
"We think it was a glitch •.• " 

And penguins can fly! The first explanation 
for the computer 'malfunction' that caused the 
Shuttle launch to be delayed was wonderful! A 
glitch indeed •.• a glitch in the software! Rule 
~l in computer technology is: "The problem is in 
the software - always in the software." But how 
did a 'glitch' (bug) get there? Rule 12: "Any 
'little' routine or bug fix done at the last 
minute will not work." Ignoring Rule 12 results 
in 'bug fix' fixes (Empire again!*~% ·~!) and eggy 
faces. But what's 40ms between CPU's, anyway •.. 
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Title 

3D Cover 
Level 0 
Frog Song 
Bug Hunt Solution 
Mapdisk (Model I DOS only) 

Medieval Adventure 
Space Gallery 
Space Time 
Gomoku 

Turns Count * 
* 

CTR-41 CTR-80 * 
* 

12 & 21) 2 7 & l 54 * 
43 & 284 24 & 167 * 
93 & 3 20 55 & 188 * 

144 & 359 84 & 211 * 
199 & 401 116 & 2 311 * 

* 
* 

11 & 258 7 & 152 * 
153 & 36'5 90 & 215 * 
197 & 401 116 & 2 36 * 
229 & 4 27 135 & 2 51 * 

* 
* 
* * CLOADing Notes - This tape may load at an ODD RECORDER VOLUME. Set the volume LOWER than normal for your first attempt, then * 

increase it slightly until the tape loads. If the first copy of a program won't load, try the second. That is why it is * there. Model I only: Put an AM radio very close to the keyboard, tune it to a non-station, and you can listen to the tape * * loading in. Adjust the recorder volume so the hash from the computer sounds 'cleanest' during a load. * 
* Model III notes - Load the tapes at the LOW speed (POKE 16913,0). An occasional program will NOT run. There may be upper and * * lower case goofs in some programs. Arrow keys often are translated as fol lows: ( f, +, +- , -+) = ( [, \, ] , ·). * 

* * 
************************************************************************* 

Special glasses are not required to view the 3D Cover, but the thing on 
the screen looks like it would go good with crackers, melt nicely on a 
burger, or drive mice to salivate. 

With our usual timeliness, here is our April Fool's contribution - the 
back-talking TRS-80! Level 0 lets the real personality of your computer 
come through. Then this personality takes over! There is a way to make 
your machine subservient again, but telling you how would not be as nasty ... 

On to Calabasas County! Only the frogs in Frog Song don't jump very 
far. But they do make a sound as they leap. Now, once they have finished 
jumping, you must prod them to jump again - in the same sequence! If you 
don't have an auxiliary amplifier to plug the large grey recorder plug into, 
just plug the grey plug (enough 'plugs', don't you think?) into the 
recorder, push the play and record buttons, and (dare I say it) plug an 
earphone into the ear jack to listen. 
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The sound routine in Frog Song is worth looking at. Since the routine 
itself can be placed anywhere in memory ('relocatable code'), Mr. Quante 
decided to place it in a string variable (A$, line 2000) so that the 
computer takes care of where to put it and we don't have to set memory size. 
He kindly left the routine that packs A$ with the code in his program (lines 
2000-2030), but he removed the data that he used. Below is a reconstructed 
version of his original routine with comments added: 

1995 REM MAKE A$ BIG ENOUGH TO HOLD ROUTINE (25 SPACES THIS TIME) 
2000 A$="ABCDEFGHIJKLMNOPQRSTUVWXY" 
2002 REM YOU MUST 'GOSUB 2000' FIRST TO ALLOCATE SPACE FOR A$ 
2005 RETURN 
2008 REM FIND THE ADDRESS OF THE lST ELEMENT OF A$ 
2010 A=PEEK(VARPTR(A$)+2)*256+PEEK(VARPTR(A$)+l) 
2015 REM READ DATA AND PUT IN A$ STARTING WITH FIRST ELEMENT 
2020 FOR I=O TO 24: READ X: POKE A+I,X: NEXT I 
2030 STOP: REM ROUTINE DONE 
2035 REM DATA RECREATED BY PEEKING THE CURRENT A$ 
2040 DATA 33,37,64,78,33,39,64,70,62,1,211,255,ln,254,70,62,2,211, 

255,16,254,13,32,239,201 

To run the above BASIC routine, you would type 'GOSUB 2000: GOTO 
2010'<ENTER>. A$ will then be filled with the sound routine and you can 
delete all of the lines except lines 2000 and 2005. To use the A$ routine 
in a program, you must 'GOSUB 2000' at the beginning (see line 100) to let 
the program know where to find the noise. So that the A$ routine could be 
used by disk systems as well, you would want to include a line similar to 
line 210 to set up the USR function. Finally, before calling USR(O), you 
would have to POKE values in locations 16421, 15423, and 16425 as is done 
throughout the program to get the notes you want. 

