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ELECTIONS/COMMITTEES/RETROSPECTIVE

In this newsletter you will find a lis% of those
up for officer positions for 1986. Again there is
only ome person running for each posivion whigh

makes the election pretty much a foregone
conclusion. The ballot will be included in the
December newsletter. Write-ins are allowed. If

you would like to be an officer thea at this
peint you must campaign as a write~in candidate.
On the flip side of alections are the committee
positions, To be on a committee you must do two
things: 1> Express an interest, 2> Participate
after having volunteared,

He hope very much that those who have recently
shown an interest will coatinue further and help
us. A number of club activities have been
essentially one person affairs,

Bob Willis has for over %wo years been our
mainstay for the club software library and we
have a excelleat record in that the diskettes or
cassettes sent out, to those ordering progranms,
have rarely aver had a problem, Bob has organized
~ the Program‘s Library and produced the club's
Software Listing. This is an activity that tha
bulk of the club has little chance to see. Pecple
who are not local, hear about our club, obtain a
cavalog of our software, and order programs from
us, These program orders have done a great deal
in helping the club to cover costs. Thank you Bob
Willis.

The Atlanta 99/4A Computer Users Group (ASCUG)
had its first meating in November 1982, The clubd
produced it‘s first newsletter ip January 1983,
The newsletter has heen a one person effort for
the most part since the beginning. We appreciate
avery single article written by either our
nembers or thosa obtaioed from other groups
across the country. We hope the group appreciates
the efforts of Elise Gordon, Tom BHoisseau, and
Marshal Gordon who have at various times been the
nain foree in charge of getting the newsletter
produced month after month. The job is not meant
to be a solo task. That is just the way it has
wound up.

Marshal Gordon has for the last year single
handedly been producing the nswsletter. He will
not be able to devote the time in the coming year
%o be a full time Newsletter Editor. Bob Willis
is in a similar situation.
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The following pecple have spokan up to work on
the Newsletter:

Bobby Miller 321-8308
Ken Burdges 432-8134
Richard Hodges B76-1221
The following pecple have
help with the club iibrary:
Ed Banovatz 434-775% Ken Burdges

Jim Marks 478-2435 Bobby Miller

Jim Tillman 971-5676 Jinm Barksdale BB1-2643
Bill Mitchell 843-B289

Mac McBride 949-3374
Paula Heinsy 924-2816

indicated they will

Both respoasibilities; preoducing the newsletter
and the library duties, have tasks tha® need
doing now. Both Marshall and Bob are very willing

to help those interested Iin working on those
committees, If you have volunteered teo help,
please do not wait, Find out what you can do to

help. We need tc find out who has the time and

the desire to get started now.

The Program Committee is responsible for planning
the presentation to be given during the menthly
meetings. Ideally each meeting should have
programs that appeal to those just beginning %o
use their computer as well as thcse who are past
that point. The Program Committee does ngt
speacifically present each program but instead
arranges for speakers and sounds out the members
toc see what topies are desired, It provides
nembers a focal point to suggest what they feel
should be talked about. Several people have
stated they would help present 3 program but feel
too shy/scared/uncomfortable standing before a
group/noet  knowledgable enough %o  present
anything/ etc. To those pecple I say Pashaw.
Several canp present a progras instead of one., You
may find that working with 2 or 3 others makes
the project downright fum,

At the last meeting, these folks stated they
would like to be on a Program Committee: Jim
Hubbard (W)}482-1390, Gunter Hirschler 371-04Z4,
and Paul Hauck 482-1390.

Special Interest Groups (SIGs) have historically
had a hard time getting off the ground. They
typically occur bLetween the main meetings, atv
soxecne’s house and usually have as the driving
forca one person who wants to learn more about a
particular subject. That persen is motivated to
arrange the get togethers and keep <them going.
SIGs do not presupposed that you are an expert in
the topic but only that you want to learn about
it. People who meet for the main purposs of
learning about a subject usually do learn about
it. The colubd through the newsletter and the
monthly meetings will be happy +to announce when
EIG mestings are held.

Pacple who have spoksn up are:

TI-Writer - Ed Banovatz, Ken Burxrges, Bill
Kleinsorge(371-2%99), and Bob Bohler(478-4332),
Multiplagp - Marshall Gordon(353-4210), Bob
Bohlar, Jim Duhig(394- 0304), Bill Kleinsorge and
Dale Scott(478-920%).

Assenbly - Chris Morgan{971-8935)

Oh yes, to finish
ago; the people
are:
President-Gary Matthaws Vice Pres.-Jim Hubbard
Secretary-Malvin Carter Treasurer-Gecrge Sears.

up what was begun many words
nominated as officers for 1986

Gary Matthews
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CALL NEWSLETTER is the voice of the Atlanta
93/4A Computer Users Group. P.0.Box 19841,
Atlintﬂa; GA. 30325,

It is published a% least 10 times a year. The
A9CUG is not affiliated with any commercial
company or organization.

CALL NEWSLETTER is published by and for the
" members of the A9CUG to enhance their
knowledge of home computers. CALL NEWSLETTER
is composed of articles written and/or donated
by members of our group and from articles
appearing in cther home computer users' groups
arpund the world.
authors do not necessarily represent those of
the Officers or membars of the AICUG,
Fermission is hereby grantad +0 any users
group recieving ocur nawsletbter +o reproduce
any article appearing in this zewsletter,
unless the article is otherwise noted,
provided credit is given to the author and
CALL MNENWSLETTER. The A9CUG freely exchanges
newsletters with other groups around the
country. If another club would like +to
raceiver our newsletter but does not have one
of their own to exchange; we will gladly sent
it to them. We do ask that they send $3 a year
or 50 cents a newslatter o help cover costs.

Membership is open %0 family and individuals
who own or are interested in using and
programming home computers. Membership

includes copies of this pewsletter as they are
published, access to the meeatings of the main
group and sub groups, and the groups Public
Domain Library. Annual dues ars $135.00.

NEITINGS

The - dates and times for the =seetings of the
Atlanta 99/4A Computer User’s Group is the
third ©Sunday of the month at the downtown
Atlanba Public Library (off Margaret Mitchell
Square) at 2 p.m. For more informaticn call a
club officer or Z31-0992.
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SOUTHSIDE chapter mestings are held the first
Sunday of +the month at the Claytor County
Recreation Center in. Jonesboro, 101 Lake
Jodeco Rd., meetings begin at 3 p.m. For mors
information call Francis Hauke at 461-71%3.

Opinions axpressed by the
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kkkk CLUB CFFICERS Rk
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Gary Matthews
(404)233-3056
George Sears
396-4112
Jim Hubbard
{1)345-5907 W-482-9421
Billy Glass
Marshal Gordon
Bob Hillis
993-5399
Charles Dupreas (366-1914)
Jim Fairchild (991-82350)

President
Vice President
Vice President

Secretary/Treasurer
Newsletter Chairman
Library Chairman

BBS#1 Sys. Operator
BBES#Z Sys. Operator
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SQUTH SIDE CHAPTER

Francis Hauke President
461-71893

Tarry Casey Librarian/Vice President
477-0496

Petas Couch Secretary/Treasurer
471-948B0

Billy Glass Program Chairman
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FOR SALE:TRANS-STAR 315 COLOR GRAPHICS PRINTER
(PIO 7 colors/ New ink cartridge 8 l/2Xllpaper
Tractor & Friction.$100 Melvin Carter 997-7617
This is sold at a loss in EXCELLENT condition
do to owner having bought another printer.

SREEEEEEEEREEEEEEEEEENEEEEEEEEEEEEEEEEETEERREEEEE
ammm CLUB SALES =mmm
Available at the Meatings

TI FORTH Menmbers $20 Non-members $30

-== thru mail Membars $2% Non-zeabers $30
Diskettes $1.30-$2.00 Depending on brand
Diskettes in boxes - $15.00 a box

Ribbon cable & coanectors, Spars keyboards
Cassetes Tapes C-10, C-20, C-30 $.90-%1.10
Bast of 99sr MNagaxines as well as selected
issuss of Homs Computar Magaszine.

The preparad diskettes are: $3 Mm. %4 Non-mem.
(Some is FREEWARE- Please Support the Authors)
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FROM THE MAILBAG

LATE IS BETTER THAN NEVER.

We received a letter from Elmer C. Voghall., We
received it not weeks ago but months ago., The same
is vrue for a letter the club received from Jim

Sleeth. )
80.... at this point admitting my horrible lack of
response....Here is the gist of both letters. Now

any answer they are looking for may be tos late,
but my conscience demands I do this.

From Elmer Voshall (216)-743~0078

3400 Mapledale Ave,,Cleveland, OH 44103

I have 4 TEAC disk drives and 1 TI disk drive., I
purchased +the extra +two TEAC DS/DD after I was
upnable to use the Z80 CARD. The idea was to use
two of the TEACs with the 99/4A and two TEACs with
the 280 CARD. In +this way I thought the problenm
would work out as the 99/4A would be out of it.
However, I was not to find the solution am easy as
that. Now I am able toc load the first diskette and
boot up the second disk., Then when I try to engage
the B drive 1 get an error message “illegal
drive". This i= the same result I was getting {(and
still get when I use the 280 CARD through the TI
Disk Drive Controller). I think 1 have tried all
the changes possible on the Drive select pack and
resister pack on the TEAC drives,

The newer varsion of the TERMINAL EMULATOR will
allow use of the COR-COMP Disk Comtroller Caxd.
One other question I have wher setting up the
TERMINAL EMULATOR, when asked for baud rate and
printer spooling, e%c. %o give an answer de I just
push enter?

From Jim Sleeth (613)-588-5253

2134 Valley View Blvd.,El Cajon, CA 52021

I use my 33/4A for accounting purposes, It is
important for me +to find the best software or get
ancther gomputar., I have never sesn any articles
on Accounting programs. 1t is possible to spend up
%o $700 on a full system. This makes for the most
expensive T] software available, I have found that
the cost of the system does not necessarily relate
to quality. This is most true for certain
applications.

It is not possible %o buy all accounting programs
t¢ find the right one, S0 some type of summary
would be helpful. I am familiar with %hree GL
programs and have read +the documentation on
others, When it comes Y0 larger systems then the
GL may not be as importamt as Billing or Acgounts
Receivable.

Things to look for are automatic defaults for
date, account rnumbers, and amounts., Presst
function keys are alsoc good. Will the systam roll
over for the next year without rekeying the chart
of accounts or customer data base ie: #, nanme,
addrass, phone, ete.

Here is a sample of some of +the information I am

aware of about various packages., Would yau ke so
kind as %o have your members wri%te %0 me with
their experiences and kaowledge of gocd and bad
points.

Futura GL - Easy to use, but dces not allow

sub-totaling of more than two expense categories.
It is slow because it requires many disk inguires.
It is very prefessional.

Futyra - Bill, Acceocunts receivable ETC., 777

Sound Design - Easiest to use and is the only
system with Budgets and variences, It is fast to
sat  up and use, but  does not provide
Trial-balances., Don’'% know if it is still on the
narket.

IUG GL = 77?77?77

IUG Accounts R iv - A real bargain in that
it works wall and is easy tc set up, and can be

rewritten for your own improvements., Does not
integrate to cther programs.

AMA GL, Billi nd Inventory - ??77777%

AMA A/R - Statements are good and easy Lo set up

but doesn’t print overpayments by customers (how
conveniant).

Pike Creek GL - Looks like a mightmare. Is it
worth the effort to %try and learn how to run it?
Pike Creek A/R, Billing, Ioventory - 777 Has
anyone got past +the GL to try and run these
prograns?

Uzan - Have not seen anything on this yet.

Scome of theses programs may b»e good for small
businesses or certain types of service businesses.
What is now a new factor is will these programs
work with the Foundation 128K Card without
rewriting the programs which the author does not
want you to do. The Myarc card may not regquire any
changes and may be the card to use if you run
large account systems., Has anyone used any of
these on Hard Disk systems., This should provide
something for those of us who are looking for the
best system +to look inte before buying more
programs or cards that may not work with these
programs as we might expect they would.

I would appreciate if the reader of this letter
would pass it en to someocne who uses accounting
programs and who would like %o share their
expeariences and maybe charts of accounts set up
for wvarious types of businesses, [ do apartment
and c¢onde accounting and try to get extra expense
categories for sub-totaling ie: Gardening, Fool,
Recroom etc.
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The following ‘FORTY COLUMN‘ program is one we reprinted from the St. Louis Bridge newsletter (credit given helow) i
our JULY 1985 newsletter. It is reprinted AGAIN here for your convenience since the two articles and pragrams whic
foellow are based upon it. Thanks to Melvin Carter for retyping those two following articles.

From the CONPUTER BRIDCE (December 1984) comes this beauty. Our thamks to Dr.Roy T.Tamashire, Ed. D. for a great program.

I have often vanted to ues 3 40-column screen in a BASIC program because can put 43 percent mors text on it than F
normal 28-column screen in basic, r 40-colum :crogen is not avri“lllhh g: n-n§§1c or EXTENDED BA%IC,Imn thouma t}m:
40-column scresn is present in the T1-99/4a « The program beiow wakes it possihle to create and implement programs in EXTENDE
BASIC on the d40-column screen, The 32-K Hemory Expansion, the EXTENDED BASIC cariridge, an+ casseits or dis: system are require
To accass the 40~column screen tyx;_;n and save the program “FORTY-COLUMM TEXT SCREEX FUR X-BAsIC® (below, on disk or cassette
Then compose your program for {ho columm screen.

rn on the 40-coluwn screen in your program, use the instructionm, CALL LINK({“FORTY"),

To turn o ‘ . an, o You may use most of the norm
EXTENDED BASIC instruciioms, but make tha following substitutions:

ATEN IC _INSTRUETIONS:
INPUT, LINPUT, or ACCEPT AT

A TH_THIS FORNAT:

CALL CIMKC*TNPUT" ROME(1-24 ), COLUMNE(1-40),String VYariahle

PRINT or DISPLAY AT CALL LINK(“BISPL", ROWE(1-24),COLIMNR( 1-40), String Variable

CALL COLOR, CALL SCREEN CALL COLORS( Foreground, Background )
(1 you wish 1o change the colors of the characiers on the screen, add lines 15000 to 15020 in the SAMPLE PROGR
below to your program as the last routine in your program. This nmakes it Dpessible to use the above CA
COLORS( Foreground, Background} instruction. Use the color codes(i-14) normally used in BASIC to designate foregrou
and background colors, ~ See example in the "SAMPLE PROCRAM* below.)

