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Apple 11 Computer Info

T bodyfat.calc TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
m AL m bordercat TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
boulderdash TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

bram.chkr TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

breakers.1.0f.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

Name Type Crtr Size Flags Last-Mod-Date Creation-Date breakers.2.of.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
---------------------------------- breakers.3.0f.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
"I TEXTF I LES. TEXT MOSS 194K lvbspolmad 9/19/00 4:12 PM 9/18/00 7:09 PM bronze.dragon.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
.descs TEXT R*ch 97K Lvbspolmad 7/12/00 9:11 PM 1/30/74 5:51 PM bronze.dragon.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
.footer TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM bronze.dragon.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
-header TEXT R*ch 97K lvbspolmad 7/12/00 9:11 PM 1/30/74 5:51 PM btl.chess TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
-musings TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM bug.byter.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
aargh TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM bye.80 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
abbs.inst TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM c.brown.abc TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
abbs.sysop.inst TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM cal .games TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
about.Ir TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM capblood TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
aboutmmdemo TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM captain.goodnig TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
abyssal .zone TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM carmen TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ace.mini.cheat TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM carmen.sandieo2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
achon. txt TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM carmen.usa TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acos.tutor.l TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM carmen.usa2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acos.tutor.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM catsend.202 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acos.tutor.3 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM caverns.fritag TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acos.tutor.4 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM chbs. sysop TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acrojet.codes TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
acrostics TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM _makeril TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ae.pro.ptl TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM _maker2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ae.pro.pt2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM certif.maker3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
agate.069 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM certmaker TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
airball TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM chahelp.eng TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
airball.cht TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM chemlab TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
airsim.3 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM chipwits TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
alertsound TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
algebra.tutor TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
alkemstone TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
alpha.plot TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM cia.tricks TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
amdos. info TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM cia.tricky.dick TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ancent.art.l TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM code.crunch TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ancent.art.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM commando TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ankh TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM compet.karate TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
apba.baseballl TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM compressor TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
apba.basebal 12 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM conglomerates TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
apba.basebal 13 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM conversion TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
apba.basebal 14 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM coupon.handler TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
aplwrks.util.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM cpuspeed TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
apple.mechanic TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM creatre.venture TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
appleworks TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM crisis.mountain TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
applicator TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM cyclotrin TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
arcade.bootcamp TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM d.code TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
arkanoid TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM d.t.paint.notes TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
assualt TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM danmono TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
autobahn TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dark.designs.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
awacs TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dataworks TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
axe.packer.note TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dazzle.draw.i TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
baal . txt TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dazzle.draw.iia TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
backgammon TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dd.deluxe.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bag.tricks.1 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dd.deluxe.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bag.tricks.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.1.0 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
baltic.1985 TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.1.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bank.st.writer TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.0 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bards.3.code.wh TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.1.src TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
basic.cda TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.1e TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
batman TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.5r TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
battletech.graf TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.7 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
battletech.qref TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.2.plus TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
beagle.graphics TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.4.2a TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
beast.war TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM ddd.5.0 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
below.root TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bet TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bey.castle.wolf TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bgmusic TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dearc.vl1.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
bilestoad.cheat TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM deluxe.v4.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blackbelt TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM deluxe.v4.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blackspring TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM design.addendum TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blade.blackpool TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM designer.manual TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blazing.paddles TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM deskcolor.hist TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blk.work TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM deskcolor3.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
block.0.gs TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM dg. important TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
blu TEXT R*ch 97K Lvbspolmad 8/1/99 11:10 AM 1/30/74 5:51 PM diamond.mine TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textfiles.com/apple/ —-- 18 September 2000 -- 2 of 1262




diced.rev
dig.em
dino.eggs
dirmap

disk.fer
disk.muncher.1
diskcovers
diskfixer
disktimer
diu.v1.0b
diversi.cache
diversi.copy
diversi .key

dip

dogpaw

dos.3.5
dosfile.xchange
double.stuff
double.take
dr.mario
dragon.s.lair
dragons.eye
draw.poker
drmgfx.read.me
drol
dueling.digits
ecc.mh
ecc.gmast
echelon
echelon.full
echelon.info
ecpl6

edd.partl
edit.pro
electronic. juke
eliminator
empire
emu.ctrl.chars
emu.d1500.ctrlc
en.decrypt

eos
escape.arcturus
evil.eye

fatcat
fellow.creature
fellow. legends
fellow.ring.1
fellow.ring.2
fetus
file.a.trix.doc
fontrix.app
gale.ctl.codes
game.of.chess
gamma

gauntlet

gbha.1l

gbha.2

gencomm

genlist
geos.quick.ref
germany.1985.1
germany.1985.2
ghostbusters
glean

gnoman

gnoman. 2
gold.rush.sov
golem
golfs.best
gothmogs. lair
gple

gple.app
grafedit
graphic.system
graphicwriter.1l
graphicwriter.2
gruds.in.space
gs.clock.driver
gsbug.read.me
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gsbug.templates
gsbug.tutorial
gscii
gshk.history
gshk.v1.06
guimaster
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hes.games
high.speed.scsi
hobbit.1.0f.2
hobbit.2.0f.2
homeword
hostage
how.to.pse.ptl
how.to.pse.pt2
iconed

immortal
incredi
index.htm
infiltrator
inspecto.app
instant
intellihacker
intrcpt.1.3
intrigue
intromusic
ir.v2.0
Jack.n.golf
jai.a
Jellyfish
Jjet.1

jet.2

Jjet.keys
Journey

Jjoust
kermit.380
kings.quest.ii
kng.bnty.ref
kng.bnty.story
kobayashi .1
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kqg3.spells
labyrinth
last.gladiator
leap.notes
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lifestar
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little.cmp.peop
i

Ire
loan.analyzer
lode.run.editor
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loderunner2
loderunner3
longplay
Is.6.0.watson
Is.6.boot.trace
Is.6.main.pgm
lucifers.realm
macdown
magic.window. ii
mario.brothers
medevl .war
merlin.docsl

-jack

mer
metal .paddlebal
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pool.wea.list TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
postcard TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
prefix.prowler TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
president.elect TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
prince.persia TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
print.shop TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
printrix TEXT R*ch 194K Lvbspolmad 8/1/99 1/30/74
printrix.quick TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
printrix.tutor TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
proarc TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
propann TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
protalk TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
psed TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
pt.networks TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
pt3.0.quickref TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
publish.it TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
puzzle.time TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
qix.gs TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
questron TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
questron. TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 AM 1/30/74
questron. cmd TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
quick.draw.1 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
quick.draw.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
quicklaunch TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
quit.to.docs TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rails.west TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rdf.1985 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rdm.gsos TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rearguard TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
red.october TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rescue.fractlus TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rescue.raiders TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ringside.seat TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
robotwar.1.0f.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
robotwar.2.of.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
robotwar.3.0f.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
run.for.it.map TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
russia.l TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
russki .duck TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
rx TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sammy . lightfoot TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sap.v0.5 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sargon.iii TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sclu TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
scr.blank TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
script TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sepia.izer TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
seven.ci TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
seven. TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shadow. keep.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shadow. keep.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shadow. keep.3 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shard.sprng.cht TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shiela TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shk.v3.4 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
shogun TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
short.circuit TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sideways.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
silent TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
sinbad TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skate.die TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skyfox TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skyfox.charts.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skyfox.charts.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skyfox.hints.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
skyfox.hints.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
smartboot TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
snake.byte TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
snoopy2rescue TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
snowterm TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
solo.flight TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
sourceror.siva TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
space.ace TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
space.ace.solve TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
space.rg TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
space.rg.help TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
space.shuttle.0 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 AM 1/30/74
space.shuttle.1 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 AM 1/30/74
space.shuttle.2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 AM 1/30/74
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space.vikings
spare.change
speedwayclassic
spellpruf
spitfire.simula
spooler
spy.hunter
Spy.vs.spy.2
ss.songwriting
ssmith.ref
standing.stones
star. league.bb
star.maze
star.thief
star.warrior
stevie.doc
‘t.beagle.bag
tasc.1

tasc.2
tele.porter
telengard.cmds
temple.apshai
testdrive

tex
the.other.side
the.quest
‘the.snapper
third.iigs
third.iigs.ref
threshold
thunderbombs
tic

tie
time.mast.v2.1
time.tunnels
to.ultramacro
‘tomahwk.gs

top. fuel
tracer.sanction
track.n.pack
triad

trinity
triple.dump
‘tubeway . trick
tunnelscheat.2
turbo

twerps
u.boat.command
ukrull.prayers
a.i.part.l
i.part.2

ulyssis
unify
universe.1l
universe.2
universe.3
universe.4
universe.5
universe.ii
universe.
viet.cong
vip.professiona
visicalc
wapabbs
war.in.russia
warriors.rasii
wasteland
wime.hints
wime.ref
windwalker
windwalker.ref

.2
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wings.of.fury TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wings.read TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wiz.3.monst.1 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wiz.3.monst.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wizardry.editor TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wizardry.i.rule TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wizardry.i.spel TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wiziprint TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
woggle TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
wolfenstein.map TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
word. fair TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
world.games TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74

TEXT R*ch 97K Lvbspolmad 8/1/99 1 1 1/30/74
world.tour.d TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
wrath.denetherl TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
wrath.denether2 TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
X.jump TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
x.mdmsend.doc TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
x.mdmsend.s TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 AM 1/30/74
xenocide TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
xyphus TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
xyphus.la TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
xyphus.1b TEXT R*ch 97K Lvbspolmad 8/1/99 11:11 1/30/74
xyphus.2 TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
yankit TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
ymodem TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
z9200hst TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
zapcode TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
zippy.zombi TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
zmodem TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
zonkers TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
zoom.graphics TEXT R*ch 97K Lvbspolmad 8/1/99 1/30/74
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DOCUMENT ! TEXTFI LES

Apple Il Textfiles

waw. text fil es. cond appl e/
18 Sept enber 2000

Wth the introduction of the Apple Il fanily of conputers, the wonders of
programm ng, communicating, and just plain geeking out became affordable for
an entire generation of budding enthusiasts and their famlies. By the end
of the 70's an entire culture had risen up around the Apple Il, and the
energy of thousands of hardware and software hackers went into |earning
every |l ast op-code and settable switch within the machine.

It can't be discounted that Apple's successful foray into the educational
market resulted in schools countrywi de brimming with Apple Ils, and soci al
groups col | ecting around the |abs after school hours. Al manner of things
happened there, some docunented bel ow.

These files range fromexplicit nenory maps of the Apple Il to long
tutorials on howto "crack" ganes, that is, renove all copy protection and
nmeke the gane easier to distribute between other pirates.

Fi | enamre Si ze Description of the Textfile

DOCUMENTATI ON DI RECTORY  "Soft Dox" for Apple Prograns

CGEN ELAVP DI RECTORY  Archive of the Genielanp A2, the GEnie Apple Il
Roundt abl e

WALKTHROUGHS DI RECTORY Wl kt hroughs of Apple Il Specific Adventures

acos. hst.nmod 6235 How to get Speed out of your HST and HST Dual

Standard Modemon an Apple I1GS

Techni cal notes for Advanced DeMiffin Il, a

cracki ng tool

A list of coomands for Ascii Express

advdem app 16645

aeconman.app 1792

ai ds 1024 Met hod for detecting the "Cyberaids Virus", by
The Chemi st

alien.clues 1448 Passwords for Alien Mnd, by The Undertaker and
the Vandal

ansi . spcs 24911 ANSI and VT100 Codes

appl e. app 4157 Conbi ni ng Appl esoft with Assenbly Language

appl e. t xt 4189 The Text of the Apple-M crosoft Agreenent

appl e2. gs 9388 The Sad, True Truth of the Apple Il GS (Stands

for Coddammed Sl ow)

The Unofficial Apple Il Brai nwash Test by Fred
E. Long

The Apple Mafia Story, as Told to Red Ghost
Advertiserment for Apple-net software. Note
feature |ist

Wiy the Apple Il is Broken

Apple //c Serial Port Information

The Beagl e Brothers Appl esoft Tips Cuide
Apple //e Soft Switch, Status, and other 1/0O

appl eii.jok 1384

appl emaf . t xt 22452
appl enet.app 4096

appl es. t xt 8230
appl eser.app 11205
appl esoft.tips 2320
appswi tc.app 2677

| ocati ons

bin.ii 18944 Apple Il Binary File Fornmat, devel oped by Gary
B. Little

bi t sbaud. doc 11553 Bits, Baud Rate, and BPS, by nichael A Banks,
1988

boot | -6 102420 Col | ection of Apple-Oriented Texts and Fl ot sam
fromthe Early 1980's.

