
~PRINT 3,
~PRINT 5
3bbibbbs
ur:

“-PRINT %3, A, B. C
bbb4bbb5bhbb2

REM commenis

Includes explanatory notes in the program. Eachh REM line
may be up to 32 characterslong. REM statements are ignored
when the program is run.

RETURN

Causes the prograns io transfer to the statement afterthe last
GOSUB. That is, RETURN ends a subroutine.

Example: 420 RETURN

el 120 IF X = 5 RETURN
|See GOSUB e¢xample]

REW

Rewinds the tdpe (turns on tape motor). After the computer
reads the REW statement, push the REWIND button on the
vane dnve, Then type any character onthekeyboardto tell the
computer that rewinding is compiete

Example: >REW
(Then push REWIND)
(When rewincling 1s cominlete, push any key)

10

RND |n|
Function which returns a randoin number between 7 and 2.
Example: 10 X = 100

20 A = RND (X)
RTAPL |n|
Turns the tape drive motor on, waits for a data file, reads n
variables from 1toninto thearray at !{1) 10 !(n), then turnsthe
tape motoroff.Notethatif thereare notn variablesinthedata

file, the computer continues to try to read them.

Example: >RTAPF (7)

RUN

Executes the current program starting 3t the lowest state-
ment tine nuimber

Fxample: >RUN
{>GOTO 200 starts progam at line 200)

SAVE |name|

Stores (soves) the current prograin on a cassette tape undel
the name narne, which may ti. i:p 1o 5 charucters long. if you
Jdo not enter a name, the program wiil be stored with no
name. Fiist push the WRITE and READ buttons on the tape
drive simultaneously.

Example: { push WRITE and READ on tape drive)

>SAVE ABCD

SIZE

Displays the sizc of the free j:rogram arca remaining, ithat is,
the number of characiers still available for text

Example: >PRINT SIZE
243

SOUND jexpl. exp?2|

Generates various sounds depending on values selected for
parametersexpl andexp2. Noie thutexp 7 must be between 0
and 7, and expl must be a positve (non-zero) integer less
than 32767. To turn off any sounu. enter SOUND (7,408u)
Examples: SOUND (1,2) turns on a hissing noise

SOUND (7,4096) turns it off



stop vt T,

~auses the program to step, and ieturns to the OK level

Example: 100 IF A = B STOP

TONE i, |

“laystones, where /s the frequency and/isthetengthotthe
tone. TONE (F,CONST/F) plays tones for all F that v.ill be the
same length, according to the value of the constant CONST.

Example: 10 FORF = 1 TO 100
20 TONE (F,1000/F)
30 NFXT ¢

WTAPE (n]

Turns the tape drive motor on, writes n vanabiss {rcm anay
locations {1} 10 '(n}) oMo the tape. thei tluras the tage drive
motor oif.

Example: {(push WRITE and READ on tape drive)
>WTAFE (8} savesthe array (1) 16 !{8) on the tape

N - 0 s
Somple Edu-BASIC Programs

Sampie: 1. Program to generate random tones, sounds and
dots

10 Clear

20 F=RND {300); L--1000/F

20 M=RND {7); S=RND(32500}

40 X=RND (112); Y=RND(77)

50 C=RND(3)

60 TONE (F,L)

70 SOUND({M,S)

80 PLOT(X,Y,C) .

90 FOR T=1TO 200; NEXT 1

100 GOTO 20

NOTE: For line 90: nuimbers greater than 200
decrease speed; numbers
less thar 200 increase
speed.

wamples 20 Program 1o generate rangom sounds. (Aiso

prints the numbers that made the sounds.)

10 M-R2ND (7); S-ANC (:37500)
20 SOUND(M,S)

30 PRINT M, “,".S

40 PRINT

50 SOUND {7.409:6)

60 GOTO 10

To run these programs on the Interact Family
Computer enter these lines and type the “CR"
key after each line is entered. When finished,
type LIST. This will display the program so you
can check again for any errors. To run the pro-
gram, type RUN and type the CR key. To save
these prograins on tape, follow the Writing Tape
instructions in the Edu-BASIC Prcgram Guide.
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A
The Keyboard Overlay

= Place ihe in... ¢ keybo.urd overlay on the keyboard of
= the compute: This represents & continuous three oc
taves of notes. with the lowest notes at the bottom left of

I T B

the keyboard and the highest notes at the top right.
Niddle C occurs tvice, once it the night end of thie lowes
keyboard andonce atthe l-f end of the upper keyboard,
10 inahe playmng nore convenient

)
BELYTE iINSERT

vidrali wn ort rest on off

FAUSE

|
|
|
i
i

BACKUP MONE SELECT

, #Z INTERACT MUSIC MAESTRO oo

Various Music Modes

When the program has finished loading, ihe {olicwing
display appears:

MUSIC MODE

A PRACTICE

B NEW TUNE

C PLAY/EDIT TUNE

D SET KEY

E SET TIME

F READ FROM TAPE
| G WRITETO TAPE

This display. catled the Command Menu. lists the seven
available cormmmiand modes, each of which enables vou
10 use MUSIC MAESTRO in a different way.

A. PRACTICE displays the notes on the TV screen as
you play them. Yousee and hear the notes, but they
are not stared in the computer memory.

B

(&)

NEW TUNE stores the notes in the computer mem-
ory for fater editing as you play, hear, and see them
on your scieen.

PLAY EDIT TUNE replays the notes vouhave stcied
with NEW TUNE and allows ycu to del-te and sda
notes as well.

. SETKEY setsthe key signatureto the key you desire.

Any tune currently in storage is automatically trans-
posed 1o the key signature set in SETKEY. If SETKEY
s not used, the initial key of C Major remains.

SET TIML sets the ume signaiuie 10 the time you de-
site Any tune currently in storage is automatically
transposed to the tme signature sct in SET TIME. If
SET TIME 1s noi tised, the initiat 34 ume remains.

WRITE TO TAPE puts atune stored in the memory of
the compiiter onto a data tape for permanent stor-
age.

. READ FRGM TAPE restores g tune 1o the compute:

memory from a data tape onwhich itwas previously
stored twith WRITE TO TAPE].

Although each of these modes has an essentiaily
unique purpose, theyare grouped by color accordingto
their effect on the computer memory. The four colors
correspond 10 the seven music modes as follows:
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A
Intioduction

"The MUSIC MAESTRO application cassette turns your

interact Hame Computer into a music composer. A
keyboard overlay included with the cassette enables
you to use your computer console as a piano-like
keyhoard cevering three octaves of notes. As you strike
various notes on the keyboard they appesr on a musical
st on your television screen, alonyg weth the appro-
prriate e and key signatures, o cdentais (sharps and
tlats), and rests. At the same tiiee, your television pro-
ducesthecorrectsound foreachnote. justlike a musical
instrument.