Do not use SPRITE instructjons (CALL SPRITE, CALL MAGNIFY, CALL COINC, etc.) on the 40-column screen, Other instructions su
as CﬁLLfﬂL‘m and CALL GCHAR work, but since they are orientedio the 32-columm scren rather than the 4¢-column screen, the locatio
are confusing.

To switch back to the normal 32-colwsm screen in EXTENDED BASIC, use the instructions, CALL LINK("BSCRN®). Be sure to inclu
3\:! giﬁ\'ﬁ‘ﬁL‘Enlg(R ng!ﬁm yagltxitl the EXTENDED BASIC program-- otherwise your program will mol be visible on the screen. (See line 200
L] t] 0“.

Note that the new INPUT and DISPLAY instructions use string variables only. Thus, numeric variables wust be converted before
after these CALLS. For example, to DISPLAY a numeric variable, use the following wedel:

210 Nwii:N$aSTROCNISeCALL LEIMKC"DISPL™, 24,1,M8) (In this exampie, the value in N, which is 1, is
converied Lo the string variable N and dup&ayed
at row 24, column 1.)

Or, to INPUT 2 numeric varisbles

230 CALL LOAD( "INPUT™, 24, 1,M% )2 sNsVALINS) (In this example, 2 nunber is accepted at row 24,

coluwn 1 and assigned to N.)

To RUN rogram, first load and RUN the program below ("FORTY-COLUMM TEXT SCREEN FOR X-BASIC"), then load and RN y
prograz. a‘f"ﬂng c;g' xo:t do not use CALL INIT orp l?ad another Assemhly Language program, you can run yo:xr progran witheut re-RUhm
the "FORTY-COLUMN TEXT® program, . _

el

100 ! erooRke ook ke 2¥% | 190 caLL LOADC B196,463,214)1t 3204?'&: hoe,gil ;gbgr ;42’63' :'3 .
1{.’0 !‘ t FQRTY-CGLU"N TEXT ‘ CALL LDAD( 1&344,6&,83,67,32 ‘ 9!3 ‘!"2;-;‘3-; ;.’4!"!7;4 151
130 1 reverevkrvssepassay | 778032,500108,66,73,83,80,76 | by 5 e T B
140 | AUTHOR: KOY T. TAMASHI | loo’eari?®) | 240 cALL LoADC12384,0,112,4

: : - 190 CALL LOAD(153460,72,78,80 ;92 5 1.128.0.4, 32 %,,’3,_, ’5 ’1
RO, ED.D .95, 84,32, 49,36, 47,76,83, 32, »2,1,128,09,4,32, 32, 32,5, 1
150 ! DECEMBER 1984, X-BASIC 28,2,1298,3,192,22,250,4,%1,2

W/ MEMORY EXPANSION

195 ! FIRST LOAD AND RUN THI

S. PROGRAM. THEN LOAD AND RUN
YOUR PROGRAM.

160 + AS LONG AS YOU DO NOT
[0 A ‘CALL INIT’ OF LOAD AN
*ASSEMBLY,

165 1 YOQU CAN RUN YOUR FEOGR

AM WITHDUT FERUNMNING THIS ON
E.

170 CALL IMIT

32,32,48,78,70,79,82,84,89,3
2,48,38)

200 CALL LOAD( 12289,8,31,16,
0,59,190,0,0,0,0,1,108,51,18
8,0,0,0,0,0,0,2,12,50,116)
210 CALL LOAD(12312,21%,32,4
7,190,21%,32,47,191,13,0,1,1
08,2,107,2,224,131,224,2,1,2
40,129,216,1)

220 CALL LOAD(12336,131,212,
216,1,140,2,5,193,216,1, 140,
2,2,1,245,135, 214, 1, 140, 2, 6,
193,216,1)

1)

250 CALL LOAD(12408,0,1,4,19.

2,4,32,32,12,200,32,131,74, 4

8, 36,192,224, 48, 36,2, 67,0,25

S,2,2)

260 CALL LOAD(12432,255,216,

2,34,0,40, &, 3,22,252,200,2, 4

8,34,2,1,0,2, 4,192, 4,32,32,1

2)

270 CALL LOAD(124S6,200,32,1

31,74,48,34,192,96,48,36,2,6

5,0,25%,4,1,168,1, 48,34, 4,91
224) COnN‘r

2
pag sa
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280 CALL LOAD(12480,48,0,6,1
40,48,118,2,1,255,0,214,1,50
©189,2,1,0,3, 4,192,2,2,50,18
9)
290 CALL LDAD(12504,4,32,32
20, 4,197,209, 94,50, 189, 4,197
+ 2y 6,50,190,192,32, 48,34, 6, 1
60, 49,28)
300 FALL LOADC 12528, 4,193, 19
2,86,2,33,96,0, 4,32,32,32,5,
128, 6,160, 49,28,6,5,19,9,6,1
93)
310 CALL LOAD(12552,2,33,9¢,
0,4,32,32 32,5,198,4,178, 6,5
,22,234,4,96,48,86,2,128,3,1
92)
320 CALL LOAID{125764,21,251,4
.91,_,_24 48,0,2,2, 1, o,_,1 3
2,0,216,129,50,190,6,2,22, 25
2) '
330 CALL LOAD(12600,6, 140,48
,118,2,1,0,255,192,32, 48, 34,
160, 64, 2,129, 3,192, 18,2, 2,1,
3,192)
340 CALL LOAD(12624,200,1,48
,36,4,196,193,64,2,1,32,0,21
7,1,50,191,2, 1, 126, 0, 4, 32, 32
'3-.
350 CALL LOAD(12648,2,1,5,0,
216,1,131,115,5,160,50,34,21
6,32,131,117, 48,32, 4,193,208
,96,131,117)
360 CALL LOAD(12672,192,5,2,
129, 13,0,_h,18,_,1 128,90, 4,
2,32,32,4,224,131,124, 4,192,
2,1)
376 CALL LOAL( 12694,0,3,6,19
6216, 4,50, 190,2,2,50,190, 4,
32r32!16r4!96r48985!2!129!7!
0)
380 CALL LOAD¢ 12720,22,13,2,
1,32,0,217,1,50,191,2,33, 94,
0,4,32,32,32,6,0,4,4,22,245)
390 CALL LOAD( 12744, 4,94,49,
3s,2,129,8,0,22,17,2,1,32,0,
217,1,50, 191,72, 33,96, 0, 4, 32}
405 CALL LOADC 12748, 12,32, 8,
0,6, 4,128, 32, 48, 34, 18, 181, 5,
132,5,128, 4,96, 49, 86,2,125,9
410 CALL LODAD(12792,22,2,2,1
,32,0,2,129,32,0,17, 169, 217,
1,50,191,2,33,94,0,4,32,32,3
2)
420 CALL LOAD(12814,5,132,53,
128,136, 0, 48,36,18,198,6,0,4
b4y 4,94, 49,86,4,193,2,0,32,0
)

86,0,255,0,32,32)

‘F$)ss

430 CALL LDAD(15840,~,~,-55,
0,4,32,32,28, 144,32,131, 124,
19,26, 144,160,131, 117, 19, 243
440 CALL LOAD(12864,6,3,2,1,
9,192, 6,1,22,254, 4,32,32, 28,
144,32, 131, 124, 19; 11, 144, 160
131, 117)

4350 CaLL LOAD¢i2888,19,228, 4

,32,32, 28, 192, 195, 22, 239, 152
132, 48,32, 131,117, 22,220, 4,9
1,2,224,48,0)

460 CALL LOAD(12912,6,160,48
,98,2,0,3,0,4,193, 4,32,32,32
75,128, 2, 128, 3, 192, 22, 250, 2,
o)

470 CALL LDAD(12936,224,1,21
6,0,131,212, 6,192, 4, 32,32, 48
5%,0,3,32,4,32,3 ' 48,2,0,7,2
480 CALL LOADC 12940, 4,32,32,

48,2,0,8,0,2,1,16,0,4,32,32, -

32,5,128,2,128,8,31,22,250)
490 CALL LOAD( 12984, 4,96, 48,

100 REM ¥SAMPLE FROCRAM ¥
110 Cakl LINKC"FORTY™)

120 CaLL LINKC("CLS" )=z CALL
LINKC"DISFL", 1,15, "HELLO THE
RE")

130 CALL LINK(“DISPL",10,1,"

Foreground Color-—-Enter 1-16
$1)

140 CALL LINKC("INPUT",10,35,
F=VAL(FS$)

150 CALL LINK("DISFL",12,1,"
Background Color--Enter 1-14
=U)

160 CALL LINK("INPUT",12,
B$)1: B=VAL(BS)

170 CALL COLORS(F,E)

180 CALL LINK("DISFL",23,1,"
Enter (1) to go ong or (2> t
o exiti")

190 CALL LINK(“INFUT", 23,38,
K$):: IF K$="1" THEN 120

200 CALL LINK("BSCRN"):: END
14000 SUB COLORS(F,B)

14010 CALL LOALC 12350, 16%(F~
1¥+(B~13)2: CALL LINF(”FORTY
ll)

14020 SUBEND

1s,

M3TES 2N T=E =7 FEIZ

R

= ICRAS

TEXT SCFEEN

Py T. Tamshira, E4. 2.

Thare has been consiierable 1nterest L

~he article, "Usi1ng the 4@-Column Te:x
Screan in Extended BASICH ‘Decemoer ,
194 issue, The Computer Bridge). Same
of the questions and comments from
individual readers are warth;, 2
discussing with all users ot the

published rautine.

[ First, the program ilisting with 1ts CALL
" LoAD

statements i9 tedious ta type.

Even a single typographical error wil]
resyult in praoblems in using the program.

SECOND, IF You USE THE 4@&@-COoLuUMmk
E.tended BASIC screen far several
programs, you need rnct relagag or re-RUN

the "FORTY-COLUMM TEXT™
program, EX long
call IMIT, lozded
iLanguase program, ar  turred oFff the
Feripheral Expangicn Box. The pProgran
also remains intact gven if you turn OFfF
the conscle ar return to the titls
screen, because the JdT-column progran
stays in expansion memor, in the P-box,
Simply load and RUM the Extended BA3IC
programs which implement these 4d-columr
routines, This is & great time-saver.

program for eack
as you have not used
another Assembl,

Dabugging a program
4F-column screen may be more difficult
than on +the regular 32-column Extendec
EASIC screen. When an error 14
encountered in youe program, sush a1
"SYNTAX ERROR", you will usually not sad
the message on the screen. Instead, you
must exit using GUIT ‘usuall ), ther
reload yaur program and sSearch for thg
errar, This means you need to -1
especialiy carsful to save your current
programe on disk or tape before RUMninc
the program. One consolation is that
you do not have to relcaq the
"FORTY-COLUMN TEXT" program.

/0u Ccredte aon the

Several readerds have sSuggested soms
excellent enhancements to the program,
I am working on some cof thess 1deas and,
I encourage others ta experiment AN
develop those routines also. The
"COMPUTER LOG® program described in this
issue s one practical application of
the 48~column screen program.
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Here is a program compliments of dr. editing. hags triegq it an thelr
Bill W. Knecht, President of the HUG-TIBB3S system and i* worked fine. It
Houston Users’ Group. 1e is tar s allows ¥Y2u to upload your messages with
off=line mail preparation program for the TEZ2 aor P-Term%%.

bulletin boards. He said that the idea To run this program, type it in and save
(but not the pragram) came fram 3teve it as "BBS/49F", Then take the "FORTY"
Davis’ "Mail Writer?" program. The pragram by Tamashiro and add a line at
advantage that his program has over the end "RUN DSK1.BBS/4@F" and save this
Steve's is that you can type a 39 as "BBS/4g". Then all you have to do is
character line on one scréen line. The type in RUN "DSK1.BBES/4@" and both will
program will allow up *ao lines of load.

for the message,

L ' 4Z-COLUMN BULLETIN BOARD
. MAIL-PREP PROGRAM

2 ! BY BILL KNECHT % HOUSTON
USERS’ OGROUP

3 ! USES FORTY COLUMN TEXT S
CREEN PROGRAM BY TAMASHIRO

4 ! ¥##LOAD % RUN FORTY FRDG
RAM FIRSTaNE

= !

12@ ON ERROR 82

112 CALL LINK("FORTY")

128 CALL LINK(*CLE")

138 CALL CHAR (964, "SSAASSAASS

AASSAA")

149 CALL LINK{("DISPL*,2,7,""

L N N A

1! CALL LINK("DISPL",3,7

l')

158 CALL LINK(*DISPL",4,7,""
4@-COLUMN BBS MAIL FPREP '")
t1 CALL LINK(*DISPL",S,”

W
4

tny
16@ CALL LINK({"DISPL",&,7,""

by bill knecht Ty
: CALL LINK(*DISPL",?,7

L
ey

178 CALL LINK(*DISPL",3,7,*"
rvurrlvuvttrlt'!lv!v!n!!l!u)

1890 CALL LIMK{“DISPL",2d,1%,

"INSTRUCTIONS? (Y/N)"™)

19@ CALL LINK(®INPUT",29,30,

AS):: IF ASm*Y* THEN 2008 ELS

E 438

209 CALL LINK(*CLS"):!:! CALL

LINK("DISPL", 1,14, "INSTRUCTI

ONS*") )

218 CALL LINK{“DIGPL",3,1,"T

his program enables you to w

rite your"]}

220 CALL LINK("DISPL",4,1,"B

BS meunmnages ahsad oF# time an

d transmit®)

238 CALL LINK{*DISPL" . %,1,"¢

hem to the BBS using TE2. Th

is program”)

249 CALL LINK{"DISPL",&,1,"t

s in 4F-column sa I line o+

text egquals”)

25@ CALL LINK{"DISPL",”,1,"1
line of the bbos message lin

o.%)

268 CALL LINK(*DISPL*,9,1,"D

o not exceed the 39 characte

re per line")

27@ CALL LINKI("DISPL",18,3,"
(max. 12 lines of text)")!!