Boot | egger Magazi ne Excerpts (Apple Il Stuff)
catfur. app 7176 Bit Blaster's Information on the Cat Fur Mdem
catstuff.app 9818 Expandi ng your Apple Cat // by the Warewol f

cheat . app 4424 Al manner of cheats for various Apple Il ganes

boot | - 6. hac 102420

cheat s 7416 LARGE Col | ection of Apple Cheats (Break into
Moni tor and Modi fy)
cheat s. app 2749 The Penguin's Apple Cheats

cheat s2. app
copypr og. app
copypr ot . app

correct. app
cr. adder

crackl. txt
crackdos. app
cracki n. app
crakowi t. app
cramt.app
cramt.txt
cranmm n. app
crisis.app
deat hcheat

di skgo. t xt

di skj ock. app

dos. chart

dosl ess. t xt
enu. pt. updat e
errors. app
errors.txt

expandca. app
futrae. app
i con. convert

ii gsprob. hum
joystick. app

ki ckmacr . app
krackl. app
krack2. app
krack3. app
krack4. app
krack5. app
krakowi c. t xt
krckwezt . app
nmac2i nf 0. app

maccr ack. app
machi ne. app

nmachi nel . app
nmact eam app

nenory. t xt
mffins2. txt
m.part.i
m.part.ii
m.part.iii
m.part.iv
m.part.v

. part.vi
oneguy. t xt
oo.world.info

opcodez. app
par an®. app

4498
2991
15163

5716
1441

1023
15403
9989
3647
5062
7040
5071
1900
517
613

51504

1678
1792
3739
4286
4480

9367
4684
3308

2680
5961

9981
2927
1765
2239
1887
2560
13198
137510
11449

5981
13084

15408
9569

12020
1421
5680
5370
5627
4970
5703
5210
1408
3206

2811
16201

Apple 11 Computer Info

Apple Pirate's Cheats

How to Copy Prograns, by the Three Misketeers
Copy- Protecting your own disks, by Thomas T.
Bryl i nski

Corrections to programming for the Apple Cat
How to add Carriage Returns to Appl eworks

Dat abases

Introduction to a Tal k on Software Piracy

I ntroduction to how Appl eDCS oper at es

An introduction to cracking by The Necromancer
Kracow cz' Kracking Corner |V

An | ntroduction to Program Conpression

Sone Tips on Granming Data with an Apple

A sinpl e conpression schene

How t o crack Cisis Muntain, by Doctor Wo
Cheat for "Death Sword"

Getting Faster Apple DOS Speeds by Tarerl ane of
the R ng

Exam ni ng protected Appl esoft prograns, by the
D sk Jockey

The DCS 3.3 Menory Access Chart

Oeating an Appl e DOS- Less D sk

Message: Bugs in I1GS Protermyvil. 9p

A comment on error traps, by N ck Fotheri ngham
A Comment on Error Traps by N ck Fotheri ngham
fromthe Apple Barrel

Expandi ng your Apple Cat, by \Warewol f

The Future Evolution of Ascii Express (Hunor)
Converting Apple I1GS Icons to dip Art by
Marty Kni ght

The Apple 11gs Sound Probl em

The Oficial Joystick Review Quide, by The
Tracker

How to kick butt with AE Macro Action

H gh Technol ogy' s Cracking Tutorial, Part |
H gh Technol ogy's Oracking Tutorial, Part 11l
H gh Technol ogy' s Cracking Tutorial, Part 11
H gh Technol ogy' s Cracking Tutorial, Part IV
H gh Technol ogy's Cracking Tutorial, Part V
Kracowi cz' Cracking Tips from ROM Radi er

The Kracow cz Basics of Cracking Series. At++
Lat e- breaki ng (1987) information on The

Maci ntosh 11|

The Byte's introduction to Mac Cracking

Bl ack Bag's Introduction to Machi ne Language
for Cacking

Dr. Firmmare's Tutorial of Mchi ne Language
Mact eamt s thoughts on copy protection on the
Maci nt osh

An Appl e Peek Poke, Call List

How to use Denuffin Pl us

The Machi ne Language Tutorial D sk by Dr.

Fi r mhar e

The Machi ne Language Tutorial Disk Part |1 by
Dr. Firmware

The Machi ne Language Tutorial Disk Part Il by
Dr. Firnmnare

The Machi ne Language Tutorial Disk Part |1V by
Dr. Firmnare

The Machi ne Language Tutorial Disk Part V by
Dr. Firmware

The Machi ne Language Tutorial Disk Part VI by
Dr. Firmnare

Hey, If You Pirate the Gane, Don't Call Tech
Suppor t

The Magnet Previews Qut of This Wrld GS

Vari ous Appl e Opcodes

Paraneters of N bbles Away Il for various
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peekpoke. app
peeks. pokes

peeks. pokes. 1
peeks. pokes. 2

21120
2957

6166
4396

peeks. pokes. 3. 114869

peeks. pokes. 3. 25377

pitfall2. txt
pn2600. app
pokel i st. app
qui ck. draw. 3
qui ck. spel I's
secret k. app
sof t key
trace2. app

usr. 16. 8k
vi domac. app

vt 100
wi ngs. fury. cht

2176
3045
19769
5122
3256
6956
21083
11562

85773
33057

3685
606

wi zardry. 4. i nf 03012

xnmodem
ynmodem s

znodem gbbs

21581
13048
7045

sof t war e packages
Areally large collection of Apple Il PEEKs and
POKEs

Description of the differences between CALL,
PEEK and POKE in Appl esoft

Col | ection of Apple Peeks and Pokes

Col | ection of Apple Peeks and Pokes in the Zero
Page Area

Appl e Peeks, Pokes and Calls List Version 2.1
by The Enforcer (May 1984)

M scel | aneous Appl esoft Infornation, by Control
Reset

Soft Docs for Pitfall 2: Lost Caverns

The Poor Man's 2600 Hertz by Sir Briggs
Areally large collection of Apple Il PEEKs and
POKEs (Duplicate)

Qui ck- Draw Advent ure Mapper by Sherl ock Apple
(Part 111)

Qui ck- Draw Adventure Mapper by Sherl ock Apple
(Spel I s)

Secret Keys: Little easter eggs and news about
Apple Il ganes

Sof tkey Unprotections for a Variety of
Conmmrer ci al  Prograns

M. Xerox' boot tracing, volune | (badly
convert ed)

The Info File on the USR Robotics 16. 8k Mbdel
1986 Semi nar on "Macintosh in Filmand TV
Producti on”

DEC VT- 100 Conpati bl e Cursor Command Sequences
Cheat to Wngs of Fure

Advi ce about playing Wzardry |V

XMODEM Pr ot ocol Reference, by Ward Chri st ensen
January 1, 1982

YMODEM Sour ce Code for GBBS by M ke Gol azewski
or Greg Schaefer

The Addition of ZMIDEMto GBBS!

There are 98 files for a total of 1,155,472 bytes.

There are 3 directories.

If you wish to have the entire directory conveniently archived and

conpressed into one file,

pl ease downl oad either apple.tar.gz (6130920

bytes) or apple.zip (6496886 bytes) instead of all the files separately.

#Hit#

Apple 11 Computer Info

DOCUMENT . descs

aargh DOCS: Aaaaar gh! Docunentation, by The Stork and Ernst Rohm

abbs.inst DOCS: ABBS Bul | etin Board Software

abbs. sysop.inst DOCS: Congratul ati ons on becom ng an ABBS SysQp! (I n ABBS Code)

about.|lr DOCS: Lode Runner |l Cacked, Gernman Version

about mdeno DOCS: M diMate - AMdi File Wility for the Apple |1 GS Conputer by
Li ndsay B. Hough, Ph.D. (1990)

abyssal . zone DOCS: The Abyssal Zone, witten by The COG

ace. mni.cheat DOCS: Space Ace Mni-Chat, by Mach Three (Cctober 9, 1990)

achon. txt DOCS: Archon, by Hardware Heister and Belle Starr

acos.tutor.1 DOCS: ACCS Tutorial version 1.2, by UPS Network

acos.tutor.2 DOCS: ACCS Tutorial Part 2, from UPS

acos.tutor.3 DOCS: ACCS Tutorial Part 3, by UPS

acos.tutor.4 DOCS: ACCS Tutorial Part 4, by UPS

acroj et. codes DOCS: Codes for Acrojet - Conpiled by M.Cairo

acrostics DOCS: Mdifying Acrostics

ae.pro.ptl DOCS: ASC | Express Profession 3.4x from Southwestern Data Systens

ae.pro.pt2 DOCS: ASC | Express Professional, Part 2

agate. 069 DOCS: Agate (Disk Wilities) by Tony Marques

airball DOCS: Airball, by The Road Warrior (June 27, 1989)

airball.cht DOCS: Airball Cheat, by Joe User

airsim3 DOCS: AIRSIM 3, by Bets C

al ertsound DOCS: Alert Sound Control Panel Device (CDEV) By Joshua M Thonpson (1991)

al gebra.tutor DOCS: Al gebra Tutor by David Leithauser

al kemrst one DOCS: Al kenst one

al pha. pl ot DOCS: Al pha Pilot, by MsterD sk

andos. i nfo DOCS: AnDCS 3.5, by Gary B Little (1985)

ancent.art.1 DOCS: Ancient Art of War At Sea Docs, by Gountlet of CCDFish

ancent.art.2 DOCS: Ancient Art of War at Sea Part 2, by Gauntlet of OCDFi sh (1988)

ankh DOCS: ANKH, from Count C ackula and Houdi ni Software

apba. basebal | 1 DOCS: APBA Maj or League Pl ayers Basebal |, by Pac- Rat

apba. basebal | 2 DOCS: APBA Mpj or League Pl ayers Basebal |, by Pac-Rat (Part I1)
apba. basebal | 3 DOCS: APBA Maj or League Pl ayers Basebal |, by Pac-Rat (Part |11)
apba. basebal | 4 DOCS: APBA Maj or League Pl ayers Basebal |, by Pac-Rat (Part |V)
aplwks. util.2 DOCS: Appl eworks Wility Technical Notes, by Cecil Fretwell, My 6

1987

appl e. mechani ¢ DOCS: Appl e Mechani ¢

appl ewor ks DOCS: Appl eworks, by the 17th sector of the E nhurst Copy d ub (August
1984

appl i cator DOCS: | CON Applicator, by Raptor, 1990

ar cade. boot canp DCOCS: Arcade Boot Canp, by The Penguin

ar kanoi d DOCS: Arkanoid, by Cub 96

assualt DOCS: Finall Assault, by dub 96

aut obahn DOCS: Aut obahn

awacs DOCS: AWACS, by Edar the Wzard

axe. packer.note DOCS: The Axe Packer, by The Axe

baal . t xt Documentation: Baal, transcribed by I NC Captain O unch
backgammon DOCS: Backgammon, by Unknown Aut hor

bag.tricks.1 DOCS: Bag of Tricks, by The Phantom

bag.tricks.2 DOCS: Bag of Tricks Il, by The Curse

baltic.1985 DOCS: Baltic 1985 by Commander Tosh and Al i - Baba
bank.st.witer DOCS: Bank Streen Witer, by Dirty Harry

bards. 3. code. wh DOCS: Bards Tale Il Code Weel, by The Srynge

basi c. cda DOCS: Visit Applesoft BASIC CDA v1.1 fromDavid A Lyons (July 1990)
bat man DOCS: Batnan, the Caped Orusader by The Crasher and Kobra
battl etech. graf DOCS: Messages bout the Battletech .DIAG File
battletech.qref DOCS: Battletech by Soft-Sect

beagl e. gr aphi cs DOCS: Beagl e G aphi cs, by The Masochi st of H -Res H -Jackers
beast.war DOCS: Beast War, by Gandalf the Wite

bel ow. root DCCS: Bel ow t he Root

bet DOCS: Big Edit Thing vi1.0b3 from Ji m Murphy (Septenber 1, 1991)
bey. castl e.wol f DOCS: Beyond Castle Wl fenstein, from Crl-Reset
bgnusi ¢ DOCS: Background Music, by Quy T. Rice

bi | est oad. cheat DOCS: Bil estoad Cheats by The Al um num Ger bi |
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bl ackbel t DOCS: Black Belt, fromKevin Ryan by Oreative Oracker and H gh Technol ogy

bl ackspring DOCS: Bl ackSpring GS v4.0 by: Ronand E. Mercer (aka. The Dungeon Master)

bl ade. bl ackpool DOCS: Bl ade of Bl ackpool e

bl azi ng. paddl es DOCS: Bl azi ng Paddl es, by The Camel Jockey

bl k. wor k DOCS: Bl ock Wrk, by Mark Harris (1987)

bl ock.0.gs DOCS: Block 0 Szve, by Quy T. R ce

blu DOCS: BLU - Binary Il Library Wility by Floyd Zink, Jr. 10/09/87

bodyf at . cal c DOCS: Bodyfat Cal cul ator, by Jerry Robison

bor der cat DOCS: Bor der cat

boul der dash DOCS: Boul der dash

bram chkr DOCS: BRAM Checker v1l.2 by Bill Tudor (1992)

breakers. 1. of .3 DOCS: Breakers Docs by Digital Mnk

breakers. 2. of .3 DOCS: Breakers Part |1, by D gital Mnk

breakers. 3. of . 3 DOCS; Breakers Part |11 , by Dgital Mnk

bronze. dragon.1 DOCS: Bronze Dragon, by The Cracksnith of First dass

bronze. dragon. 2 DOCS: Bronze Dragon part Il by The Cracksnith of First das

bronze. dragon. 3 DOCS: Bronze Dragon Part Il1 by The Cracksmth of First dass

btl.chess DOCS: Battle Chess 2e by The Mechanic

bug. byter.1 DOCS: BugByter

bye. 80 DOCS: Better Bye 80 by David D. El'y (August 26, 1987)

c.brown. abc DOCS: Charlie Brown's ABCs, by Apple Tree, fromMacmllian/MGaw H |1

cal . ganes DOCS: California Games from Epyx, by The Doc

capbl ood DOCS: Capt ai n Bl ood

capt ai n. goodni g DOCS: Capt ai n Goodni ght

carnmen DOCS: Where in Europe is Carnen Sandi ego? by Codex Warrior

car nen. sandi eo2 DOCS: Carnen Sandi ego

carnen. usa DOCS: Wiere in The USA is Carnen Sandi ego? by Ring Lord (Cctober 27, 1986)

carnen.usa2 DOCS: Were in the USA is Carnen Sandi ego? (Scrapbook) by R ng Lord
(Cctober 27, 1986)

cat send. 202 DOCS: Cat send 202 by The Gonif and the Wnbat

caverns.fritag DOCS: Caverns of Freitag

chbs. sysop DOCS: Sysop Notes for the CBBS Software (Wirdly Fornatted)

cc DOCS: The Code Crusher, by Autonan

certif.makerl DOCS: Certificate Maker, by Team Xer ox

certif.maker2 DOCS: Certificate Maker Part |1, by Team Xer ox

certif.maker3 DOCS: Certificate Maker Part |11, by Team Xerox

certnmaker DOCS: Certificate Maker

chahel p. eng DOCS: The Chaos Mai |l box System

chenl ab DOCS: Cheni ab by Cyborg

chipwits DOCS: Chipwits, by The Helix

chrno.warrior DOCS: Chrono Warrior, by Professor X (Apr| 22, 1985)

cia.intro DOCS: The Confidential Information Advisors (Pirating Tools) from D anond
Jim

