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I

What is

Well. here it is: a HardCore Updzte.
What is an Update ? It‘'s a monthlv
mini-mag of early - release information
that will be appearing in the upcoming
HardCore Computing issue. In addition
to the updates of important columns, it

will contain news items and various
notes and notices of interest to apple
computerists.

The early release of an article in an
Update gives readers a chance to ques-
tion., correct, modify or add to that
article before its final appearance in
the magazine proper. Our writers de not
ciaim to be "know-it-alls" and there-
fore are willing to be assisted or cor-
rected by our readers. In fact, vour
agsistance is necessarv for the very
existence of this type of magazine.

Our writers are no different from
most of our readers exmcept that they
have submitted {and had accepted by us)
3 testimonial of their interest in com-
nutering: an article or column. Some
of the articles began as letters to the
editor. .HardCore articies are very
much like the programs we offer: they
are subjeet to the secrutiny of our
readers so that they may be improved.
That means that when it is reprinted in
the following issue, that same article
will be somewhat different., perhaps
with more illustrations, or footnotes.
or whatever was lacking according to
Qur readers response.

This particular Update contains sev-
eral items awaiting vour ezamination:

1... The promised update to Bobby's
aolumn on Copv-Protection beagins with
an explanation of the disk itself. We

would like to know if it is too ele-
mentary or if it needs more basic ex-
planations. Please let us know.

2... The creation of the Ultimate Ad-
venture Preoaram begins, naturally, with
a reguest for ideas, assistance, com-—
plaints, and other manner of input from
our readers. This will be a2 reader-de-
signed adventure ogame that should top
all adventure games and Leo is going to
show vou how it is written. In fact,
He's writing it right now...

3... You have all probably heard of
(and plaved) Invaders.... Well, to show
that vou can play aranhic games on the
text page, We present the premier list-
ing of Texmt Invaders 1.! (by none other
than vours truly...) Written in Apple-
soft, this particular version of that
old standbvy zarcade favorite, has all
the thump-thumps of the arcade version,
and the disintegrating bunkers, ezplod-

it

inga tanks
iar to video-game
with a twist. Your gun has a value of
1 to 9. and se do the marching inva-
ders. If vou shoot one with 2 number
higher than vour gun's value, all you
do it lower the invader's number. This
program will be presented in Issuce #2
as a lesson in Applesoft string manip-
uiatien. It is listed here for those
who are familiar with strings and would
like to get a jump on the next issue.
We wouid like vou to make improvements
ent it if you can...

and dving invaders so famil-
enthusiasts.... but

Finally, we have a host of tidbits:
A...We're still are looking for pro-
grams. even ones ias simple as Text In-
vaders! Most programs can be used to

teach some aspect of computering.

B.. . Remember that first Ilona and
complete program vou actually created
bv vourself? We'd like to know what it
was ( tic-tac-toe, or black- jack, or a
recine data file. or maybe Jjust a tel-
ephone "list-and-search" program, or a
simple arcade game) and whether vou'd
like to have it published in our upcom-
ing series on "My First Program"”. Em-
phasis will be on vour learning experi-
ence and how you would write that same
proaram today. Manv of our readers are
just learning the wvarious languages and
would profit by discovering some of
vour learning ezperiences, problems and

their resolutions. Some of the pro-
grams will be used in other c¢olumns
such as: Apple Softies, Into Integer,

Pascal Primer, and others.

C...We might have made
cshinping out the Alerts via
We discovered that
weeks, and that
whole purpose of having
also may not have arrived at all, so
we've reprinted the Alert notice in
this update.) We are going to emamine
our mailing practices and try to get a
second class mailing permit (which can
take over half a year to get). Mean-
while. mno more bulk mail shipping of
Alerts.

D...It seems that we are not onlv-
disliked by manv of the software vend-
ors (software houses and retail outlets
like computer stores), but some of the
clubs also doc mot care for HardCore's
Free Press Editorial Policy of '"pub-
lishing all legal useful information on
apple computering’ {(which includes, of-
course, information on "copv-protect-
ion'}. 50 it seems that information
suppression will ao on and on and on...

a2 mistake in
buik mail.

Buik takes around 3
sort-of defeats the
an Alert (Thev
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DISKLOGKS update: how to

This column is the Update to the DISXLOCKS that appeared in the Premier Iscue. The
tables and illustrations for lé-sectors (3.3 DOS) 48 K. We plan to have tables for

the 3.2 DOS when this Update appears in Issue 2, as well as any suggested chances and
addttions that readers send us. Copy-protection should be employed by the individual
user for purposes of disk file protection, not just by software vendors who wish to
discourage piracv or prevent program alterations.

Copv protection can be loose- 1 sav "lecosely” because each the program goes back te the
Iv divided inte 4 methods. area overiaps the others. Me- disk and searches for a particu-
{. cony~-protected disks thod { usuallv involves changind lar pattern. The disk is secem-

2. software protectiom the format of infnrmation on a ingly copvable but bombs after

3. hardware protection disk. The disk is not copvable the prodaram is run. And in me-

4. memorv brotection bv mnormal means. In methnd 2 thod 3 2 ~ard or other hardware

A diskette with the cover peeled awav,
and a sector sliced out and moved to

page 5.
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is used by the program. The
disk is aopyable but reguires
the hardware to run. Method 4
is really a subgroup and is em-
ploved by the other three pro-
tection schemes. 1t includes
such thinas as: lockinag-out the
"raset and control “CV,

The number of ways that pro-
arams can he protecied has vyet
to be counted. Some companies
even use other computers to de-
vise disk formats that cannot be
duniicated by the Apple.

In this article we will look at
method one: Protecting vour Dro-—
gram by altering the disk format.
In order to to understand these
changed formats vou neced to
first look at a normal disk. The
flexibie (or floppy) diskette ean
be thought of as a disc-shaped
piece of recording tane, and es-
sentially that's all it is, The
reason for the flat disc shape
as nnposed to using a flat strip
as in a tape is for speed of in-
formation retrieval. For instance,
if vou were to have a program
stored in the middle of & tape,
the computer would have to
READ in 21l of the tape preceed-
inag the area where vour program
resides. This method of inform-—
ation retripval is known as "se-
auential access”. The disk. on
tne other hand. is set up in
such a wav that the computer

can go directly to a piece of da- DOS what track/sector it is cur-

Track

A
;Die
section
showing the

sontrast in area

occupied bv each track/
sector. There are 35 track/

COPY-PROTECGT your disks

3% tracks

1& sectors

FIGURE 1

ta ot nrogram
disk laterallv.
information
as

hy secanning the
This method of
retrieval is knmown
random accuss®.

When a disk is INITialized the
Disk Operating System (DOS) di-
vides it inte 35 concentric
tracks ( see figure 1). It then
divides each track into 14 blocks
called “sectors”. Each sector
contains an address mark and 2
datz mark. These marks are 2
unigue set of bvtes that are
used by DOS like street signs.

The address mark tells the

¢22 (34) == to =- Track $00 (O

sectors (usually just called: sectors)

in each nie section.
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The grev area has
been enlarged and moved to page 6.

FIGURE 2
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rentilv READing. Tt contains the
volume, track, sector and check-
sum information. The data mark
surrounds the actual data. It
tells the DOS where the data
begins and ends and contains a

checksum that is used to verifv
the accuracvy of the data.

If wyou have ever
LOAD a vprogram, and the disk
drive started making a slight
chatter. chances are that the
DOSE could mnot READ one of
these markers, It then recali-
brates the READ/WRITE head bv
moving it back teo track zero and
stepping ( counting each track
that it passes over) back out to
whore it was supposed to be.

tried to

The tracks are numbered from
$00 (D@ {p $2Z (34) and the sec-

tors from $00 ¢0) to $OF <15).
Track %00 thru track $0Z ( 2
total of three tracks: zero. one

and two) contain the Disk Oper-
ating Svotem or "DOS".

The DOS gives the Apple the
abilitv to manipulate data on a
diskette. In this program are all
of the commands related to con-
trolling the disk drive ¢ i.e.:
CATALOG. INIT. LOAD...) and a
set of error messages which, un-
less vou are either a2 magician
or don't wuse the Disk II, vyou
have probablv seen hefore.