CALL LINK{"DISPL*,12,1,"

The EDIT MODE allows You to

view the")

202 CALL LINK{("DISPL",:(3,1,"

message and re-type any of t
he lines.")

which
It alsoc features easy

iz what is
-2,

292 CALL LINK("DISPL",14,1,"
In the Edit Mode, & returns
to menu. ")

I8 CALL LINK{("DISPL",1é,1,"

Your message should be saved
with a file")

319 CALL LINKI"DISPL",17,1,"
name o+ 5 letters or less, T

O enter your")

32 CALL LINK(*DISPL",18,!L,"

message on the BES, when the
BBES symtem®)

3I3F CALL LINK(*DISPL",:9,1,"“

prompts you to enter Line 1,
exit TEZ2 by"!}

342 CALL LINK("DISPL",29,1,"*

CTRlL. @, then select OPTION 2
of the TEZ")

358 CALL LINK{"DISPL",21,1,"
and replace LOGON with your

message file-")

362 CALL LIMK{(®"DISPL",22,1,"
name. When messase has loade
d, hit ENTER")

I7E CALL LIMK("DISPL",23,1,"
+or command level to save me
suage. ")

380 CALL LINK{"DISPL",24,8,"
(press any key to start})*®)}
298 CALL KEY(S,K,S):! IF S=5
THEN 398

43F DIM Le(L13)

419 GOTO 438

428 CALL LINK{*FORTY")

a3@ CALL LINK{*"CLS"):: CALL

LINK(*“DISPFL" ,S,16,"'M E N U")
a4 CALL LINK{("DISPL",8,13,"
1 ENTER TEXT"):: CALL LINK{
"DISPL",18,13,"“2 EDIT T
EXT*"):: CALL LINK("DISML",12
s13,"3 SAVE FILE"!

49% CALL LINK("DISPL",14,13,
*4 TERMINATE"):: CALL LINK{
"DISPL",28,.1d, "enter sel
sctioni ™)

4468 CALL LINK{®"INPUT®", 28,38,
AB) I IF (AR LI*)+(AB>“4")TH
EN 478 ELSE A80

470 CALL LINK{"DISPL",22,7,"
Input Errer ...try again"})ii
FOR I=1 TO 398 :: NEXT

I :: QGOTO 932

483 As=VAL (AS)

498 ON A QOTC 599,639, 729,88

[

SPS XES=RAPTE("~* ,39):: YSu"en
ter = On next line when fini
shed"”

%1 CALL LINK("CLS™):: CalLL
LINK({*DISPL",1,14,"enter mes
aage")

S2@ CALL LINK{"DISPL",3,1,x%
)it CALL LINK{(*“DISPL",18,1,X
Wi CALL LINK(*DISPLY,2
Z2,3,Y%)

COMPUTER BRIDGE
January,

{(Volume 4,
1985}

Number 1,

S3F CALL LINK{"DISPL",.5,2
{last line for text)":
5S4 N=g
S3Q NmN+1L
Béel CALL LINK{"INPUT", {N+4&;,
1,L8(N))
870 IF LENI(LSIN})<{4F THEN &1
2 ELSE 589
S58& CALL LINK{"DISPL", (N+4},
i, (line too long ...re-e
neter) b
SP@ CALL LINK{"DISPL", (N+3},
1,*
b -

I=1 TO @22 :: NEXT I
&80 CALL LINK("DISPL", (N+4),

1,

FOR

"Yi: GOTO e

al@ IF LE(N)=" =" THEN &2 EL
SE ¥52
S20 LES(N)=*" :: GOTO 4392
a3F CALL LINK(*CLS")

&49 CALL LINK(*"DISPL",2,19,"
EDIT MODE™):: Nmg

ATF N=pN+t 1! JF Na1ZT THEN &7
P i NS=STRS(N!):!: CALL LINKI
"ODISPL", iN+4),1,NSKLS(N)

)
&68 GOTO &35@
&2?8 CALL LINK{("DISPL",Z28,2,"
entesr line number to edit /
2 to exit")
&09 CALL LINK(“INPUT",2&,3%,
LNS):{: IF LN®a*"g*" THEN 433 E
LSE N=VAL (LNS®;
&99 CALL LINK({"DISPL",22,13,
“snter new line"!
708 CALL LINK("INPUT",23,1,L
®wi{N})I: GOTD 6302
71 Le(N)= " :: (ZOTO 432
729 CALL LINK(*"BSCRN"®)
739 CALL SCREEN(B):: FOR =2
TO 12 i CALL COLORI(I,1d&,1L)
11 NEXT I
Zag DISPLAY AT(19,1}ERASE AL
L!"enter filename to save da
ta” ! DISPLAY AT(:2,9):
"DSKL."
758 ACCEPT AT(12,12)VALIDATE
(UALPHA, "123.")SIZE(~-71!F®
749 OPEN #1:"DSK"LFS ! N=]
?7@ IF LSI(N)w®*" THEN 792

P8P PRINT #1: "1 "L SiN)kCHR®(
13):1: PRINT #1:"2"&(CHRE{8&) 1
593‘9{68&'u?°?? 28%c aze
8P CALL LINK("DISPL",24,5,"
Sure you want to guit? (Y/N)
")
®10 CALL LINK(=INPUT",6 24,34,
AW IF AN “NY THEN 432

828 CALL LINK{"BSCRN"):: END

PE.
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a4 COMFIITER LGG FOR
178% TAX RECCFRDSZ ALY =17 sxlact Sphice Bl, She top sSf
Roy T. Tamashirc, Ed. D. the screen will sSkow:
1932 Time Log

Beginning in 1985, the Internal Revaerue
Service will regquire accurate records to
establiah the business use of a home
computer. Trhere will be sStrict rules
about contemporaneous record keeping,
certified statements that you kept
accurate records, and even a negligence

penalty if the IRS discovers you do not
have adenquate records. The COMPUTER LOG
program below is designed to help keep

track of your use of the
this new IRS requirsment.

computer for

RUN this program sack time you use the
computer and, at year's end, veau wil
have detailed cemputer log. The exact
format of the new record keeping
reguirement has not yet been detailed
computer 1lo9. The exact format of the
new record keeping regquirement has not
vet been detailed by the IRS. However,
you  will need to keep a record that

indicates the nature or purpose o+ each
business and personal use of the
computer. The COMPUTER IOG program

suggests that you enter the month, date,
time-on, time-off, and purpose of each
use .,

To use COMPUTER LOG, the Extended BASIC
cartridge, 32-K Memory Expansion, and a
Disk Drive System are reguired. You
must first load and RUN the pragram
"FORTY-COLUMN TEXT SCREEN FOR X-BASIC"
(See THE COMPUTER BRIDGE, Vol. 3, No.
12, December, 1984, PP 2-%5). Then
load and RUN "COMPUTER LOG™ as listed
below. For convenience, You may want top
merge the two programs, and save it as
"DSK1l.LOAD", 80 the program will RUN
when Extended BASIC is selected. This
will help you to rememeber to make a log
entry every time the computer is used.

When you RUN the program, vyou will see a
menu with the following options:

Make New Entry
View the Entries
Modify an Entry
Print the File

You are instructed to "make your antry
in 2 lines beginning with the Month." A
sample entry might be!

1 JAN 11 7115 pm B8:98 Memo to
supervisor/new desk, TI-WRITER,Disk 33

The headings are suggestive only, so you
may enter any information which fits an
the space provided. When you have made
Yaur entry, the menu reappears.

Option #Z2 enables you to see all the
entries to date. If you see an entry
which nesds to be changed, make notes of
the Record Mumber, and select cption “3
(To Modify an Entry) from the main menu,.
Type the record number when the prompt
appears, and you will be asked to make
yaur corrected entry,

When vyou choose option “aq (Print the
File), all recaords to date are printed
on the SF-column printer YO specif /.
You can alse create files which are
compatible with TI-WRITER by selecting
this optiaon td4 Print the File) and
designating a disk filename such as
DSK1.LOG-TEXT when the “Device Name:"
prompt appears. :

The final option (5 Exit) returns you to
Extended BASIC environment. You may
reRun the program without re-loading the
4@-COLUMN TEXT SCREEN Program as long as

yau have not loaded other Assembi
Language programs, ar given the CAL

INIT command.

When 1986 arrives, change each line
number in which “19a3" appears (3579,
59%, 85F, and 998) to 19846 and  your
log will be ready for the new Year,

ASUWUN

Exit
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1= B 5 e TR R 479 IF LEMN(E®)>74 THEMN E$=3E 218 PRINT HL1,FEC MIES® GOT
SiS ! % COMPUTER LGG # GE(E®,1,745) o sey
B2 1 NN NN N 482 PRINT #1,REC @:P :: FRIN 3Z@ IF P=g THEM 95¢ :: CALL
33F 'AUTHOR! ROY T. TAMASHIR T #1,REC P:Es GOTo s7g LINKI"DISPL", 1,15, "Print Fil
Q, ED.D. 678 IF P=ad THEN %@ e") il CALL HCHAR(2,23,45
548 ! JANUARY 1985,X-BASIC W/ 700 FOR V=@ TO 99 :: GOSUB © y 180
MEMORY EXP & DISK SYSTEM P ! FOR I=]1 TO 9 :: IF (I+ 838 CALL LIMK(*DISPL",Z,1,"D
352 ‘Uses "4@-Column Text 3¢ FHY) PP THEN I=@ Y=g evice MName:")!! GQSUB %4¢
reen", THE COMPUTER BRIDGE, 1 GOTO 729 84 CALL LIMK:{"IMPUT",”,1,D%
Decempber 15784 P19 R=34+2%1 :: LINPUYT #1,REC Y3: IF D%="" THEN =94
S4@ CALL LINK{("FORTY"):: CAL I+P%VIES 7 RE=STRE(PHY+I) 852 OPENM ®2:!DS$ ! PRINT H2IT
L LINK("CLS*) ! CALL LINK("DISPL",R,1, AB(2Z);"Time Log for 1935
S7@ OPEN #1:"DSK1.LOG-198%", R®):: CALL LINK("DISPL",R,'S, 36 GOSUP B9~ !: PRIMNT #2:"N
RELATIVE 88 t! IF EOF(1}THEN gw) ©. MO DA Time-On Time-0Ff+
S9d 720 NEXT I :: GOSUB 93 1: N Purpose” :: GOSUB 259
8@ INPUT #1,REC @:P EXT V :: GOTO =92 872 FOR I=1 TO P :: LINPUT #
592 CS="Ygur Cholce (1-5): 7328 IF P=9 THEN 5% ELSE CAL 1,REC I:E® :!: E#=STRS(I}g&" *»
"LCHR® (3@):: CALL LINK("CLS" L LINK{"CLS"):: CALL LINK{"D LSEGS (E®,1,7&):: FRINT #

yii CALL LINK(*DISPL",1,

8, "Computer Time Log for 198

S"1:: CALL HCHAR(2,14,49%,2&)

629 CALL LINK("DISPL",S,3,"1
Make New Entry")!: CALL LIN [

"yid

ISPL", 1,14, "Madity Entry
CALL HMCHAR(2,22,45,12)
740 DE="Enter Record No. to
be Modified (1-"&KSTRS(P)K"}"®
CALL LINK{"DISPL",3,1

2IES, ! NEXT I

8880 GOSUB 899 :: CLOSE #2
GOTO S99

899 FOR I=1 TO 79 ::! FRINT #

21"-"3i! NEXT I :: RETURN

K{"DISPL",”?,3,"2 View th ,D%) 1 GOSUB 940 8@ CALL LINK("CLS"):: CALL
® Entries")!! CALL LINK("DIS 258 CALL LINK("INPUT",”,i,M% LINK{*DISPL",1,1!%,"1%3% Time
PL",9,3,"3 Modi+y an Entry") 11 IF ME=mY" THEN S99 Log"):! CALL HCHAR(Z, 7,

618 CALL LINK("DISPL",11,3," 76@ IF MBC"1" OR MS)}"999“ TH 4%,4&):: CALL HCHAR(4,2%,45,
4 Print the File"):i: CALL LI EN 739 4)

NK("DISPL",13,3,"% Exit"” 778 GOSUB 998 GOSUB 928 P18 CALL LINK{"DIBPL",3,1,"N
yii CALL LINK{"DISPL",22,18, ! M=mVAL (M%) 1: LINPUT #1,REC ¢. MO DA Time-On Time-0++F
cs) MIES ;: ES=SEGS(E®,!,”s8) Purpose”):: RETURN

429 CALL KEY(@,K,S)i: IF K<4
F OR K)>33 OR S=@ THEN &20
&328 CALL LINK{"CLS"):: ON K-
48 GOTO &4, 492,730,829, 940 ®) 2
449 GOSUB 929 :: GOSUB 5208 ®)
€58 CALL LINK("DISPL",23,1,"
Make your entry in 2 lines b
eginning”™) i CALL LINKI{" »
DISPL",29,1,"with the Manth.'
")

6560 P=P+]1 ! CALL LINK("DISP
L", 5,1, STRS{(P)):: CALL LINK{
“INPUT" ,%,S,ES)

a8, ")

1i¢ IF EW=""

MYARC 512K CARD UPDATE

When last you read about tha Myarc 128/512K Mamory
Expansion/Ramdisk in this newsletter, the 512K
partion of it was svill to come. Well, i%‘s hare and
has been running in my P Box for a coupie of months
now; And it has deliversd everything it ham promised
to deliver. The card has worked flawlessly, but alas
I have not always been flawless in my dsalings with

it,
When I received the chips %o upgrade to 12K, ali
that was necessary was to pull ou: ke chips that

mads up the 128K and swap them with +the naw cnes.
After doing this I used the CALL PART command to
Partition my Ramdisk after booting up., That was my
first mistake. Every time I +tried to partition I
would get a SYNTAX ERROR. The card would not accept
CALL PART(400,112), after all doesn’'t that adad up to
S12K? My bout with stupidity thankfully did not last
too leng. The corrsot command im CALL PART(400,80).
I had forgotten that 32K is used for normal memory
expansion. {Note: Those of you who alsc have the
Myarc Double Density Controller card and
agocompanying Disk Manager on disk will discover that
the Disk Manager dafaults to this partition. I did
not have the Myarc Contvroller when I first bought
the Ramdisk.)