cia. linguist DOCS: The C A Tools, by The Canel Jockey

cia.tricks DOCS: The A Files, Internediate Tricks with Tricky Dick, by The Canel
Jockey

cia. tricky.dick DOCS: The G A Files, Tricky D ck, contributed by D anond Ji m

code. crunch DOCS: Code Oruncher v1.0, by Castellanm (April 22, 1998)

comando DOCS: Data East Commando by The Shei k

conpet . karate DOCS: Conpetition Karate

conpressor DOCS: Conpressor

congl onerat es DOCS: Congl onberate Col li de by The Penguin

conversion DOCS: To Convert Wngs of Fury

coupon. handl er DOCS: Coupon Handl er

cpuspeed DOCS: CPUSpeed Version 1.20

creatre.venture DOCS: Creature Venture by ME |11

crisis.muntain DOCS: Cisis Muntain

cyclotrin DOCS: Cyclotron

d. code DOCS: Decode's Conpacting Program

d.t.paint.notes DOCS: D.T. Painter v0.7

danmono DOCS: East Asia's Greatest Hts

dar k. desi gns. 3 DOCS: Dark Designs |1l: Retribution, fromJohn Carnmack

dat awor ks DOCS: Dateworks, a Data tenplate for appl eworks v1.0 by David Sachs

dazzl e.draw.i DOCS: Dazzle Draw Docunentation, by The Canmel Jockey

dazzl e.draw.iia DOCS: Dazzle Draw Docunentation, a Wal k Through the Menu, by Canel
Jockey

dd. del uxe. 1 DOCS: Di sk Disintegrator Deluxe v4.0 by Logi x I nnovations 1988

dd. del uxe. 2 DOCS: Di sk Disintegrator Deluxe Docs Part Il
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ddd. 1.0 DOCS: Disk D sintegrator v1.0 by Dalton

ddd. 1.2 DOCS: Dalton D sk Dsintegrator 1.2 (May 1985) by Dal ton

ddd. 2.0 DOCS: Dalton Disk Disintegrator Il (Spring 1985) by Dalton

ddd. 2. 1. src DOCS' Dalton Disk D sintegrator version 2.1 Enhanced, by Zi opoth of The
Assenbly Line (1986)

ddd. 2. 1e DOCS: Disk D sintegrator 2.1 Enhanced Docs by Data Latch & Edited by M Hata

ddd. 2. 5r DG:S) Dalton's D sk Dsintegrator version 2.5 by The Screanmer (April 4,
1987

ddd. 2.7 DOCS: Dalton's D sk Disintegrator v2.7

ddd. 2. plus DOCS: Dalton's Disk D sintegrator 2+ by Don Koenig

ddd. 4. 2a DOCS: Di sk Disintegrator Deluxe version 4.2a by Louis Roy (July 10th, 1988)

5

ddd. 5.0 DOCS: Di sk Disintegrator Deluxe verison 5.0 by Louis Roy (June 19th, 1989)
ddd. pro DOCS: Dalton's Disk D sintegrator Pro v1.0 by Dr. DX

deadl i ne. 1 DOCS: Deadl i ne Docunentation #1

deadl i ne. 2 DOCS: Deadl i ne Docunentation #2

dearc.v1l.2 DOCS: DE. Arc2 GS v1.2 by Thom Henderson (Cctober 6, 1987)

del uxe.v4.1 DOCS: Disk Disintegrator Deluxe v4.1 by Louis Roy

del uxe.v4.2 DOCS: Disk D sintegrator Delux v4.2a (July 10, 1988)

desi gn. addendum DOCS: Eanon Dungeon Desi gner 6.0 Differences

desi gner. manual DOCS: A Manual for Eanon Adventure Designers by Donal d Brown
deskcol or. hi st DOCS: DeskCol or Control Panel H story

deskcol or3.1 DOCS: DeskCol or Control Panel v3.1

dg.inmportant DOCS: Dreanxafix wll prosecute, you pirate

di anond. m ne DOCS: Bl ack Bag from Roklan Corp by The Intern and the Chief Surgeon
diced.rev DOCS: DI cED v1.2 by David A Lyons (February 25, 1989)

dig.emDCCS: Dig 'Em

di no. eggs DOCS: Dino Eggs by Mni Appler

dirmap DOCS: DirMap v1.0 by Jason Harper (1989)

di sk.fer DOCS: D sk-Fer Term nal Software by The Redheaded Freak

di sk. nuncher.1 DOCS: Di sk Muncher 1.1 by The Stack

di skcovers DOCS: Disk Covers and T.1.M Version 1.1

di skfixer DOCS: Di skfixer

di sktimer DOCS: D sktinmer GS by Joe Jaworski (1988)

diu.v1l.0b DOCS: D sk Inventory Wility v1.0B By The Saint (July 27, 1987)

di versi.cache DOCS: Diversi-Cache, by Bill Basham Version 1.0 (1987)

di versi.copy DOCS: D versi-Copy(tnm) Denonstration D sk by Bill Basham

di versi.key DOCS: Diversi-Key by Bill Basham

dlp DOCS: D sk Labeller Pro vl1.0 by Dave Touvell (June 2, 1987)

dogpaw DOCS: Dogpaw

dos. 3.5 DOCS: DCS 3.5 Instructions

dosfil e.xchange DOCS: DOS Fil e Exchange v1.1 by The Bl acksm th (1982)

doubl e. stuff DOCS: Doubl estuff, by the Byte Bastards (1986)

doubl e. take DOCS: Doubl e Take

dr.nmario DOCS: Dr. Mario, by Blue Adept (January 27, 1992)

dragon.s.lair DOCS: Dragon's Lair by The Irish Rogue

dragons. eye DOCS: The Dragon's Eye, by Masterdi sk

draw. poker DOCS: Draw Poker

drngf x. read. ne DOCS: Dreanxafix v0.50 by Sone ki d named John and The ACCS Master
drol DOCS: Drol by Broderbund by Apple Bandit

dueling.digits DOCS: Dueling Digits

ecc. mh DOCS: Manhunter, fromSierra Online (July 26, 1990)

ecc. gnast DOCS: The Prismof Heheutotol (July 24, 1990)

echel on DOCS: Echel on by Codex Warrior

echelon.full DOCS: Echel on by Codex Warri or

echel on.info DOCS: Echelon - Patrol Zone H ghlights

ecpl6é DOCS: Extended Conmand Processor, by Don El ton (1987)

edd. part1l DOCS: Essential Data Duplicator (EDD) Programlist #3-8 by the Mnute Man
edit.pro DOCS: Introduction to EDIT.Pro by Libing Legends Software

el ectronic.juke DOCS: Uptine's El ectroni c Jukebox

elimnator DOCS: Elimnator, by D sk Wzard

enpire DOCS: Enpire 128k, The Wargane of the Centure, by The Mechanic and The Kid
emu.ctrl.chars DOCS: Protermvl. 9p+ Keystrokes

enmu. d1500. ctrl ¢ DOCS: Dat aMedi a 1500 Notes by Fl AsHbAcK Wl pLasSh

en. decrypt DOCS: Encrypt/Decrpyt Information File by Ed Watkeys (Novenber 4th, 1990)
eos DOCS: Earth Obit Stations by dd Man Art

escape. arcturus DOCS: Escape from Arcturus

evil.eye DOCS: Evil Eye, from John Ronero

fatcat DOCS: Fatcat from Beagle Brothers, by M. Floppy
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fellow creature DOCS: Creatures of Western Mddle-Earth, by G ay and Beowol f

fellow | egends DOCS: The Fel |l owship of the Ring (Legends and Comrmon Know edge) by
G ay and Beowol f

fellowring.1 DOCS: Conpl ete Fellowship of the Ring Documentation by Gtay and Beowol f

fellowring.2 DOCS: Inglish

fetus DOCS: Sensel ess Violence |: Survival of the Fetus, by Brian G eenstone,
Novenber 14, 1989

file.a.trix.doc DOCS: File-A-Trix

fontrix.app DOCS: Fontrix

gale.ctl.codes DOCS: GA L.E Control Codes by The Penguin

garre. of . chess DOCS: How About A N ce Gane of Chess By Larry Atkin, by Buffalo Bill

ganma DOCS: Gamma Force in Pit of a Thousand Screans by Space Pirate

gauntl et DOCS: Gauntlet Instructions

gba. 1 DOCS: @GBA Chanpi onshi p Basket bal | Two-on- Two by The Doc

gba. 2 DOCS: GBA Chanpi onshi p Basketbal | Two-on-Two (Part 1)

gencomm DOCS: Generi cConm v2. 03 Docunent ati on by Matthew Mntano (1990)

genlist DOCS: GenericlList vl.0 Docunentation

geos. qui ck. ref DOCS: GECS Qui ck Reference Docunentation by The O ackforce

germany. 1985. 1 DOCS: Germany 1985 by Dirty Harry

germany. 1985. 2 DOCS: Cernmany 1985 Part ||

ghost busters DOCS: Chost Busters!

glean DOCS: d eaners Index 2.0

gnonman DOCS: GNO Kernel Reference Manual Version 1.0 al pha by Jawaid Bazyar (August
10, 1991)

gnonan. 2 DOCS: GNO Manual Part |1

gol d. rush. sov DOCS: CGol d Rush Docunentati on

gol em DCCS: ol enGS by Jason Snart

gol fs. best DOCS: ol f's Best by The Shei k

gothnogs. | air DOCS: Gothnog's Lair, by Jean Laffite

gpl e DOCS: GPLE Docurentation by Judi e Mac

gpl e. app DOCS: GPLE Docunentation Part |1 by Judie Mac

grafedit DOCS: Gafedit by Philip Quiochon

graphi c. system DOCS: Conpl et e G aphi cs System Conmand Li st by The Ghost (Novenber 9,
1984)

graphicwiter.1l DOCS: G aphicWiter by Rodger Dodger

graphicwiter.2 DOCS: Gaphic Witer Part 2

gruds.in.space DOCS: Guds in Space by The Metal Maniac

gs. clock.driver DOCS: GS dock for Basic by The Screanmer (January 21, 1987)

gsbug. read. me DOCS: GSBug & Debuggi ng Tool s Updat e Rel ease Notes (August 26, 1991)

gsbug. specs DOCS: GSBug -- CQurrent Version 1.6b20

gsbug. tenpl ates DOCS: GSBug Tenpl ates Rel ease Notes Version 1.0d3

gsbug.tutoriﬁl DOCS: GSBug is Your Friend (a quick intro to GSBug) v.1.2 by Tim
Swi hart

gscii DOCS: Dealing with GSC I Crashing

gshk. hi story DOCS: GS-Shrinklt v1.0.5 (3/21/92

gshk.v1.06 DOCS: Shrinkit For the Apple I1gs by Karl Bunker

gui master DOCS: QU Master Version 1.0 by Kris dsson (1991)

hackamati c DOCS: Automan's Hayes Hackomatic

hacker DOCS: The SCSI Hacker v1.1 by Joe Jaworski (1988)

hangman DOCS: Hangnman by Carl Steadman

hcadgs DOCS: HCADgs by Joseph A Huwal dt Version 1.2 (May 18, 1990)

hcs DOCS: Hacking Construction Set by Cyborg

hes. games DOCS: HESGanes by The Wnbat, Dr. Mcro, The Conif

hi gh. speed. scsi DOCS: Apple Il H gh Speed SCSI Card

hobbi t. 1. of .2 DOCS: The Hobbit, by Janmes Bond (007) of The Sl edge Hanmer Workshop

hobbi t. 2. 0of .2 DOCS: The Hobbit (Part Il, Interacting)

hormeword DCCS:  Horrewor d

host age DOCS: Hostage GS from M ndscape by Commi e Scum

how. to. pse. pt1 DOCS: How to Cuide for Proterm Special Emulation by Ace McCoy
(Novenber 30, 1990)

how. t 0. pse. pt)2 DOCS: How to on Proterm Special Enulation by Ace McCoy (January 23,
1991

iconed DOCS: |conEd 1.3 by Paul El seth, Novenber 23, 1998

imortal DOCS: THE | MORTAL GS by WII Harvey/EH ectronic Arts by ECC and Xentraedi
incredi bl e.jack DOCS: |ncredible Jack

infiltrator DOCS: Infiltrator by The Hood, the Htnman, and The Thug

i nspect 0. app DOCS: | nspect or

instant DOCS: Instant |con by Mke Nuzzi

Apple 11 Computer Info

intelli hacker) DCCS: Intel lihacker by Czar Peter of Anarchy Unlimted (Cctober 7,
1985

intrcpt.1.3 DOCS: Intercept v1.3 by The Voice Over

intrigue DOCS: Intrigue by The Marauder (May 14, 1986)

i ntronusi c DOCS: Noi se Tracker v1.0

ir.v2.0 DOCS: IR Version 2.0, The all-purpose doohickey installer By Matt Deatherage

jack.n.gol f EG:S: Jack N cklaus CGolf 11GS and Jack N cklaus Golf Conpl ete By The

Mechani ¢

ai.alai DOCS: Jai-Alai (pronounced H Li) by Joe Hei dcanp

el lyfish DOCS: Jel | yfish

et.1 DOCS: Jet

et.2 DOCS: Conplete Jet Docs Part Il, by The Dispatcher and Lord De Wnter

jet.keys DOCS: Jet Docs courtesy of Olando Bandit

journey DOCS: Journey by Zippo Pinhead

joust DOCS: Joust, by The Wvern

kermt.380 DOCS: Kernit 65 Version 3.80

kings. quest.ii DOCS: King's Quest ][ Romancing The Throne by The Bit Blitz

kng. bnty.ref DOCS: Kings Bounty Reference Card

kng. bnty. story DOCS: King's Bounty Story Book

kobayashi . 1 DOCS: Kobayashi (Letter from G Thonetz to Captain Kirk)

kobayashi . 2 DOCS: Kobayashi (Overview of several major characters of Star Trek)

kobayashi . 3 DOCS: Kobayashi (Overview of several major characters of Star Trek)

kobayashi . 4 DOCS: Kobayashi

kg3.spel s DOCS: King's Quest |11 Magic Spells

| abyrinth DOCS: Labrynth

| ast. gl adiator DOCS: The Last d adiator, by Bets C

| eap. notes DOCS: Progranms that work under Leapfrog

| eapfrog2 DOCS: Leap Frog: a second pre-rel ease version of a multitasking program by
WI1liam Qul stad

ifestar DOCS: Lifestar y The Warel ord of The Nopg

isa DOCS: LISA816 v4.0g by Randall Hyde and Brian Fitzgerald

ittle. cnp. peop DOCS: The Little Conputer People

Il DOCS. Labels, Labels, Labels

Ir

0

] al
J
e
]

|
|
|
|
Ilre DOCS: The Low Level Resource Editor by Jason Col eman

| oan. anal yzer DOCS: Adjustabl e Loan Anal yzer by Furry Programmers

| ode. run. edi tor DOCS: Lode Runner Editor

| oderunner1 DOCS: Chanpi onshi p Lode Runner H ntbook by Bets C.