MUSIC MAESTRO is an entertaining learning experi-
ence with many functions. You can practice a tune, play
it hack editit by deleting orinseriing netes, transpose it
1o adiferentkes change the Linne signature, and store it
ette for future use. Use MUSIC MAESTRO to

rom one key o another. The fundamentals
used in ewery function, and be-
ith every session.

p)[)ln ns how to use MUSIC MAESTRO 10
csace cuiudlvaiue as an educational and enjoyshle ex-
cenence Tne guide includes ademonstiation of normal
: However, MUSIC MAESTRO's possibilities are
rmanv and varied — you are encouraged to experiment
as you learn.

SPECIFICATIONS SUBJECT TO CHANGT WITHOUT NOTICE
Copyright 1978, Interact tlectionics Inc. Printed U S.A.

Loading the Cassette

To load the MUSIC MAESTRO casselte insert the cas-
sctte into the cassette deck and press the RESET bution.
When the initial display (DEPRESS L TO LOAD TAPE)
appears on your TV screen, press the letter “L" on the
keyboard, rewind the tape, if necessary, and press the
READ button. (For a more detailed explanation on how
to load the cassette, see “Loading a Cassr1te’ in the
Interact Famity Combuter Owner's Guide.l

While the tape is loading, this display appears:

o ™

v 11

P e
L &3

MUSIC
MAESTRO

On a color TV, adjust the color so the display back-
ground is green, the MUSIC MAESTRO title hox is
white, and the treble cleff syrmbot and statf are yellow.
Correct cotor adjustment is important because the dis-
play color indicates whadt the cormputer s ready o do.

Example Music Maestro Tune

A sample tune is encoded on the program tape after the
piogram information. Follew ihese steps to load the tune
into the computer and see and hear what this program
can do:
1} Mske sure the Music Maestio program 15 n the
Music Mode option “"menu’’ s scen on page 2
2} Depress any “"F key
3) Depress any "C” key
4} Depress the READ button on the tape deck to foad
the sample tune.
For more informatior, refer to the sectiens about “Play/
Edit Tune” or “Read From Tape”.

The Computer Memory

The Home Computer can store notes m a temporary
“memory” during certain modes of operation. This
memory keeps up to 400 musical elements (notes,
sharps, flats, rests) available in the computer for
plavback and editing. Once the comiputer is turned off
the contents of this memeory ae erased. Therefore, to
replay a tune after turning off the computer, you must
have permanently stored the tune on a data tape. (This
isexplainedin “Wniteto Tape’ and “Read From Tape"'.)




White

illoes not PRACTICE Mode

put notes PLAYEDIT TUNE

in memory) Mode (without
INSERT)

Hreen

NEW TUNE Mode
PLAY!EDIT TUNE
AMode (with INSERT)

\Puts noles
in memory)

Blue

KEY Made

{Transposus T
T TIME Mod«

wne tn menory)

SE
SE

Black

(Transfers contents )} WRITE TO TAPE Moo
of memory) READ FROM TAPE Mode

The chart below describes the effects of the special keys
in relation to the white and green background cotors.
These colors influence the actual production of notes,
and are therefore the most often used.

WHITE BACKGROUND GREEN BACKGROUND

ADVANCE/FAUSE BAR

Piess once: plays
next note
Hold down: plays all
following notes
While playing: stops play
At end of score: changes
to green

Changes to white

INSERT {REST ON/OFF) KEY

During manual rest siate:
begin automatic rest pro-
duction

During automatic rest state:
begin manual rest pro-
duction

Changes to green

CELETE (VIBRATO ON/OFF) KEY

Delete character
underhined by cursor

Duiring non-vibrato state:
begin vibrato

During vibrato state:
end vibrato

EACKUP KEY

Moves cursor backone note

If at beginning of screen,
moves to last note of pre-
ceding s.reen

To obtain any of the seven command modes at any
time, press the MODE SELECT key at the bottom right
comer of the keyboard, und select the appropriate letter
(A-G).

Sample Session Using Each of the Music
Modes

Following is a sample session using each of the seven
music modes. A portion of the melody “Ode to Joy”
from Beethoven's Ninth Symphony is used throughout
the session. In this sample session, all functions are
presented step by step and each mode is explained in
detail.

Note: Throughout vour session with MISIC MAES-
IRO. respond to asll requests forntormation by
striking the appropriate key(s) sharply. Thisisthe
best way to ensure that ali responses aie inter-
preted accurately by the computer. If at sny time
you experienice confusion or difficulty with oper-
ation of the MUSIC MAESTRO program, yvou can
begin over again by depressing the RESET but- *
ton. This empties the computer memery and
ieestablishes 4/4 time in the key of C Major.

Practice

Tobeginthe program you mav practce a melody. Notice
that the letter A indicates PRACTICE on ihe Command
Menu. Press any A cn the keyboard and the following
display appears:

&K‘D
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C MAJOR

in this inode, each note you press on the keyh.curd
sounds and appeais on the displayed staff as well as in
printed letters at the bottom of the display. Forexample,
press the foliowing adjacent keys on the upper
keyboard: EEFGGFEDCCDEEDD. Thefirstdisplay
should loek like this:



EEFGGFEDCCDEEDD

If you do nothear the notes as you piay them, turn up
the volume control on your television.

When you play more notes than can fit on one display
screen, thedisplay changesto a continuation of the staff{
with time and key signature no longer visible. So the
second display appears as:

Note that the background of the dispiay screen is white
This means tivat each note you pluy is simiply hearet and
seen, Just as if you vvere pliving @ musical instrument
vohile looking at written music. How long you held each
key down determines the length of the note which is
played. For example, pressing tihe key and quickly re-
leasing it produces an eighth note, releasing the key
more slowly produces a quarter note, and so on. The
pauses in between notes do not affect ihe length of 1he
notes or the rhythm ot the tune. (Exception: See “"Pro-
ducing Resis™ in this guide.)

When you are finished practicing, press the MODE
SELECT key at the bottamright corner of the keyboard.
The display returns 1o the Command Menu.

New Tune

Now play a t1ne and store it inthe memory of the com-
puter by usiiig the NEW TUNE command mode. Every
time you select NEW TUNE you erase the previous con-

tents of the memory, so use it only if you wish to stait
with a completely new selection. The letter B indicates
NEW TUNE on the Command Menu, so press any tetter
B on the keybouard. Each time you select NEW TUNE,
four “beats” play, representing the time signature that
isin effect (inthis case, 4/4 ume). The following display
appears:

C MAJOR"

Notethat the background of this displagy is ieen, mean-
ing thateach key you press sounds the note, displays it
on the screen, and stores it in the memory of the com-
puter. To put into memory thie same tune you Just prac
ticed, pressEEFGGFEODCCDEFDD on the upper
keyboard. (Note: the last Fis purposefully incorrect in
order to demonstrate editing in the next saction.d The
display should took like this:

EEFGGFEDCCDEFDD

The NEW TUNE mode automatically stores these fifteen
notes in the computer memory at the same time thet
they appear on the screen. Since the last F in the se-
quence is incorrect, you must now proceed with the
PLAY/EDIT TUNE mode.
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Play/tdit Tune

o+

Fress MODE SELECT to return the display to the Com-
mand Menu, :nd select PLAY/EDIT TUNE by pressing
any 'etter C on the: keyboard. The computer replays the
notes whach weee stored in memory during the NEW
TUNE wrvcertue andstons atthe end veihy this display:

0O
7
T

EEF GGFEDCCDEF DD

The tune is automatically played to the end unless you
stop it by pressing the ADVANCE/PAUSE bar. If you
stop it in this way, pressing the AQVANCE PAUSE bar
playe the (une con' auously to the end, or untl
anVANCE PAUSE (s fnessed again.