And now we come to last month's promised feature, Bug Hunt Solution. 
For those new to CLOAD this month, last month's issue contained a program 
(Bug Hunt) that had built in bugs for the user to weed out. This program 
should draw a bug that runs back and forth across the bottom of the screen, 
then (after you hit <enter>) draw a very moody large bug. If you get an 
error with this one, the program must have loaded poorly. Just to repeat 
myself at what appears to be a perfect place: If you still find it 
impossible to load this (or any other program) after trying the loading tips 
given in the tape index block above, just return the tape for a fast 
replacement. 

Now we have a program just for you Model I'ers with (35 track, single 
density?) disks - Mapdisk. This program lists the programs on any 
particular disk. Big deal!? It also will list the disk gran by gran and 
tell you which program is residing (in part) in that gran. This can be VERY 
useful if a section of your disk goes bad and you want to try and salvage 
what you can from the wreckage. It can also be informative: 

Have you ever wondered why a program takes an inordinate amount of time 
to load in from disk? It is probably because that program is stored in 
little pieces all over the disk. When the program is loaded, the drive head 
has to jump back and forth to pick up all of the bits of the program. With 
Mapdisk, you can see just how the program is distributed and see the 
steeplechase that the head has to go through. But why is a program stored 
in non-adjacent pieces in the first place? 

Let's say that the disk is almost full, with 3 grans (~8-70) free at the 
end of the disk. Now you decide to delete this month's cover from the disk 
because you want to feed it to your dog (dogs love cheese!). The cover took 
two grans (ll and 12). Now you have grans ll,12,68,G9, and 70 free. Then 



you try to save Mapdisk on disk, and it takes four grans. 
not 4 connected grans free, the disk operating system (DOS 
that regulates how information will be saved and loaded to 
written to do 1 of 3 things: 
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Since there are 
- the 'lawbook' 
disk) can be 

1) An error message can be flashed saying, "Put it in your pocket, I'm 
stuffed." This is not very clean, is frustrating, and tends to fill disks 
very fast. However, if you have 100 mega-bytes of storage on line, this 
method is fast and trouble free. Bubble memory, at this time, works 
somewhat like this. You can write to it, but you can't change what you've 
written. So you need a lot of it to last you a while (1 mega-byte of bubble 
memory would be equivalent to about 10 standard Model I mini-floppies). 

2) The disk can be 'packed'. This means moving what is stored in grans 
13-67 and moving them all down 2 grans so that grans 66-70 are free and 
Mapdisk can be saved to grans 66-69. This makes for the quick reloading of 
a program, but saving a program to disk can be very time-consuming. Many 
systems require the user to pack the disk, making the DOS a little less 
transparent to the user (not a feature in my book) . 

3) Part of the program can be saved in grans 11 and 12, and the rest 
can be saved in grans 68 and 69. Then a directory has to be set up to point 
to all of the pieces of a program. Or at the end of each gran there is 
either a stop flag or a pointer to a gran containing the next part of the 
program. This way all of the grans get used, but loading times can be 
slowed considerably. 

Radio Shack uses method 3 in their DOS, so you get fragmented program 
storage (and you get programs like Mapdisk). 

Heralding the 2-player Medieval Adventure! You and another adventurer 
race around a palace looking for all the goodies, then bring them back to 
your home base. The one that gets ALL of the treasures to his/her base 
wins. But finding them is not easy, and keeping them safe from your 
opponent is even harder! A thief in the night ••• 

EXTRA, EXTRA! You can use the first 3 letters of an object or command 
instead of the whole word. For example, you can type 'ope doo' instead of 
'open door'. Second, you can use just one letter to go a direction ('s' 
instead of 'go south'). Last, you can type commands in lower case if you 
have it. 

NOT-EXTRA, NOT-EXTRA! A bug was found after this month's issue went to 
'press'. In line 5 of Medieval Adventure, there is a 'CLEAR140'. After a 
1 eng thy canvassing of the castle, an 'OS' (Out of String space) error may 
appear. Change 'CLEAR140' to 'CLEAR200'. This has been tested, and works 
(where have I heard that before?) as long as you don't type in 40 character 
names or commands. If you have a Model III, you will have to delete line 
10000 in order to have enough memory. Also, the editor ignored his editing 
responsibilities and let words like 'armor' and 'allgator' slip by. He also 
let such twelfth century terms as 'OK' (note - sarcasm) stay in the program. 
He is now on bologna sandwiches (no PEANUTBUTTER! !) until he mends his ways. 