| oderunner2 DOCS: Chanpi on Lode Runner H ntbook Part Il by Bets C

| oderunner 3 DOCS: Chanpi onshi p Lode Runner Part 111 by Bets C

I ongpl ay DOCS: LongPlay v2.0.1 by David Huang (1991)

I's.6.0.wat son DOCS: Wt son version 6.0

|'s.6.boot.trace DOCS: Locksmith 6.0 Automatic Boot Tracer by The Ghost
|'s. 6. mai n. pgm DOCS: Locksmith 6.0 by M. Wz

lucifers.real mDOCS: Lucifer's Real mby The Icognito of the 202 Alliance
macdown DOCS: MacDown 1.0 by Jason Harper (1988

magi c. wi ndow. ii DOCS: Magic Wndow Il Control Codes by The Knights
nmario. brothers DOCS: Mario Brothers, by The Dragon lord

nedevl . war DOCS: Medi eval War Gane

nerlin.docsl DOCS: The Merlin Assenbler (Prelimnary Definitions)

nerlin.docs2 DOCS: The Merlin Assenbl er (Assenbler Syntax Conventions)
nmerlin.docs3 DOCS: The Merlin Assenbl er (Assenbl er Pseudo (pcode Descri ptions)
nerlin.memnapl DOCS: The Dos 3.3 Merlin Pro Menmory Map

nerlin.memnmap2 DOCS: The Merlin Assenbler Menory Map Part |1

nerlin.screen.e DOCS: The Merlin Assenbl er

net al . paddl ebal DOCS: Metal Paddl ebal |

m cro. | eague. bb DOCS: M cro League Basebal | by El dar the Wzard
ni crobe DOCS: M crobe

m crowave DOCS: M crowave

md.earth DOCS: War in Mddle Earth

m nd. shadow DOCS: How to Sol ve M nd Shadow by The O one Kids

m ner. 2049r DOCS: M ner 2049er

mni.putt DOCS: Mni Putt from The Star League

mnit.man DOCS: Mnit Man fromthe Qutpost

m ssing.ring DOCS: The Mssing Ring, by Terry Rom ne

nm advanced DOCS: M ght and Magi c by M nd Mechanic

mmlist DOCS: Mght and Magi ¢ Cheat by Bruce Logon

mm | ocati ons DOCS: M ght and Magi ¢ Locations

mm short DOCS: M ght and Magic by The Talisman and M nd Mechani c (Novenber 19, 1986)
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mm spel |'s DOCS: M ght and Magic Spells by Mnd Mechanic

mmm DOCS: Mega Mac Munch by Two Meg (1991)

nmodenbuf fer DOCS: MbdenBuffer by Jay Krell (1991)

nmodzap DOCS: MoDZap v00. 4la (1992)

nont ezuna. rveng DOCS: Mont ezuma' s Revenge by The Quzi modo

norei nfo DOCS: Mrelnfo by Bull Tudor, Version 1.2 (June 1992)

noriarty DOCS: Moriarty by Bets C

nousel i nk DOCS:  MouseLl NK Version 2.0 fx (January 7, 1988)

nmouset al kK DOCS:  Mouset al k

novi e DOCS: Movie Viewer v0.5 Beta

novi e. maker DOCS: Movi e Maker (The Di sk Jocket and The Connecti on)

novi e. maker 2 DOCS: Movi e Maker 2 by The D sk Jockey

m.fixit DOCS: M. Fixit by Bets C

nr.robot DOCS; M Robot and his Robot Factory by The Centaur

neuro DOCS: Neuromancer Quick Reference

neuro. cj . hints DOCS: Neur onmancer

neur o. code DOCS: Neuromancer Code Wieel

nl.tenplate DOCS: Tenpl ates v1.0 by Josef W Wanker!| (January 23, 1991)

nl.wit. rmdul;es DOCS: Witing Nifty List 3.4p Mdules by David A Lyons (CQctober 17,
1991

no.atlantic.1 DOCS: North Atlantic 1986 by The Qutpost

no.atlantic.2 DOCS: North Atlantic 1986

nt.v1l. 00 DOCS: Noi se Tracker GS v1.0 by FTA

nt.vanp. his DOCS: Noi setracker GS v1.0 by The New |.G.A Teamltaly 1991 & FTA ' FEU

nupak DOCS: NuPak 11gs Version 2.0 [ February 25, 1990 ]

odommda DOCS: Cdoneter Muse v2.0 by Paul Meyers (June 12, 1992)

ogre.ref DOCS: Qgre Player Reference Card, by The Doc

ogre.strategy.1 DOCS: Qgre: Stragegy and Notes

ogre.strategy.2 DOCS: Ogre Strategy and Notes Part Two

ogre.strategy.3 DOCS: (Qgre Strategy and Notes Part Three

ogrel DOCS: Ogre by Digital Mnk

ogre2 DOCS: Qgre, by Digital Monk Part |1

ogre3 DOCS: Ogre Docs Part 11 by Digital Mnk

ogre5 DOCS: QOgre Docs Part 111 by Dgital Mnk

oll.s.well DOCS: OGl's Wll by The Man in Black and The Penguin

one. on. one DOCS: One on One by Thomas Col lins

00. topos DOCS: Conpl ete OO TOPCS Docs witten by Juan Matus & Kni ght Witer

00. t opos. checkl DOCS: Qo- Topos I nventory Presented by BETS C

oo.world.pws DOCS: Qut of This Wrld GS Level Codes by The Magnet

out post DOCS: Qut post

oversanpl er DOCS: Oversanpler v1.0 (April, 23. 1992)

pai nt. box DOCS: Pai nt Box Docunentation

passw d. penetra DOCS: The Password Penetrator by Automan

pbi . fix DOCS: Running Monte Carlo (and other software fromPBl) froma hard disk

pcphack DOCS: PCP Hacker by The Phant om Hacker

pdedit DOCS: PD-Edit Users Quide by Rosenary Robertson-Smth

pegasus DOCS: PHM Pegasus Docs By The Dostributor & Chief Justice

pengo DOCS: Pengo by Bob and Bets C

pensate DOCS: Pensate by Bets C.

pent apus DOCS: Pent apus

phant asi e. chart DOCS: Charts for playing Phantasie by SSI by 53 and El ectric
Br ai nst orm

phant om access1l DOCS: Phantom Access 5.7K by Lord Digital ( April 4th, 1987)

phant om access2 DOCS: Phantom Access 5. 7K by Lord Digital Part |1l

pi pedr eam DCI:)S: Lucasfil m Ganes' Pipe Dreans by Joe Hack & The Mercenary (Cctober 02,
1990

pirate. page. pro DOCS: Pirate Page Producer bl.0 by Captain kidd
pirates DOCS: Sid Meier's Pirates

pitfall.ii DOCS: Pitfall 1l: Lost Caverns by The Wip

pl e DOCS: PLE Docunents by Judi e Mac

pl under DOCS: Pl under! By Ken Franklin

pool . 1 DOCS: Pool of Radi ance

pool . 2 DOCS: Pool s of Radi ance

pool . 3 DOCS: Pool s of Radi ance (Adventurer's Journal)

pool . 4 DOCS: Pool s of Radi ance (Journal Entries)

pool .5 DOCS: Pool s of Radiance (Still nore Journal Entries)
pool . hints DOCS: Pool of Radiance Stuff fromthe O uebook

pool . gstart DOCS: Pool of Radiance Quick Start by Llord Slasher
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pool .ref.list DOCS: Pool of Radiance Reference by Llord Sl asher

pool . wea. | i st DOCS: Pool of Radiance Weapons Li st

postcard DOCS: Postcards by Activision

prefix. prowl er DOCS: The Prefix Prow er by Automan

president. el ect DOCS: President E ect by The Archer

prince. persia DOCS: Prince of Persia by The Ramsacker and Ranpager

print.shop DOCS: Print Shop by Doctor Vax (June 24, 1984)

printrix DOCS: Printrix v1.05 by Scuba and The Kid

printrix.quick DOCS: Printrix Textfile Command Qui ck Reference

printrix.tutor DOCS: Printrix Tutor Il by Bill Fortenberry (August 1987)

proarc DOCS: Proarc Version 1.0 by Freebooter

propann DOCS: Propaganni hil ate

protal k DOCS: ProTALK v2.1 by Parik Rao (July 21, 1988)

psed DOCS: ProTERM Speci al Editor v1.4c by Ron Mercer/The Dungeon Master

pt. networks DOCS: NetWrks v1.0 by Parik Rao (1988)

pt 3. 0. qui ckref DOCS: Proterm 3.0 Quick Reference/ Short CQut Keys by Excalibur 11-20-
91/

publish.it DOCS: The Five Steps to Desktop Publishing with Publish It!
puzzle.tine DOCS: Puzzle Tine

gix.gs DOCS: Qx GS by Taito (February 2, 1990)

questron DOCS: Questron by Apple Jack

questron.ii DOCS: Question by The Psycho

questron.ii.cmd DOCS: Question Il Command Card by Fast Eddie

qui ck.draw. 1 DOCS: Qui ck- Draw Adventure Mapper by Sherl ock Apple

qui ck. draw. 2 DOCS: Qui ck- Draw Adventure Mapper by Sherlock Apple (Part I1)
qui ckl aunch DOCS: Qui ckLaunch by Steve Stepenson and Seven H Ils Software
quit.to.docs DOCS: Qit-To

rails.west DOCS: Rails West! Simulation Gane Short Rules by The Kid
rdf.1985 DOCS: RDF 1985 by Ali Baba and Commander Tosh

rdmgsos DOCS: RAM Di sk Manager v2.2 by jeff Noxon (1991)

rearguard DOCS: Rear Quard

red. october DOCS: The Hunt for Red Cctober, by The Dirbag

rescue. fractlus DOCS: Rescue on Fractal us Manual by Bl ack Cat

rescue. rai ders DOCS: Rescue Raiders by Zolton and M. Buster

ringsi de. seat DOCS: Ringside Seat by The Penguin

robotwar. 1. of . 3 DOCS: Robot war

robotwar. 2. of . 3 DOCS: Robotwar 2

robotwar. 3. of . 3 DOCS: Robotwar 3

run.for.it.map DOCS: Run for It Map by The Peel er

russia.l DOCS: Russia: The Great War in the East 1941-1945

russki . duck DOCS: Russki Duck

rx DOCS: Appl e. Rx

samy. | i ghtfoot DOCS: Sammy Lightfoot by M. Krac Man

sap.v0.5 DOCS: SAP Beta Version 0.5 by Kenrick Mck (July 26, 1991)
sargon.iii DOCS: Sargon |l by Reset Vector

sclu DCCS: Screen Layout Wility

scr. bl ank DOCS: Screen Blanker GS v2.2 by Ron Mercer (aka. The Dungeon Master)
script DOCS: Intele-Term1.2 Script Language Description by Mrgan Davis (1986)
sepi a. i zer DOCS: Sepi a-i zer

seven.city.gold DOCS: Seven Oties of Gold by The Canel Jockey
seven.city.ref DOCS: Seven Gties of Gold Reference Card by The Canel Jockey
shadow. keep. 1 DOCS: Shadow Keep by Friendly Man

shadow. keep. 2 DOCS: Shadow Keep Part Il by Friendly Man

shadow. keep. 3 DOCS: Shadow Keep Part |11 by Friendly Man
shard. sprng. cht DOCS: The Shard of Spring: The ORIA NAL Cheat by Coast to Coast (July
1, 1986)

shiel a DOCS: Shi el a

shk.v3.4 DOCS: shrinkit for the Apple Il by Andy N chol as and Karl Bunker
shogun DCCS: Shogun, by The Crasher and El Gd, as well as Ware Jerk (July 9, 1989)
short.circuit DOCS: Short Qrcuit by The Conpiler

si deways. 1 DOCS: Sideways, by The Penguin and Jay of A P.P.L.E

silent DOCS: Silent Service by D sk Doctor

sinbad DOCS: Sinbad and the Throne of the Fal con by Exocet of FactUS
skate.die DOCS: Skate or Die