Note that the display background s white, meaning that
any notesyou play now are notstored in the memory of
the computer. However, the notes which you stored in
memory by using NEW TUNE and plaved back by using
PLAY EDIT TUNE stilt exist in memory. The display
which appears when you select PLAY/EDIT TUNE is a
representation of the current contents of m-emory.

Tochange the last F of this turne to an E requires tive
steps:

1. Press the BACKUP key at the bottom right coiner of
the keyboard, and the cursor moves back one note.
{The cursor is a small iine which designates one of
the noteson the staff by appearing underit) The cur-
sor now undetlines the incorrect F.

2. Pressthe DELETE key at the bottom left corner of the
keytoard. The F disappears and the cursor moves
back to underline the E.

3. PresstheINSERTkey atthe bottom leftcornerofthe
keyboard. The display turns green to indicate that
notes are to b« inserted into the tune ot the position
of the cursor. Thelast portion of the tune {preceding
thecursorjplaysback automatically so youcan hear
itagain. The cursor should now underline the space
between E and D.

4. Press £ and an &£ 15 inserted into miemory between E
and D.

5. Press the ADVANCE/PAUSE bar to indiczte that the
insertion is complete.

If you simply play more notes at the end of the tune
while the PLAY/EDIT TUNE mode s in effect {white
screen), the new notes appearin green. This meonsihey
4re not being stoied in memotry, hut are tieated the
same as notes played in the PRACTICE mode

Set Key

MUSIC MAESTRO plays all tunes in the key of C Major
and the tirme of 4/4 urless you tell it ditferently. To
change the key signature, first jress MODE SELECT to
obtain the Command Menu. When the Command Menu
is displayed on the screen, press any D on the keyboard
to select the SET KEY option, and the following KEY
MODE display appears:

KEY MODE

UPPER KEYBOARD
MAJOR KEY
ATO G

LOWER KEYBOARD
MINOR KEY
ATOG

Press the key in which you want your stored tune to be
played. For major keys, press a key on the upper
keylourd For minor keys, press a key on the lower
keyboard. Forthis sample session, press G on the upper
keyhoard. The tune stored in memory 1s automatically
transposed to the key of G Major. The resulting key sig-
natuie appears on your TV screen.

»#
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G MIAJOR




If you now rcturn o the Command Menu by pressing
MODE SELECT and select PLAY/EDIT TUNE, the tune
appears on the screen and plays in G Major. If the trans-
position from the previous key signature to the new one
results in @ note that is an octave above or below the
natural staff, it appears on the swaff in red.

Set Time

In addition to automatically playing all tunes in the key
of C Major, MUSIC MAESTRO also @utomaticaily plays
n 4/4 time. To change the time signature, first press
MODE SELECT tu display the Command Menu. Next.
since E indicates SET TIME. press any E on ihe
keyboard. This adisplay appears:

TIME SELECT MODE

A 2/4
B 3/4
C 4/4
D 6/8
E OTHER

If you select A, B, C, or D the corresponding time signa-
ture flashes on the display and the display quickly re-
turns to the Command Menu. For this sample session,
press E, which represents OTHER. The display should
look like this-

OTHER
BEATS/MEASURE?

2

QmMMOOW>
VN W

The letter you provide in response indicatesthe number
of beats per measure you desire. For the sample ses-
sion. press C to selectfourbeats per measure. This dis-
play changes to iook like this:

8EAT =7

A EIGHTH
3 QUARTER

Press A {Eighth Note! and the new time signature is 478
o four eighth notes per measure. The display briefty
displays the new time signature and returns to the
Command Menu.

Write To Tape

Note: Only during the WRITE or READ procedure is it

possible to rewind any cassette tape.

Now that you have practiced, stored, and edited a tune
and set the key and time signatures, you can write the
tune onto a3 data tape. Data tapes provide permanent
stoirage which enable you to play the tune you have en-
tered and edited during anuther MUSIC MAESTRG ses-
sion.

You can use any conventional tape cassette for storing
tunes during a MUSIC MAESTRO session. However, itis
important to remember that any information currently
on the cassette. will be destroyed.

Before you can insert the data tape, you must remove
the MUSIC MAESTRO application cassette. Place the
datatapeinthe cassettedeck andbe sure the Ceinmand
Menu is displayed on your TV screen. Next, simulta-
neously depress both the READ and WRITE buttons on
the cassette control panel so that they remain in the de-
pressed position. Select the WRITE mode by pressing
any G onthekeyboardand the display should change to
this:

WRITING TUNE




Caution Failure to press the READ and WRITE cassetie

P control buttons hefore selecting the WRITE
FROM TAPC mode (G) causes all datue in the
memeory of the computer to be lost.

While wrniting 1o tape. th2 tane spindles tuin until ¢ the

fata stered i tne memory of the compiiter & recorded
on the tape. Tie screen then returns o the Cominand
Menu display. To remove the tape at this time and save
it for later replaying, press the STOP/EJECT buiton
firmly.

Read From Tape

Finally, play back the tune you have stored on the data
tape. Toselect the READ FROM TAPE mode, be sure the
Command Menu is on the display. then press any I on
1he keyboard. The display 'ooks like this:

READING TUNE

Hewindthctopeit necessary by depressing the REWIND
tsuiton. Depress STGP EJECT, then the READ button,
making sure it stays in the down position. The tape
cpindies turn and the conients of the cassette are trans-
ferred into the computer memory as if you had just
completed the NEW TUNFE process. You car: thenreturn
to the Conmunand Menu by pressing MODE SELECT, and
seleci PLAY £DIT TUNE to play back the contents of the
iape.

The data tape can tie used again and again to restore
your tune to the computer memory, or it can be used to
store another tune.

Producing Rests

You can place restsin your tune intwo different ways:
manually and automatically. To produce rests manu-
ally, you mustenter the PLAY/EDIT TUNE mode and mn-
sertiests in the seme way that you insert a note. Once

you have pressed the INSCRT key, which results in a3
green hockground, press the INSERT key twice again.
The type of test that results depends on the timing with
whichyoupressthe INSERT key. It requiresvery precise
timing andl a certdin amount of practice to master the
rraduction of particnlar rests. Becati~c of tius, manuai

sertion of rests while in PLAY FDIT TUNE mode is not
recomrnended.