The disk controller card that
connents the Disk II to the Ap-
pie alsp has a small program on

it. When vou BOOT a disk. this
nrogram tells the Disk II to
READ track 500 (0), sector $00
0) (remember, we start counting
at zerpo instead of one) inte
memory. The program on track

98445 Page 3



$00, sector $00 contains the in-
formation reguired to READ in
sectors $00 thru 50% on track
$00. The oprooram omn sactors
500-309 READs in the remaining
imformation on itrack ¢00 - $02.
Thus the Aople LOADs the NOS.

At this point DOS takes over
and RUNs the proaram vou have
INITialized the disk with.

In order to find wvour HELLQO
program DOS goes to the Voiume
Table of Contents (VTOC) and
Directorv Jocated on track $ii
7). The VTOC or "bit map”
shows which seciors are in use
and which are free. The Direot-
ory begins on sector S$O0F (IS
and continues down to sector $01
(1. The VTOC and Directory
are used bv DOS whenever you
SAVE or DELETE a file. The Di-
rectorv  comtains 3 list of all
the files on the disk. Each en-
try contains a pointer to the
track/sector list. file--iocked and
file=tvpe code. file-name and

FIGURE 3
SECTOR FORMAT

Start of Addrass
Volume Number
Track

Sector
Checksum

End of Address

L
svscmana

Svnc Bytes
5 =« 10 bvtes

Start of Data

Data Field
342 bvtes

Checksum

End of Data

Page &

file-~size. i The
track / sector list is a list of
track/sector pairs that are used
tn store that program. This is
why SAVEing a blank file always
takes 2 sectors. One for the
blank file and one for the track-
/sector list.

moere svnc  bytes and the data
mark. At this time the data
field is full of $00's.

The following is a normal
address mark;

DEAAPGFFFEAABRAEAAFEEFDEAAEB

DOS formats 2 track bv
writing a unique

first
bvte called a

It can be broken dowm into:

Start of address - DS AA 96

A

"syne byte”. This byte (norm- Volume number - FF FE
ally 3FE) allows the Disk II Track - AA BB
hardware to synchronize with Sector - AF AA
the data on the disk. DOS then Checksum - FB EF
WRITEs an address mark, some End of address - DE AA EB
949 + 4 COMNVERSION CHART
AA+AA=00Q AF+BE=1E BE+FA=74 EE+BE=%C
AA+AB=01 AF+BF=1F BEE+FBm=?79 EE+«BF=%D
AA+AE=04 AF+EA=4A BE+FE=?C EE+EA=CS
AA+AF=05 AF+EB=4B BE+FF=7D EE+EB=C?Y
AA+BA=10 AF+EE=4E BE+AA=2ZA EE+EE=CC
AA+BB=1) AF+EF=4F BF+AB=2B EE+EF=CD
AA+BE=14 AF+FA=35A BF+AE=2E EE+FA=DS
AA+BF=!5 AF+FRB=5EB BF+AF=2F" EE+FB=D9%
AA+EA=40 AF+FEaSE BF+BA=J3A EE+FE=DC
AA+EB=41 AF+FF=SF BEF+EB= 3B EE+FF=DD
AA+EEad4 BA+AA=20 BF+BE=3E ET+BA=9A
AA+EF=45 BA+AB=2! EF+BF=3F ET+BE=9E
AA+FA=350 BA+AE=24 BE+EA=4A EF+BE=9F
AA+«FH=51 BA+AF=2% BF+EEB=4EB EF+BF=9F
AA+FE=54 BA+BA=30 BF+EE=4E EF+EA=CA
AA+FF=53 BA+BB=31 BY+EF=éF EF+EBaCBH
AB+AA=02 BA+BE=34 BF+FA=T7A EF+EE=CE
AB+AB=03 BA+BF =35 BRE+FB=/RB EF+Ef=CE
AB+AE=04 BA+EA=40 BF+FE=7E EFr+FA=DA
AB+AF=07 BA+EB=é1 BFE+FFu?F ET+FE=DR
AB+BA=17 BA+EE=4 4 EA+AA=80 EF+«+FE=DE
AEB+BB=1 3 BA+EF =45 EA+«AB=S81 EF+FF=DF
AB+BE=14 BA+FA=70 EA+AE=84 FA+EA=EDN
AB+BF=17 BA+FB=71 EA+AF=8% FA+EB=aE1
AB+EA=42 BA+TFTE=74 EA+BA=%0 FA+EE=C4
AB+EB=43 BA+FF=7% EA+BERB=91 FA+EP=ES
AB+EE=4d4 BB+AA=22 EA+BE=94 FA+FA=FQ
AB+EF=47 EB+AB=23 EA+BF=95 FA+FB=F1
AB+FA=52 BB+AE=24 EA+EA=CO FA+FE=F4
AB+FE=52 BEB+AF=27 EA+EB=C! FA+FF=F5S
AB+FE=54 BB+BA=32 EA+EE=C9 FTB+EA=E2
AB+FF=57 BE+BE=33 EA+EF=CS FBE+EB=E3
AE+AA=0(8 BB+BE=34 EA+FA=D0 FB+EE=E%
AE+AB=09 BE+BF =37 EA+FBaD! FR+EF=E7
AE+AE=(QC BB+EA=42 EA+FE=D4 FB+FA=F2
AE+AF=0D BBE+EB=43 EA+FF=D05 FB+FB=F3
AE+BA=18 BB+EE=é44 E3+AA=82 TB+FE=DE
AE+BRB=19 BE+EF =47 EE+AR=83 FE+FF=0F
AE+BE=|iC BE+FA=72 EBE+AE=8¢ FE+EA=ES
AE+BF=1D BEE+FB=73 EE+AF=87 FE+EB=E?
AE+EA=48 BE+FE=76 EB+BA=92 FE+ET=CC
AE+ER=49 BB+FF=77 EB+BEB=93 FE+EF=ED
AE+EE=4C BE+AA=28 EB+RE=96 TE+FA=FSB
AE+EF=4D BE+AR=29: EB+BF=97 FE+FBaF9
AE+FTA=538 BE+AE=2C EB+EA=C? FE+FE=FC
AE+FB=59 EE+AF=2D EB+EB=C3 FE+FF=FD
AE+FE=5C BE+BA=348 EB+EE=Cé FF+EA=EA
AE+FF=5D BE+BR=39 EB+EF=C7 FF+EB=ER
AT+AA=0A BE+BE=3C EB+FA=D2 FF+EE=EE
AF+AB=0B BE+BF=3D ER+FE=D3 FF+EF=FF
AF+AE=0E BE+EA=48 EB+FE=D¢ FF+FA=FA
AF+AF=0F BE+EH=469 EE+FF=D7 FF+FB=FE
AF+BA=1tA SE+EE=4C EE+BA=98 FF+FE=FE
AF+EBEB=1B RE+EF=46D EE+BEB=9%9 FF+FF=FF

SoftKev Publishing. P.O. Box 49549, Tacoma. WA
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The veolume., track, sector and
checksum are in 4+4 coded for-—
mat (see 4+4 conversion chart),
This means that 4 bits in each
byte is actval data. The first
bvte is r©otated left and logic-
ally ANDed with the second bvte
to recover the data.

The data mark consists of:

Start o_f Data -=- DS AA AD
Data Field == (342 bvtes)
Checksum ~— (2 bytes)
End of Data -- DE AA EE

The data field is encoded in
2 Z+é6 format. &izx bits of each
Jbvte i1s wvalid data.

For those of vou who zare in-
terested In more detfails and
think I glossed over some things
tand I did), the best hook I have
seen that talks about DOS is
BENEATH APPLE DOS hy Don
Worth and Pieter Lechner. A
worthwhiie addition to any Ap-
ple computerist's library.

There are two things to con-
sider when vou decide to protect
vour disk. Protecting against
normal DOS copiers and protect-—
mg against bit {(nibble) copiers.