skyfox DOCS: Skyfox by The Tine Lord

skyfox.charts.1 DOCS: Skyfox Charts by The Wvern

skyfox. charts. 2 DOCS: Skyfox Charts Expl ai ned by The Wvern

skyfox. hints.1 DOCS: Skyfox H nt Book by The Wvern
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skyfox. hints.2 DOCS: Skyfox H nt Booklet #2 by The Wvern ultima.iii DOCS: Utima |1l Docunmentation by Dr. Wo
smartboot DOCS: Smartboot by Steven Weyhrich ultima.iii.1 DOCS: Utima |1l SuperDoc
snake. byte DOCS: Snake Byte ultinma.iii.2 DOCS: Utima |11 Super Doc (Part 11)
snoopy2r escue DOCS: Snoopy to the Rescue by Apple Mafia ultima.v.2 DOCS: Utima V Quick Dox and Reference
snowt erm DOCS: Snow Term by John F. Snow ultima.v.lters DOCS: Britannian Witing Key by Snipper
solo.flight DOCS: Solo Flight by The Winbat, The Conif, Dr. Mcro ultinma. v.maps DOCS: Utima V Maps
sourceror.siva DOCS: Sorcerer of Siva ultima.v.qgref DOCS: Utima V Quick Reference by Chief Justice March 15, 1988
space. ace DOCS: Space Ace by East Coast Connection (Cctober 2, 1990) ulyssis DOCS: Uysses and the Col den Fl eece by Bshal the Wse and M chael Decaye
space. ace. sol ve DOCS: Space Ace by Lupus (Slightly Mdified Version) unify DOCS: Unify - A Unidisk ChecksumWility version 1.1 by The Screarer (June 1,
space.rg DOCS: Space Rogue by Kid Slick 1987)
space.rg. hel p DOCS: Space Rouge Hel p by The WseQuy uni verse. 1 DOCS: Uni verse Docurention Part 1A by The Camel Jockey
space. shuttle. 0 DOCS: Space Shuttle: A Voyage |nto Space uni verse. 2 DOCS: Uni verse Docurention Part 1B by The Di sk Jockey
space. shuttle.1 DOCS: For Space Shuttle by Disk Jockey uni verse. 3 DOCS: Uni verse Docurention Part 1C by The Di sk Jockey
space. shuttle.2 DOCS: Space Shuttle (Part 11) uni verse. 4 DOCS: Uni verse Docurention Part 2 by The D sk Jockey
space. vi ki ngs DOCS: Space Vi ki ngs uni verse. 5 DOCS: Uni verse Docurention Part 3A by The D sk Jockey
spar e. change DOCS: Spare Change uni verse.ii.1l DOCS: Universe Il Docunentation by Dr. Fix
speedwaycl assi ¢ DOCS: Speedway d assic uni verse.ii.2 DOCS: Universe Il Docs Part |1l
spel | pruf DOCS: Spel | pruf by Mark Murphy vi et.cong DOCS: The Viet Cong
spitfire.simila DOCS: Spitfire Sinulator vi p. prof essi ona DOCS: VI P Prof essi onal keyboard
spool er DOCS: Print Spooler O assic Desk Accessory by Bill Tudor (1990) visical c DOCS: Visicalc Command Chart by N ght Hawk
spy. hunter DOCS: Spy Hunter, by The M nutenman wapabbs DOCS: WAPABBS (Assenbly Tracer)
spy.vs.spy.2 DOCS: Spy vs. Spy by The Blind Thief war.in.russia DOCS: War in Russia, by Dos Toyevski and Pal antir Conputing
ss.songwiting DOCS: Howin the world do | wite a song in Soundsm th?!? warriors.rasii DOCS: Warriors of RAS Volume Il by KAV
ssmth.ref DOCS: SoundSmth Reference wast el and DOCS: Wastel and by Bl ue Adept and The O ackforce
standi ng. stones DOCS: The Standing Stones by The Penguin wime. hints DOCS: War in Mddle Earth
star. | eague. bb DOCS: Ganestar Stadi um by Random Access winme.ref DOCS: War in Mddle Earth, by MNorgoth
star.maze DOCS: Star Maz w ndwal ker DOCS: W ndwal ker 2e, Tal es of Mebius, by The Neuronancer of O ub 96
star.thief DOCS: Star Thief wi ndwal ker.ref DOCS: Wndwal ker 2e Apple Il Quick Reference by Neuromancer
star.warrior DOCS: Star Warrior wi ngs. of . fury DOCS: Wngs of Fury, by Sir Beebl ebrox
stevie.doc DOCS: Sinply Try this Editor for VI Enthusiasts by Tony Andrews And G R wi ngs.read DOCS: Salvation Wngs Late News and User's Quide Update (Decenber 1, 1990)
(Fred) walter wiz.3.nonst.1 DOCS: Wzardry Il Monster Descriptions
t. beagl e. bag DOCS: Beagl e Bag | nstructions Wi z.3.nonst.2 DOCS: Wzardry Il Monsters
tasc.1l DOCS: TASC by Judi e Mac w zardry. editor DOCS: Wzardry Scenario Editor by The Big M (April 12, 1981)
tasc.2 DOCS: TASC Part |1 by Judie Mac w zardry.i.rule DOCS: Wzardry Docunentation Part 1 fromSir Tech Software by Sone
tele.porter DOCS: Tel eporter by The Nut and Preston Junior G her Quy
tel engard. cmds DOCS: Tel engard Conmand Key by The Wvern wizardry.i.spel DOCS: Wzardry Part |I, Spells, by Some Qi her Quy
tenpl e. apshai DOCS: Tenpl e of Apshai Wi ziprint DOCS: Wziprint by The Pengw n
testdrive DOCS: Test Drive by The Di sk Raper woggl e DOCS: Wiggl e 0.9b fromWIIiam Qul stad
tex DOCS: TEX - Text File Wility by Floyd Zi nk, Jr. (1988) wol fenstein.map DOCS: Castle Wl fenstein Il Mps
the. ot her.side DOCS: The Gther Side by Man o War word. fair DOCS: Wrd Fair fromCarl Steadnan
the. quest DOCS: The Quest wor | d. ganes DOCS: Epyx Wrld Ganes, by Mcro Mack
the. snapper DOCS: The Snapper by Bets C worl d.gs DOCS: Wrld Games, by H gh Vol tage
third.itgs DOCS. The Third Courier |lgs by The Mechanic and Senkrad world.iie DOCS: Epyx Wrld Ganes, by Mcro Mack and Dr. Phreak
third.iigs.ref DOCS: The Third Courier by The Mechanic world.tour.d DOCS: Wrld Tour Golf by Beta
threshol d DOCS: Threshol d wr at h. denet her1 DOCS: Wath of Denet henor
t hunder bonbs DOCS: Thunder bonbs wrath. denether2 DOCS: Hnts for the Wath of Denethenor by the Nudge
tic DOCS: Talk is Cheap by Donald E ton (1987) X.junp DOCS: X Junp, by M. Mayhem
tie DOCS: The Icon Editor (TIE) by ACE Software (February 12, 1988) X. ndm;end doc DOCS: X. MDVBEND by Eugene Skonicki (Hernes) Version 1.0
time. mast.v2. 1 DOCS: TineMaster |1gs v2.1 (13 August 1992) x. mdmsend. s DOCS: X. Cormand by Hernmes Decenber 23, 1992
time.tunnels DOCS: Tine Tunnels by The Intern and The Chief Surgeon of Bl ack Bag xenoci de DOCS: Xenoci de 65 by Hel | razer
to.ultramacro DOCS: Timeout U traMacros by Beagle Brothers xyphus DOCS: Xyphus, by Chief Surgeon and The Penguin (August 3, 1984)
tomahwk. gs DOCS: Tomahawk GS Docunentation (May 30, 1988) by The Term nator xyphus. 1a DOCS: Xyphus, by The Penguin
top.fuel DOCS: Top Fuel Elimnator by TomE Hawk xyphus. 1b DOCS: Xyphus Part 2, by The Penguin
tracer.sanction DOCS: The Tracer Sanction by The d one kids xyphus. 2 DOCS: Xyphus Spel | casting and Magi ¢ by The Penguin
track. n. pack DOCS: Track/N Pack Pro 1.0 by Sergeant Busbee of |PG and The Bunny yankit DOCS: Yanklt v1.2 (1992)
Sl ayer ynodem DOCS:  XMODEM YMODEM Pr ot ocol  Ref er ence
triad DOCS: Triad z9200hst DOCS: 19200HST: Locks your Apple Serial Port at 19200 baud
trinity DOCS: Infocomis Trinity by The Shei k (1986) zapcode DCOCS: Zapcode, Professional Printer Control v3.2, My 18, 1990
triple.dunp DOCS: Triple Dunp by The Masochist of Hres Hjackers zi ppy. zonbi DOCS: Zi ppy Zonbi, by John Ronero
tubeway.trick DOCS: Tubeway Trick znodem DOCS:  ZMCDEM Prot ocol Ref erence, by Chuck Forsberg
tunnel scheat.2 DOCS: Tunnel s of Armageddon Cheat Nunber Two by Dr. Mcrochip zonkers DOCS: Zonkers, by J.D. Hol deman
turbo DOCS: Turbo Run, by The Gane Master and Wl do zoom gr aphi cs DOCS: Zoom @ afi x

twerps DOCS: Twer ps

u. boat . conmand DCCS: U Boat Conmand

ukrul | . prayers DOCS: The Covert Society by Gator

ultima.i.part.1 DOCS: Utima | (The New Version) by Hobi n Rood
ultima.i.part.2 DOCS: Utima | (The New Version) by Hobin Rood (Part I1)
ultima.ii DOCS: Command List for Utim |1
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DOCUMENT . f oot er

DOCUMENT . header

</ BODY>
</ HTM_>

<HTM.>

<TITLESTEXTF I L E S</TITLE>

<BCDY BGOOLOR="#000000" TEXT="#00FF00" LI NK="#00FF00" ALI NK="#00FF00"
VLI NK="#00FFO00" >

<HI>Appl e Il: Soft Docunentation</H1>
<P>
As a large anount of prograns were illegally copied on the Apple (a situation

that was conmon on pretty nuch every Mcroconputer platforn), it becane
necessary for users to share the docunmentation fromthe original package so
that the disks were useabl e.

<P>

A smal | nunber of these "Soft Dox" are also for pirating progranms thenselves,
whi ch supplied their own docunentation, often with a very entertaining bent
inthe witing.

<p>

<TABLE W DTH=100%

<TD BGOOLOR=#00FF00><FONT OOLOR=#000000><B>Fi | ename</ B><BR></ FONT>

<TD BGCOLOR=#00DD00><FONT COLOR=#000000><B>Si ze</ B><BR></ FONT>

<TD BGOOLOR=#00AA00><FONT COLCR=#000000><B>Descri ption of the Textfil e</ B><BR></ TR>
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DOCUMENT . nusi ngs

t.beagl e. bag DOCS: Beagl e Bag I nstructions

tasc.1 DOCS: TASC by Judi e Mac

tasc.2 DOCS: TASC Part |1 by Judie Mac

tele.porter DOCS: Tel eporter by The Nut and Preston Junior

tel engard. cmds DOCS: Tel engard Command Key by The Wvern

tenpl e. apshai DOCS: Tenpl e of Apshai

testdrive DOCS: Test Drive by The D sk Raper

tex DOCSI TEX - Text File Wility by Floyd Zink, Jr. (1988)

the. ot her.side DOCS: The Qther Side by Man o War

the. quest DOCS: The Quest

the. snapper DOCS: The Snapper by Bets C.

third.itgs DOCS: The Third Courier 1l1gs by The Mechani ¢ and Senkrad
third.iigs.ref DOCS: The Third Courier by The Mechanic

threshol d DOCS: Threshol d

t hunder bonbs DOCS:  Thunder bonbs

tic DOCS: Talk is Cheap by Donald El ton (1987)

tie DOCS: The Icon Editor (TIE) by ACE Software (February 12, 1988)

time. mast.v2. 1 DOCS: TineMaster I1gs v2.1 (13 August 1992)

time.tunnels DOCS: Tine Tunnels by The Intern and The Chief Surgeon of Bl ack Bag
to.ul tramacro DOCS: Tinmeout U traMacros by Beagl e Brothers

t omahwk. gs DOCS: Tonmhawk GS Docunentation (May 30, 1988) by The Term nator
top.fuel DOCSL Top Fuel Eliminator by TomE. Hawk

tracer.sanction DOCS: The Tracer Sanction by The O one kids

track. n. pack DOCSK Track/ N Pack Pro 1.0 by Sergeant Busbee of |PG and The Bunny
Sl ayer

transl yvani a Solution to Transyl vani a by The Enchant or

triad DOCS: Triad

trinity DOCS: Infocomis Trinity by The Shei k (1986)

triple.dunp DOCS: Triple Dunp by The Masochist of Hres H jackers
tubeway.trick DOCS: Tubeway Trick

tunnel scheat.2 DOCS: Tunnel s of Armageddon Cheat Nunber Two by Dr. Mcrochip
turbo DOCS: Turbo Run, by The Gane Master and Wl do

twerps DOCS: Twer ps

u. boat . command DOCS: U-Boat Conmand

ukrull. prayers DOCS: The Covert Society by Gator

ultima.i.part.1 DOCS: Utima | (The New Version) by Hobin Rood
ultima.i.part.2 DOCS: Utima | (The New Version) by Hobin Rood (Part I1)
ultima.ii DOCS: Command List for Utina Il

ultima.iii DOCS: Utima |1l Docunentation by Dr. Wo

ultima.iii.1 DOCS: Utima Il SuperDoc

ultima.iii.2 DOCS: Utima Il Super Doc (Part 11)

ultima.v.2 DOCS: Utima V Quick Dox and Reference

ultima.v.lters DOCS: Britannian Witing Key by Snipper

ul tima. v. maps DOCS: U tima V Maps

ultima.v.gref DOCS: Utima V Quick Reference by Chief Justice March 15, 1988

ulyssis DOCS: U ysses and the Col den Fl eece by Bsbal the Wse and M chael Decaye

unify DOCS: Unify - A Unidisk ChecksumWility version 1.1 by The Screaner (June 1,

1987)

uni verse. 1 DOCS: Uni verse Docunention Part 1A by The Camel Jockey
uni verse. 2 DOCS: Uni verse Docunention Part 1B by The Di sk Jockey
uni verse. 3 DOCS: Uni verse Docunention Part 1C by The Di sk Jockey
uni verse. 4 DOCS: Uni verse Docunention Part 2 by The Di sk Jockey
uni verse. 5 DOCS: Universe Documention Part 3A by The Disk Jockey
universe.ii.1l DOCS: Universe || Docunentation by Dr. Fix
universe.ii.2 DOCS: Universe || Docs Part Il

usr.16.8k The Info File on the USR Robotics 16.8k Mdel

vi et.cong DOCS: The Viet Cong

vi ki ng. quest Wl kt hrough for Vi king Quest by The Wvern

vi p. prof essi ona DOCS: VI P Prof essi onal keyboard

visical c DOCS: Visicalc Command Chart by N ght Hawk

vt 100 DEC VT-100 Conpati bl e Cursor Conmand Sequences
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BROUGHT TO YQU BY :

THE STCRK

WTH HELP FROM . . ..