To automatically produce rests as you play in the NEW
TUNE mode, press the REST ON/OFF key (INSERT)
once. This means that you are now in the automatic rest
production state. Whiie in this state, the pauses you
make benveen notes are measured and rests which are
equivalent to the length of the pauses are inscried into
your tune. To get out of the automatic rest production
state, press the REST ON/OFT key again.

Producing Vibrato

To produce notes with vibrato tive screen mustbegreen
(NEW TUNE mode or iNSERT of PLAY/EDIT TUNE
mode). Press the VIBRATO ON/OFF key (DELETE) once;
each note that you subsequently play is given vibrato,
and is stored in the computer memory with vibrato. If
you play back the stored tune by using the PLAY/ED:iT
TUNE mode, the notes replay with vibrato. To eliminate
vibrato, press the VIRRATO ON:/OFF key a2 second time.
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Your FINANGIAL VIBRARY | progiam 1ape contains four Levet 1t
BASIC programs 10 help you manage vour slock portfolio These
proarams, like all Interact applicalions, emphasize ease-ol-tuse
and meaningful analysis Each of the programs is run Irom Level Nl
BASIC on any 16K Inleract Model One personal compuler
Detailed instruclions lor each program are provided on the
following pages.

INTRIO fells you aboul each program on the lape. In-
formation inchides the program name, ils capa-
bililies,how to load it and how 1o run and slop
it

DEFINER helps you prepare and edil data aboul your
holdings. and produces a Dala Tape for inpait
1o REPORTER andINCOME ANALYZER

REPORTER helps you analyze gains and losses for each
stock or for the portfolio as a whole It also
helps you analyze the ellects o! polenlial
prices and buy/sell decisions, and the perlor-
mance of alternalive portlolio composilions.

INCOME focuses your atiention on dividends, yields,

ANALYZER and P/E and payout ratios o! your slocks—
individually or for the whole portiolio. INCOME
ANALYZER also helps you analyze the income
ellects ol alternative portfofio compositions,

See your Interact dealer lor these other personal finance aids:

FINANCIAL provides more BASIC programs 1o help you

LIBRARY 1t evaluate borrowing alternatives, compute your
enuity, calculate your net worth, and analyze
and forecast trends.

CHECKBOOK eases the monthly chore of balancing and re-

BALANCER conciling your checking records. The program
keeps uncleared enlries on tape for future in-
pul, and also helps prepare a lape of your ex-
penditures for Inpul to programs in Ihe House-
hold Budgeting System.

HOUSEHOLD Is a series of programs which help you plan

BUDGETING your budget and track your progress against

SYSTEM your plan. The library encompasses a ready-
made budget account system of detail and
summary expense and income categories 1o
help you budget for any contingency.



INTRO Piogram Guide
Loading the Program

To toad INTRO, lirst load Leve! Il BASIC in the normal manner il it
is nol already loaded. Then insert the FINANCIAL LIBRARY | lape
into the cassette deck. Type “CLOAD “INTRO"" followed by a
“CR". Press the REWIND cassette button lo rewind the tape i
necessary. Press the READ cassette bufton lo load the program.
Type a "RUN" command !o slar! the program.

INTRO produces a screen-by-screen description of each library
program_Press a “"CR™ 1o move one screen lo the nex!. The pro-
gram prints an “OK" messiage when you reach the end ol the
program descriplions. To toad another library program, simply
foltow the instructions in the Program Guide for the program you
want torun next.

DEFINERProgram Guide

Inlfroduclion

DEFINER works with REFORTER and INCOME ANALYZER o
help you analyze your stock portfotio. You tell DEFINER about
your holdings, and it helps you prepare or update a Dala Tape for
input lo the other programs, where your holdings may be analyzed
and reporled.

Loading the Program

it is not akeady loaded. load the Level It BASIC tanguage tape in
Ihe usual manner. After you get an “OK" from BASIC, insert the
FINANCIAL LIBRARY I 1ape into the casselle deck. Type “CLOAD
“DEFINER" " followed by a "CR". Push the REWIND casselle
button to rewind the lape if necessary. Push the READ casselle
button to foad the program. After you ge! an "OK", type a "RUN"
command!o slar! the program.

Enlering Your Stocks

DEFINER first asks il you akeady have stocks on a Dala Tape
previously prepared by DEFINER. Press Y for yes lo receive
Instructions for loading the Data Tape. Press “N" for no if you
don’t have a tape, and DEFINER prompls you for information 1o
be typed in from the keyboard. For each slock, you are asked
for a name up to 10 characlers long. the number o! shares
held. the lotal cost of the shares, the last 12 months total
earnings/share, and the per-share annual dividend. Type in each

item when asked tor it. Follow each ilem value with a "CR”
You may work with a maximum ot 25 stocks. If you do not have
earnings or dividend data, enter zero when asked tor these
items. You will stitl have all items necessary lor analysis using
REPORTER However, since the INCOME ANALYZER works
primarily with earnings and dividends, you may not get usetul
reporls from this program If you omil earnings and dividenc
items lor mos! stocks.

Oplions

DEFINER then asks "WHAT NEXT?" and displays a menu ol
oplions. Press the code from the list below for the option you
desire:

L-LIST STOCKS: Produces a report for each stock showing all
input ilems. Press “CR" lo procced o the

repor! lor the nex! stock. Press "I alter any
repor! 1o hall the lisling and return to the
options menu.

T-TAPE SAVE:  Saves your portfolio on a Data ‘lape for inpit
1o other library programs. Instructions are dis-
played when yourequestthis oplion. Because
your Data Tape may have an exlra-long leader,
it is recommended that you start recording
alter advancing the tape a tew turns. To do
this, follc w the rewinding instructions given by
DEFIMEF  bul do not type the CR Immedialely
after the tape is rewound Rather, press the
READ casselle bulton and advance the tape a
few turns. Then press "CR" and continue lo
follow the instructions as they are displayed.
As the lape Is wrillen, you hear several serics
of beeping noises separaled by leader tones
as DEFINER wriles streams of information
about your stocks.

A-ADD A STOCK: Asks you to lype in information about a new
stock to add to your portfotio. Type in each
value when asked for il. Follow each value with
a "CR" You may work with a maximum of 25
dilferent stocks.

R-REMOVE Asks for the name ol a slock, then deletes
A STOCK: all hotdings of the named stock from your
port{olio.

C-COSsT: Asks for the name of the stock for which you
want to change the lotal cost, then asks for
the new cosl.

N-NAME: Asks for the name of an exisling stock. tfen

asks you for anew name lor it



S-SHARES Asks you for the name of lhe stock for which
HELD: you want lo change lhe number ol shares
held, then asks for the new numbero! shares.

E-EARNINGS: Asks you for the name of the stock tor which
you want lo change lhe annual earnings/
share, then asks for the new earnings,

D-DIVIDEND: Asks you for the name of lhe stock for which
you wan! lo change lhe annual dividend
amount per share, lhen asks for lhe new

dividend.