Space Gallery is one of them-there arcade type games. 

Give me the time - as if I was on my way to Io at Warp .7! Space Time 
is a little demo that needs the current date, two earth-based people, two 
ship-based people, and a rate of motion for the ship. The program then 
calculates the relative passage of time for all of the people, as you watch. 
The program does increment time a bit faster than standard earth-time, so 
you don't have to dedicate your computer to this program for more than a 
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year or so ••• (more sarcasm!!!) 

Gomoku - an ancient game that is now played by an all-to-logical 
computer. Just try and beat your TRS-80! The object is to get 5-in-a-row 
first - on a 9 by 9 grid. Tic-Tac-Toe on a larger scale. Good Luck. 

The Empire strikes back - and wins .•• 

Last month I published a few bug fixes for February's 198l's Empire 
program. I ignored Rule ~2 (see introduction of this issue) and one of the 
'fixes' didn't fix. Also, since then a few other 'not nice' things have 
been pointed out. The mods for lines 245 and 277 may cause an Out-of-Memory 
error in the 16K Model III. The mod for line 245 is rather important, so 
edit the REM lines as described below to get a few more bytes if needed. 
Now here goes the third installment, 'The Return of the Fixes': 

Remodify line 245 (underlined parts are to be added to the original): 
E2=0:GOSUB57: ... :IFE2<>INT(E2)0RE2<0GOT0245ELSEIFE2=0THEN255ELSE ••• 

You used to be able to get merchants and nobles for free by just buying 
0 marketplaces or 0% of the palace. To fix that: 
Add 'J=O:H=O:' to the beginning of line 231. 
Add '+(E2-l)*(J+H)' after the 'E2' in line 247. 
Add 'ELSEA(K,7)=A(K,7)+J*E2:A(K,18)=A(K,18)+H*E2:A(K,3)=A(K,3)-(J+H)*E2' 

at the end of line 253. 
Retype line 233 as '233 El=l000:J=RND(7):GOT0245'. 
Retype line 243 as '~43 El=5000:H=RND(4) '. 

So you don't loose fighting turns for trying to send more soldiers than 
you have: 
Move 'IQ=IQ+l:' from the front of line 277 to the front of line 279. 

So you can't fight with 0 soldiers: 
Add 'IFI1<1THEN259ELSE' after ';Il:' in line 277. 

So you can't fight non-existent countries: 
Change 'ANDA(K,O)' to 'IFA(I-1,0)' in line 271. 

So you don't get weird amounts of money due to a computer's country 
buying grain from you: 
Change 'QR*A(Q,6)*.9' to 'INT(QR*A(Q,'1)*90)/100' in line 469. 

Model III'ers especially - to get a few more bytes of RAM, you can 
change the single quote used to mark a 'REM' statement in 11 lines (like 
line 33) to 'REM'. It turns out that a single quote uses 3 bytes of 
storage, while 'REM' only uses 1. A savings of 22 bytes if you change all 
those lines in Empire! 

A note to repeat - Mike Gieg discovered that the DOS Repeat program 
(February 1981) would not work after the first run on his system (TRS-DOS 
2.3), but always would on a second attempt (done immediately after the 
first). 

I'm off to see the Shuttle land .•• 

Head in the clouds, 



DARK IN THERE 
Turn on The Alternate Source and look inside. 

The magazine of advanced applications and software. 

Each issue of The Alternate Source co ntains applications, reviews , programs, 

lett ers, advice and edi torials. We' ll provide you with ideas to help you explore th e 

dark and forbidding interior of your TRS-80. TAS focuses on the Models I and III , 

and isn't written to be read just once and discarded. We think you will find each 

issue a valuable addition to your software library. 

And now you can get T AS every month for onl y S 18.00, S6 less than the 

normal S24.00 a yea r subscription rat e. A good pri ce for a great resource! 