7?88 CALL HCHAR(12,9,4%,40)::
CALL LINK{"DISPL",S,1,Mu)::
CALL LIMK("DISPL",%,S,E

CALL LINK{(*"DISPL",8,1,M

798 CALL LINK("DISPL"*",23,:1,"
Enter your Correction,
! CALL LINK{"DISPL",24,1

s "Press <ENTER> for no chang

89% CALL LINK("INPUT",8,5,E®
THEM S9%9¢

$2¢ CALL HCHAR(3,17,4%,4@)::
RETURN

23Q CALL LINK("DISRL",24,1,"

Press <EMTER>.")!! CALL HEY(

@,K,S1i: IF S=00 THEN 933
ELSE RETURN

$4@ CALL LINK("DISPL",Z4,L,"

Press (ENTER> for Menu.")::
RETURNM

PSP CALL LINK({"DISPL",23,1,"
No Records available."):: GO
SUB 938 :: GOTO SS9

6@ CALL LINK("BSCRN")::

ar"):

EMD

My ssoond mistake involved using a DC power supply
to keep.the information current in the Ramdisk, sven
whan the P-Box is turned off. The Power supply was
not a sturdy cne. After being left on for a weak it
overheated and died. Now I use a slightly bigger
power supply that has lastad fipe for weaeks, and I
give it a rest avery once in a while,

Working programs that involve heavy disk access is
what makes the Ramdisk truly appreciated, Caos such
program is NAME-IT by Extecded Softwaras. Tha Ciub’'s
master membership resocord is kept on filas accessed
by the NAME-IT program. Updatiag, Serting, Priating,
and general usags is grsatly snhancad when ruaning
tha files on the Ramdisk. This brings me to my last
and costliest aistake. Any power glich will cause
the Ramdisk +to lose it’'s informaticn or cause the
data to becoms COrXrupt. A battery backup to the
Ramdisk aight avoid this., I cannot say, since I have
not tested that spagifically. At any rate, I updated
the files, then copied the files off the Ramdisk
back to the original diskattas. Hare iw where I
found ocut that the data was corrupted. The club’'s
meabership roster was now virtually unusable.

The lesson learned hers is: Always copy to a backup

diskette, never over write the original ®i1ll you
have had time to verify the data is good.
I am a Dbig boomter of +the Myarc 512K Ramdisk.

Everytime my computer
It reainds me
TIS9/4A can ba.

is used, the Ramdisk iw used.
of how goed a business wachiane the
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THIE HAPPENED AT THE NOVEMBER MEETING

Volunteers were solicited to help with the
various committees., We got some positive
response, Ed Banovatz is organizing the effort.
We hope to have more programs of a strictly
console basic npature for gsome of the newer
members; howaver +the problem 1is that so few
people have volunteered to help in this,

A raffle was held for tha first of threa
diskettas that the club the club purchased from
Jim Peterson of Tigercub Softwars. The winner
was Mac McBride. A second drawing was held for
the disk of varios Christmas omusic that Jim
Hybbard brought in. The winner was Fred Ballard.
Raffle tickets were 30 cents each sold at the
beginning of the meeting.

The idea went over well so +the other Tigercubd
disks will be raffled off cne psr month.

Marshall Gordon gave <the first lecture on his
garies of Multiplan lessons. This will continue
for several meeatings.

A mention was made and is rapeated here that in
a future newsletter (maybe Japuary) a list will
be printed of all the local members and their
telephooe numbers. If you do not want your name
on the list then speak up at the next meeting or
leave 2 message on the club answering machine.
This has beern dons before and appreciated by
many. The list will be alphabetical and have the
name, phone, and city included. It will not have
the full address so it could not De picked up
and used by scmesone as a mailing list., If you
live in Stone Mt. wouldn‘t it be nice to glance
through and see other members who also live iz
8t. Mt.,? BSuch a 1list will also help those
ioterested in starting Special Interest Groups,
Extended Basic for eszample.

On the wall were copies of dozens of nawslatters
that the club recaives sach month., These are for
members to taks home with them and as usual none
were left hanging by the end of +thas meeting,
Thanks to George Sears for bringing thase to the
mesting and taping them up.

At the front of the agditorium wers over a dozen
large notebooks where the permanent copy of the
newsletters are available for browsing. Alsc on
the same table are the notebooks containing the
advertisemsnts and offers that the club receivas
from numercus vendors and distributors. It
really is a MUST SEE to go through thesa
advertisement notebooks.

Also thanks to Jim Hubbard who lugs back and
forth to esach neeting all the mnagazines,
diskettas, and other periphenalia that is
available at the entrance to the auditorium each
month.

Hope you can make it to the next maeting.

FREEWARE UPDATE

Every so often newsletters include a listing of
the Public Domain '‘Special’ software and Freeware
that <they have or +that they know is available
along with the authors’ addresses. We did this
last moath and +to blantantly borrow John Koloan
(of Micropsndium)‘s idea; we shall try to update
the list and repeat it every other month or so.

By the way.. MICROPENDIUM (%15 year)

P.QO. Box 1343, Round Rock, TX 78680

is one of the hggt TI29/4A publications around. 1
strongly recommend a subscripvion to it.

Back to Fresaware etc:

The purpose of such a list is to leat others know
what thay can get from their club and to promote
and support the 'Freswars’ concept. Whather you
obtain the program from the club or the software
author, SEND the author money for the program if
you think it is a good one. I repeat BEND MONEY TO
THE AUTHOR if you believe the program is worth it.
Our printing this list is not an endorsament of
4Ry prograa. Some, I know for a fact are
cutstanding. You would pay over a hundred dollars
for +them through professional markeating channels
especially if +they wers for a computer octher than
the TI9%/4A. Other programs ars adzittedly
average, but at these prices they are still a
bargain.

Updates or Corrections to last month's list:

The letter/money we sent to 99 Ansembly Software
P.0. Box 639, Lucasville, OH 45648 for the Sound
Digitizer came back stamped "UNKNOWN". Either our
address is wrong or the company doesn’t exist. So,
don’t send for it.

We received FAST FORTH from Tim Curran however tha
package we received indicated that +this is
copyrighted and oarketed, but oot under the
FREEWARE concept. The program uses the the Publis
Dosain Forth as released by T! and the Public
Domain Extended Basic locader for FORTH by Tom
Freeman, however Tim Curran has defined some
further words for FORTH and writtem and
coprrighted two Editors for FORTH. The program is
available through KCR, P.0. Box B12B, Huntington,
WV 237085 for $9.95, Sizce Tim was kind snough to
send us the program we ars glad list the address
for ordering his PFAST FORTH but we nust remove
this from the list of fraaware.

All in all, we have gotten ac excellant response
from ¢the authors to whom we sent monsy and
self-address/stanped aailers.

ftam

0o NOT BEND
Te

00 NOT X-RAY
COMMPYTER |SK
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In time for Christmas we include this helpful desription breakdown of 39/4A Cartridees. This was written by John Taplor
and printed in the Sheals Users Group (Alabama) August 1985 newsletter.

THE BGREAT MODULE REVIEW

The vreat Module Feview i5 a oroject ! started at the last month's General Meeting.
I have,noticed that the prices on most all modules have dropoed drasticallv in the last
few menths. However, even at %9+ dollars, ther2 are =g many it 1s hard ip choose, ™Most
modutes are listed as just a t:tle and nething more. ] hated to think that a really goaod
une mioght get by me and be gone. forever. For that resson I asked and got about 8 people
to volunteer to review some modules. First I got a list af evervy module the volunteers
hag. It totaleo up to &d grt+terent modules., Tron | 3skeo sveryone to review specific
mocules angd give you the :nformation that tnev thougr wvou'd like to know i1f vou were

ADDITION AND SUBTRACTION 1 . .
This module has speech capabilities with the Speech Synthesizer. This module was

designed to provide children with 3 positive introductioh to mathematics.

The module beuins by teaching the basic conceot of counting to nine. Step by step,
the principles of addition and subtraction, with the numbers zero through nine. are
introouced. My four vear old son enjoys most of these activites, but some are a little
advanced for him, tnit module is probably pest suited for a child around five or sik, The
braphics and speech are very Qo0O.

ADDITIDN _AND SUBTRACTION 2

This moguie ic a gooo follow up to Addition and Subtraction 1. Speech is ontional
but 15 & good addition 1f you have the speech synthesizer. This module has nine addition
ana subtraction activities

1.Counting ¢ to 10
Z.Numbers 10 to 18
3.hagition Facts
4,Add another way
S.Aod three numbers
&.Add in a Cloumn
7.5ubtraction Facts
B.Subtract another way
S.review the tacts
COUNTING TG 10

Line Ears are used toc dgrill your child in counting to 1}, Bars with numbers (-5 are

chown. IF these are torrectly reconized then the activity moves to barg with nuabers
6-10, These must be correctly reconized before the module advances to the next activity.
NUMBEFR 10 TO t8

Thie section introouces the concept of grouping numbers into tens, To get a number
greater than 19, one group of 10 is added to a group of units. Hars or objects appear on
the dizplay. IF the correct answer 1s given the unites move together and the word and
numgers are shown,

ADRITION FACTS

You are presented two sets of objects with corresponding numbers under each group.
The obipcts move upward and form a number bar in the middie of the display., As the
obiects reappear 1n their original position on the display, corresponding numbers also
appzer and form an addit:on sentence, The signs "+" and "=" and the answer are displayed
to complete the sentence. With the help of bars or objects, the drill asks your child to
complete the ad?ition sentence.

AL ANOTHEF wWAaY

Thie activity moves the horizontal addition sentences to #orm a vertical sentence.
All the problems in the drill are presented in the vertical format. Your thild is agked
to tvpe the correct answer to the problems.

ADD THREE NUMBERS

Thi= activity extepos the concept ot horizontal addition to include three numbers.
it alss 1ntroduces the associative property of addition: (3+43)44=3+{3+4). To help vour
child recognize thiz oroperty, & boi 1s draws around the combined addends in the addition
=entence. The dr:ll asks vpur child to enter the sum of the three numbers.

ADD 1N ¢ COLUMN

This activity continues trhe =£kill of acding three numbers by presenting the numbers
:n 3 columa, Tne kores arawn arcund the comtined numbers and obj;ects viswal!ly reintarce
the asenciative oroper<y ot addition 1n the :sertical +ormat. The exercizes in the #r1ll
agoear in this format.  The correct answer 1g o tc he entered under tne the-ee numbers,
SUETEACTION FACTS

thirking about purchasing 1t. The reviews are the opinion of those that reviewed them. anag
snoutd be looked at as a guide oniy. One persons sunk tould iust be anothers treasure,
Take a loak at tha current catalogs at the meeting and ! am sure the orices w1l surorize
vou. Uuida would be more than hapgy tc get a Qroup orger uo with Unisource. See her for
more getails. The modules have been sorted 1nto alphabetical oroer within 5 oroups --
Eductaion, Games, Home Use, Languages, and Utilities. [ hope that vou enioy the rev)ews
and that it helps you to re-oiscover all of the module software that is availsble betore
they are all gone.

John £. Tayler

Thie activity subtracte a single-digit rumber from a couble-digit number with the
vigual astistance of "Y-ing" out train enoines. Ten to L8 train engines appear on the
¢1splay, A rangom number of train engines zre "YX-sd“ out and ther disacpear. Me t. the
corresaonding horizontal subtraction sentence agsears., The drill displaves a suhtraction
Eentence ang ashz vour child to complete 1t with the correct ancswer. 1+ an 1ncorrect
TEEDCNEE 1g Qiven. Lrainh engines aptear and are “y-ed” out to assist vour child with the
nevt reznonse,
SUBTRACT ANDTHER wWAY

Subtract Another Wav demonstrates the concept of taking a smaller number from a
larger ons by crossing out A number of bars from a large group of bars and then having
them disappear in the vertical format. [+ an incorrect answer is oiven, appropriate
counting bars appear to assist vour child with the second respohnse.
REVIEW THE FACTS

The review presents a variety of 24 problems, utilizing the skills represented in the
module. Only one try is allowed, wtth an incorrect response resulting in a
computer-supplied answer. For the child who answers 20 or more of the problems correctly,
the mooule automatically provides an €XTRA FOR EXPERTS, This ten-propblem activity
displays one of the acdends and the sum of the addition problems. Your child is asked to
fill an the miswing addend.

Thie is a very good module for you and vour child to work with.
a good understanding of adoition and subtraction.

It will help develop

mmﬁhmun%:hwmm.mﬁlm ,

Addition and Subtraction 3 teaches and provides practice in the addition and
subtraction of 2 and 3 digit numpers. The module alsc introduces the concent of
"renaming” (carrying and borrowing). Aodition and Subtraction J haz 8 different
activities. They are: Add 2 digit numbers, Subtract 2 digit numbers, Regroup objects {for
renaming), Add with renaming, Subtract with renaming, Add 3 digit numbers, Subtract I
digit numbers, and Revisw. All activities wxcept Review pegin with a teaching example
that makes extensive use of the spesch synthesizer which is optional but highly
recommended. The program also exceilently uses the scund and graphics of the 99/4A. The
instructions for the exercises are sisple enough for most children to follow with little
supervision. Each teaching session is followed by a review of what was learned in that
activity, ana the computer generates several practice problems. The problems are randomly
generated, so the student is not given the same problems every time he uses the module.
I+ the answers to these problems indicate that the child is havipg difficulty, the
computer will provide more twaching instruction desling with the problems being cone.
When a satisfactory nusher of correct answers are given to the practice problems, the
student 1g allowed to go to the next activity. Correct answers are rewarded with colorful
graphic animations ang cheerful tunes.

fAdaition and Subtraction I, by Scott, Foresman and Company, is one of the best
edqucational mogules that [ have seen for the T! 92/44, The excellent teaching methods and
the use of color graphics, sound, and speech really make 1t a tavorite.
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ALIEN ADDITION and MINUS MISSION

These two modul es provide tor practite 1n addition and sugtraction i an arcade style
game anviroment, Hoth games have "attackers* trving to destrov vour “defender®. [n Alien
Addition the attackers are alien ships and vour defender 1% a [aser cannon. In Mmnus
Misston the attackers are slime tlobs and vour gefender is a rotot armed with a laser gun,
In each game the attackers are carrying a math problem ¢(in addition or subtrac*isn
depending on the module) and decend +rom the too of the screen toward vour base. The
object is to neutralize the attackerz and send tham to the top of the =zcreen. You do this
by arming your defender with the corrsct answer to one of the attackers problems,. moving
your defender under the correct attacser (using the arrow keys) znd fire '‘press the zpace
bar}. When an attacker i1s neutralizsd. he returns to the too of the screen and gets a new
probiem. It the answer vou fire 15 incorrect, then the attacker vou tired at a0vances out
ot turn toward the pottom of the screen. £ach game has five attackers, and if vou let any
one of them reach the bottom of the screen. then vour defenger 1z destroyed. ‘You start
the game witn three defengers, and the game ends either when you lose all of them, or when
time runs out. The game time is selectable from 1 to % minutes, as are the difficulty
level of the proolems and the desending somed of the attackers.

Each module also has availzble a joystick version of the game which is played
silghtly different from the kevboard version. [n the iovstick version your defender is
automatically armed with the correct answer to one of the attackers problems. It is them
un to you to find tne attacker carrying & problem tmat is solved by that answer, position
the defenger under the attacker, and fire. The answer my be correct for more than one
attacker, so0 a b1t of strategy 1S involved tn selecting which one to neutralize., You
should get the one nearest the bottom of the screen since the answer to that problem nay
nat appear soon enough t0 get another shot before your defencer is destroyed.