To rellect the 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 lofal cos! lo include lhe
new purchase cos! il any. To reflect the purchase of a new
stock (one in which you had no prior holdings) select the ADD
oplion. To reftect the sale of part of your holdings, change the
shares held and lhe lola! cos!. To record the sale of all holdings
in a stock, select the REMOVE opllon. Use other options as
needed 1o rellecl new earnings and dividends amounts for
stocks in your porlfolio

You may use DEFINER lo prepare several Data Tapes of dilferenl
porlfolios. Make sure lo label each Data Tape so you know which
portiolio i storect on which lape.

Loading Other Library Programs

When you have finished making a Data Tape ol your current
porlfotio, press RESET and “R" and lype a "RUN" command to
rerun DEFINER so you can make or edit other porlfolio tapes. To
run REPORTER or INCOME ANALYZER, press RESET and
“R” Aller you gel an "OK" from BASIC, follow the instructlions
in the Program guide for the programyou want to run next.

REPORTER Program Guide

Inlroduction

Now you can easily produce meaninglul reports about your
stock porttolio REPORTER reads a Data Tape of information
about your stocks prepared by DEFINER, then lets you analyze
your holdings—investigale gains or losses for each stock or for
the total porffolio based on current or anticipated prices, or,
evaluate the performance of alternative porlfolio composilions.

Loading the Program

It it is nol already loaded, load the Level Il BASIC tape in the
usual manner. Aller you gel an “OK™ from BASIC, insert the

FINANCIAL LIBRARY ! tape into the casselle deck Type "CLOAD
"REPORTER" " followed by a "CR". Push the REWIND casselle
bullon lo rewind the tape it necessary. Push the READ casselle
button to load the program Aller you gel an "OK", type a "RUN"
command lo slarl the program.

Entering your Porffolio

REPORTER gels information about your holdings from a Data
Tape prepared by DEFINER. 1f you do nol have such a lape,
see lhe "DEFINER Program Guide” Il you have a lape, foflow
REPORTER's instructions lor loading il.

EnferingPrices

Afler loading your porllotio you are asked lo lype in a price
per share lor each stock. The name ol each stock and your
average cosl!/share are displayed belore you are asked lor the
stock's price. To analyze actual porllolio performance. enler
current prices. To evaktale performance based on your ex-
pectations, enter your torecast lor each stock. Follow each
value with a "CR". You may enler prices using |he decimat
point or using fractions. For example, a stock price of $24 50/
share may be entered as 245, 2450 or 24 1/2. Use the
*+"key for the slash (/) in afraction.

Opfions

REPORTER nex! asks, "WHAT NEXT?" and displays a menu of
oplions. Press the lirsl fetter of the option you desire:

Total Stocks Displays the current worth, originatl cos!
and doltar and % gain or loss lor the enlire
porllolio. REPORTER also displays lhe
current balance in a special ‘cash
accoun! The cash accounlbalance slarls
oul al $0.00. The account balance Is
recomputed as you “buy and sel” slocks
using the BUY and SELL oplions described
below. Press "CR" lo return lo the optlions
menu.

List Stocks Displays a report for each stock showing
shares held, price, value based on the
prices you entered, purchase cos!, dolar
and % gain or loss, and lhe stock’s per-
centage of the worth of the entire porifoko.
Stocks which exhibit a gain of 10% or more
\ are displayed against a green background.
\ Those wilh a loss o! 10% or more are



Display Slock

Omit aStock

Restore Stock

Price Change

Buy

Selt

displayed on red; all others use a yellow
background This allows you o move
quickly through reporls and easily identily
the high gain/loss stocks. Press a ©'CR"
aller a reporl is displayed fo see lhe repor!
for the nex! stock. Press an “H' aller any
repor! lo halt reporling and return to the
option menu.

Produces the same reporl as “LiST
STOCKS", bul lor one stock onty. Enter
the name ol the slock to report when
asked, followed by a “CR". Press a "CR"
fo remove the repor! from the screen and
return to the options menu.

Asks for the name of a stock to omil tem-
porarily from calcutations and reporls. The
slock is still on your Data Tape, and may be
put back into calculations and reporls by
using the “"RESTORE" option described
betow. After omilling a slock, use the
“TOTAL STOCKS"option 1o see il your
porifolio would have performed beller
without the ormittedstock.

Puts the omilled stock whose name you
specily backinlo calcutalions and reports

Allows 1o enter a new “curren!” price
for the slock you name. The new price is
used in further analyses and reporls.

Asks you lor the name of a currenlly-
held stock, then asks how many shares
you wish lo “purchase” at the current
price. The cost ol the specified purchase
Is sublracted from the current balance of
the cash account included in the TOTAL
STOCKS repor!, and your additional hokJ-
ings are included in furlher analyses The
holdings information on your Data Tape is
NOT changed.

Asks you lor the name ol a currenlly-held
slock, then asks how many shares you
wish to “sell” al the current price Pro-
ceeds Irom the “sak'" are added to the
current batance of the cash account
included in the TOTAL STOCKS reporl,
and your “sate” is sublracled from your
hotdings in further analyses. The inlor.
malion on your Data Tape is NOT changed

Loading Another Library Program

Press RESET and "R, then lype "RUN" 1o rerun REPORTER
with another porliolio Data Tape. To run DEFINER or INCOME
ANALYZER, press RESET and "R After you gel an "OK"
from BASIC, follow the loading instruclions in the Program
Guide for the program you wan!t 1o run nex!.

INCOME ANALYZER Program Guide

Infroduction

INCOME ANALYZER helps you analyze and repor! dividend
income, yield, and P/E and payout ralios tor your porliolio
INCOME ANALYZER also helps you analyze the income eflexcls
ol alternalive porlfolio composilions, anticipated dividends and
S0 0N,

Loading the Program

it it is nol already loaded. load the Leve! I BASIC language
tape in the usual manner Aller you get an "OK’ from BASIC,
inser! the FINANCIAL LIBRARY 1 tape into the casselle deck
Type “CLOAD “INCOME"" followed by a “CR" Push the
REWIND casselle bullon lo rewind the lape if necessary. Push
the READ casselle button to load the program. Aller you gel
an "OK", lype a"RUN" command lo star! the program.

Entering Your Portfolio

INCOME ANALYZER gels informalion abou! your holdings lIrom
a Data Tape prepared by DEFINER. Il youy do no! have such a
tape, see the "DEFINER Program Guide”. If you have a lape,
follow ANALYZER's instructions for loading it

Entering Prices

Alter loading your porttolio you are asked lo type in a price
per share lor each slock. The name of each stock and your
average cosl/share are displayed before you are asked lor the
slock's price. To analyze aclual porllollo performance, enler
curren! prices. To evaluale performance based on your ex-
peclalions, enter your lorecas! for each stock. Follow each
value with a “C1". You may enter prices using the decimal
point or using fra lions. For example, a slock price of $24.50/
share may be entered as 245, 2450 or 24 1/2. Use the
"=" key lor the stash (/) in a fraclion.