? 
• 

• • • Illuminating features and subjects from past issues • • • 

DD Undocumented Z80 Opcodes DD Making your Machine Language Programs 
Relocatable DD Through the Ins and Outs ofTape DD So What Good is an Interrupt 
DD Speeding Up a Sequential Search DD Bit Kickin' With Jesse Bob DO Basic 
Statistics DD On Line Communications DD Data Packing DD Basic and Assem· 
bly Language Programming Techniques DD Reviews of the 3 new Tandy Computers 

The Alternate Source 
1806 Ada Street 

Lansing, Michigan 48910 
Ph. 517 I 487 -3358 or 

517 I 485-0344 

Master Charge/ Visa accepted 

0 I'll take 12 issues for $18.00 
0 Send me a sample issue for S2.00 

Name: 
Address: 
Ci ty: 
State, Zip: 

GET BUGS KICKED IN YOUR FACE? 
Ok. so you·ve tried running marathons on your TRS-80 keyboard. And your 

workout even included lifting code off of the printed page. But your fingers are 
worn out and your programs are still weak. Let Charles Cload and his 
Dynamic CLOAD method show you the easy way to build strong software 
libraries' 

Once a month, a 30-minute cassette filled with programs to painlessly 
exercise your TRS-80 and your mind arrives by First Class Mail. Clyde C. 
writes, ·· 1 used to be a 98·error programmer. But thanks to the CLOAD method, I 
now have a large number of bug·free, ready-to-load games, tutorials, and 
practical programs." 

No heavy workouts. Just get a subscription to CLOAD Magazine and 
you· re on your way to happy, healthy computing. 

PRICES 
I year subscription ............. . ... . 
6 month subscription ............... . 
Single copies ... . ........ . .......... . 
Anthology·volume I ............... . . 
Anthology·volume 2 ............. . 

The Fine Print: 

$42.00 
S23.00 

$4.50 
s10.oo 
SJ5.00 

Overseas rates sllghUy higher-please write for them. 
Back issues available-ask for our list.• 
TR&80 is a trademark of Tandy Corporation 
California residents add 6% to single copies and anthologies. 
Programs are for Level II l 6K and occasionally for disks. 

"24 Level I back issues also available. 
Mastercard/ Visa Welcome. Also Cash & Gold. 

·-·Lu- ··· D i H MAGAZINE INC. c 198 t 
•J P.O. Box 1267 Goleta. CA 93116 (805) 964·2761 



~HEPROGRAM STORE CALL TOLL FREE 
800 424 -2738 

GAMBIET/80 

By \\'1n Rens from .\1 1cro trend 
The new "K1nq of m 1c1-o chess" 1s here' Fresh 
from a v ic torious tnt1·oduction at the London 
Tou1·nament (wh ich included top ranked p ro 
qi-ams like Sarc1on 11, Rook , Bans , Albatross 
and Fofneo· J CA~lB I ET , 80 1s rated the best 
chess pro91·am on the market. But don 1 t let its 
c 1·edent1als fool you It is suitable for player""s 
at all level s. and is an excellent learning tool 
as well. 

This new ch am pion offers six levels of play, a 
c hess clock ( 1f equ ipped with RS expansion 
interface}, "take back" facility , continuous 
disp la y of moves. and pnntout capability ror 
recordi ng games. CAMBIET 80 averages 30 
moves 1n 60 minutes in tournament mode 
more than twice the speed o f Sa rgon II. And 
the display not only indicates each move 
GA1\1B IE T 80 co nsiders, 1t shows which one is 
currently best. Play CAMS IET 80 and learn 
the meaning of the word 11 awesome 1 11 

16K tape (transferrab le lo disk) ... 539 . 95 

LORDS OF KARMA 
From Avalon Hiii 
A new adventure throuqh the maqical uni 
verse of Karma . While ,Ust staying - alive may 
be tough enough , the Lords of Karma are 
watching your every move for deeds of kind 
ness and bravery. You must explore the ver 
dant forests. twisting t1·ails, rugged moun 
tams . and labyrinthine caverns in order to 
learn their secrets and complete your tasks. 
If successful. you will earn yout· place among 
the Lor·ds, 1f not . . ? 

48K TRS 80, 32K Pet Apple II 
Tape . ..... 519. 95 

By Hog ue t Konyu from Big-Five 
11 The rage of the arcades 11 is now available for 
TRS 80 ' Exc iting sound effects add to the ac ­
tion as the invaders swoop down to destroy 
yo ur base. Even while you have your hands 
full battling the aliens. you have to watch out 
for the Flagship 1 Super graphics , super ac 
t1on , super fun 1 

Level I or II , tape. . S 14. 95 

TRS-IO Level II~ 
unless otherwise · • 

noted ._, 

B y W. Godwin & D . Knowlton from Acorn 
Challenqe the world's hiahest moutain without 
ever leivino home. Thi; remarkable simula ­
tion goes beyond most adventures . pitting 
you against c hallenges mor"e te rrifying than 
dragons a nd dungeons. the real to Ii fe hor 
rors of one of man's most danger·ous endeav 
ors . 