The first is fairly simple. Al-
most anv chanage in the normal
disk format will cause DOS to
generate an I/0 ERROR. The
end-of-address and end-of-data
bvtes (DE AA) are not used in
the initial BOOT. Therefore,
chanaing these bytes will allow
a disk to BOOT but not allow
normal DOS to copv it. The uvasi-
est method of accomplishing this
is to change the appropriate lo-
cations in DOS and INITialize a
disk with the changes. However,
LOADing anvthing other than
vour "hello" program onto this
disk could be tedious. You would

normal. LOAD vour prouram from
a2 normal disk then <hanage those

same DOS locations and SAVE
the nrogram to vour protected
disk. Another method would be

to LOAD the programs from the
cassette input and SAVE them to
the disk. The best method would
be to use Muffin to upLOAD your
nrograms from a normal disk.
This works because Muffin uses
an internal DOS (RWTS) imace
to READ data and tne resident
DOS to WRITE data. A more ale-
gant method is afforded by tak-
ing advantage of the way that
DOS RITEs data to the disk.
When DOS WRITEs a sector, it
first louks for the address mark.
When it has found the correct
mark for the sector it wants,
DOS WRITEs a whoie new data
mark. It first WRITEs 35 syne
bvtes then the complaste data
mark with the new data. Every
time wvou SAVE data to a disk
this prooess is repeated. NOTE:

The address mark is only writ-
ten once when the disk is INIT-
ialized. A program could be writ-
ten that would READ the data
from a normal disk and WRITE it
to another in a changed format.
This changed disk would not be
copvable by any mnormal DOS.
Tahle 1 is a list of address and
data mark locations and their
normal values for a2 48K Apnle.

CAUTION:
the READ

Alwavs change both

and WRITE locations
for anv byte vou alter. Also,
not ail wvalues are valid. GSee
table 2 for a list of valid bytes
to use whem making chanages.

The second part of disk pro-
tection involves bit or nibble
copiers. These programs do not
depend on a rigid structure of

have to change the DOS back to address and data marks to find
TARLE 1
DOS 2.2 ADDRESS AMND
DATA MARK LOCATIONS
DOs 3.3 READ LOCATIONS WHITE LOCATIONS
-HEX - -DECIHAL T —HEBY - -DECKHAL—
START OF B9S5 N5 47443 113 BEC7A D5 48250 213
ADDRESS B?SF AA 47455 170 RC7F AA 48255 17¢
B?6A 96 47466 150 BC&84q 94 48240 130
END OF B991 DE 4750% 2212 BCAE DE 48302 222
ADDRESS B99B AA 47515 170 BCE3 AA 482307 1760
.| START OF B8E? D5 47335 213 -B8S3 DS 47187 213
DATA BBF1 AA 47345 170 BgS8 AA 47192 170
B8FML AD 47356 173 BB8SD AD 471%7 173
END OF B935 DE 47413 222 BB89E DE 47262 122
DATA B?3F AA 47423 170 B8A3 AA 47247 1798
SYNC BYTE BC&0O FTF
SYNC BYTE

HARDCORE UPDATE 1.1
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TABLE 2
regal wvalues
that are used
teo chanaage the
=s=start and end
bvtes of the
address and
cdata Tmariks
HEZX DEC HEX DEC
94 150 DS x 213
97 151 Dex 2114
2A 154 D7x zZ15
28 LS D9 217
9D 157 DAx 218
?E 158 DBx 219
F 1%5% DCx 220
Aé 146 DD* a2l
A7 147 DEx 222
AAx 170 DE=x 2213
ABYX™ 1751 B2 229
AC* 172 ES 230
AD=® 173 E?7 231
AE™® 174 E® 233
AF 178 EAx 234
B2 178 EB¥ 23%
Bax 179 ECx 236
Bax 184 ED¥* 237
BSx 181 EE* 238
Béx 182 EFx 239
B?7 183 F2 242
BY 185 B3 243
BAx 184 F4x 244
BBx* 187 F5x 24%
BC = 188 Féx 2446
BDx 189 F7% 247
BE*x 190 Fy 249
BEx $ 9 Fhw 230
CEB 202 FRx 251
ch 208 FCx e52
CE 204 FDx 253
GE 247 FE=x» 254
D3 211 FFx 258
* -~ Use onlv these
values as svnoc bvtes

44549, Taroma, WA

valid data. Instead they make
as few assumptions about the
disk format as possible. These
copiers use pattern recognition
te find the data. They are not

as reliable as 3 normal DQOS
conv program since they don't
use checksums. Many of the

current bit cooiers do make one
assumption. They look for a SFF
svnc bvte. These copiers can be
dofeated by INITializing a dick
with a different synec byte. I am
sure that the new c¢rop of bit
copiers will have corrected this
oversight but until then this is
2 valid protection method. The
location of the svnc bvtes are
given in table i, CAUTION: not
all values are valid as synec
bvtes. See table 2 for a list
of usable bvtes.

Upncoming Special Program:
A NIEEBLER
that allows vou to sxamine the
encoded data on anv disk.

98445 Page 7



pari 1 IMTROOLGTION TD HARDGONE'S

Page 8

This is not a column on the prinei-
ples of adventuring or a oritigue on
adventure programs. It is, rather. 3
series of articles and programs that.
when completed. will resuit in a cus-
tomizable, hi-res colnr action (arcade-
-style) and text adventure game for the
All+ 48K with Apnlesoft in ROM and disk
drive. Jt will consist of numerous
sub-programs (Modules) thai will be se-
quentially RUN or accessed so that cus-
tomizing becomes a simple matter of
providing different Moduies to make it
a different game.

There wiil be 8 installments to be
published in the next three issues and
intervening updates beginninag with this
Oone,

149 Update 1.1 -« this article..
Introduction to Role-Playing Adventure
Computer Cames.

2y Issue #2 == Qet.
Maze-maker, Personalitvy Profiler, and
Map-displayer programs.

(2 Update 2.1 -= Nov.

Moving through a hi-res maze (using
shape tables ). adding text files of
maze data.

(4) Undate 2.2 -- Dec.

+ The command interpreter part [: 3-mode

network and a large vocabulary!

1+ Isgue #3 -= Jan.

The command interpreter part II: The
command code decoder and associated
text files.

(&) Undate 3.1 -- Feb.
Preliminary RUNnRing, adding additional
features: Arcade modules, Hl-res pics.

(7 Update 3.2 -« Mar.
Customizing the command and description
texrtfitles and variables, adding another
set of arcade modules.

(A} Issue #4 -= Apr.

ARUNning the final adventure (How all

s the pieces fit together ).

This "adventure” will be a true

3. role-plaving game utilizing 2 "maze”

as a background through which you must
travel in guest of your elusive goals.

80... How is this different {rom
other adventuras? Simple. This one is
being written after the others have
been out for & while and we have learn-
ed from the mistakes of those pioneers.
It has NOT alreadv been written. This
means that reader input, whether they
be requests for game characteristics,
complaints, or actual program changes,
will be considered in its design. You
are encouraged to write in so that this
game becomes a reader-designed game and
not a pre- packaged, '"copy-protected”
"black- box" game like so many now
available. For those advanced in pro-
graming. your input is needed. And for
those just beginning to learn Apple-

SoftXev Publishing, P.C. Enx 44549, Tacoma, WA 9844%

Gustomizable Maodular

-soft, this is a great way to supple-
maent your %rowinq familiarity with this
version of HASIC

This game will be written in dis-
crete modules, or stages., that can be
easily debugged of types. It can., and
will be ezmlained in detail (that's why
it will take so leng to publish ). You
will learn how it works, why it warks,
and how te change it to fit vyour own
ideas of what a true adventure game
should be.

It will use the hi-res page to dis-
plav an animated color map and all the
arcade (contflict) scenarios as well as
any of the detailed hi-res pictures
(pies) that will be loaded at important
junctions of the game sequence. (These
pics can either be purchased from the
HARDCORE librarv or can be drawn using
almost anv of the commercial hi-res
graphics packages or possibly with our
own... At that time, we will be active-
lv soliciting hi-res pics to illustrate
the games. These pics will be purchased
from the reader-artists and offered for
sale from the proqgram library. At that
time we will also be purchasing your
own customized modules.

All of this means that this adven-
ture will aectually be a combination otf
adventure, "interactive fiction!, roie-
-nplaying, maze - marching, and arcade
"shoot—-em-ups" linked together in one
consistent but highlvy variable game.

The game will be almost entirely
written in Applesoft, so that user mod-
ification is fairly easy to accomplish.
(Some of the arcade sequences may have
machine language subroutines, but these
will be poked in from the Applesofit
program. The same goes for the numerous
shape tables used to animate the maze
Map.)