Optlicns

INCOME ANALYZER next asks, "WHAT NEXT?" and displays a
menu of oplions and codes for them. Press the code for the
oplion you desire:

Total Stocks

List Stocks

Display Stock

Omit aStock

Restore Stock

Price Change

Displays the current worlh, annual dividend
income and % yield for the enfire portlolio

For each stock, displays number of shares
held. current price per share, annual folal
dividends, °% yield, % of portlolio dividend
income contributed by the stock, and cur-
rent P:E and payout ralios. Press "CR"
1o see the reporl for the nex! stock. Press
"H" afler any report is displayed to halt
reporling and return o the oplions menu.

Produces the same report as LIST
STOCKS. but for one stock only. Enter the
name of the stock when asked, tollowed by
a "CR". Press a "CR" to remove the re-
port from the screen and return 1o the
oplions menuy.

Temporarily omils a stock from further
analyses. The stock may be put back into
reporls and analyses using the RESTORE
option described below. Use the TOTAL
STOCKS option after omilting a stock to
see how your porllofio woukd have per-
formed without the omilted holding. Your
Data Tape is NOT affecled by OMIT.

Puts the omilted stock whose name you
enter back info analyses and reporls.

Allows to enter a new “current” price
for the stock you name. The new price is
usedin further analyses and reporls.

Loading Anolher Program

Press RESET, and “R" then type a "RUN" command o rerun
ANALYZER with a new Data Tape. To run DEFINER or RE-
PORTER, press RESET AND TYPE “R”. Afler you get an
"OK™ trom BASIC, follow the loading Instructions in the Pro-

gram Guide lor the program you want to run next.

S N Y
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Your Financial Library il program tape contains five Lavei Il BASIC
programs to help you withyour personal tinanc:al management:

INTRO provides information about other programs on the
library tape. inciuding the program name. its
capabilities. how to load and run it and how to stop
it.

LOANS helps you evaluate borrowing alternatives, com-
pute equity. monthly payments and more.

SAVINGS helps you evaluate alternative savings plans and
focus on the plan that meets your specified savings
goat.

NETWORTH asks you questions about your assets and liabilities
to help you ftigure your net worth.

TRENDS puts the power of protessional forecasting
technigues in your hands. The program develops a
time-trend equation for your cata. and forecasts it
into the future.

These programs, ike all Interact applications, emphasize ease-ot-
use and meaningful anatysis. Each of the programs is run from
Level Il BASIC on any 16K Interact Model One personal cocmpu-
ter. Oetailed instructions for each program are provided on the
foltowing pages.

INTRO Program Guide
Loading the Program

First ioad Leved || BASIC in the normal manner if it is not already
loaded. After you get an “OK" from BASIC, insert the FINANCIAL
LIBRARY Il tape into the cassette deck. Type "CLOAD "IN-
TRO"" tollowed by a "CR". Press the REWIND cassette hutton
to rewind the tape it necessary. Press the READ cassette outton
to load the program. After you get an “OK" from BASIC. type a
"RUN'" command to start the program.

INTRO produces a screen-by-screen description of each libran:
program. Press a "CR" o move from one screen to the next.
The program prints an “OK" message when you reach the end of
the program descriptionrs. To load another library program simply
follow the instructions in the Program Guide for the orogram you
wanttorun next.

LOANS Program Guide

Introduction

Wwith LOANS, you won't need a banker to investigate torrowing
alternatives. LOANS can compute a3 monthly payment. or the
number of months it would take to pay back a loan at a rate you
specity, or how much you can borrow at a given repayment rate.
And there’s more—{LOANS can ‘el you what your equity as at
any moment. how much of a given payment is interest and how
much is pnnciole and so on.

Loading the Program

First loaa Levet Il BASIC in the usual manner it it is not aiready
loaded. After you get an "OK" from BASIC, insert the FINAN-
CIAL LIBRARY Il tape into the cassette ceck. Type "CLOAD
“LOANS"" followed by "CR". Push the REWIND cassetta bu:tton
to rewind the tape it necessary. Push the READ cassette button
o load the program. When ycu ge=t an "OK", type a "RUN"
commang to start the program.

Choosing the ltem to Compute

LOANS computes any of four items pertaining o an instaliment
loan. given vaiues for the other three items:

Monthiy cayment. Given the amount you want to borrow. the
interest rate you wouid oay 2nd the iengtnh 2f
the loan, LOANS tells you what #he monthty
paymentwould be.

Loan amount: If you know the monthty payment. temm of the
loan and the interest rate, LOANS computes
the onginal amount borrowed. This I1s oarticu-
larly useful if you know a monthly amount ycu
could afford to pay on a loan. and want o
know how much you could borrow.

Term: Given the amount to borrow, the annuat in-
terest rate and your desired monthly payment,
LOANS tells you now many months it would
take to pay back the loan.

Interest %: It you know the borrowed amount, term and
monthly payment, LOANS tells you what oer-
centage interest rate 1s being paid on the
borrowed funas.

When asked which item you want to compute. press "A” to com-
pute the amount of the loan. “T™ for the term (life) of the loan in
months, "I'" for the annual percentage interest rate, and "P" for
the monthly payment amount.

Defining the Loan

After you specity which item LOANS is to compute. you are
asked to type in values for ihe other three items from the list
acove. You may use the backsoace key i 2rase mistakes.
Follow each value with a “CR". Please note that the term of a
loan is entered in years. You may type in fractional terms, 2.g.
“2.5" for 2% years (20 montns).

The Loan Summary

After all three required values are entered. LOANS disolays 2
Loan Summary which reports the four items listed above. The
item you asked LOANS to compute is displayed in yeliow. The
report stays on the screen until ycu cress the "CR" key After
cisplaying the Loan Summary tor your 'nitial values, you may ce-
fine a new problem, request an amortization schedule, ar change
one of your original values. LOANS gdisplays these options and
the codes for them. Enter the code for your desired option.

Changing Your Inputs

You may change any of the three values you entered oniginalty
Cranging input vaiues lets you 2xamine aiternatives easily. For
example, suppose you onginaily ccmputed a monthly cayment.
Now you wonder, “How much would my pavmsant be if | tor-
rowed a littte more?” Press “A” for "AMCUNT" when askec
which item to change. Then snter the nigrer amount. LOANS
then disolays a Lcan Summary 'with the new monthty cayment
tased on the higher amount.

The Amortization Schedule

For each payment. the'amortization scredule tells you how much
of the payment Is interest charges and how much is grinciofe. 't
3lso teils you how much ecuity you rave accumulated and how
muchnterest you have paid since vou oegan pay:ng on the !can.
‘When you reouest this schedule, LOANS asks at which payment
repcrting should begin. Enter your desired cayment numper. fol-
icwed by a "CR". One screen display is used o regort 2ach
savment, beginning with *he oayment you spectfied. Press "CR"”
to see the renort for the next sayment. Press "+ ‘or "HALT to
return to the Loan Summary.