Assigned an expedition budget. you must se 
lect the manpower" and supplies you will need 
to support your" quest. Now the adventure 
begins as you conquer the elements and ter 
rain , establishing ever higher e ncampments. 
Will you reach Everest 1 s 29, 028 foot summit a ­
live 7 

Level 11 , 16K tape .... $14 . 95 
32K disk version (with "save game" feature 
and other enhancements) .... S20 . 95. 

Unbelievable Realtlme 3·0 Graphics! 

FLIGHT SIMULATION 
From Sub Logic 
The wait 1s over 1 If 3 D graph ics seem 1mpos 
si ble on the low resolution TRS -80 , you hav ­
en 't seen this brilliant program . During 
FLIGHT SIMULATION , you instantly select 
instrument flight . radar . or a breathtaking 
pilot's eye - view. But be sure to strap your -
self in you're liable to get dizzy' 

Once you put in some air time learning to fly 
you r TRS 80 , head for enemy territory and 
try to bomb the fuel depot and air strip while 
fighting off five enemy warplanes . Good 
Luck • 

Level or II Tape ... 525 .0G 

SAVAGE ISLAND 
By Scott Adams from Adventui·e Inter national 
A small island m a remote ocean ho lds an awe 
some secret . Will you be the first adven tur"er 
to uncover 1t? Wander the bez:ch, uncover a 
bot tie of rum, and make friends with a mean 
al' bear . This is Scott Adams at his best 
and it's only the first installment of a new , 
multi - part adventure~ 

16K tape ... $14.95 32K d isk .. . 520.95 

. .. ...... ....... . .:. 
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INVADERS 
FROM 
SPACE 

by Carl .'i.1 dler from Aco,-n 
A fast machine language approach to this 
classic (and addictive) space game. As you 
play. the aliens drop bombs. move from side 
to side. and try to ove1·run your bases Hold 
them off and score by shooting them 
down. But, 1usl as you think you've go t 1t all 
under contro l the action speeds up. 

Choose the game speed, enemy bomb frequen 
cy and accu1·acy shots on screen and the 
number of your bases. Move yo ur base and 
s imultaneously fire at the invaders you 
c annot do this 1n most similar games . Fu ll 
sound effects add even more excitement to the 
incredible speed and action of INVADERS 
FRO ~I SPACE. Fun for all ages and ski ll 
levels . 

Protected tape ... . S 14. 95 
Protected disk ... 520. 95 

STAR WARRIORS 
By John F1·eeman f1·om Epyx 
You 11·e on your own, light years from Earth m 
intergalactic space. If you thought saving the 
pn ncess m "Rescue at Rigel" was a challengf" , 
wait 'tll you p it youi·self against STAR WAR 
RIORS 1 Order the second edition of the Star ­
quest Series now. 

TRS 80 16K tape. 32K disk , Apple 11 48K disk 
539. 95 each 

By J . Warshawer from Adventure Int. 
~leet Tex , Slim . Bart, Doc and "The Kid" as 
you play five card draw against these com 
puter opponents . This delightful program lets 
you play out a favorite fantasy a table 
stakes game against a group of c rafty high 

roller"s. Not a bad way to brush up o n your 
µoker skills . either. 

T RS 80 Level 11 , 16K tape ( transferrable to 
diskl .. $12. 95 
Apple II 24K disk ... 519 .9 5 

OMNI KEY 
From Discovery Ba y 
B.-ing your keyboard to life with new OMNI 
KEY . Sing le keystroke entry of 26 Basic 
s tatements , auto repeat on all keys, and se 
lectab le upper lowe r case (if your keyboard 
1s so equipped) speed Basic program entry 
immensely . In edit mode, OMNIKEY's arrow 
controlled c ursor can be p laced anywhere on 

the screen to perform auto ~i nsertion , dele 
t1on, statement merging , even line repitit1on 
and repos itioning 1 Once you've used OMNI 
KEY. you won't progr"am without it. 

Tape (transferrab le to disk) .. . 522.95 

Visit Our New Store: W. Bell Plaza - 6600 Security Blvd •Baltimore, MD 

I CICI • TO ORDER CALL TOLL FREE 800 424-2738 For information 
Call (2021 337-4691 

MAIL ORDERS: Send check or M.O . for total purchase 
price, plus $1.00 postage & handling. D.C. residents, add 
6% tax. Charge card custome~ : include all embossed 
information on card. 

THE PROGRAM STORE 
4200 Wisconsin Avenue NW, DeptC 2 3 Bax 9609 

Washington, D.C. 20016 