The compiex command-parser or inter-
preter will probablv be quite large so
that it can handle aimost any command
the stalwart adventurer can type in.
And because I plan on using both hi-res
pages, all the rest of the program will
be stored as temt-files on the disks.
That means frequent disk access (and
possibly a modified DOS?77).

Each game-sequence will initially
begin with a randomized Maze-maker and
Personality-maker where you may create
a set of characters to occupy the maze
with yvou and interact with vou. These
game personalities will roam the maze
just as vyou do, some seeking you or
your pOSSess5icong , Some ACODMPanying
vou, some avoiding you, and some not
really caring whether vyou come or go.
You mav make them vour friemds or vour
enemies by your actions and inactions.

HARDCORE UPDATE 1.1}



Here, vou mav choose the inanimate ob-
jects to occupy the mazes, determine
their importance and power, and select
the randomizing factor that will change
vour choices so0 that the element of
‘'surprise is not lost. Here also. you
must select vour own role, power. acge,
rank, sex, fantasy-nationality, height,
weight, build, skills, knowledge, and
beliefs (religion). Since this is a
role—-playing game. These characteris-
ties will change as you travel throuagh
the magze.

All of the important elements of the
game will be saved to a text file each
time an important descision is made by
you. And the entire "map" is saved as
one of the pies as it is wupdated in
your travels. Another person mav play
the same game vet that person will have
a different maze, different personalit-
ies, different goals and ambitions,
even theugh the "same" game is being
played... That's because the Maze-maker
and Personality-maker will customize
the game for that person. Your map.con-
sistent in everv game you play, wiil be
different from the other person's map.
That means that vou can continue to
plav the game vou started, or oreate a
new one for yourself. or for a friend.
In this way, vou can even create a
scenario to challenge a friend's ad-
venturing spirit. This game is not all
"kill or be killed"”, As a role-playing
game, all the relationships are more
subtle and comnlex than standard adven-
ture games. In this adventure, you can
cultivate lasting friendshins , help
them build bridges and fortresses, healp

b~ oo
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defeat their enemies, fall in love,
have children. You c¢can even change
vour goals, since no score is kept. Or
you may decide that family life is bor-
ing, and continue your quest before you
die of oid age...

There is no need to greedily accumu-
late wealth, because sometimes it can
lead to vour detriment. Some valuables
were stolen, and their rightful owners
zre searching for them and the "“thief".
Some valuables are cursed, bringing
doom to their possessors. Others are
evil, or gaood. or simply fake. Your
wealth is valuable in acquiring land,
assistance, property and goods for a
long voyage ., but sometimes , fortune
falls only on the paupmer and begger.

Although vyou may make the primary
choices, the program will decide what
it is you ecan actually do. 1f you are
drunk, or injured. or otherwise incapa-
citated., your command to fight will
lead to early defeat and imprisonment.
If you are cursed, your best intentions
will lead to disaster wuntil you remove
the evil aura.

Your adventure is an odessev and is
recorded in a2 special history text file
{(if you choose) so that you may review

vour past for clues to vour present
predicament...(what led you to this di-
[emma? Was it because vyou failed to
heip the dving monk, or was it because
vou helped the woman in the bar? How
can you make up for vyour act?). This
cnronicie will nave dates beginning
with the vear 2000 D.A. (During Adven-
ture), and will also be documented with

national and religious holidays, birth-

dates of important adventure characters
(like the king's ball, which vou must
attend), and other misoellaneous his-
torical notes which may offer clues to
vour guest's attainment.

Is this too much to ask of an adven-
ture? No. And there must be more...

Next time:
maze--maker

How to write a variable
and vcersonality (character)
profiler (the initial] module) and a
short program to display the '"map" so
that we can examine the maze structure
in order to understand eractly what a
mazae consists of and how it can be cus-
tomized. The map-maker program will
use shape tables DRAWN, SCALEd, and
ROTated on Hi--Res page 1 ¢thgr) so you
might want to studv that section in
your apple-soft manual.

Until next month, think
else this adventure needs
your ideas to: B. (led)
HardCore Computing.

about what
and send in
Bryte. ¢/o
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TENT
inuaders

.0

by Bewv HAIGHT

Tewt Invaders 2.0 was written as an exer-

¢ise in apnlesoft stringé manipulation and evolv-

ed into the 2.0 version listed here. It will be
orinted in HardCore Computing #2 as the first
Annle Softie column where it will be listed in
"RUNning” segments for easy debugging. It will
then be a lesson in using Applesoft strings
funations snch as MIDs, LEFTS, RIGHTS, LEN,
STRS$, VAL. etc. But for now, it is presented as
an interesting arcade-style game that you can
type in now.

Like the arcade counterpart, Tent Invaders
has tlie "thump! thump!” of advancing invaders.
And their peculiar march baek and forth and
down is dunlicated in this text version by us-
ing the two slashes and these: "{ »" as the
legs (see illustration of screen image).

However. unlike the arcade version. these
invaders are not destroved by just any missile
strike. Oh no... You see. your tank has a "hit
nower” of | through $. The invaders also
have that range of "hit power”. If your hit
power is lass than that of the invader vour
missile strikes. that invader is not desiroved,
only lowered in hit power. Each time the in-
vader droms one of its bombs (a plus sign in
this version), its hit power is reduced by omne
uyntil it reaches zero... when it vanishes. And
each time vou are destroved by one of the

descending bombs, your tank also loses a hit
power until you reach zero... when the game
ends.

Your skill choice, elected at the beginning
of the game, determines the number of advanc-
ing invaders. Pick level 1 (beginner) and you
get only five invaders., Wipe them out and your
skill level advances by one and new invaders
4pDear. closer this time. First time out, don't
pick § {(expert).

The bunkers that protect you from the fall-
ing bombs will disentegrate slowly, but if you
shoot through it, yovu'll carve a neat hole zall
the wav through.

The bombs that make it past the bunkers
and miss you will dig a hole in the aground.
But don't worry...it's just there for the cfiect.
Likewise, vour overshot missiles will dig holes
at the top, too.

Page 10
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What are the kevboard commands?

The two arrow kevs determine the tank's di-
rection of travel. The RETURN key will make
vour tank stonm. And the space bar will fire a
missile {(an exclamation mark !). Refiring a mis-
sile will cause the destruction of any missile

already in flight. Finally, the ESC key wil]
stirt a naw game. '

The listing is in an ezperimental format.
Because the program is Applesoft, only the

first two characters of any variable name are
important. Those two characters have been
left capitalized while the remainder of the
variable name is in lower case. All REMarks
have been removed. but you can type them in
by using a line number just one number below
the line you zre explaining. In this way, all

remarks will have 9 as a final digit.

Since there are many FRINT statements, all
spaces within such statements have been re-
nlaced bv a sguiggle so that space counting is
simpler and easier.

There are three "destruction modes” for the
invaders, depending on whether your missila
has hit them on the left or right side, or
smack in the middle. Scoring alsoc depends on
where vou hit them. A direet hit is bast.

There are many improvements
added to it... which I leave
ed. Some that I suggest:

Make more than one row of invaders,

Let them drop more bombs.

Let your tank shoot more than one missile.

Use the entire sereen for a battle fieid.

Use the paddies.

And most of all... Compile it with one of
the new Apnlesoft compilers now available...and
speed it up! Of course, you'll have to change
some of the sound routines. And vou'll have
to slow down their march toward you since the

game will be running incredibly fast once it is
compiled.

that ocan he
to those interest-

Use a character generator to change the
strings into unigue hi-res shapes more like
the arcade versions.

One last note: Notice the way that the

SCRM command is used on the text page...