These oames make tairly gooo use g+ color graphics and sound, and provide a
n:m_bm:auza'mnu fun way tor children to practice tneir addition ang subtraction. Althoug
aimeg at elementary age children, the games can be fun for adults as well when played at
the highest difficultly and speed levels in the joystick mode.

The "Beginning Grammar” module is specially designed to help your child in the study
of grammar. Seven (7} pf the eight (8) "parts of speeth” (nouns. verbs, adjectives,
adverbs, prepositions, coniunctions, and pronouns) are introduced through engaging,
colorful activities. that are both fun (a game) and at the same time provide educationally
valid learning experiences.

Each sct:vity tgame, part of speech) begins with a definition and includes exannles
to help understand the concept. The child will learn a little typing by using the key
board and computer command keys e. g. enter, shift key, space bar and the onsoft{ switch.

The sound and color truly add to the enjoyment and learning process. OH' Yes' It
alsp keeps score in the most unigue way.

Beginning Grammar consists of the following activities (games. programs): - going
places wWith nouns: 2- verb lift: 3- pronoun postersy 4- adjective’s restauranty 5 adverh
attractiong: and & prepesiton/conjunctipn,

You snould take some time with preschoolers and first ang second graders to show them
how to use the programs and pperate the keyboard and computer. You will pe surprised at
how auickly they learn and how much fun they have.

AllL vou need is the T! 99/4A computer and tne Beginning Grammar module and at least
one small (ano at times not so small) person to both lmarn and have +un.

DECIMALS
""The decimals mooule 15 diviged inta 56 levels of ditticulty, covering material

generaliv taught in grades five tnr'ough eight. The program provides practice in
recognizing cecimals as traction, cetermining the oroer of decimals. rounding secimals,
and doing arithmetic with decimals. Chitdren add, subtract, multiply, and divide numbers.
This program assumes that vour child has mastered basic arithmetic ano a certain degree of
mental comoutation.
LEVELS 1-11

Your chilg deals with relations ano nusbere in these #irst 10 levels. They are askeo
to tell which numper is greater (') and whicn numbers are emaller {<). Eguals (=) 15 alsp
discussed in this section. A propress report 1s displayed on the bottom of the screen so
YOu can See noW yuu are doing at all times. Only one chance is QI1vEe to answer correctly
problems or guestions: that have only two or three possible answers, At least two chanoes
are gilven to answer problems with many poce:tle answers.
LEVELS 12-20

In these levels vou dezl with additisn af ang using decimals.
LEVELS 21-Zu

Subtraction 1s explained 1n theze neut aroups.
LEVELE 31-I5 and 4u-49

Here you are introduced to multipiicatien us:ing gecimals,

They are introducso to borrowing.

LEVELE 35-79¢ and T0-Ss

This 12 Wnere divizion e tauant,
how to 41ng the correct dasimal alace.
point.

AS vOu progrese vou are moved to hrzher ang harcer levels, You can move to diéferent
levels gr 2ack up at anv tyime 1 vou feel *har oy need more help,

Thiz mooule comes +rom the MILLINEN maTe SEFIES, They also Froguce modules in math
that z+art with kilngergarden age and gc up.,  Thew have a very fine series of mocules for
gducation.

Pearnning st lewsl S0 “OU are shown znd drilied an
Ltevel Si rives directicn - moving the decimal

DIVISION |
This module continues :n the development of math skills with 2riliz ang excercises in
division. Spemech is oztional with this motule. Division 1 contains nine activities, fhe
module will advance vour child to more difficult activities if 80 percent of the problems
are answered correctly. If less than 80 percent are answered correctly, the computer will
return to the tutorial activity, providing more practice.
The nine activities are as foilows:
1.MEANING OF DIVISION - demonstrates tha meaning of division by displaying a random number
of objects and then sveniy groupifig these ob;iects. The activity explains how many objects
there are 1n all and how many ohjects there are in each group. Then the computer counts
the grouos for vou. You are then ask to deternine the number of groups.
2.DIVISORS OF 1,2,3 - This activity displays a randos rumber of ob jects evenly grouped in
boxes and indicates how many ob jects there are. Then the correasponding word sentence

appears, The boxes then are counted, and the total aoves to the answer position in the
word sentence. The corresponding division nusber sentence appwars below the word
sentence. Aiter displaying a random nusber of grouped objects, the drill uses divisors of

1,2 and 3 and ask you to complete the number sentence by determining the number of groups,
DIVISORS (¥ 4,5,4 - displays a random number of objects and indicates how many o jects
there are. Then the objects are evenly grouped. It is similar to activity 2 but extends
the randemization te include givision problems using divisors 4,5, and 6. The drill ask
you to comniete the tivision sentence By indicating the number of groups.

DIVIDE USING - Shows how the division sentance i1s rewritten in the vertical format.
Evenly grouped objects and the corresponding horizontal givision sentence appears on the
display. The groups are counted and that number moves 1nto place, completing the
sentence. The numbers then sove to fora the vertical division format. The word sentence
representing both formats acpears next, The oriil in this activity presents a series of
proviems 1n the vertical division format for yeu to solve,

PRACTICE AND FAINT - lets you creatively practice division facts for divisors 1 through 6.
A painter’s pailetts displays the nusbers 1 tivough 9. & division protlem appears in the
centar of the palette. You press the SFACE BAR to move the cursor clockwise around the
numbers on the palette. When the correct nusber is reached, you press ENTER. You have
two chances to find the correct answer ang the computer keeps score by “painting” a sguars
iIn the score hox each time 2 correct answer is given,

DIVISORS OF 7,B,9 - groups objects to include divisors of 7,8, and 9. A random numcer of
objects appears on the displav. As the ocbjects are grouped and the groups are counted,
the horizontal aivision prodles appears, followea by the vertical division problem. A
check is given by sultiplying the divisor and quotient together. You solve the proplems
in the drill by determining the answer to the horizontal or vertical division problem. 14
a4 wrong answer is given, multiples of the divisocr are displayed to nelp you.

HOW MANY BOXES? - presents a word problem that identifiss a number~grouping situation and
introduces the concept of remainders. A random number of ohjects appears and then the
objects are evenly grouped into boxes. The computer counts the remaining objects, The
drill asks how many boxes are nesded to grous the obects evenly according to the
situation presented in the word problem. After indicating the right number the computer
counts the remaining obiects,

8. DIVIDE WITH A REMAINDER ~ gisplays a vertical division problem with the correznonding
numpber of objects abave it. The problem is solved with the remainder being displaved,

The drill presents vertical protless. You are ask tg select the closest auotient. The
givisor and cuptient are multiplied and the answer ts shown in the nrobles. Ther you must
solve for the remainder. [+ vou can not work out the problem in two tries the computer
will work vou through the probloem.

G.MAkE A PICTUFE - ask vou to zaolve division problems 1n both vertical and horizontal
formats to create a picture, <fach torrect answer adde parts to the picture. You must get
10 probiems right to cosplete the picture. 1f BU percent o+ the problems sra comolete on
the third picture, you can continue on to the activity “EXTRA FOR EXFERTS." Here you are
given tive multiplaction ang five aivision problems. You are asted to give the m1ssing
element :n @acn proolem,
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|||||||||||||||||| . FACE MarER .
Thie m ¢ children®s tavorite., 1lhere are four catogories in the module; = EALE _MAKER .
zcsumwm.u u;““.m mwwﬁswzm. m:nmnzw Alphabet. Within each group the activites are arranged ih1s 15 one of those "Gee | wish they hao that when I was a b:ig" modules. The ides
actordging to difficulty, with simpiest excercises first. The graphics are gooa and very L8 simole.  You are presented a blant face and you megin making & face. First you add
cotarful, eyes. then hair, a nose, ears, and a mouth. You are diven B cholces in each of these
grougs.  Thig allows you to create a very wide and varied set of faces. After building
EARLY LOGO LEARNING FUN your tavorite +wmm. 1t 15 time to begin amimating ,:... Fress £ to wicgle the ears, W to
nnnnn LOE0 1= a computer language especially written to be used by children to aid in the wink, € to cry, 5 to smile. F to frown and T to stick out your tongue. Once this ts dane,
learming orocess. While LOBD was being developed and used by students, several you czn write a program, or series of instructions for the face to oo, Epter up to 2§
interesting proceedures, or programs, were written. This module containe a selection of 5 letters and let it go. The results can really be great, Finally, you can plav a “SinOnN"
of tnose routines. I reslly like the moduie because my son quickly mastered the game with the tace, It makes +aces at you and you tell 1t what 1t ¢id. Each time it adds
repeostive activities in the Early Learning Fum module. The activities in this module are one more expression and you try to keep up with 1t’s every move. This module is really
a lot more free-form.  You are pssentially presented with a blank Streen and some picture cute. Children of all ages shoula like 1t because they get to design the +tace they want
shapes. For erxample, BUILD allows you to build pictures put of blocks., The blocks can be and make 1t do what they want.
positioned anywhere on the screen in any of 7 colors, This is ali done with single key
presses, FARK gives you erther cars or garages wnich can be moved ahywhere on the screen. ERACT1DNS i .
FLUFLE gives bodies, heads, arms, and legs which you use to build people. DRAW puts a qrn Fraction Numbers cartridge is divided into 36 levels of gitticulty, covering
turtle ttriangie) en the screen and lets you draw lines (like an Etch-A-Sketch) to make material generally taught in grades four through eignt. (Just rignt for my leavel). The
pictures. And DALLAS Lets you generate whole fleets of trucks sng jets guing every which - program provides practice with a wice variety ot skills related to tractions, including
way on the screem, When 1 +:‘mm oot the medule I thought that it was a wasts of money. finging common factors, recognizing order of fractions, requcing fractions te [owsst
However, after watching my son use it, ['ve changed my tune. It is one of the few modules térms, working with mixed nusbers (whole numbers plus a +ractional part), tinding Ieast
available that doesn’t hola him down to a specitic answer at a specitic time. He is free comaon denominators, finding reciprocals, and changing fractions to decimals.
tc explore what he wants when ne wants. And isn’t that what learning is really all about? The program includes adding, subtracting, Aultiplying, ang dividing tractional and
mixed numbers. Froblees are pressnted bath vertically and horizontalty, This program
EARLY READING assumes that your child has mastered basic arithmetic and a certain asgre= of mental
niulmm_uﬂmlmmmn_:m_ 15 used along with the speecn synthesizer to help develope word computation, It is very simple to use, and YOU Can start at any level, so you do not have
recognition and reading skills. Six new words are introduced in mach of nine different to go over the levels you know or have done. Flus, there are several soerisl ‘eatures
Fick A *icture Stories. There are three sections for your child to work through, “"FICK A that increases its sativational and reinforcement value, Such as, colorful graphics and
FICTUPE". "FICK A WOKD" and “MAKE A STORY." It 15 recommended that you start with Pick & soung eftects that appear in response to correct answers. There is also an
Picture because 1t provides the +oungation tor the other sections., unintimidating, try-again approach to incorrect answers. A progress renort is posted at
FICK & FICTURE the u_.unnu.- of Q._n. screen. @ "help” teature that displays the probles step by step until
The Fick n Ficture title screen shows nine numbered picturss. Each picture the final answer is 495...._. Advancament to the next :,..E, occurs & protlems are answered
tepresents a different story, When you select a humber, you see the story title. The correctly, or 1t mcnonn.n:.uu_: returns to a lower m.ﬂ<m~ it your child needs more practice.
ctomputer (14 speech synthesizer is connecteo) will read the titls. Next a picture from c:.umn_annn:nnusmxlw activities aliow your child tao interact with _.”...u camputer so that the
tne story will appear and the computer will tell you what the picture is. After the skills ot regucing to lowest terms and the relationship between mixea numerals and .
computer has read the sentence, it will ask you to find a certain word., This is done by 1moroper fractions are understood. A special regrouping featurs to halp your chile in
AOVING the red line with the space bar until it 15 under the word and the pressing enter. rewriting mixed numters for easy problem =olving. Report screens are personalized with
You will be rewarded it correct or asked to "TRY AGAIN" if wrong. This continues until your child’s name st the wnd of wach Level. An “exit" screen with 3 complete report an
all the new words are introguced. B yaur childs score at the end ot the work session. This 15 a self-paceg "tutor”, education
The cecond part of this activity uses the same words in new sentences to make a short St 1ts best for a price that can’t oe peat,
story. The computer will read the sentence and then ask you o read the sentence after
which you press emter. You are allowed to read each sentence at your own pace ano then mmuamnmﬁ . . , .
Dress enter to g0 ta the next sentence. At tne end of the story the entire story is @ives practice in counting and ordering nuabers. Frog jump is 2 one or two plaver
dicplsyed on the ccreem tor you to read. game. The ooject of tne one player game 1s to collact 290 lily pads 1n as little time as
EIDI. @ WORD . possible.  in a two player game. the object :s to be the +tirst to collect 39 1ily paas.
Thic section :s like 3 game for your child to play. They are shown ten sentences one when you select FROS JUMP trom tne aenu you are ask to choose a level. The teveis
at a time. Each sentence Nas a word missing. Your child is to complete the sentence by are HARD, HARDER, HARDEST. Then you enter the names of the plavers up to 10 characters.
picting ane ot three werds listed at the bouttom of the screen, 1+ the word is correct the You then get to select a culor for your frog.
word 15 displaved in the box and the child earns one point.  IF the word 1= wrong. the Your turr will begin when your name appears on the scresn, The problem wil! aooear
ch1lg 15 encouraged to "Ry AmAlM."  Atter two wrong answere the computer will shew vau . on the screen, a musical tone sounds, the cursor flasnes, and the timer HEQ1NS,
the correct answer, HAfter ail ten sentences are finiLched the computer will chow vou how You tvpe your m:nj.. 338 guickly as passible ang the press EMTER.  The nuater of .:H..\
manv pplnts were earnec. K pads ypu win 1s determined by the nusber of seconds vou use tp answer the grobiem. Lily
MAtE @ STURY pads are awaroed as {ollows: . .
Thig acitvity makes new stories +rom the woras introducen 1n the other two zections. TInE . LILY Paps
You are givea 3 screen to reed after which you press enter. At several places in the 1-2 m_mngm :
story vou are g1ven a choice of words to tompiete the sentence., JThe worc vou chooce b mﬁﬂg‘cm 2
getermines how the Story progresses, Eight ditserent endings are possible, M,l‘_mw MMZMMMWWBU. .._u.
Thiz mocule was Oevelooed +or Venas instruments by zcott, Foreshan and company and )
vas fp= cnt < . -
memmu_“m_mﬂwqumnmm Learning Lenter,  Ints 13 a very nice module #or vour child 1o ute with This 18 2 example of the ditficuity levels.
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FROBLEM

HRARD LEVEL A.bive 1 more.