ERNST ROHM & THE PROTECTCRATE CF BOHEM A
AAARGH  DOCUMENTATI O\

The nonsters are on the | oose, heading out of their caves in the badlands and into
the cities. They are coning to cause chaos, weck havoc and inflict terrible
destruction, as they search for the Roc's eggs.

The giant horned ogre and the hideous lizard are out to seek revenge on the hunmans
who have for so long driven themback into the highlands.

CRUSH NMAIM DESTROY!

Pul verize towns to find Roc's eggs, take them back to your cave, then providing that
you can beat off the challenge fromthe other nonsters and collect a hoard of five
eggs, you will head off to the volcano and find the gol den egg to wi n the gane.

OGRE

Born in a danp cave in the north of the island, you have always had a hard life.
When you were just a little ogre none of the other nonster children would play wth
you, and now if you go into town, all the humans screamand fire cannon at you. It
coul d have something to do with the fact that you are twenty feet tall, with 2 horns
in the mddl e of your forehead. Alternatively,

it could be your halitosis, which is so bad it sets things on fire. O even the fact
that you can knock down stone wall with your fists. Anyway, nowit is your turn to
get your revenge, you are going to claimthe gol den egg.

LI ZARD

So what do you do if you happen to be an eighteen foot tall green scaly lizard, with
a spiked tail and a penchant for young | adies, preferably flane grilled in your own
breath? Wll, you set up home in the nountains and start work on your first hoard
and try and terrorize the nei ghborhood. So when you learn that that infuriating ogre
is after the golden egg that Ilies under the vol cano, there is nothing to do but to
head into town and try and get there first.

THE | SLAND

Darance is a quiet, peaceful island, where the humans go about their daily business
with a smle on their face and a song in their heart, ah! They are totally unaware
that they are about to receive a visit fromtwo of the nost terrible and ferocious
nonsters ever to see the light of day.

THE A TIES

Awai ting your destruction there are ten cities. These include a primtive village of
straw huts, a wild west fort, a Chinese pagoda, an Indian tenple, and nmany others
before your final goal of the fanous vol cano.

GAME PLAY

In each city you need to destroy the buildings until you find the Roc's egg. There
is an egg hidden in nost but not all of the cities. You will need to punch the
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bui I dings to denolish them or flane themto set themon fire, while fighting off the
other creatures on the screen. Watch out for the hornets that fly across the screen
and sting you. Be wary of the weapons the humans try to bring to bear. You will
need to destroy these before they destroy you.

FOOD

You can eat the junk food and the people. These increase your health, thus enabling
you to continue your destruction for |onger.

FI RE POAER

Eat the lightning to revitalize your fire power.

HEALTH

Every tinme you are hit your health decreases. Your health is represented by the word
"Aaargh," by your character at the top of the screen. Wien the word is conpletely
formed, you will die a very bl oody death.

COWPLETI NG A LEVEL

Wen you hve captured the egg you will take this back to your treasure cave.
Unfotunately, life is never easy and you will need to fight to keep your treasure.

You have a |imted amount of time to find the egg. After a certain period, the
natives will have had time to hide the egg fromyou, and you will have to go on to
anot her scene.

Wien you have succeeded in gathering a hoard of five eggs, you can go to the vol cano
and try to capture the big one, the final Roc's egg, a golden egg to surpass all

ot hers.

CONTRCLS

Ei ther joystick or keyboard.

Joystick
Use the stick to nove left, right, up, down, or diagonally.

To flane, first face the direction you want to flame. Then press the appropriate
joystick button.

To punch, first face the direction you want to punch. Then press the appropriate
joystick button to punch straight out, or press the joystick button while pushing the
stick up or down to punch up, punch down, or to pick up people or other nourishnent.
KEYBQOARD

Use the nunber keypad to nove left, right, up, down, or diagonally. Press 5 to stop.

To flane, first face the direction you want to flame. Then press the spacebar to
flane.

To punch, first face the direction you want to punch. Then press the Shift key to
punch straight out, or press shift and the directional key to punch up, punch down,
or to pick up people or other nourishnent.

OTHER CONTROLS

ESC - Pause

S - Sound of f/on

Q- Quit

R - Restart
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I NFORVATI ON ON TH S ABBS

TO TEMPCRARI LY STCP TH S (OR ANY OTHER
LISTING, TYPE CTRL-S. TYPE ANY OTHER
CHARACTER TO RESUME. TO GO BACK TO
THE COMWAND PROWPT, TYPE CTRL-C COR
CTRL-K

TH' S ABBS ALLOAS YQU TO ENTER AND
RETRI EVE MESSACES, FIND QUT | NFORVA-
TION BY LI STING FI LES, AND SEND AND
RECEl VE PROGRAMS TO AND FRCM THE ABBS.

THE ABBS USES YOUR WA. P. NUMBER
(WAPXXX OR WPXXXX) TO KEEP TRACK CF
SENDERS AND RECI PI ENTS COF MESSAGES.
MESSAGES ARE REFERENCED BY AN ARBI -
TRARY NUMBER (1-138) BUT YOQU CAN USE
THE S (SUMWARY) AND L (LIST MLTIPLE
MESSAGES) COMWANDS TO REVI EW THEM | N
CHRONOLOG CAL CRDER WTH N A SPEC FI ED
NUMBER COF DAYS.

MESSAGES:

ENTER NG A MESSAGE:

YOU WLL BE ASKED TO G VE THE WAP
NUMBER OF THE PERSON TO WHOM THE MES-
SAGE |'S I|NTENDED, FCR MESSAGES TO
EVERYONE, USE "ALL". YQU THEN ENTER
A 20- CHARACTER SUMMARY OF THE SUBJECT
OF THE MESSAGE. YOU CAN THEN ENTER UP
TO 10 LINES OF UP TO 39 CHARACTERS
EACH YQU CAN FIND A PERSON S VAP
NUVBER WTH THE "W (WHO COWAND. | F
SOVEONE HAS SENT A YOU A MESSAGE,
THEI R NUVBER WLL BE | N THE MESSAGE
HEADER (" FROM WAPXXX'). THE ABBS
WLL KEEP YOUR LI NES TO LESS THAN 40
CHARACTERS.  USE BACKSPACE (LEFT-
ARROW, Rl GHT- ARROW (CTRL-U) AND
CTRL- X AS YOU NCRVALLY DO YOUR MES-
SAGE CAN ONLY BE 10 LINES LONG |F
YOU DON' T NEED 10 LI NES, JUST ENTER A
RETURN WHEN YOU ARE THROUGH THEN THE
ABBS WLL ASK | F YOU WANT TO EDI T THE
MESSAGE CR SAVE IT AS IS. | F YOU DO
NOT SAVE IT, YOU CAN USE THE EDI T COM
MANDS ( SEE A’ BELON TO MAKE CHANGES.
TO EXI T MESSAGE ENTRY, USE " CANCEL".

RETR EVI NG A MESSAGE

THERE ARE THREE WAYS TO RETR EVE
MESSAGES: “L" WLL LIST ALL MESSAGES
WTH N A SPECI FI ED NOMBER CF DAYS, EN-
TER NG JUST A MESSAGE NUMBER WLL RE-
TR EVE THAT MESSAGE,

AFTER YOU HAVE READ A MESSAGE
SENT ONLY TO YOU, YOU WLL BE ASKED
WHETHER YOU WANT TO DELETE THE MES-
SAGE. UNLESS YQU MUST KEEP | T ON THE
SYSTEM FCR SOVE REASON, PLEASE DELETE
IT TO FREE UP THE SPACE FCR ANOTHER
MESSAGE. ALSO DELETING | T WLL TELL
THE SENDER THAT YOU HAVE READ THE MES-
SAGE. ONLY THE YQU, THE SENDER AND
THE SYSCP CAN DELETE A MESSAGE TO YQU
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AND | ONLY DO SO AFTER | T HAS BEEN ON
THE SYSTEM FCR MORE THAN A MONTH.
MESSAGE SUWARI ES:
SUMWARI ES CAN BE CBTAI NED W TH
El THER THE "Q" COWAND CR THE "S' COM
IVAND.

THE "Q COWAND WLL G VE YQU THE
MESSAGE NUMBERS CF MESSAGES SENT TO
YQU, TO ALL, AND FROM YOQU. WHEN YQU
SIGN O\, THE ABBS ALSO LI STS THE
NUMBERS OF MESSAGES SENT TO YQU.

THE "S' COWAND ASKS YQU HOW FAR
BACK YQU W SH TO SEARCH, AND WHETHER
YOQU WSH TO FLAG MESSAGES FOR LATER
READING I N FULL. THE SUMMVARY WLL
LI ST THE SENDER, THE RECI PI ENT, THE
DATE THE MESSAGE WAS SENT, AND THE
SUBJECT OF THE MESSAGE.

DELETI NG A MESSACE:

THE "D' COWAND WLL LI ST THE
SUMWARY OF THE MESSAGE AND ASK YQU
IF YOU WANT TO DELETE IT. ONLY THE
SENDER, THE RECI PIENT (I F NOT TO ALL)
AND THE SYSCP CAN DELETE MESSAGES. SO
THAT EVERYONE CAN USE THE ABBS, PLEASE
DELETE YOUR QLD MESSAGES!!

AMVENDI NG A MESSAGE:

THE "A" COWAND AND THE EDIT OP-
TION OF THE "E' COWAND ALLON YQU TO
CHANGE THE RECI PI ENT, SUMVARY CR TEXT
COF A MESSAGE. | F THE MESSAGE HAS
FEWER THAN 10 LINES, YQU MAY ADD A
LINE. YQU CAN T DELETE A LINE, BUT
REPLACCNG IT WTH 1 OR 2 SPACES WLL
HAVE THE SAME EFFECT.

| NFCRVATI ONAL PRI NTQUTS:

THE "H' COWAND G VES A SHORT
DESCRI PTI ON OF ALL AVAI LABLE COMVANDS
AND CONTROL CHARACTERS. NEW USERS NAY
WANT TO MAKE A PRINTQUT CF TH S LI ST
FOR HANDY REFERENCE. (I F YOUR PRI NTER
I'S TOO SLON SEE THE "N' COMVAND,
EXPLAI NED BELOW )

THE "?" COWAND LI STS O\LY THE
LETTERS CF ALLONED COMWWANDS, AND | S
FCR QU CK REFERENCE.

THE "B" COWAND LI STS OTHER COM
PUTER BULLETI N BOARD SYSTEMS. | F YQU
KNOW CF ANY CHANGES THAT SHOULD BE
MADE -- AND CHANGES OCCUR FREQUENTLY
AS SYSTEMS START UP OR SHUT DOM - -
PLEASE LEAVE THE SYSCP A MESSAGE.

THE "P* COWAND WLL PR NT QUT
THE BULLETIN THAT YOQU WERE G VEN THE
CPTI ON OF SEEI NG WHEN YQU SI GNED ON
I T ALSO PRINTS QUT THE LI ST OF MES-
SAGES FCR YQU.

THE "M COWAND LI STS THE MEETI NG
DATES, TIMES AND LOCATIONS OF ALL
MEETI NGS OF WASH NGTON APPLE Pl AND
THE NORTHERN VI RA NI A APPLE USERS
GROUP, NOVAPPLE. ALSO LISTED IS IN
FCRVATI ON ON MEETINGS CF WA P.' S
SPECI AL | NTEREST GROUPS, KNOWN BY THE
ABBREVI ATION "SI G', AND TUTCRI ALS,
CLASSES ON SPECI AL SUBJECTS FOR WAP
MEMBERS.
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THE "$" COWWAND LI STS THE CURRENT
| TEMS AND PRI CES OF | TEMS OFFERED FOR
SALE THROUGH THE CLUB STCRE. THESE
PRI CES ARE NOT CFFICAL, AS THS IS
NOT A COMMERCI AL BULLETI N BOARD.
POTENTI AL CUSTOVERS SHOULD CALL THE
CLUB STORE FOR FURTHER, DEFIN TIVE
| NFCRVATI O\

THE "O'" COMWAND | S A USERS CPI N
ION POLL. TH S IS AN | MPCRTANT FEED-
BACK DEVI CE FOR THE SYSCP AND FOR THE
CLUB. QUESTI ONS ARE CHANGED WEEKLY.
PLEASE G VE EVERYONE THE BENEFI T OF
YOUR CPI NI ON

THE "1" COMWAND LI STS TH S | NFOR-
MATI ON ABQUT THE ABBS.

HOUSEKEEPI NG COVMANDS:

LI NEFEEDS AND NULLS:

IF AT ANY TIME YOU SEND THE ABBS
A LI NEFEED, THE ABBS WLL BEG N TO
SEND YQU LI NEFEEDS. | F YOUR COMPUTER
SENDS A LI NEFEED AFTER CARR AGE RE-
TURNS, THE FI RST "ENTER A CARR AGE
RETURN' SHOULD ENABLE LI NEFEED | NSER
TION (LI NEFEEDS ARE NEEDED BY CP/ M
SYSTEMS AND SOMVE PRI NTI NG TERM NALS. )
YQU CAN USE THE "N' COMVAND TO TURN
LI NEFEED | NSERTI CN ON OR CFF.

NULLS ARE THE ABBS WAY CF ALLOW
ING YOUR PRI NTER TO KEEP UP W TH THE
ABBS. CRT'S AND SOME PRI NTERS DON T
NEED THEM | F YOU DO NEED THEM THE
"N' COMMAND WLL TELL YOU THE CURRENT
DELAY AFTER CARRI AGE RETURNS, VW CH
CAN BE 0-2.55 SECONDS, AND SPEED. BE-
CAUSE NORMAL TRANSM SSI ON | S ONLY AT
30 CHARACTERS/ SECOND, ONLY SPEEDS OF
100 CR LESS HAVE ANY EFFECT. " SPEED="
I'S IN EFFECT AT ALL TI NES REGARDLESS
OF WHETHER LI NEFEED | NSERTI ON | S ON.
"SPEED=" | S JUST APPLESCFT' S " SPEED="
COMVAND.