98445 HARDCORE UPDATE 1.1



HARDCORE Computins
Text. Invaders 2.8
LoFerisht 1351
by Softkes Publishins
Falde Box 33545
Tacoimas WH 35434

FEts rerlaced be these swabols:

===z=s====== 5 EROUTIHE =s==sssss=coooc

-------- Eigments In A Subroutilng—=—=—————=
R gEEEEe 2 ELENTREL FROGRAMSSSESFEERFFES

Sraces in PRINT Statements rerlaced bw -

ki REM TE«T IMURDERS 2.8

i GOTO 16980 : REM C.1381 SOFTKEY

FUBLISHING, POE 44543, TRCOMA. WA 55344

==========GHFT HSCII OF X,%Y SCRH==s=—===—

1a Ankews = HBX - 1 3 YkewX = 2 % (
= L B

=8 Aleasn = SCREH C axkegs » "wkesi o
+ 15 ¥ SCRHN ¢ Hikews » Yvkew +
1 3 & RETURH

s========cooUE TAHR HIZEIL E=s=s=======

28 UTAE TUraws: : HTAE THrawss : PRINT
"W i1 RETURNM

5 UTAE TUraws: : HTRE THrawX : PRINT
o : RETURM

45 IF TUraws > 8 THEN GUSUE 58
HTRE THraws : PRINT "~®

45 THrasx = HGurnd @ TUravs = UGuns -
2+ BOSUB 35 ¢ RETURM

S8 IF TUraws ¢ 1 THEM RETURN

Z GUSUE 38

: TUragy = Tlrags - 1
GOSUE 25 :

IF TUraw < 5 THEH
BOTU 38
S An = THragl + 1 1 Y35 = TUrasi - 1
: GOSUE 1w
=======HRS NMISSILE HIT AHYTHIHGY==s=====
(SFRCEZ wmove on Up—————————-
=151 IF skewi = log THEM RETURNM
------------ Lt ¥ hit a bomb
&3 IF BKKewx = 171 THEM 3@9
—————— MOL Near Lnvaderss 50 return-——-—-
e IF TUrawix < Ulrwader: OR TUrawi >
Hlnwaders + 1 THEN RETURM
Ve 55 = 1

HARDCORE UPDATE 1.4
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------ L1 4 s F kit irwader left side———

o IF HEewi = 221 OR HKewx = 188 OR
ARegs = 175 THEMW GOSUE B8 @ REnX
= {¥ - Hlrnwvader: : GOTO 31@

----- woLor o 3 ohit wrweader risht side-——

15 IF #Regx = 213 UOR HKews = 158 OF

: RHn

AResn = 228 THEN GOSUB p24
GOTO 318

= #¥% - Hlrvader® - 2 1
dead center—-—-—
wrl = Hlresaders

rt'n

== ansthiins elze I hit
GOSUE &18 : RAn: =
- 1: GOTO 318

FOR A =1 TO 4 ¢ UTRE TWrawi :
HTRE THrass @ PREINT "3 ; : BUZZ
= PEEk ¢ MNOise 2 : FOREBE =1 to =
: ME&AT B : HTHE THrass @ FRINT
Mt 2 s BUZZ = PEEE ¢ HOise 2 :
MEAT H ¢ Tlragsed = 8 @ RETURH

188 KEw% = PEEK ( KEw » : IF KEw¥
127 THEM FOKE S5Trobe » ©
IF Dlsrlavi AND FShoots < 8 THEHN

KEss = 1BB

118

——————————— LSl start new Sang-————————-
128 IF KEwx = 155 THEN GOX = 1 : GOTC
JRA1A TS )

-------- (SPRCES zhoot of f cannon——-—-——-
IF KEwx = 160 THEN AUX = 1 :
GOsSUE 44

-------- LRETURM
IF KEgx =
FRUSEX

3LOP Lank wmotion———————
141 THEN TTravels =

B T T e ——

LR LNk 308% rlghleesessox
IF KEgi 1439 THEN TTrawvels =
Rishts @ Dlsplassw = 8 @ GOUTD 288

I e

————————— LoA==  tank soes left-———————
IF KEg# = 138 THEN TTravell =
LEfts ¢ Dlselags: = 8 @ GOTO 388

——————————— Lomake tank travel Je———-——e-
ON TTravelX GOTO 268,308,358

FEixeesesssr TAMK GOES RIGHT #xfsxxzsssss

A HGur = HGuns + 1 @ IF HGunm® > 38
THEM HGOurns = 38 @ TTravel¥ =
LEft% : RETURH
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UM LEFT SIDE

------- ucl ai- uld tark fPQm SCIEet f————m =15 FUP AP = 8 TO 2 : UTRE UIHUader
=1y UTHE YGuni @ HTRE 1| : CRLL -868 : + 1 3 HIRB ¥% - 1 1 GUSUB B38
UTAE UGure: - 1 1 CRLL -B&& UTAE Uirwaders : HTAE #% - 1 :
GOSUB G388 @ HTRE wW% : GOUSUB B3G @
——————————— Lomake new Lank io---e—————- HTRE ¥ + 1 : GOSUB 836 : UTRE
228 UTAE UGurd : HTARE HGuntk: - 1 Winvaders + 1 @ HTRE #n + 1 @
FRIMT "=" ; : IHVERSE : PRINT GOSUB B38 : HTRE 4% : GUSUE 628
POwers 7 : NORMAL : PRINT "=" ; ¢ HEXRT ZRe
236 UTHE UBunk — 1 @ HTRE HEun¥ : BES  BPointsi = 8 : GUSUE 1668 : GOTO
PRINT "I" & : RETURN B
s s======== THURDER HIT DEAD CEMTER =ss====
FREXFERTEARILE TANK GUES LEFT *#¥¥¥%%4%¥% g1§ FQOR ZRF = @ TO 2 : UTAE Ulnvaders:
288 HGun® = HGunx - 1 ¢ IF HGurnx < 3 + HTEE #% - 1 : GOSUE 638 : HTAE
THEW HGunX = 3 ¢ TTravels = wee ~ 2 ¢ GOSUB 638 : HTRE % @
Rlsht : RETURH GUSUE 538 : UTAB Ulnvader: + 1 :
A . HTRE X% - 2 : GOSUB 638 : HTRE =X
*FEEEEEEEFFREE THME STOFS *32RE3iii35e5s ¢ GOSUB B3B8 : HTGRE %% - 1 : GOSUB
358  GOTO ziw 636 : MEXT ZRr
515 BFointsX = 1B : GOSUE 1686 : GOTO
o oy L] - 1] ? P 845
TEERSSSSSs UISPLRY THNK POMER SSSSS=SSS occeoee [MUADER HIT OM RIGHT SIDE ======
460 Bt wEERG S Wl oo | O00 COR SRR S8 7D s VD SihuederR
m = 1 TD 5 B a'v'-' F \J. =
. o e UTAE VUlnwaderi : HTAE #% - 1 :
416 VIRB H : HTRB AR + 5 . BOSUB 638 : HTRE %% - 2 : GOSUE
428  Plece¥ = MIDF < POwer® { FPlwerws 636 : HTAE X% - 2 : GOSUB 638 :
um | b UTRE Ulnuader: + 1 : HTRE %% - 3
- . ey . Lise o T . L
456 FRINT Fleces ; : NORMAL : BX% = B3 L L R~ BRE
® 3 & MER] BB . H 2 BETORM 625 BPointsk = @ : GOSUB 1686 : GUTC
===ss=s=== MOUE INUADER BOMES ========= R
=i il B o VR BEE 202 Zweessseeee Destros lrvader
sl i Mraus =G THEN 308 .. 638 PRINT ZRe% czamd ; Blzz = PEEK
1.11{'3 IU!““d‘:le - Iu'ﬁd‘:‘ﬁ * 1 H A,_ — IHFd‘:‘-’- 1\ Hﬂl'-e 3 o+ PEEK 1': HD].'E-E 3 s
+ 1 @ Y% = IUrask @ GUSUE 16 RETURQ Tt
___________ ¢ just oPEN SPScE Jec——mmmwes 048 THrask = 8 : TUraws = B @ BOTO 376
28 IF XKew® = 188 OR HKewX = 178
THEMN Va8 ============C0NDENSE INVURDERZ:
—————————— L Domb hits wmissile I i Cordense Aisht Side j————————
528 IF Zkew = 181 THEN 354 658 IF MID#% ¢ INvader# (1) » LEN
v IMuader® (13 3 - 2 5, 1 2= te®
---------- L bomb hits bunkepr J=————————- THEN FOR AH = @ TO 2 : INvader®
=48 IF XKewk = 32 OR XKewi = 111 THEM LAARY = LEFTF ¢ IMwader$ “AHI -
358 LEN ¢ INvader® (RR> > - 42> 1 NERT
AR ¢ IF LEM © IMvader® (12 3 > 4
------ Linverse SPRCES bowb at Dottowm—-—-—- THEN GOTO 838
sS@  IF IUrawi » 17 THEN?S® ¢ Fordenss Tl Hide Faemammmme
¢ A W - 688 IF MID$ ¢ INvader$ (1) , 4 , 1 »
----------- - kIS Mat. 2= e = " THEM FOR RS = 8 70O 2
ofd IMMERSE o BORUR iRl b Pukers = INvaders (HE) = "~* + RIGHT$
Pluari = Lt IF Flgert = G THEN { IMuaders ¢AR) » LEN ¢ Ihvaders
L ciees o aren . CAA> 3 - 5 3 : NEXT AR
Sew  UTHB Wbune - 2 4 HT&E“IHPaHﬁ : Biruaders: = Hlnuader® + & s IF
IHrazi = 8 @ PRINT "~ j LEN { INvader$ (1) » > & THEM GG
k16 GOSUE 488 @ RETURH E5 RETURN
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ESe MOME THURDER RAY===========