7 9
B.ive 1 less,
54 53

A.Give the next number.
80,562,564, 68

b.bive tne next number.
35.40,45, %0

C.B1ve the next number.
e, 70,81, 20

A.Bive 10 more.
2783 27%3

H.B1ve 100
8296 Bi%

C.Give 1000 more.
7549 8549

The hardest level can even prove a challenge for the adult.
wnote family to use and have contests to collect lily pads,

HARDEFR LEVEL

HARDEST LEVEL

more,

This is a good modlue for the

MULTIPLICATION 3 ] i

The Multiplication 1 module shows your child the “magic of multiplication. It
provides a strong foundation not only in the basic facts, but alse in later work with
larger numbers, colordul graphics and lively music transform the iearning factors and

progucts into an exciting experipnce,

This mooule can show your child that mathamatics can be fun and a rewarding
erperience. Learning activities provide valuable practite and exploration with nusbers
that :e enriching ang exciting, Working at the pace and level of difficulty that best
matches 1ndiviaoual capabilites, children can test and improve probliem selving skills and
gain a better unoerstanding of the basic functions of addition, subtraction,
muitiplication, and division. Correct answers ars rewarded with gopd stores, colorful,
animated screens, and sound eftects. Incorrect answers prompt an encouraging <Try againy
trom tne computer. For children & vears and older,

PICTUME_PARTS .
Ficture bFarts is a mathematics pame that allows practice in aggition. subtraction,
and muitiplication. In 1t you are presented with math problems ranging from hard to
harger to nargest. After entering your name you are shown a math proples at the bottom of
the screen. If you type 1n the cofrect answer you get to pick a fmature to add to a face.
This 15 a rather simple game/ecuctional mogule. However at 1ts current Price you really

Can’t go Wwrong Witn it,

PYRAMID_PUZZLER

This mogule, by Scott, toresmar and Lompany. provides practice 1n multioiication for
cniigren in the ¢ to 17 age range. The obiect of the game. for one or twg players, is to
be the +1rst to reach the too ot the pyramid. In a two player game, you racs against your
opponent.  In the one plaver game, tne comouter is your ppponent. The pyramid 1= covered
in a checkerboard pattern, ang the piayers start 1n opposite corners.  ln both versions of
the game, a COTrect answer to a multiplication oroblem allows vau tp move one space in any
direction, You CEONOL MmOvE 1f your answer ic incorrect,  You can “bump” vovr ppponent
furtner from tne top ef the oyramid by amoving vour marker to his position. This fpature
puts zome challenge, other than multiplication into the game.

in tne zingle player version of the game, vou move one space for each cerrect answer
ant 50 goes the computer, However, 1t you answer the problem incorrectly you cannot move,
bul the computer moves twe spaces. [f the combuter moves ite marker tp the space that you
are Th. vou are given sn extre problem to answer. 14 vou get it right, ‘he computer gete
oumped. I+ wvou're wrong, vou O0et bumped.

the mooule providss & tun way for children to practice multiplication. With the

three levels of difticultiyv that are avarlable, 1t should remain usetul throuonour the
time a chila s learning muttiplicatien.

This moduie, by Scott, Foresman and Lompany, is one in a serigs ot programs designed
to provide basic readipg skills, Reading Adventures deals with main and supporting
details, drawing conclusions, ang recognizing sequence ralationships. Each section is
divided into two parts, first a “Study It" section where the particular skill is taught,
then a "Try it Out* section +or practice. "Study It" tirst explains what the section is
about. and has a short story to read. The story is presented in pages, and there are
questions to answer before geing en to the next page. In “Try it Dut", a longer story is
Provided, again with questions along the way. Ah aoditional "Ali Skills" tatagory has a
story that helps the student with all three skills together. The module comes with a
reader that has additional stories to rsad.

According to the manual, Reading Adventures is designed for children in grades 2-4,
[ orlieve that the program is best suited for children in the upper range of that ags
group. FReading Adventures makes VEry Qood use of graphics, and rewards the student with
animated scenes for correct answers.

BEADING_CHEERS

This moaule introduces the +ollowing word identification skills: recognizing root
words with spelling changes before endings and suffixes, recognizing contractions, and
recogmizing compounds. You can work on just one skill at a tise or on all three at once.
If for example you arse working on root words, you'll be shown a atory, complete with
graphics, anc you’ll be asked to underline the root woras in the sentence. The aodule
Comes comolete with & very nice colorful readse.

REAGING_FL16HT

The reaoing +lignt moduie contains four colortully depicted stories ang three
practice drilis. Tnree of the four stories concentrate on ons reating skill each, in a
format sntitleq "Study It". This mocule is not to teach children how to re g, it 1s to
improve the reading skills of chiloren who are already reaoing. This module 1% pest
sulted for children in grades 4 angd 5. This module has good activites, graphics, ano
speeth capabilities.

BEADING FUN

Heacing Fun contains +our colortully cepicted stories and thres practice drills,
Speech Syntnesizer is optional, dut a vary nice agdition to this module.

Aiter the title screen vou are 01ven a menu scresn to choose vour activity trom. The
activities are “PRUBLEMS IN STORIES", “WHY HINGS HAFPEN™, HON CHARACTERS FEEL". It isw
suggested that your child start with activity one. After one of the skills is selectag,
the following options appear: Press | for STUDY IT or Press 2 for TRY [T OUT.

SIUDY IT - allows vour child te study the skill by reading the story ano
participating in several activities.

TRY IT OUT - lets your child practice the reading skills previously selected, :in a
set of five short stories with question and anywers.

FROBLEMS IM STORIES - Atter aaking this selection your child will read a story
“ALMOST TO LATE.* In this story, a girl is often late for school. This causes her
probliems which your chilo is asked to help her solve, Three new vocabul ary words are
introduced: Promised, Excited and Striking.

WY THIMGS HAPFEN - Another story 1s given called *WHY BATS FLY AT MIGHT." This story
expains why there is darkness and why bats fly at night. VYour child is then asked why
these two situations occoured. Three more words are also introducen: Africa, Fleoated and
Continued.

HUW CHARKCTEKS FeEl - Gives you the story “THE LION AND THE MOUSE." In this storv. a lion
and mouse change fow they feel about each other. The reader is then guestioned abput the
changes. Thres new woras are 1ntroduces: frightened, tighter, anu gnawing

The subiect matter of this module corresgonds to material covered in grages 1 through
3.
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READING_RAINBOWS :

This module otters seven activities in three comprehension skills generally taught in
grages one and two. They are recogniling part-whole, site and tlasg relationships.
Lraloren may stugy & skill, practice 1t, or apply what they have studied and practiced ar
they reag am interactive story about Clyde tme Dragon’s search for a Rainbow. Speech is
optional with this module.

There are four activities to choose 4rom the main menu.
1.How tnings are alike
Z.Farte and Wholes
I.51z85
4.%The Kainbow Adventure
HUW THINGS ARE ALIKE - You will be shown a group ot things on the screen and asked how

thev are alike, EXAMPLE: (SHOWN) CAP, MITTEN AND SHOE. You will be asked if the are
LLOTHES, FUDD or Mave WHEELS.

TRY QUT THE SEILL - lets you practice the skill you learned above. You are given a word
and asked which group it upelongs in. EXAMPLE (GIVEN), EAR. bGroups will be 1.ANIMAL, 2.A
LULUf, Z.50METHING ON WHEELS. .

A juggling clewn keeps score by adding a ball to the ones he is juggling when a right
answer is given.

FAKTS AND WHULE — Gives you pictures ot objects on the screen. You are asked if they are
for the same thing or not. [If they are you are asked to prck out the object they belong
ta.

S12ES - here you are shown pictures of the same object but ditferent sizes,
wnicn gne is largest or smallest.

THE HAINBUW ADVENTURE - uses the =kills learned +trom the above activities,
asked questions about objects on tne scresn and nelp Ciyde t+ind the rarnbow.
This module also comes with a reader you and your child can read together., This module
usec a lot of tolor and sound to keep the interest of the child, This module is offered
by SCO1T, FURESMAN AND CUMPANY.

You are asked

You w1ll be

KEADING TRAIL

Thrs module. by Scott. Foresman and Companhy, r1¢& One in a series ot proorams designed
to provioe basic reading skills. FReaoing Yrail ceals with recognizing characters,
setting, and point of view. Each section 35 divideg into two parts, +irst a “Study 1t
section wnere the particular skill is taught, then a "Try 1t Dut”® section for practice.
“Study 1t" +irst explaing what the section is about, anc presents a paragraph to read. A
muitiple choice question is asked after eacn paragraph. In "Try it Out®, a wizard tells
eignt short stories and the student must answer a guestion that deals with the particuler
sLill peing used. #An additional "All Skills"” catagory tells a story that the student
heips make up along the way. #gain, guestions are asked apbout the characters in the
story. The module comes with a reader that has agditional stories to read.

According to the manual, Reading Trail is designed tor children 1n oradges 3-T.
teading Trai! makes very good use of graphics and music, and has some excellent animated
seguences,

SCHOLASTIC SPELLING - LEVELS 3, 4, 5, and &

Tne Scholastic Spelling mooules proviace epelling practice for 60 cifferent words in
each mpooule. Tne words are divided into 36 lessons pf twenty words each, with sach &th
lesson being a review of 20 woros from the last § lessons. Wwhen the program beains, you
are asked tor a lessom number te study. Rfter selecting a lesson, the comouter lists ail
the words on the screen ang speals them. You can then choose 4rom I ditterent activities,
spelling Y@ says a word and tren asks vou tp spell 1t. You ecan ask +0r clues consisting
ot vowels or consonantE. 1+ you answer correctly, a butter+ly tlies acrose the screen as
a short song plays. That [id It! 1= a nanaman type game, Spate Face 1= just Pike
tpeliing bee except that no ¢lugs are Olven, and 1nstead of a buttertly you aget a
scacesnip flving acreoes the screen. All four modutes follow the same tprmat.

I must aomit that 1 hat teen tempted to purcnase st lezst ane ot these moduies at the

11 oprice pf %4Y.  When iex Lomp Oroseed the price to 20 for all tfour, ! coulon’t
resizt. koy, sm 1 glzo 1 gion't pay tull price +or them' 1 &m more giezpooanted with
tn OC0ulSE thRAn wltn any Cther sottware that [’wve purchased for my comouter. Ine

m
i
o
3

speecn uged ts the Tk [1 type speecn which 1s very harg to understand. and atter speiling
a taw worgs, the butterflies and spacesnips aiong witn the crummy little songs that ’
accompany them get to be too much to bear. The manua) says that adter ou comolete &
lesson bv correctly spelling all 2 worgs. wou et & [onger mustcal reward, but the |ide
coulgn 't unterstand the words well enough t9 toel]l tree, ard | rouian » Wtomacn trg grart
S0NCS long enough to get that far. | can't delieve that anvone couln *are gt for W)
worns,

the anly bright thing about these sooules i3 the mpnusl. EBch one cises with
WOrkbook tor the kids. and mine really en,oved “hem, ALl in all. | thint you can find
much petter egucational saoftware to spend your money om,

wwmm-ammm

This module, by Scott, Foresman and Company provides +or practice of divisian
problems througn game playing. The game, for one player, involves getting a lost
character, cailed a Thia, through a maze ot stars in order to get home to planet Mathig.
In orger to aove Thid through tne Waze, you must correctly answer division problems
presented by the computer. Each correct answar allows you to sove Thid to any star in the
saze tnat is adjacent to the one he is currently on. The object is to get Thid home
betora time runs out, and also to accumulate all the points You can while doing so. The
Stars ifi the naze S&ch have a point value. blue stars are wortn 5 points, yeliow ones are
1. There 1s one reo star on the maze, s Goodid star, that is worth 20 points. Also,
#hen you move ihid to the bOoold star the point values for the other stars are doubled for
15 seconas. There are thres Yadio stars, disguisev as blue or yellow stars, hidden in the
meze. [f you move fhid to a Badid satar, ne gets bounced around the maze, and stops on a
star farther away +rom Matnio than before. The gase ends when you get Thig home to
Mathid, or when time rurs out. The time 1s user selectable for 2, 3y or 4 minutes. Tha
player can also select trom three ditficultly levels. .

Star Maze doss not attempt to teach division, dut is good at providing a fun way to
practice 1t. #Hecording to the manual, the game 1S mainly tor thirg through sixth grade
stugents, but older children and adults will ba chalienged by playing in the Master level
ot #ifticultly,

STQRY_MACHINE

This could well be one of the most overlooked educational modules of all. How many
times have you written a story and gons off day dreaning that it were really happening.
This module aliows that to happen. The module understands about 50 key woras, As you
type the words in, they are transforsed into actions on the screen. For e ample, i you
were to type in - “The dog dances near the boy" - it would really happen. As sogon as DOG
was typed in a dog would appesar on the scresn. As soon as the sentence were completed a
boy would appear and the dog would cance near him. The stories can becose fairly involved
and once 1t is finished you can see the whole thing re-played for you. You can even save
your stories on cassette or disk to be looked at again, Now only it they'd come out with
one to.do the same thing with bill paying.

Heguyrements: The Basic Console

Summery:The Touch Typing Tutor is cesigned to help you learn basic typing =kills i+
You are a osginner or to polish your touch-tyaing skills 1f you are an -xumlm:nmn
typist.The tlexible ,varied drills in this module provide practice on:!1! single
keystrokes and letter combinations. (2)over 40 frequently used word umapz_.::am.m:n
engings. I oentences. (#)Over SO0 +requently usec words,

mmmmﬁﬁm-n@_.._rm

1he mogule “Adventurse a2llows you to play twelve (1) adventure games as follows: -
Hoventurs Land: 2- The Counti 3— Mystery Funhousw: &~ bhosttown: 5— Mission Impossible; &-
Stange udyssey: /- Firate; 8- Pyramd of Doomi %~ Savage lslang 1; 10- Savage lstand 2
11- vodoo Lastle: and 12- The Golden Vovage,

The cata for each game 18 StOorec on the separate "Adventure™ diskette or cassetts
tape, Tne Adventure moduls allows very guick access to each adventure game and starts by
providing an inktruction scresn. The agventure module allows you to save each adventurs
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to the extent you have played each game up until that time. )
The action 1s rapicd and the commands ano method of play follows the typical adventure

You use one (I} or two {2} word commands e.g. Help, quit, save games, score ang
take ipventory. You may apbreviate any word by typing the first couple of letters of th
word. and directions by typing the first letter of the direction. You are always allowed
to restore & previously saveo game before losing your turn ang theretore the program, when
you die, etc. -

The wdventure module and accompanying diskettes or caszette tapes are an absolute

MUST tor all whe truly enjoy adventure games,

game.