KNOW.EDGABLE USER

WHEN YOU KNOW THE WORKI NGS OF THE
ABBS VELL, YQU CAN USE THE "K' COMVAND
TO ELI M NATE SOME OF THE PROMPTS.
TH'S WLL SPEED UP CPERATI ONS SOVE
TO TURN I T OFF, ENTER "K' AGAIN

80- COLUVN MODE:

I F YOU ARE USI NG A PRINTER CR 80-
OCLUW BOARD, YQU CAN CHANGE EVERY
OTHER CARRI AGE RETURN | NTO A SPACE
WTH THE "+' COMVAND. TO TURN I T CFF,
ENTER "+" AGAI N

USERS AND WAP NUMBERS:

THE "W (WHO COWMAND ALLOAS YQU
TO FIND A PERSON S WAP NUMBER | F YQU
KNOW THE FI RST TWD LETTERS COF THE PER-
SON' S LAST NAME, AND TO FIND H'S R
HER NAME | F YOU KNOWH S OR HER WAP
NUVBER

LOMER CASE

USE CTRL-L LIKE A SH FT-LOCK KEY
TO TOGALE CFF CR ON LOWER CASE TRANS-
LATION. | F YOU WANT TO SEE LOMER
CASE, ENTER CTRL-L ANY TIME THE ABBS
EXPECTS | NPUT. ENTERI NG CTRL-L AGAIN
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MAKES ALL LOANER CASE | NTO UPPER CASE.
ONLY THE SUBJECT AND TEXT OF MESSAGES
CAN BE MADE LOMER CASE; EVERYTH NG
ELSE WLL ALWAYS BE UPPER CASE.

CHATTI NG WTH THE SYSCP:

OCCASI ONALLY, | WLL BE ABLE TO
CHAT WTH YQU. TO SEE IF | AM AVAI L-
ABLE, ENTER "C'. |F | AMLISTED AS
"NOT AVAI LABLE', | T DCOES NOT MEAN THAT
I AM NOT PHYSI CALLY HERE, | T MEANS
ONLY THAT | AM OTHERW SE OCCUPI ED W TH
MY MUNDANE EXI STENCE ( EATING SLEEP-
ING DO NG CHORES, ETC.) IF | AM
LI STED AS AVAI LABLE, YQU CAN RI NG ME
CONTI NUE USI NG THE ABBS, AND WHEN |
COME TO THE KEYBOARD, | WLL BREAK IN
FCR A FRIENDLY CHAT ABQUT WHATEVER
I NTERESTS US.

FI LE TRANSFER SYSTENVS:

THE " X' COWAND ENTERS A FI LE
TRANSFER SUBSYSTEM | T HAS A SEP-
ARATE HELP COMVAND.

GENERAL | NFCRVATI ON

TH' S SYSTEM RUNS CN AN APPLE | |
I N APPLESCFT AND ASSEMBLY LANGUAGE
USING A D.C. HAYES M CROMODEM || UNDER
A PROGRAM WRI TTEN BY THOMAS S. WARRI OK
(BASED ON SOME EARLI ER WORK DONE BY
JOHN MOON) FCR WASHI NGTON APPLE PI,
THE WORLD S SECOND LARGEST APPLE COM
PUTER USERS GROUP

YOUR CURRENT SYSCP IS: (I NSERT
YOUR NANE)
THE POLICY OF TH S ABBS PRCH BI TS
COMVERC AL MESSAGES. " COMVERC AL"
MEANS ANY OFFER CR SCLI O TATI ON CF AN
OFFER FOR A PRODUCT CR SERVI CE BY ANY-
O\E | N THE TRADE OR BUSI NESS CF SEL-
LI NG THAT PRODUCT CR SERVI CE.  CASUAL
SALES CF PERSCNAL PRCPERTY ARE PERM T-
TED. THESE RULES SHOULD NOT BE O R
CUWENTED THROUGH THE ACTIVI TY CF
OTHERS.

EXCEPT FOR CONTRCL CHARACTERS G,
H (BACKSPACE), K, L, M(RETLRY), S
AND U (R GHT-ARROW . ALL CONTROL CHAR
ACTERS ARE | GNORED, (TH'S MEANS NO
“BEEPS'.)

| WELOOME ALL YOUR COMVENTS AND
SUGGESTI ONS.  MANY OF THEM WLL BE
ACTED ON AS SOON AS THEY CAN BE | N
CORPCRATED | NTO THE PROGRAM  MANY
OF THE MOST USEFUL FEATURES | N THE
SYSTEM WERE SUGGESTED BY USERS.

ARTI CLES EXPLAI N NG THE ABBS AP-
PEARED | N THE JULY AND AUGUST 1982
| SSUES OF WASH NGTON APPLE PI MAG
AZI NE

ENJOY!

( YOUR NANE)
SYsoP
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DOCUMENT abbs. sysop. i nst

. Cj
SI\(SOD NOTES
-1

Congratul ations! You are now about to beconme a Conputer Bulletin Board System
(CBBS) perator. As System (perator (SYSCP), you will be responsible for naintaining
a useful and informative service for your club, your organization, your friends, or
the general public.

This programis called an Apple Bulletin Board System (ABBS), since it is a CBBS
that runs on an Apple ][. As to hardware, you will need:

An Apple ][+ conputer (or an Apple ][ with Appl esoft on a ROMCARD or on a 16K
Card);

Two standard Appl e (or conpatible) 5 1/4" disk drives running under DCS 3. 3;

A D.C. Hayes Mcromodem || in slot 3 (you may nove it to slot 2 after making
certain changes in the progran;

The two disks containing this file, the WAPABBS program and sanple files ready
for your own adaptation;

A view ng device such as a nmonitor, CRT, or TV set that will allowyou to see
what the ABBS is doing;

A text editor for the addition, deletion and maintenance of the text files that
the ABBS uses. The DCS Tool Kit, sol d by Apple Conputer, is adequate for your needs;
a word processing programthat uses text files will probably al so work. Many Apple
users' groups have excellent text editors in their programlibraries;

A Mountain Hardware CPS Multifunction Card in slot 4 (this is optional -- the
ABBS will work without the clock card, but you nust change the date manual ly);

A printer to print out listings and preserve a record of nessages (this is
optional also). 1In order for the printer to record what the ABBS is doing while in
operation, you nust have a printer that uses an Apple parallel interface card in slot
1oris othervise able to print out a character POKEd to $C090; and

Additionally, you will want to give serious consideration to giving the ABBS its
own private telephone line. No matter what times you tell your users that your

systemis up, they wII call in at all hours of the day or night.
This is not a "turnkey" system In order to run an ABBS effectively, you will
need to know BASI C reasonably well. It would not hurt to know some assenbly

| anguage. You shoul d ei ther know or expect to acquire by experience sone know edge
of nodens. You should have the Apple and Mcronmodem || nmanuals; try also to obtain a
copy of manuals for the Novation Apple Cat Il and the D.C Hayes Smartnodem because
peopl e with these popul ar moderms wi |l probably ask you how to use the ABBS with them
This programis copyright (1982) by Thomas S. Warrick. Sale of these prograns
for any price nore than a noninal anount in excess of the value of the nmedia is
prohi bited without express perm ssion of the copyright holders. (In other words, you
can't sell a copy of anything on these disks for a profit.)

THE FILES ON THESE DI SKS:

The files on these disks are designed to run in specific disk drives. |In drive
1 should be the disk with these files:

WAPABBS -- This is the ABBS program Disk 1 will run this programon boot-up so
that if your systemsuffers a tenporary power outage the systemwill restart itself.
This programw || be described in great detail bel ow

ABBS1. BJO -- This binary file contains the input/output routines and the "&"
routines, which handl e the nessage summary strings. To run the ABBS with your
M cronmodemin slot 2, change one of the first line nunbers in the program s source
code (on disk 2) and re-assenble it. (You will also have to change Iine 10 of
WAPABBS to set SL = 2.

ABBS3. BJO -- This binary file | oads several nachine | anguage routines into page
3. Most inportant is the line input routine, which begins at 768 ($300). The source
file, ABBS3, is on disk 2.

STARTUP -- This text file contains 5 entries: today's date (in a special form
di scussed below in connection with field 3 of the MESSAGES file), the date of the
last bulletin, the password for uploading files to the ABBS, the userid (pronounced
YOU zer - eye- dee this string is used to identify a person, such as WAPOO1l or WP2027)
for a person ot her than the SYSCP who is allowed to change the date, and the userid
for a person other than the SYSOP who is allowed to change the date and to | ook at
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the password file. Note that if you have the CPS card, you will not need to worry
about setting the date (except for the bulletin date). These will be discussed nore
bel ow.

MESSACES -- This is the principal file to which your users will be reading and
witing; thus, it is first on the disk in order to make di sk access as fast as
possi bl e. Understanding the structure of Messages is very inportant to an
under st andi ng of WAPABBS. Messages is a randomaccess text file with a record | ength
of 452 characters. The file is initialized with 138 "EMPTY " records. Wen a
message is in use, it consists of up to 14 fields, each followed by a return:

The userid of the sender (6 characters);

The userid of the recipient (6 characters);

The date of the nessage (13 characters in the form YYMVDD. HHWES, where YY=year,
MVEnont h, DD=day, HH=hour, MVEm nute, SS=second; this is the format for the date that
nust al ways be used in the STARTUP file)

A summary of the nessage (20 characters); and

The text of the nmessage in up to 10 lines of up to 39 characters each. If the
message is less than 10 lines, the last line of text is followed by a null [ine,
i.e., aline with no characters prior to the return that ends the Iine.

USERS -- This text file contains 40-character records with this information:

characters 1-4: The nuneric portion of the userid, in 4-digit form Thus user
1 is "0001"; user 2027 is "2027";

characters 5-8: The password,;

characters 9-23: The user's nane with last nane first;

characters 24-33: The last date the user called in, in the form YYMVDD. HHX
where X is 1/10ths of an hour. This is the maxi mum precision of Applesoft;

characters 34-37: The nunber of times the user has signed on;

character 38: The letter "N'. This character is available for manipul ation;
you may, for exanple, use this character to record whether or not soneone has
answer ed the Qpi ni on question;

character 39: The "!" character. This is used to make a border on printouts of
thg file. It is also available for manipulation by your own revisions of WAPABBS;
an

character 40: A carriage return.

Note that after the return that ends the |ast user record there nust be another
return to signify the end of the file. The text editor you use to add or change
passwords should be able to show you the length of this file. It nmust always be 1
greater than a nunber evenly divisible by 40 (e.g., 41 or 3961) in order for WAPABBS
to work. WAPABBS accesses this file as a randomaccess file in order to check the
passwords of users when they sign on, but as a sequential text file when printing out
a list of passwords in response to a several command.

USERS. GBJ -- This binary file allows the USERS file to contai n non-sequenti al
userid nunbers. Each |ocation contains 255 ($FF) if the user is allowed on the
systemand O if the user is not allowed on the system Thus where the USERS file
begi ns with user nunbers 0001, 0002, 0004, 0006 and 0008, USERS.CBJ woul d begin $FF
$FF $00 $FF $00 $FF $00 $FF. USERS.CBJ is |oaded into menory at $8400 and is $1000
(4096 decimal) bytes long; the first userid, 0001, is stored at $8401 and thus
WAPABBS can have userid nunbers up to 4095. An Applesoft programon disk 2, BULD
USERS. OBJ, allows you to update this file after you change the USERS file.

BULLETIN -- This text file is your way of communicating to all users any new
information about the system yourself, your club, or anything else. Everyone who
signs on will be asked whether they want to read the bulletin before proceedi ng
further. The bulletin is a sequential text file, and -- as with virtually all such
files used by WAPABBS -- the last line entered nust be a null line in order for the
programto work properly. To keep your users' interest, you should change the
bulletin at |east weekly.

BBS -- This sequential text file gives phone nunbers and other information of
other CBBS systens in your area. Asterisks have been added as a border for esthetic
purposes. This file also ends with a null Iline.

MEETINGS -- This sequential text file gives the dates, times and pl aces of
neetings of potential interest to your users. As this file comes to you, it gives
It.he neeting I nformation for Washington Apple Pi. This file also ends with a null
i ne.

CLUB STORE -- This sequential text file provides information about any quasi -
comnmerci al ventures you, your organization, or anybody el se may have. |f you don't
have any such activity, you may want to use this file as a "Shopper's CQuide" to
products, services and stores in your area. This file also ends with a null Iline.

In drive 2 should be the disk with these files:
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I NSTRUCTIONS -- This sequential text file gives instructions in the use of the
ABBS to your new users. You should read these carefully. This file also ends with a
null line. Insert your name in the file where appropriate.

BU LD USERS. GBJ -- This Appl esoft program should be run every tine you add or
delete an entry to or fromthe USERS file. It looks at each record in the file and
builds the USERS. OBJ file according to whether a particular userid is listed in the
USERS file. BU LD USERS. GBJ then runs WAPABBS to restart the system

TO SYSCP -- This sequential text file stores nmessages left to you by up to 9
peopl e who do not have passwords. The first entry in the file is a one-digit nunber
of the nunber of messages in the file. The text of the messages follows. This file
may be retrieved only by you.

UPLQADL -- This sequential text file gives the instructions for uploading and
downl oading files fromthe ABBS. "Upl oadi ng" neans sending files from ot her
conputers to the ABBS;, "downl oadi ng" neans sending files fromthe ABBS to ot her

conput ers.
UPLQAD2 -- This sequential text file contains a list of files available for
uploading. A null line terminates the listing; this is necessary so that uploads

w il adjust this file properly.

CPINON -- This sequential text file has as its first record a question to which
everyone can respond. Answers are stored right after the question. Only you can see
the answers, however. No check is nade to see whet her soneone has answered nore than
once.

REMEMBER || -- This text file is available for downl oading. You should EXEC it
with MN | in effect, and BSAVE it as it says. This is, if | may say, an excellent
termnal programfor the Mcromodem|Il. Non-comercial distributionis permtted,
and this program may not be sold wi thout express perm ssion of Washi ngton Apple Pi.

REM 11 INSTRUCTIONS -- This text file contains the instructions for REMEMBER |1.
You should EXEC it in the same manner to create a file called REMI1.0BJ1, which
REMEMBER || will access when you request instructions in its use.