TaE LWTAE IWrawy : HTHE IHraws @ PRINT
et ;o0 UTRE IUrasi - 1 @ HTRE
IHraws: : PRINT "~" 7 : RETURH

========IHUADER RAY HITS BOTTOM—=======

Toa WTAE IUraw - 1 : HTHB IHrau ;
FRINT "~" ; ¢« FOR T = 1 70 3

P INUVERSE : UTARE IMraw: : HTAE

’ IHraes ¢« PRINMT "% ; @ GOSUB 15368
rod NORMRL : HTAE IHrazi : PRINT CHREF
CEE3y 5 o GBOSUE 13530

roe MEST T @ IHraws = 8 : RETURN

oaE UTAE IUrawi : HTHE IHraws @ PRINT
M p Irasi = 8 1 IHrask = 49

sia FOR A =1 TO 18 : BU== = PEEK &
Midize 3 1 MEXT H @ UTHE TUras«< .
HTAE THrawx : PRINT “®" ;

S FOR " =1 TU 18 : BUzz = PEEK ¢
NOise » : UTRE TUrasik : HTARB
THra=: + PRINT "#* 5 : FORB =1
TO S : MEXT B : HTAB THras* :
PRINT "=~ ; 1 HE®T R

o3 TUrasx = 8 ¢ THraws = § 1 RETURN

=========s== EOMB HITZ BUMKERS====—=——=—=-

aog FOR T =1 TO & : UTAE IUraw: - 1
: HTAB IHrass: @0 INUERSE : PRINT
Mol 3 3 UTAB IVrasy : HTRE IHrass
: PRINT "%" ; @ GUSUB 1538

Sed UTAEB IVrasi - 1 : HTAB IHravwk :
MORMAL @ PRIMT "~" ; 1 UTAB
IUrawl ¢ HTAE IHrag® : PRINT “-*
;o1 DOSUE 1S538 @ MEWRT

o8 IHraws: = & : RETURN

========== [NURDER RAY ATTRCK =s==—======

Sea %= RWDO {13 % NX : RAn = R¥% #
$ + 3 ¢ IF LEM ¢ INuvader® (13 3 <
S THEN JTAE Ulrwader® : HTAE 1 :
CRLL -2E83 : UTHRB Ulnuaders: + 1
CRLL -88%

85 IF RAne > LEW ¢ IMvader® (1) )
THEN RETURHN

18 TEwrE = HIDE ¢ IMvaders® (1) ,
RAns + 1 » 1 2

Ja6 TEmry: = VAL ¢ TEwr$ 2 @ IF TEweE
= "t THEN 388

HEE IF TEwr% > 3 THEM TEwp: = TEmp¥ -
lé : GOTC 328

333 IF 33% THEM IF TEme¥ < = PQwers
THEN TEme: = |

=25 TEmr¥% = TEmRY: = 1 @ Glnuadery: =
IUrawy + 1 + TEwr$® = STRE ( TEme
33 HHi1t% = REAn% + Hlnwader? @ 1IF
TEme¥ < 1 THEM TEwrF = "~"

F45 IF 2% THEM 368

SoftXev Publishing, P.O. Bozx 44549, Tacoma, WA

IUrawy = Ulnvaders + 1 @ IHrass =
FHns + Hineaderd: @ GOSUB 780
UTRE Uinvaderd : HTRE IHrawsi :

IMUVERSE @ PRIMT TEme$ 7 : HORMAL
=18 5o o= H
P E IMvaders (12 = LEFT$ ( IMwvaders
(12 » BAR > + TEwr$s + HIDF <

iMvader® (12 » RAnY: + 2 2

Q380 IF TEmp$ = "~" THEN FOR B8R = 8 TO

2 o IMuaders CRE) = LEFTH ¢
INvader® (RR> » RAn: - 1 1 +
Moo+ HIOE ¢ IMuaders (RE2
RAre: + 3 > ¢ NEXRT AA

258 GOTO =58

*EFFEFEFFF¥FF MAIN GAME SEGUENCE #x#ssssss

1888 IF Ulnwaders = 15 THEW 21488

EREEEFRFEEFENE FHYTHMIC TIHER #3Es®%3&x%%

igiE FOR RHuthi = & TO 188 STEF
Ulnvaders * 18

FEFEREFEFFEF CHECK KEYBORRD $¥E353x¥s3ss:
1828 GOSUE 180

$E3¥¥E%%%% MOUE IHUGDER EOME »%%*®33¥%3%
1848 GOSUE Sao
1858 IF RAUX THEN
1888 HNEXT RHwtbua
1838 GOTO zZowd

GOSUE S6

s========= 3hthuse{{ }3bump{{ ========

1568 FOR A = @ 7O 18 - Ulnvaderx : IF
FRhsthms > @ THEM 1528

= -3 thume !

151@ 22 = PEEK ¢ HWOise » - PEEE
L MUise @ GOTO 1336

o —mem= i3 DUWE | (e

1528 ZZ2 = PEEK ¢ NOize > + FEEE
Lo MOise o1 GOTO 1536

__________________ bu L

1538 22 = PEEK ¢ NOise » : RETURN

1338 HEXT H @ RETURN

Zzommmsmmmmemea== DR THT FOIHNTS===s=========

1688 TPointsk = BPoints® # SKillx +
FOwers + TPoints«

15618 UTAE 19 : HTAE 38 : IHVERSE :
PRIMT Messsn® 3 3 HTRE 38 @ FRINMT
TPoints®: ; : NORMAL : RETURH

==========J [MURDER MOUEMENT j============

2688 IF LEM ¢ INuvaders (1> » < & THEM
a1 16

618 IF ITravelX = LEftx THEW 2560
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#reseeEeers [NURDERS G0 RIGHT #¥xssxisss
2488 Hlrwvader:y = Hlrnwader: + 1 ¢ IF
Himvader: » 37 - LEM ¢ lHuader®
C12 » THEW ITrawel®s = LEftX :
UTRE Winwvaders @ HTRE 1 : CRLL
-8B6% + IF SKillx < 3 THEH
UlnvadersZ = UWinuvaders: + 1

UTAE YWlrnwvaders : HTRE 1 : CHLL
-5EE 1 MTHE Ulnvaders + 1 @ HTRE
1 : CALL —-&&2

UTRE Wirwaderi : HTRE Hlnuvader: :
PRINT IMuvaders 11> : UTRE
Uinvaders + 1 : HTRE Hlnuvaderi :
PRINT INwvader® & FRhuthwms + 1 3 :
FRhsthaes = — FRhsthes: @ GOSUE
1S6a : GOTO 1866

2938

Faereereress INURDERS GO LEFT ®S%33%%%53

2588 Hlnwader: = Hinvaders - 1

2518 1F Hlrvader® < 2 THEN UTRB
Virvadery : HTRAE 1 : CALL -8B% ;
ITravels = Rlshtyl : Ulnuader:s =
Ulrnwader:s: + 1

2528 GOTO 2419

FEEEFEEFEEFE FILL URRIAEBLES *#X¥%ERXxF$s
18888 SPEED= 25T : NOTRACE : NORMAL :
TEXT : HOME
MOise = -1B33E& :
: KEw = -18384
Hinuvadery = 3 &