ALF INER

1his is an arcade type game. 1In it you try to guide 2 mountain climber from the foot
to the too of €ix prooressively more difficult mountains. There are lots of stationary
tbears, mountain iions, tress, rocks) andg moving (rockslicdes, avalanches, and icetalls) tp
avoid. There is even a nasty skunk that will try to spray you. Running into or being hit
by one ot these obstacles can cause anything +rom +alling back a few +eet, to falling ail
tne way down the mountain and losing the life of your clisber, It is said that if you
make 1t to the &th mountain (Everest), you will sset the ABOMINABLE SnOWMAN on skis (1
have to take their word that tt happens, as [ never get that far). Although not reguired,
this game makes good use ot the Speech Synthesizer. Male and temale voices warn,
compliment. and mm::n you. [t really makes me mad when, after falling 4000 fest down the
mountain, a temaie voice butts i1n ang says "Haraer than it looks, ismn’t it!".

A-MAZE~ING :
14 vou tike mazes, you'll love A-MAZE-ING. Dbitferent options give users a varitey of

maze situations. From simple mazes to a cat and mouse situation. Thirteen options with a

total ot 5,200 dif+erent vartations are possible. Many hours of fun ang excitement +or

all ages.

BLACKJACK & FUKER ]

T you enigy an occasional game of Blackjack or Stud Foker, you’ll appreciate the
Blackjack u Foxer Module. Just plug in, sit back and relax while the computer shuffles,
deals ang-handles all the details of play, It allows you to play either game with up to
four players. It lets you choose the size of your meginning bankroll. It shuffles the
carg’s, deals the hands, and keeps track of the bets. Aiso it cetermines the winning
hand(s) and¢ pays off the bets. You can play as long or short 2 game as you wish, with all
the challenge ang skills of the games. You can’t cheat, and win or lose you come out a
winner in enioyment. I really oo enioy playing tne biack jack no matter how much money is

1n my pocket, or how much 1 win or lose,

HLASTO

T T This tartridoe 15n°t one ot your ali-time great arcaoe games but 1 kind o+ like it.
Younger kids all seem tQ like 1t as well, The game 1% blasting land mines and/or the
other player’s tank...sp many points +or little mines, more +or big mines, and ot course
more for blasting your opponent. | or 2 players, nice music {(When Johnie Comes Marching
Home), several options (trails, speed, mine oensity, invisibility, obstacles). 1t's not

all tnat easy to clear the mine field,

Lar Wars 1= an arcade stvle game. The playving tielo 15 a maze ot lanes filleo with
The object is to clear the lanes of dots with your car without being crashed by a
car controiled by the tomputer. You maneuver yopur car through the maze by using a
joystick or the arrow keys gn the devboardg, There 2re breaks 1n the lanes that aliow you
to change lanes and you are Ql1ven a sliont sdvantaoe over the computers car in that you
can move two lanes at a time, while the computer can pnly move one lane at a time. In a
menu selecrign befere the start of the agame, you select the speed ot the cars. There are
three ditterent speeds. The cars gtart off in opposite directions at the same speed, but
the computers car doubles 1te speed zometime during the game, depenaing Jn the “cpeed-up
level”, 2notmer beiore game menu seiection. You can double the speed of vour ear at any
time by holding down the tire tuttan on the ;oystichk, or by pressing the "Y" tey. I1¥ you

gots.

are successtul 1n clearing the maze, Donus points ars 9iven and you gEt anather car 1p
your "pi1t" (you start a game with three cars). The maze then fills up wWLth dots again,
and you start another round, Tne game ends when vou lose ali your cars.

Lar Wars 15 a tun game for all ages, and has Qo080 graphics and sound.

Help Marioc save his girl. Marig, the tearless carpenter, wants gesperately to save
his girl4riend from the clutches of Oonkey Kong, who hoids ner captive atop a mass of
broken giroers. Mario must scale tour ditferent structures to rescue his swestheart., He
always begins ar the oottom of a stack of girders. Help true love, witn only three
Chances to reach the too o+ the heap, Mario must climb lagoers, leap over a barrage of
bouncing parrels, jumping into fast moving slevators to avoid fatal torching by firetalls,
sidestep moving buckets of sang and complicated chains of conveyor belts wnile battleing
the unreienting firsballs., With a steady hand ang true neart, lst true love Win out and
make 1t one tor the little guy.

FOOTBALL

This is a pretty good module, it would be & lot better it the Orapnics were improvad,
but I think this was one of the ssrlisr modules. [wo people can play or ons person can
play against the computer. Flayers pick out their own tesm’s name and contrel the
offensive and deffensive plays. Therw are eleven cffensive and ssven deffensive plays
that the appropriate player choses from.

HANGHAN

Hangman 18 & module game just like the Qane you have played on paper.
to guass a word Defors the san gets hung.

With the HANGMAN sodule you can play against the computer or an opponsnt. You can
US® the words that ars alrsady in the sodule or create your own word list, You can save
your custom list on cassette tape it the cassetts tape player 1s connected to the
comouter.

LM FLAYEK GAME.  You can select to play a reqular game or a scramoled game. The regular
game places the letters you guess that are in the word, in the proper place in the word.
Thit scramble game places the letters in the word in the order that you sslect them. WKhen
the last letter :s chnoosen i1n the word, it is unscrasbled and displaymd in its proper
torm.

W0 FLAYER GAME. In the two player gase you have several choices you can make tor the
Qams. YOu can sach guess on the sase word, You can guess on difterent words or mach
opponant enters a word for the other one to guess.

hnother fsature you can add to the game is to place & time limit on each guess,
There 13 2 res line that starts tlashing under the M or HANGHAN as your turn starts., [t
taxes about 30 seconds for it tO reach_the Last letter in the word. There 12 no penalty
assessed by the computer tor the tiee celay.

The scaftold has 11 pieces. 1+ a wrong letter is Quessed, one prece of the scafénold
appears :n the center of tne display. Also one point is suntracted from the score. You
continue guessing until the word is speiled or you hang your man.

fnother yse {Oor this game is to put your child’'s speiling tist 1nto tne custom list
®ach wesk. Then they can practice speiling the words as they play a game. 1t can prove
to be very helpful.

Hunt_The wuspus

Kequirements: The Basic Console

Summery: Deep in a dark and twisted maze lives a cresture talled the Wumpus. Hiding
in its lair, tne Wumdus wants to ambush carsless explorers who enter its cavern.

In hunt the wumpus, you play & hunter, looking for clues to help you +ind the Wumpus
and fire a single arrow into its cavern. At the same time, vou must avoid the perils of
the naze... slime pits, giant bats, and the Wumpus 1tselé,

Hunt Tne wumpus has three levela of maze difficulty - Eawy, Hard, or Fro.
also try it Normal, Blindfolded, Express, or Blindfolded and press,

You are trying

You can
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HUSTLE

A tast action | or 2 player game requiring lightning fast hand-eye coordination and
guick tninking' You store peints Dy outManeuvering your nuan:mnn or the computer. The
games challenge vour sbiility to make split-second decisions while maneuvering a snake# o
the playing area. Each game has three skill levels. Joysticks optional.

INDOOR_SOCCER

Strictly a twe player game, you and your buddy can go toe to toe on the 4~n_u. Mu:
set the tength of game, name your teams, and contro! one key n—n«uﬂ on «ut1 five man teanm,
The ball caroms nicely o+t ot the wall as you pass 1t down the +#ield while your opgonent
tries to intercegt it. You can change your controllasd player as well as control the speed

and dirgection of the passes.

MICROSURGEDON

This ic one of the better modules T1 oeveloped for the 99/ the graphics are great.
A player or players (two can play) perform experimental surgery and treat a <-1n-ﬁ<‘o*
dit+erent patients. Flayers use a robot probe as a surgical tool, diaghose the patient’s
condition and direct tne grobe through the body toward threatening tonditions and
eliminate them with medications from the probe. With Picrosurgeon you can use joysticks,
enjoy multi-screen graphics and choose from three levels of difficulty - student, intern,
or surgeon, also speech that simulates the action of an operating room.

MUNCHMAN
T Rour cunping Hoonos are in hot pursuit ot your Munch han. Can he make it to an
energizer tm time to change the attack or will the Hoonos sat him?  You must out-sansuver
+our Hoones, as you try to connect the passages with one continous chain, without being
paten. Score points by connecting the passages with a chain. Score points by capturing
Hoonos while your Muncn Man 15 energized. Ang do all this while trying not to be eaten by

the Hocnos.

UTHeLLD

various skill levels ars available to players,
whether you're new to Uthello, as [ am, or an expert player. The objective ot thello is
to get as mamy discs of vDUr color as ppssible oh the bpard. Your suctess lies 1n your
-awwn< to but+lany your cpponent by capturing a horizontal, vertical, or diagonal row ot
the opponents D1SCS hetween two of yburs.

choose the computer as your opponent.

1h1s 15 the one'! Unly it you were born yestsrgay, you haven’t hearg or know ot Pac
Man. It started the arcade game fad. The object of the game is to keep Fac Man happy and
heslty 1n his home of mazeland. Fac Man starts the game with tour lites {(turns). The
lpnoer he survives, the more pOIATLS you SCOrFe, You score a point for every video wafer
that Pac Man eats. You aleo score points when he eats power pills, vitamins, ang ghosts.
Evervtime ne pats all of the video wafer on the maze, he earns an extra lite and a new
maze tull ot vides waters, Only when Fac Man eats a power pill and scares the yellow
ghosts blue can he eat tnem, cther wise he must avoid the ghosts as they will eat him. BSo

51t back anda play away.

Fly i1rto combat with the starship Parsec. Destroy rebel alien fighters and cruisers
ov put maneuver:ing tnem and laying down withering fire fram vour laser. Then try to
survive the geadly astercid belt. Farcec 15 made to work with or without the speech
=vntheci-er. With iTt. 1t enhances the game by simuelating an onboard computer in vour
starzhip., It warns you ot oncoming slien craft ang retueling tunnels, and 1t
congratujates you for QODO pRriormance.  With increasing levels of difficulty to challenge
your c=rateqy and sh1lis as & startighter. With great graphics., tolor. and act:on this is

org 94 -ne nesrt mopules tor the T.!.  there 1s, try it and vou're hooked.

POLE PUSITION :

Instail your enpine fcartridge! :m yvour computer ang you're o++ and runnind. The
object of +ole Positioh 15 ta pit voursedif aga:nst the clock and tne competition {(other
high-pertormance racers!. Now 13 your chance to prove you ve got the nerve and shall to
e & grotesstonal race car driver, Using the keybpard or jovstick toc steer and i1ncraase
or Jdecreass your speed, to change +rom low to high gear. [n the ettreme upper right-hand
corner of the playing screen 1S your current Lap Time Counter (0“v0). The Time Clock at
the center, which detsrmines the remaining time your car has to cross the +inish line,
winds down as your Lap Time Counter increases. Alsg, at tha top right is the high and law
gear 1ndicator (HIJLOY. Your speed as shown can reach a max ot 195 MPH.  You have 90
driving seconds in the qualifying run, but must achieve a lap time of 73" (seconds) or
better to quality for 2 race. Once you've qualified, the race that was sslected begins in
a matter of seconds. So put the petal to the metal, gun it down the straightaways,
downshift for the turns and may the best driver win.

STAR_TREK

I"w told this one is the srcade game brought rignt to your #friemaly TI, Spesch,
music, &ction... what more could you ask? The gase gets progressively harder as you
advance but not such different. Your scresn shows three pictures at a time: your gauges,
4 panoramic view of the galactic area you're occupying, and a simulated three dimensional
view trom your cockpit. 1’11 take you & while to learn to guickly recognize the red and
yellow Klinqon battle cruisers, the biue anti-matter saucers, nomads. used and unused
starbases, stc. The pause teature is nice when the phona rings 1n the middle of a rousing
battle.

T1_INVALENS

Everypody -knows about TI Invaaers, one of the first arcade mocdules put out by TI.
ihe world 1w under attack by creaturss from ocuter-space, you must use your wits and quick
movements to cestroy the invaders. A playsr can use the keyboard or joysticks with the
modul e,

Hmu.umumﬁ-mhu
Don’t buy this one 14 you are planning to get the Eoitor/Assemtler, The assembly

language cooe for it is 1ncluded as their exampie program. It’s &n arcade type gams but

harger than & lot of them. It nas good smusic. The key to doing well is to get out of the

city strests as fast as you can and start olasting cacki.

TUNNELS _OF_DOOM

This is the classic Dungwons and Dragons game in module torm. The object :s to send
a party of 4rom one to four players intoc & Dungeon to retrieve a king, his Crown, and his
Ort of Power. The players are assigned certain character:istics including, Hero, Fighter,
Fouge, and wizard. The party is then given some gold pieces and placed 1n a general
weapons store. Here you spend your gold in the best possible manner to outtit your group
for battle. The dungeon can be from | to 1D floors deep. Each floor has more than 20
rooms on 1t that are +illed with anything trom horrible monsters, to spells, gold,
fountarns, and traps. The graphics in this game are guite good. The action is not arcade
type, rather it 19 sore ot a strategy gase wherw your wit will determine how you fare. On
moderate levei, with a party of 3 playing, 1n a oungeon of 10 floors, the average game
will last betwesn 3 and 12 hours. Ohviocusly, you are given the gppertunity to save the
game at any ppint. 1f yOu ®njoy Stratedy qases, Or have ever wongered just what Dungeons
ano Lragons was 1ike, then this should be a must for you.