Starting a New Program

To respecity which item to compute ana to enter new starting
values. press "N for "NEW PROBLEM" when asked for your op-
tion choice.

EXAMPLES: The following examples describe typical se-
guences you might follow when using LOANS:

Example 1: Mr. Jones is thinking of buying a new car. and

‘~ants to get an idea of how much he can afford to spend. He

has $1500 to use as a down payment, and figures he can

afford a monthly payment of abcut $125. He knows his bank

ofters 3, 4 and S year car loans at 11% annual interest.

1. Mr. Jones runs the LOANS program. He press "A" for
“AMOUNT" when asked which item to compute.

2. Next, he defines his loan as a 3-yearloan at 11% interest
with @ $125 monthly payment. The Loan Summary report
tells him he can borrow $3.818.12 at 11% for 36 months,
making a monthly payment of $125.

3. After pressing a "CR'" to remove the Loan Summary from
the screen, he presses “T for "TERM" when asked which
item to change. He specities a new term of 4 years. His
new Loan Summary tells him he can borrow $4.836.45 at

11% over 48 months, still making a $125 monthly pay-
ment. He repeats this process for a term of 5 years, and
tinds he can borrow $35.749.15 over S years,

Mr. Jones now knows that with his down payment, he can
spend $5.318-37,249 for 3 new car, depending on how long
he wants to take to pay forit at S125, month.

Example 2: Jim Public has his eye on a motor doat which

sells tor $7.500. His local bank tells him they can loan nim

the money at 12% aver 4 years. Jim wants to know wnat his

monthly payment would be. and also woncers :f he couid

afforato pay off theloan in 3yearsinstead of 4.

1. Jim runs LOANS and presses "P" for “MONTHLY PAY-
MENT" as the item to compute.

2. He defines his loan as a 4-year term, $S735C0 loan at 12%.
The Loan Summary report tells nim his monthiy payment
on a 48-month loan of $7.500 at 12% would be S197 51
He presses "CR” to remove the LJan Summary from the
screen and display his further options.

3. Jim presses “T" for “TERM" to change :he lite of the loan.
He enters 3 new term of 3 years. The Loan Summary tells
him he could pay off a $7.300 ican at 12% .ntarest in 36
months if he made amonthly payment of $249 .11

Example 3; The Smiths have been making a monthly mort-
gage payment of 3400 not including property taxes. for the
past S years. The mortgage has a tem of 25 years and an
interest rate of 8.5%. They put $9.325 down wnen they pur-
chased the home. They are thinking of buying a new home
and wonder how much they cculd expect to pocket from the
saleof theirpresenthome:

1. Mr. Smith runs the LOANS program and presses "A” for
“AMOUNT" as the item to compute. since he doesn’t have
e exact amount of the mortgage handy.

2. LOANS tells him his mortgage amount was S49.673 at
8.5% over 25 years with a S400 monthly payment. He
presses “‘CR" to remove the Loan Summary reoort from
the screen.

3. Next, he presses "S” for "AMORTIZATION SCHEDULE"
when asked for his option. He specifies "60" tor the 50th
month as the payment at which to begin reporting. The
scnedule tells him that they have accumulated $3.583.23
in loan equity in the five years they have teen paying cn
Jeir home.

The Smiths figure their oresent home has aopreciated acout

$30.000 since they bought it. Their totat equity is the down

payment plus the appreciation pius the loan equity. There-

fore. they would pocket apout $9.325 ~+ $30.000 +

- $3.583. or 542908 totalif they soid their home now.

LoadingAnotherLibrcry Program

Press the RESET button. then type an “R" After you get an “OK™
* from BASIC, follow the instructions in the Program Guige for tne
sSrogram you want to run next.

SAVINGS Program Guide

Introduction

Now it's easy to investigate alternative savings plans. Tell SAV-
INGS how much you want to save avery monm. SAVINGS tells
you how much ycu'll have at the =ng Gf any time perioa you
specity.

Loading the Program

First load Level Il BASIC in the normal manner if it is not already
loaded. Atfter you get an "OK" from BASIC. insert the FINANCIAL
LIBRARY Il tape into the cassette geck. Type ‘CLOAD "SAV-
INGS"” " followed by a “CR". Press the REWIND cassette button
to rewind 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 Savings Plan

You are asked a series of questions to define your personal sav-
ings plan. Type in each value as it is requested, using the oack-
space key as necessary !o erase errors. Press the "CR" key to
enter a value:

INITIAL INVESTMENT: Enter the amount of money you have with
which to begin your pian. 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 “etfective annual
yield".

# COMPOUNDING PERIODS/YEAR: Specity the rate at wnich
your interest is compounded. 0o not confuse this rate with the
rate at which interest is actually paid—that is, posted to your
account. For example, enter “4" for quarterly compounding, “12"
for monthiy. Enter a zero for continuous compounding.
ADDITIONAL MONTHLY DEPOSIT AMOUNT: Enter the amount
you intend to deposit every month.

FOR HOW MANY YEARS: Enter the number of years to use in
calculating your total savings. For example, if you wantto know
how much you'd have after 3%: years following the pan you've
outlined, enter *3.5™

SAVINGS now computes and displays your totat savings under
the plan you gave after the number ot years you soecified. Press
"CR" to remove the savings report from the screen. SAVINGS
next displays your current plan and gives ycu a chance to change
any itemin it, or to start an entirety new problem. You may crance
any item by typing the code from the list SAVINGS gives /ou.
Atfter asking you for a new value for the item you setected. SAV-
INGS dispiays the total amount you would save uncer your 1ew
ptan. You may continue o change items and display results 'until
you have investigated any alternative you woncer sbout. Press
“N" to define an entirely new problem

Loading Another Library Program

Press the RESET button, then type an "R]" After you get an "OK"
from BASIC., follow the instructions in the Program Guide ‘cr the
program you want tarun next.

NETWORTH Program Guide

Introduction

Now you can use the same methods employed by financial insti-
lutions to comoute your net worth. Just answer the Suestions
askeg by the program-—you're probably worth more *han you
think!

Loading the Program

First load Level Il BASIC in the normal manner if it is not alreaqgy
loaded. After you get an “OK™ from BASIC. insert the FINANCIAL
LIBRARY Il tape into the cassette deck. Type "CLOAD "NET-
WORTH" " followed by a "CR". Press the REWIND cassette
button to rewind the tape it necessary. Press the READ cassette
button to load the program. After you get an “OK". tvpe a "RUN"
command to start the program.



Entering Data

NETWORTH asks you for amounts of all assets and liabilities you
may have. A bnef definition of each item is given below. Enter
each value, followed by a "CR". Press “CR" only to specify a
zero amount for an item. As you enter sach value. NETWORTH
maintains a running total at the top of the screen. After all items
for assets or liabilities have been entered NETWORTH asks,
“"CORRECT?" Press "Y" it you entered ail items correctly. Press
“N" and the program reviews all items in the category. For each
item. the onginal value is displayed. Press a “CR" it 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 speciftied as correct, NETWORTH prints the
total assets. total liabiities and net worth, 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 category. Press the code for the category
from the list given by the program. NETWORTH then reviews all
items in your chosen category, aliowing you to make changes.