15166 STrobe = -16368

18116 Ulnuaders = 4 @

ITravel® = 1 : 1% = "g"
18128 Rlshts = L ¢ LEft% = & ¢ TRauweld
= 2 : FRhythast = =1
181368 FOwers = 9 ¢ TTravels = 2
18148 HGure = 19 @ UGuns = 17
OClsprlags =
18158 BUnker® = CHR® (2262 + CHRF (2392
+ CHR* “226> + CHR% (239>
18168 IVrass = 6 IHraws: = 8 :
THraw = 2
18178 ZRef CG) = "™ 1 ZHpF (13 = M s
ZRArE (25 = "
=========== [JATH STATEMENTE ======--—---
10580 DRTE " £%£5 £3% ¥3£% %% ¥5 5%
18319 DRTR " &% #3# #4 B4 #"
185208 DATH “xxxx $%E ERE EF EFFFE"
18538 OATE "Haad HH B Hibdbbadt
18548 DRATA "% *¥%* FEEXEEFE % EFH
18558 DATH Mibadddds i BiBn
16568 DRTA "*+ P FEEE FE FE FEF
18570 DRTH "#3d B4 HH4 B8 # "
185388 DATH " %% £% £¥ *%% £% X% £xx ¥
185568 DRTH " 4 24 298 e ## #a"
FEFEFEREXEXEE FILL STRINGS $E2ESE2EEREss

18668 IF GO% then 11668
19568 ERr$ = "CHOCSE~A~NUMBERFROM~1-
TO~5"
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iEEss FOR B = 1 TG 48 @ SFaced = ZFaced
+ "at o1 NEET H

18918 FOR £ = 8 T30 3 : RERD FOwers (&2
: NEST R

Friressrssrieesss GRAPHICE s¥Fssexsiieiiss
1166 INUERSE : FOR A = 32 TQ 24 @

UTHRE & : HYRE L « PRIMT SFacef s

: MEXT FA
11818 UTRE 13 3

"CLORE:"
11828 WIRE 13 @
PRINT “URLUE" :
"5 2 HTRE 3 3 FRIWT "-=3" ;
UTHE 22 : HTAE 14 : PRINT
DEOFTHEY~TEAT~ IMURDERS~Z. 8"
NORHAL
WTRE 24 @ HTHAE & :
HTRE 15 : PRINT
HTRE 33 :

HTRE 24 : PRINT
HTRE 2 : FRINT "TAMK" :
HTRE 4 : PRINT

11834

11858
11468 PRINT "<-LEFT"
*RETURN~=

FRINT

~STOF" 5
MEIGHT-»" ;
WTEe 1 o2 HTHE 2
~SHGOT!IY ; : HTAE 28
"ESCe=~END~GRME" §

PRINT "SFACE~=
PRINT

11878

{1108 POKE 32 » 1 : POKE 32 » 38 : POKE
23 5 a5 8 FUKE 35 » 1B

11116 UTAE 3 : HTRE 1 : CALL -9%&

11266 FLASH @ FOR A = 13 TC 1S : UTHE R
: HTAB 4 : PRINT BUnkers ; : HTHE
13 : FRIMT BUrker$ ; : HTHRE 22 :
PRIMT BUrkers ; : HTRE 31 : PRINT
EUrnkers ; : MEAT A : HORMBL

11216 GOSUB 488

11226 GUSUE Z18

#¥rExriseaes [MPUT SKILL CHOICE #s¥xisss:

12666 UTARE 7 : HTAE 7 : PRINT "WHAT~IS~

TOUR~SKILL~LEVELT" 5 ¢ UTHB 3 :

HTAB 9 ¢ PRINT "liseaZasssZonends
..25" 5 1 UTRE 11 : HTAB 14 :
PRINT “<~PICK~OME~:" ;

12618 A = S

126828 KE9x = FEEE ¢ KE9 3 3
1Z7 THENW 1ZzEeSé

IF KE=x < 177 OR KE=% > 121 THEH
UTARB 2 : INUERSE : FGR B =1 TO
LEH ¢ ERr® 3 2 HTRE BE + 5 @ FRINT
MIDE ¢ ¢ ERe¥ 2 o B 51 2 5 ¢ &2 =
PEEF. ¢ MUise 2 1 MERT B : PRINT
CHR% (V3 5 : POKE STrobe . @ :
HTHE S : FRINT RIGHT# ¢ ZFace® »
LEN ¢ ERrg > + 1 2 3 NORMAL :
GOTS 12826
SKRill% = RE9%
UTRE 2 : HTAB
: PRINT A 5 ¢ P
- PEEK ¢ HOise » : F
ZH 1 MEWT C @ MURMAL =
+ 4 : PRIMT R ;

IF KE9% <

H
[§2]
1

45 R0

L2848
1285a

GOTO (2186
4 : INUERSE
L Mlise )

- 176
A% 5
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12868 A =R+ 1 1 IF R 5 THEN R = 1

l2gve GOTO lzZoze

121868 UTRB 7 : HTRB 1 ¢ CHLL -368 @
CALL -8B%5 : MTAE 11 :

UTAB Ulnwvaderi: :
PRINT INwaders®

GOSUE 128808 &
HTARB Hlnwvader# :
L1

GOSUE 4od

12988 GOTO Loeg

12333 END

s========== CREATE IMURDER ¥

13688 IF SKill¥ < & THEM 3SKill¥ =
SRillis + L

13618 FOR R =@ TO 2 =
Maet e MESRT A

13628 MY = 3Killx + 2 + FOR A =1 TO M
: IMyvaders 1) = [Mvader® (1) +
"I + I% + CHR$ (31> + "

13838 INvaders (8) = IMuvader® (33 +
WeW & CHRS (2282 + "~" @ INvader¥
(2) = [Muaders( 2y + "i"

12288

12218

e . 3t s s s e e e s

IMNvader$ (H» =

13648 MEXT A : RETURM
==s=s=s=ss=o= THMK DEGTROVED ss=======e=
13208 INUERSE : GOSUB 220 : GOSUB 13238

: UTEB IUF:B« : HTEEB IHraws :
PRIMT "." ; : GOSUB 13238 :
HGRHQL_; GOSUB ZZ@

UTAB UGun® : HTAB HGunX - 2
FRIMT "=:8#:=" ; : GOSUB 13236 :
UTAB YGun¥ - 1 : HTRB HGuni :
FRINT """ ; @ GOSUB 132386

UTARB YUGunX : HTAB HGunX - 2 :
FRIMT "= %= =" ; : GO5SUB 13236 :
UTRE UGuns - 1 : HTRB HGunXx
FRINT “." ; @ GOSUB 13256

UTARB VGurns @ HTRE HGure: - 2
FRIMNT "owe—sa® 2@ GOSUE 13238 3
UTHB UEunx - 1 : HTAB HGurel :

PRIMT "= 7 @ GOSUB 13238
13248 UTRB UGunu : HTRE HGun= - 2 :
FRIMT "womwot oo GOSUE L1325
13258 FOR E = 1 TO 188 : HEST E
13288 UGun = 13 @ GOSUB 468 : RETURM
13238 FOR E = 1 T 13 : BUzz = PEEK
{ MNOise > : MEXT E : RETURH

BEGIN ALL OUER AGRIN=s=======-=

Z2B888 HGains = AGainx + 1
20818 UTRE Uinvaders : HTRB 1 : CRLL
-8688 : MUTRB Ulnvader’; + | : HTRE
1 : CRLL -3252
28828 Ulnvaderd = 3K1l11X + AGRINY
Hlnuwaderi = 3 ¢ ITravell = L
20830 GOsUB 138686 : GOTO 1o
==m=mmsma==ORTTON TO FLAY AGRIN==S=======
21888 HOME : UTAB 5 : PRINT "YOUR~FINAL

~SKILL~LEVEL ~WRS
21818 UTRB 13 : HTAB S
SCORE MRS " PTsz
UTRB 13 : HTRB S: PRINT "DO~YOU-~
WIZH~TO~TRY~RHGRINT~( YoM 3" 5 ¢ BET
ANswer$ : IF ANswer® = "Y" THEMN
GO = : GOUTO 18884
21938 IF RANswers® = "H" THEM TEAT :
21836 GOT0 21678

" EKill% ;
PRINT “YOUR~

(1]

218ve

HOHME

TUTES E (MOTIGES

Qur premier issue had no date on it (sort of
like Nibble... ). However, for those who must
have dates... These are the dates vyou can ex-
rect the next issuss and updates to be out:

Issue #2 ~= Qotober

s Upndate 2.1 == Movember
Update 2.2 -~ December

Issue #3 -— January '82
Undate 3.1 -~ Februarvy

+ Update 3.2 -- March

Issue #4 -= April

We hope that bv then we will be abla to ao
bimonthivy (and later, geo monthly) but that will
depend on how manv subsceribers we have and
how many articles and programs we Teceive.
50 keep on recruiting hard-cors computerists...