1 don’t think that this particular version will win the international computer chess
comoetion but 1t sure can handie me with no prodbles. That is unless [ select the lose
option. Yes, 1t does 1nclude that as one of severa)l choices available inclutiing skill
level, begrnner game, just using the scresn for the chess pieces, save game, and playing
up to nine opponents at & time. The graphics are nice ang 1t handles all ot the legal
moves 1acluding rastiing, Capturing en passant, etc. vYou can iearn a lot about the game
by asking taor hipts, asking for help, or by just switching sides when the going gets
rough.
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YOHTZEE

A few years back the dice game Yahtzee was very popular (well, 135 years :A.- fow to
me). Here it is= for the Tl computer: virtually the same ae the game purchased in the
loca) toy gepartment. 1 like the music, like the game, what more can I say? The only
problem with it 15 that vou can’t really use it with a group of friends, one or two
players 1s 1t. 1°ve been able to improve my scores by watching the computer’s stategy and

emulating 1t.

HOME_FINANCIAL_DECISIONS

Thinking apout buying & car but unsure of monthly payments? Considering a move into
a new home but wondering what type of monthly mortgage payments to sxpect?

With the help o+ kome fFinancial becisions, getting answers to guestions such as these
are as pasv as turning ON yeur computer.

Home Financial Decisions 15 gesigned to give users a method for through analysis so
they can make thtormed decistons in four areas: buying a car, applying for a loan,
changing residences, or planning a savings goal.

By giving the computer basit rntormation such as the desired size and number of
monthly payments, down payments, and interest rates, the computer is then able to
automaticatly compute the fcllowing types of information -~ Loan limitation, Size of
payments. Monthly property tares, Monthly insurance payments, Mortgage payments,
Appreciation, Market value, Jotal interest paid, Expected increase 10 market value.

Users can estfectively utilize 1t to evaluate alternate choices by simply varying
input ¢ata. trere is no hard copy option.

HOUSEHOLD BUDBET MANAGERENT

Housennid Euoget Management (HEM) module requires a cassette tape recorcer or oisk
Orive tc save the data once entered. The HBM module adds 12K bytes of active memory with
storeg program to the 11 %9744 computer.

HiM module 1= a step by step guide to better money management. It helps you set
budget guidelines, track income and expenses, spot problem areas and xeep sasily
accessible records.

The HEM module 1s simple to use - just +pllow the instructions - and with the
¢omguter acting as your guide, you Can: Oesign an 1ndividual, business or family budget
plan; trace income and expenses on a monthiy or yearly basis: analyze spending and project
your curreént expense trends for the remaining year to see the effect on your budget; and
recora and save your monthly income and expense figures to establish a personal tinancial
history.

The +irst screen to come up in HEM is the Preliminary Selections List which consists
of the toliowing: 1- see gemonstration datag /- set up for first time; I- load your data;
4~ start a new budoet year.

The main 1ndex screen consist of the tollowing options: 1- enter income/eipenses; -
analvze oatai ;- change income/expenses: 4- change budget: S— thange categories; 6-—
miscellaneaus change: and 7- +intsh this sescipn.

Inp analvre data screen consists of the tollowing optionss I- all categories for one
(1) month: .- £)) categories ter vear to cate: - pne (1) category by montny 4+ total
income: and - total enses,

The HEM moduie ai1lows +Or ninety-nine 199) catepor:ies, but you can only actually use
TRirty-tour {.qr 3CLIVE C2TEAOrIES 3T anv 91ven time.

The color. projection ang oraph cacatil:ties acd tremengsusly to the usetulness and
Versatiiit, Gt TNIE ITO0ram.  ¥Ou Can Orint vDur pata to the screen or to yOUur printer and
Save 1t sither TOo Caseette tipe or Zisietrtes. :

BT mogulE 1S 3 verv usetul tool 1n establisning a buoget and organiiing your
Indiviowal, husinas or +amily + lnances.

Ihz H

NLCRUSQOFT MULTIPLAN

Microsott Multiplan consists ot a solid state cartridge (module) ang ciskette, [t is
used to create an “"electronitc worbshest®. Multtplan is a personal productivity tao! that
allows you to aesign "spreadsheets”, tor row-column calculations - expenze statements,
rlanning forms, gata analysis, buagets, financial reports and more.

The multiplan cartridge 1s gesigned to be used with the TI 99/4A home computer anly.
it requiraes tne TI memory expansion unit and the disk menory system {disk drive controller
ang Qisk memory arive), For the best operational results you need two () digk drives,
but multiplan will work with one (1) drsg grive.

The rultiplan electronic worksnest is easy to learn and its versatility 1s enhanced
by the skiil of 1ts user. As you become more familiar with muitiplan and tetter ahle to
use 1ts powers, you’'ll be surpriseg at how ouickly ang etficiently you'll accomplisn
various task.

The two part manual is designed as & tutorial ang reference guide. Fart one (1) is
tutorial and gives an overview of the features of Muitiplan. Fart two () is a getailed
reterence guios to all ot Multiplan’s features. Farts one (1} and two (2) compliment one
anothar and wiil teach you the concepts as well as usws of Multiplan.

Also thare 13 a retersnce card which readily sets out the: tunction keys) control
keys: poiting keys: tormat choices; help features functions of groups of cells;
matnematical, logical and text tunctions: ano error valuss. It is handy concise and very
usetul,

Multiplan 1s best learned 1n the hanos on mode. lurn on the computer, insert the
diskette, toad the program and folilow the tutorial and you will be amazed at how quickly
you will be able to use Multiplan and how much it will do tor you at work and at home.

I use Multiplan at work and at home and it is certainly one orooram that truiy allows
the tull use of the Tl 99/4A computer as a computer,

PERSUMAL REAL _ESTATE

Pany aiternative Personal Rea} Estate investsents can be ®asily avaluateg with this
mooule., [t can also be & valuable soucational tool - Closely follows techm ques used by
the Healitors National Marketing Institute. An excellent package for Real Estate agents
and investors. It’s designed to give you a quantitive tool for evaluating a varitey of
personal real estate investments -- trom apartments and rental houses to commerciai ang
Ousiness oroperty. BSwcause the progras leads tha investor step by step, 1t isn*t
necessary to have a sophisticated background in veal sstate.

Fersgnal Keal Estate addressed sverything from projected income and cash flow
analysis to aspreciation, type of tinancing, internal rate of return, financial management
rate of return, and tax calcuations.

Perscnal Hecorg Kesping

Heguiressnts: Audio cassette deck or other StOrage accessory.

summery: this motdule ofters an sasy method of creating, maintaining and utilizing
your cwn t1les. This module uses & system Of promps to guide you throuon the process ot
setting up your tile. Ine Ferscnal kecord Kesping module arganizes your tiles in groups
called pages.kach page i3 made up of a list o catagories called 1tems o+ which thare can
be up to a total of i5.ine total number of pages 15 determined by the fhunber nt items and
their lengtn., | used ths mooule to ke®p up with the cost ot an acdition [ put an my
house 1t worked great,

memm_:amhnummmmmnm.mmmnwmmn
Kequirements: Disk memory system or sudio cassette deck .3 printing device ana +iles
created with the Fersonal Hecord keeping or Statistics Command Module.
Summery: Thie module takee alresoy created tiles and let you create reporte tuch as:
Pwrdgnaiized torm leteers, adoress lanels, tables of results, personal calenders and a
personal telepnone gdirectory. another thing 1 tcund interesting 15 the fact you can celete

ot add 1tems to a report aiready generated,
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SECURITY ANALYSIS

The user who :s a serious investor will be in
sn4tware package. Uf+ers users a variety of securities analysis technigues.
tools such as Stopch asnaiysis, Call options, Optien spreads, and Cash 4low are tncluded.

Frinted copies are obtatnabie +rom this mpooule through the ES23L 1nterface,

terested in the Securities Analysis
Financial

STATISIICS

frovides & library ot estaplished routines tor anyone With a need to make lengthy and
diffrcult statistical computations or analyse cata regularly. The program performs a .
variety g+ compie: statistical computations with speed and accuracy. Leaves you more time
to analyse tne results and apply them to your particluar «jtuation. You can perform
calculations 1n descriptive statistics, including mean, standarg oeviation and +requency
tables. Alsg correlation, [inear regression, inferential statistics - including T-test
and analysis o+ variance (1 way and 2 way), GSigniticant level calcuator for I, stugdent’s
T,k, F. and X * .. Frinted copies and files tan pe potained.

Tax/lnvestments Record kesping )
Kequirements:Dichk memory System,Optional Frinter connected via RSZ32Z Intertace

Summery: ihis 1s a versital module used the year round to (1) Organize your finantial
pata catagories ano sub catagories that suit your own needs. (2) Generate a3 variety of
financial reports. (3} Locate and total specific tramsactions. {4) Compare income and
expenses, ¢5) Assees your capital gains or losses to help you make better—-intormed
1nvestment decisions. (5)Determine your pwn worth,

TI-WRITEK

processors to users of the 99/4A. Inserting and deleting text and lines, automatic
paragraph indention, right-margin justitication, automatic word wrapping, overstriking and
ungertining, moving and topying line of te:t. and document reformatting are just some of
the teatures ot this sottware package. To use the TI-Writer Wordg Frocessor, you need ™
the Fl-writer wWord Frocessor Cartrigge and Frogram Diskette(both are required) ™ The Disk
memary System ™~ Memory kxpansion umit v R§-232 Intertace umit ™ And RE-IZIX compatible
printer,

The :1tems mentionec apove are all reouired to operate the sottware.

i+ you do not have T{-writer ] suggest tou try to get one, the prices are foW low

engugh to make 1l-wWriter weil worth the money.

EDITOR/ASSEMBLER

The kditor/fissembler 1% one ot the most misunhderstood mocules ot all. In oroer to
use it you MUst have JZ- memory and disk drives, The module 15 used to write, compile,
and run Assempler or machine ]anguzge. 1lts purchase can even pe frightening. [t comes
witn . drsks, a module, and a huge 47U page reference manual that begins with "This manual
assumes that you already know a programm:ng language, pretersoly an assembly language.”
utl of this capadility 15 not really needed or used by the maiority of thne folks that buy
thie module. Mast +olks, mysel+ i1ncluded, oenerally use 1t to run the programs written by
those that know what they are adoing, Wnen pur machine rens 10 pure machine language, it's
speeq would be very hard to beat. There are a lot of really tine programmers out there in
TI land that really vnaerstand how to run the machine. It 1= because of the truits of
their lapores that 1 really recommend that evervone has this mooule. bven 14 vou never get
past the *INi% manrual assumes”. yeou will get to use programs that would ctheru:se Be
beyong your reach.

EXTENDED BASIC

1n my opinmon this 15 the Be2sic that should have been tuilt into the TI-29/444,
untortunately, it wac not., SO you have to buv the mogule, E:rtencded Basic cffers almost
all ot the zommands od4tered i1n Lonsole Kasic, with a ot more throws in, and the speed ot
o=t incressed.  Ertended Basic aliows muitiple statement lines, sprites, much :mproved

reer input #ng puttut. and many. many mare.  Most ceople enll never use this module to

gctuslly write programg,  Mpst DEODIR USe i1t to Fu4n THDSE programs Weltien to take

TAQEe Of 1t'% power. Mt one time, shortly after 71 dumpeg the computer, 1t was hard

to swollow only paying 35U tor the computer and then paving $99 for the module. uel]
those days are gone now. The module 15 gown to $49 and possibly stiil dropping. 14 you
strll don’t own this "MUST" own mocule, now is the time to get it.

HIN1-MEMORY

This cartridge adds 14K bytes ot memory availability to your system (sk GROM, 4r RuM,
%L 4K RAM) and nas a built 1n battery 3o you Can store either assembly langudge programs or
BASIC 4iles., 1t allows you to use expanded memory without Extended BASIC and lets you do
some of the things that Extended BASIC will let you do. (his cartridge and the gpgk
“Compute’s beginner’'s Guige to Assembly Landuage on the TI-99/4A™ is an excellient way to
lwarn A/L programming, (t’s not as good as the Editor/Assembler cartridge ¢or serious A/L
work but because it's a line—by-line assembler you can see what’s happening as you
program.

JI1_L060_I1
This is TI's version of the famous LOGO language. Logo was developed primariiy as an

®asy language for children to learn. [t comes with a basic vocabulary of things that it
will do. To do more you define or create new words that are made out of old words. For
example, the computer can araw lines. To ersate a new comsand cailed BOX, we tell the
computer to go +orward and turn 90 degress four times. This then defines BOX. The main
1dea nwhind LUGD was to give children a way to guickly and easily lsarn how to use a
computar, 1t is presented to them as it they are teaching the computer what to do. (This
is all that a progr really is anyway). LOGU requires 32K mesory, but not a disk system.
It will save onto cassette. I+ you hava children that are interested i1n the computer, but
are not old enough to learn Basic, then you should definately consider LUGO.

LISK MANAGER 1]
The Lisk Manager 1I module is a utility mooule to be used with the oisk orive and

vour Tl 99/4A4 computer. It allows you to "manage your disk" once you have oegun ta
acguire several disks and numerous programs and +il

The +1rst scresn cOmes up with fgur (4) options, lect #2 for English instructions.
Then the Di1sk Manager loge appears. Fush the enter key and continue. 1 always select ka4
first in order to set all commandas for single disk processing since [ only have one (1)
disk drive.

Now you can ao any o+ the other thres (3) selections: 1- tile commanas: - gisk
cosmands: or 3- disk tests.

When vou select +ile commans you have tpur (4) options: i- copy file:r Z- rename
tile: 35— deletw filw; and 4- motify file protection.

When you select disk commanos you have +our (4) optionst 1- catelog gisk; 2~ backup
disk} 3~ modify oisk name; and 4- initilialize new oisk.

When you seisct disk tests you have two (2) options: 1- quick test and -
comprehensive test.

As you can readily see this module is 2 must if you have a disk arive and theretore
work with ciskettes.

TERMINAL EMAATOR 1]

The motuls is usually purchased tor ons of two reasons. The #irst 1s that it is T1's
one and only terminal emulator program. The program allows you to tele-communicate with
other computers and maintrames. It also allows you to transfer programs and files between
two 7! Home Computers. in order to do this, you sust have at bare minimum, and RES23
intertace and a telephone modes. Most people get the FS232 put into a F-Fo: with their
disk drives, [ne TEIl module is not as good as the many available disk based terminal
smutators. it is a lot older and doesn’t offer near as many teatures, However it is easy
to plug in and use and it dows do TI to T program transfers fzirly sasily.

The second reason tor purchasing this module is the Text-To-Speech capability it
gives to console Basic. Tne Spesch Synthesizer ia an amazing device. However, it
requires a mooule to make it speak. The TEIL mogule 1s the best of the lot because it
gives you tne ability to have sentences translated directly into speech. This provides
excellent opportunities +or gases, And egucational program, 14 you have just a console
ang a speRCR syntesizer, you should consider having tnis moduie.
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