Categories

The following list gives a briet definition of each assetanc liability
itemn that NETWORTH asks you !0 enter.

ASSETS

Cash on hand: The amount of cash you ha've on hand that is not in
abank account.

Cash-checking accounts: The total current balance of your
checking accounts,

Cash-savings accounts: The total current balance in any check-
ingaccounts you have.

Loansreceivable: The totai amount due from any loans you have
made and for which you expect repayment.

Haome market value: The amount ‘or which you could sell your
hame right now.

Other real estate market aiue: The total of amounts you wcula
receive if you sofd any other real estate you have now. 2.g.
avacation home.

Automobiles: The current market value of your automobiles. in-
clude recreational vehicles.

Furniture: Estimate the amount you would receive from the- sale
ot all your furniture and househola appliances.

Jewelry: The current market value of your jewelry.

Works of Art: The current market value of paintings, sculptures,
and so on.

Furs: Coats. stoles, and other fur garments.

Other personal property: Estimate the market value of any per-
sonal property not included in other categones above. e.g.
musical instruments, hobby equipment, recreational equip-
ment and so on.

Stocks: Enter the value of your stocks based on current prices
for each stock.

Bonds: Enter the value cf your bongs based on current bond
prices.

Mutual Funas: Enter the vaiue of shares investea 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 of your share ot
any business you own in whoie or in gart.

Miscellaneous Assets: Enter the total 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 Cards: Enter the total bajfance from all other charge cards.
including retail store charges. gasolne credit cards and s0
on

Medical Bilts: Enter the total amount cue for megicai services.
including ooctor. dentist, optometnst. etc. Include charges
outstanding for prescriptions, surgery, prosthetics. glasses
and soon.

Unpaid Taxes: Enter only taxes you owe but have not yet pa.
Include income, seit-empioyment and property taxes.

Auto loan: Enter the amount you still owe on your automaobile.
Inctude ioans for recreational vehicles.

Other loans: Enter the total amount you owe on any loans not
covered by the above categories, axcluding your home
mortgage.

Mortgage cn Home: Enter the balance owed on your home,

Qther 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 wnich are not covered by other categones
'isted above.

Loading Another Library Progrem

Press the RESET button. then type an "R". After you get an “OK"
from BASIC, follow the instructions in the Program Guide for the
program you want to nin next.

TRENDS Program Guide

Introduction

How fast is your home apprec:ating? How much might your
stocks be worth in a year it past trends continue? With TRENDS
and your Interact. the power ot protessional forecasting ech-
niques is yours.

'Locding the Program

It it is not already loaded. load the Level Il BASIC language tape
in the usual manner. After you get an “OK' from BASIC, insert
the FINANCIAL LIBRARY If tape into the cassette deck. Type
“CLOAD “TRENDS"" followed by a "CR™. Push the REWIND
cassette button to rewind the tape if necessary. Push the READ
cassette button to load the program. After you get an “OK",
type a “RUN'"" command to start the program.

Specifying Periodicity

TRENDOS asks it you have weekly, monthiy, quarterly or annual
data values. Press “W" for weekly data. “M" for monthly. “Q" tor
quarterty, “A” tor annual vatlues, or Q" for other. Annual com-
pound growth rates are not computed tor data with "OTHER"
periodicity.

Entering Vaiues

You are asked for vaiues one at a time. Type in tne value using
the backspace key to erase mistakes. Press "CR" (o enter 'he
vajue. Press “E” and a "CR" to signal that you are done entenng
vaiues. TRENDS works with a maximum of 30 values inclucing
torecasted data ooints.

Displaying Data

After you are done entering values. TRENDS asks, "DiSPL.AY
DATA?" Press "Y"” for yes. "N” tor no. The listing displays the
seguence number and vaiue for each data point. As your vaiues
are listed. you may freeze the iisting temporarily by holding cown
the "CONTROL" key and typing an “S". 7o resume the listing
again, hold down “CONTROL" and type a “Q".

Editing Vaiues

After displaying the data it you réquested it. TRENDS asks.
“EDIT ANY VALUES?" Press "Y" for yes. "N tor no. If you re-
guest editing, TRENDS asks. “WHICH VALUE?" Enter the se-
Quence number of the value you want to change. After displaying
the old value, TRENDS asks tor the new one. Enter the new value
tollowed by a “CR". Atter editing a value. TRENDS gives you a
change to list the data again.

Foreccsting

After you are done listing and editing values, TRENDS asks how
many data points into the future to forecast. Enter the number of
periods to forecast, tcilowed by a “CR™. Remember that TRENDS
uses a maximum of 30 datapoints inctuding the forecast.

Trend Statistics

TRENDS next displays the resuits of the time-trend linear regres-
sion for your data. 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 wnich is
accounted tor in the computed regression equation. The
higher this percentage. the more accuratety the equation
descnbes your data.

Press a "CR" to see the next report:
1) TRENDS tells you the average per-ceriod increase or
decrease berween data points.

2) TRENDS also cisplays the regression eguation "y = A°T
+ &' ana vaijues for A and B. In this eguation. the vanavle
*f 1S the vajue of your aata as forecast tcr oeriod " T

Prass a"CR" to compute your forecast.



Forecast Oispla

After computing you. forecast. TRENDS lists each actual and
each forecasted data: salue. Actual values are printed in green
and marked with an “A". Forecasted values are printed in blue
and marked with an “F". TRENDS lists 7 vajues at a time, then
waits until you press a “CR™ before listing more gata. After all
actual and forecasted values are listed, TRENDS displays the
compound per-penod and annuai growth rates exhibited by your
data. Press a "CR" ang TRENOS draws a bar graph of actual ana
torecasted values. Green bars represent actual values: biue bars
are forecasted values. The number of units represented by each
mark on the vertical axis is displayed at the top of the graoh.

After the forecast display, TRENDS asks if you want to review the
results again, beginning with the first regression statistics report.
Press "Y" for yes. Press “N" tor no. and TRENDS goes dack to
the beginning of the program. allowing you to specify vaiues for
anew analysis.

Interpreting Your Forecast

TRENOS uses the computed regression equation to calculate
your forecast. This equation mathematically described past his-
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 @quation to accurately mode!
the future. undertying factors must continue to exhibit the
average past linear trends. You may judge this somewhat by
examining 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 might be changing. so the forecast may be less
reliable. Remember that not even a computer has a crystal bail.
and the future can never be precisely predicted.

Loading Another Library Program

Press the RESET button. then type an "R". After you get an “OK"”
from BASIC, follow the instructions in the Program Guide for the
program you want to run next.

MICRO {g% VIDEQ

P.O. Box 7357
279 E. Liberty Plaza
Ann Arbor, MI 48107
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