HARDCORE UPDATE (.t

GoftKav Publishing, P.O. Box 44549, Tacoma, WA

Good news for those who complained that
our first issue was a bit thin. Issue #2 will
have about twice the pages.

1f you wrote letters to us asking aguesiions...
those letiers will probably be answered in
HARDCORE 2.

Also...watch for a review of a bit-copy pro-
gram +hat we missed last time. It's called
"NIBBLES AWAY" and we will be reviewing it
in HARDCORE 2Z.

The SoftKevs in the first issus were not
aimed onlv at people with Apple IIs. For vou
Anpie T1I plus peoople who don't have an
integer card, you can still nse the SoftKevs....
details in the upcoming issue.

98445 Page 13



Creative Computing Censors Hardcore Advertisement

Creative Computing is still censoring ads and suppressing in-
formation about copy protection. It has just refused to publish the
HARDCORE advertisement shown on this page.

subscribe to...

magazine
that

shows you
how to:

4 4 Back up any diskette .. § :
" Do & undo copy-protection ...
ncrypt confidential data files.. 3%
Sl Customize .
your
commiercial
programs...
PLUS...

game, utility, business &
educational program listings
and...
hardcore
columns on:
D.0.5.
program tricks
writer's markets
Appiedigest
software reviews
adventure tips
Appis it 3 iregemark 8
of Appie Computers, Inc. i

ll S.A 57000

Conada SZ8.50 -

S. America $37.50
Mex., Central America S$32.50

All others S42.00

* HARDCORE Computing
- . Dept. P=2Z :
- 14404 East
Tacoma, WA 98445
U.S.A.

“D Street

o ‘. ﬂen{ers mqumes mvm:rl

Attention Auule Clubs

Attention all Apple-users groups. We want to know more
about your ciub. Please send us a letter telling us about your
membership, goals, constitution and bylaws, founding date, dues,
benefits of membership and newsietters, etc.

Address it to: A.U.G. SURVEY in care of this magazine.

Hardcore Worms

Try as we might to be perfect, we still made a few
arrors.;

The most important worm is on page 28, DEMUF-
FINS... We left out the “less than' sign on DEMUFFIN
PLUS. Steps 5b and 5Sc should read: L

b. 1900<B800.BFFF ctrl Y* return

c. 1900<B800.BA10 ctri Y return

The next worm is on page 29, SHEX-DECIMAL
CONVERSION CHART. In the second column, the bottom
row reads: $12-28. It should read $12-18. It's obvious
from the way the numbers increment... but it slipped right
by us.

Now on to page 31, DISK LOCKS, the second col-
umn (inside the artwork), the second paragraph (dealing
with using MUFFIN to upload programs to vour protected
disks from a 13-sector disk). Well, step 2 says tQ \(ELLOAD
DEMUFFIN. It should say: BLOAD MUFFIN.

That's all we’ve caught so far.

What did the editors of CC find unprintable in our ad?

“Only two lines,”” axplained their Advertising Manager, Jerry
Thompson. “They are: ‘back up any diskette’, and ‘do & undo copy-
protection’.”

Jerry said that either we agree to let them remove those lines
or they would refuse to run the ad. Well, we stood by our editorial
policy of fighting censorship and they stood by their paolicy of infor-
mation suppression. So you won’t see this ad in CC.

One of their editors, George Blank, defended CC's poiicy by
offering the lame comparison to Reader’s Digest’s policy against
running liquor ads. He added that at least CC will run ads for com-
petitors.

Big Deal! All of them share CC’s censorship policy. All of
them... except HARDCORE COMPUTING. And they will not run our
ads.

George'’s final defense was that CC had a readership of well
over 100,000... so obviously they must be doing things right. What
can | say to that?

And when | mentioned that the readers have had no aiter-
native, he answered promptly, “*Yes, they do!’’ (meaning his com-
petitors). [ retorted that they practice the same form of censorship.

“That might mean that we’re right and you’re wrong,'’ he
concluded.

50... The battle goes on.

CC is probably just the first computer magazine to censor
HARDCORE’s ads. We pian to try to put one in Call A.P.P.L.E.. but
uniess Val Golding, the editor. has aitered his policy, they will pro-
bably refuse to run our ad, too.

We’ll keep you posted on further deveiopments.

DiskEdit updated, but late

All those of you who have ordered DiskEdit 1.0 will receive
the updated version 2.0.

We have back-aordered the disks and they should be arriving in
a week or so, so please be patient.

Yes, We're Copyable!

Materiai in HARDCORE (Computing, Updates, and Alerts)
may be reprinted without permission by school and coilege
publications. Apple-users groups may aiso reprint this material if
they run (in the same issue) the AD shown on this page along with
this notice:

COPYRIGHT ¢ 1981

SoftKey Publishing

The AD may be larger than shown, but not smaller.
The reason for this is simpie: We need more subscribers. And
somebody has got to run our ads... We worked so hard on them...

Don’t forget to send us a couple of copies of that issue. In
fact, we’d be pieased if those clubs would add us to their mailing list
so that we can keep up with your doings... OK?

the Garbage Award

Ever spend good money for a program that
turned out to be just garbage. a program that was fill-
ed with worms (or Med-flies)? Want to air your com-
plaints?

We are taking nominations for HARDCORE’s
lowest award; the soon-to-be-infamous GARBAGE
AWARD!

Send in your list of the worst programs that you
have purchased and explain why each is deserving of
this highly-dishonered token of our contempt. Rank
them according to their True Garbage Value (ie. #1 is
your choice for Garbage Award Giveaway (G.A.G.)
First Place).

Get them in soon so that we can let the worid
know who has garnered this prized trophy. We'll also
have a lonnnnnnng list of Dishonorable Unmentions,
N SO hurry,

L



Glipour HARAGORE Subscription Fosicards

YES! I want to subscribe to

HARAGURE computing

the apple Free-Press!
Start with issue # .

( ) Bill me $20 for a
l-year subscription.*

( ) Enclosed is $20 for a
1-year subscription.*

Mail subscription to:
Name:

Address:

City:

State: Zip:

*U.S. rates only. Write for foreign rates.

YES! I want to subscribe to

HARDMGURE compuiing

the apple Free-Press!
Start with issue #

( ) Bill me $20 for a
I-year subscription.*

( ) Enclosed is $20 for a
l-year subscription.*
Send the first issue(s) now!

Mail subscription to:
Name:

Address:

City:
State: Zip:
*U.S5. rates only. Write for foreign rates.

YES! I want to subscribe to

HARDGURE computing

the apple Free=Press!
Start with issue # ”

( ) Bill me $20 for a
l-year subscription.*

( ) Enclosed is $20 for a
l~year subscription.*
Send the first issue(s) now!

Mail subscription to:
Name:

Address:

City:

State: Zip:
U.S. rates only. Write for foreign rates.

- -

YES! I want to subscribe to

HANAGDRE computing

the apple Free-Press!
Start with issue # .

( ) Bill me $20 for a
l-year subscription.*

( ) Enclosed is $20 for a
l-year subscription.*
Send the first issue(s) now!

Mail subscription to:
Name;
Address:
City:
State: _ Zip: _
U,S. rates only. Write for foreign rates,




HANOGUSE compuring

P.O. Box 44549
Tacoma, WA 98444
(206) 531-5690

i HHSOGORE scomputing

P.0. Box 44549
Tacoma, WA 98444
(206) 531-5690

| HHNGURE computing

P.O. Box 44549
Tacoma, WA 98444
(206) 531-5690

HHRIGEURE compurting

P.0. Box 44549
Tacoma, WA 98444
(206) 531-5690