ABBS1 and ABBS3 are source code for the binary files discussed above.

AN ANALYSI S OF THE PROGRAMS:

l. THE | NPUT/ QUTPUT ROUTI NES

ABBS1. OBJO handles 1/O for WAPABBS. The I/Oroutines are activated by a "CALL
37888" in line 32 of WAPABBS. This routine changes the CSWKSWvectors ($36-%$39) to
the ABBS's |/Oroutines, sets the "& vector ($3F5-$3F7), and junps to the DCS
routine that reconnects DOS' s |/ O hooks.

The Qutput routine, which begins at $9420, first does a test to see if the
character being output is lowercase. |If so, the character is EOR ed agai nst LOCSE.

I f | owercase-to-uppercase conversion is on, LOCSE is set to $20; if off, it is $00.
Fol lowing this, the accumul ator (hereafter referred to as "A'") and the X and Y
registers are saved on the stack.

Next, the keyboard is checked for an interrupt character such as ctrl- Si nce
only the SYSCP can enter a key fromthe ABBS s Apple, this is given prlorlty If a
key was not pressed, the Receiver Register Full bit is checked to see if an interrupt
character has arrived through the nodem |[|f not, the character in the accunulator is
sent out through the nodem the A X and Y registers are restored, and the character
is printed on the ABBS s conputer's nonitor in uppercase form

If a character was entered at the keyboard or fromthe nodem while output was in
process, several tests are made. |f the character was a ctrl-S, the programwaits
for another character to be received or entered before resuning output. Next, CKMASK
is checked to see if a ctrl-Cor ctrl-Kis allowed. If either is allowed (i.e., if
CKMASK = 0) and if the character received is indeed a ctrl-Cor ctrl- the program
clears the stack and junps to Applesoft |ine 2000. |f the character received was
neither a ctrl-Cnor a ctrl- It isignored and the character is sent out anyway.

The input routine, which begins at $9488, first saves the X register, which is
the offset from$200 (the start of the input buffer), into CLL, "Current Line
Length." X is also saved on the stack and tested against LINEMAX. This prevents the
user fromentering a |ine |onger than WAPABBS is expecting. If the line is too |ong,
the user is sent a bell (ctrl-QG.

After saving Y on the stack, WAPABBS checks ACTIVE ($E3). If ACTIVE >= 128, the
ABBS hangs up the phone, clears the stack, and junps to Appl esoft |ine 1000. Next,
the tiner is reset to O unless WAPABBS is awaiting a call (ACTIVE=0). The timer is
di scussed in detail bel ow

If the ABBS is awaiting a call, the standard M cromobdem input routine is used.
This routine returns only when a call is answered. |If carrier is detected -- which
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woul d not be the case if a human had dialled the ABBS by m stake -- ACTIVE is set to
2, the X and Y registers are restored, and the input routine is concluded. |f
carrier is not detected, ACTIVE is unchanged, and the next request for input wll
continue to await a call.

The next sequence of code hangs up the phone, using the M cronmodemroutine at
$CAB5. ACTIVE is reset to 0, LOCSE is set to $20 so that |owercase characters will
be translated to uppercase for the next caller, the stack is cleared, and control
falls into the GOTO routine.

The GOTO routine, at $9400, imrediately outputs a return to clear any active
input lines and outputs a ctrl-D followed by a return to ternmnate any active DOS
comands. The |ine nunber passed to GOTOin the A Y registers is used to set
Appl esoft's TXTPTR vector ($B8-$B9), the stack is cleared, and execution of the
appropriate Appl esoft |ine nunber begins.

The HANG routine, at $94FB, forces the ABBS' s Apple to freeze up if program
execution terninates for any reason. This prevents anyone fromgetting "I nside" your
conputer. You will see a flashing "$33" if this routine has been triggered. Qrl-C
will return you to BASIC

The regul ar input routine resunes at $951B. The tiner is incremented by one.
This timer will automatically hang up the phone if no one has entered a character for
7 mnutes, 8 seconds. This prevents sonmeone fromtying up the ABBS by | eaving their
conput er connected inadvertently.

If bit 6 of ACTIVE is set, the ABBS will ignore the nodem This is so that when
you want to use the ABBS yourself, WAPABBS will not answer the phone. Thus if
ACTI VE=64, no nodem i nput is recognized.

If modeminput is allowed, the nodemis checked to see if the user's noden s
carrier tone has been lost. If it has, WAPABBS hangs up the phone. If not, the
modemis polled for data. |If a character has arrived, the nost significant bit is

set and processing begins. If no data has arrived fromthe nmodem the keyboard is
checked. If a ctrl-A has been pressed by the SYSCP, WAPABBS responds:
M

You may now enter these characters with these results:

ctrl-Z Hangs up on the user

ctrl-B Begi ns Chat node by doing a junp to 4300

ctrl-1 Fl ashes an "I" on the screen, nmeaning that the SYSCP is now "in"

ctrl-0O Fl ashes an "O' on the screen, neaning that the SYSCP is now "out"
ctrl-R Sends a ctrl-R out over the nmodem
ctrl-T Sends a ctrl-T out over the nodem

ctrl-U (right-arrow) Prints the userid of the current user (or the nost recent user
if no oneis on the ABBS at the nonent)

G herwi se, the character is ignored and input resunes. Note that anything sent by
the user during the interval between the ctrl-A and the next character is neither
recei ved nor echoed.

If a character has been received, the ABBS s screen is set to non-flashing,
which is Apple convention to | et you know that a character has been received.

If a rubout has been received (ASC| $7F), the user is sent a bell and the
character is ignored. |If carrier has been |ost, WAPABBS hangs up the phone. If a
parity error, receiver overrun error, or framng error is detected, the character is
ignored. The user will notice that his character was not echoed.

At this point, FLAGS is checked to ensure that D SPO TRAN and KBDE are al ways
set. (See the Mcromodem manual .) Unpl easant results would ensue if one of these
bits was cleared by static electricity or a cosnic ray.

If the character is |owercase and | owercase is not allowed by the ABBS, it is
converted to uppercase. The nost significant bit of a | owercase character nust be
cleared in order to fool the Apple's System Monitor.

Finally, the character that was received is checked to see if it is a control
character. |f not, LINEMAX is checked, and if the character woul d make the |line too
long, the character is ignored with a beep. If line length is acceptable, the X and
Y registers are restored and the character is loaded into the accumul ator, printed
out through $C010, and the input routine is concluded.

If the character is a control character, special handling may be required. A
carriage return is treated nornally. A backspace is ignored with a beep if you
backspace before you have entered anything that coul d be backspaced-over. A
backspace is sent out over the nodem as a backspace, a bl ank space, and anot her
backspace. This erases the character fromthe user's screen, but not fromthe screen
of the ABBS.

Actrl-U (the right-arrow) picks up the current character fromthe ABBS s screen
and treats that as the input character. This allows users to retrieve previously-
erased characters.
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The ABBS next checks to see if a ctrl-Cor actrl-Kis permtted. If so, and if
the character is a ctrl-Cor a ctrl-K it is treated in the same manner as ctrl-C or
ctrl-K were by the output routine.

A linefeed (ctrl-J) turns on LFl (see the M cronmodem manual ) which will send
linefeeds after each carriage return. This affects nodem output, not screen output.

A ctrl-X acts exactly as ctrl-X does on regular Apple input: it cancels the
input line and asks for another one. X and CLL are returned to the left margin,
i.e., zero.

CGrl-L toggl es LOCSE, which allows |owercase input. Crl-L has the function of
a shift-1ock key.

The short routines that follow handl e the ignore-this-character routine and the
cursor.

The next group of routines handl e the anpersand ("&'). These routines
mani pul ate the nessage summary strings, which begin at $6B00. These strings woul d
require nore than 1K of overhead if handl ed as traditional Applesoft strings.
1. Assign a string to the nessage sumary array:
& A J, K A$
where A neans "assign", J is the nessage nunber, K is which part of the nmessage
sumrmary the string i's to be stored (0=the user the nmessage is from 1=the user the
nessage is to, 2=the date, and 3=the summary of the text of the message), and A$ is
the string to nove into the nessage sunmary array.
2. Print a string:
& P J, K
where P neans "print", and J and K have the sane neani ng as above.
3. Assign one of the elenents of the array to B$:
& B J, K
where B neans "LET B$ = ", and J and K have the same neaning as in string assignnent.
Note that only the variable B$ can be used in this manner. Furthernore, B$ nust
al ready have been set equal to sonething by an earlier programline or direct command
such as: B$ = "HELLO'
4. Test an elenment of the nessage summary array:
& T J,KAS L
where T neans "test", J and K have their usual neaning, A$ refers to the string being
tested agai nst the nessage summary item and L is the variable used to store the
result. The result will be:
1 if nmessage summary item > A$
0 if nmessage summary item = A$
-1 if message summary item < A$

I'l.  THE PACE 3 ROUTI NES
ABBS3. OBJO has three routines. The first, called INLIN, is a revision of the
wel | -known "I nput Anything" routine. This nodification, however, uses this syntax:
CALL INLIN[,X]
where INLIN=768 and X is the maxi rumal l owabl e line Iength (LINEMAX). [|f X is not
specified, the previous maximumline length is used. X nust be between 0 and 255;
note that if X>248, both you and the user will hear beeps after the entry of the
249t h through 255th character. In order for INLINto work, the first variable in the
nmai n Appl esoft program nust be a character string; WAPABBS uses A$. The routine
accepts commas, colons, and quotation marks; only a return will termnate input. The
routine ends by setting A$ equal to what was just entered, but A$ is still in the
input buffer and will be witten over by the next input request or by the next DOS
command. To save the string, you nust use the comand:
A$ = MDS (A$, 1)
Note that a sinple assignnent statenent such as B$ = A$ will not work.
The next routine does an index function:
CALL 804, A%, B$, J
This looks for the first character of A$ in the string B$, and returns with J equal
to the relative position of the first occurrence of the character. So if A$="HELLO'
and B$="ABCDEFGH GHHH', J woul d becone 8. If "H' did not occur in B$, J would be set
to 0.
The third routine | ooks up the userid nunber and cal cul ates the record nunber in
the USERS sequential text file. Its syntax is:
CALL 892,J
where J is the userid nunber. J is returned as the record nunber. For exanple, if
user WAP538 calls in, J would be set by a WAPABBS routine to 538. This routine would
go through the USERS.OBJ file in nmenory and woul d cal cul ate how many userid nunbers
between 1 and 538 were "active." The result would be the record nunber of user 538's
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password entry in the USERS file. |If user 538 were not on the system J would becone
0. Note that this routine is used in the signon process and in the Wand Y commands.

I1'l. VAR ABLES USED I N WAPABBS

A$ nust be the first variable used in the programin order for the machine
| anguage routine at $300 to work. A$ is the workhorse string variable; all string
input passes through A$. Note that if A$ has been set by the routine at $300, for so
long as A$ is not assigned to another variable, A$ will not take up regular nenory
space and will not create "garbage."

ACTIVE is a flag used to tell the I/Oroutines whether the SYSOP, a user, or no
one is currently using the ABBS. See above for a further description of the val ues
ACTI VE can have.

AC$ [All onabl e Commands] is a list of the letters of allowable commands. CALL
804 uses this to conpute the index value of the response to the "COMWAND?" pronpt for
use by the ONJ GOTOin line 2011. The CALL 804 routine requires that AC$ be a
vari abl e.

AL$ is "ALL ", and is used by the nessage handling routines to prevent errors
that would occur if a user entered "ALL", which is only 3 characters long, instead of
the 6-character response that the ABBS expected.

B$ is the secondary string variable.
routines and for other general purposes.

It is used by the "&' nessage summary

BD$ [Bulletin Date] is a 4-character string that tells users when the bulletin
was nost recently updated.

B(6) is an array used by the sorting routine that organizes the nmessages into
date order.

C80 is 1 if the user has sel ected 80-col um node with the "+" command, 0
ot her wi se.

CH[CHat] is 1 if you have indicated your availability for a chat, O otherwise.
See the description of the ABBS1 routines and programlines 1010 and 1020.

CK [CKmask] is O if the user is permtted to interrupt program execution and
return to the "COMWWAND?" pronpt; 1 means interruption is not permtted.

OB i conma (","). This nust be a variable so that the CALL 804 routine can
tell whet her V\hat shoul d’ have been a file nane has a comm.

CRDLY is the delay (in 0.1 seconds) sent after each carriage return if the user
has specified linefeed insertion. This is the standard M cronodem del ay. Note that
setting this to 0 is equivalent to specifying a delay of 2.56 seconds.

D§is ctrl-

D1$ [Datel] is "> " and is used to create a date val ue higher than any valid
date. In this way, WAPABBS will sort the nessages in proper date order.

DA$ [DAte] is the current date as specified in the STARTUP file or by the clock.

DA( [DAte order; see below for meaning of M5] is used to store the nmessages
in date order. DA(l) is equal to the message nunber of the ol dest nessage, DA(2) is
the nunber of the second ol dest, etc.

DR [DRive] is a location within DOS 3.3 that, when poked with 1 or 2, will
access that disk drive for the next DOS command without requiring ", D1" or ", D2".

E$ contains "E' and is used by CALL 804 to check that a nunber entered was not
in exponential notation.

EMs [Enpty] contains "EMPTY ", and is used to erase the "Fronf val ue in nessage
summari es and on di sk.
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Certain errors are ignored, sone are
See the description of the lines of

ER [ERror] is used to store error codes.
processed, and sonme stop program executi on.
WAPABBS begi nni ng with 40000.

F [File nunber] is used to store the nunber of the file being accessed.
FC$ contains ctrl-D + "CLOSE'. Wen printed, this will close all disk files.

FG [ Fl aGgi ng nmessagesg] is 1 if, when revi ewing message summaries, the user has
chosen to flag those nessages he wishes to read in full. It is O if the user has
chosen not to be asked whether he will read the full text of certain messages.

FQ MB) [Fl aGged nessages; see bel ow for M5 contains a 1 in an elenment if that
nmessage has been flagged for a reading of its conplete text, and a O if the message
has not been fl agged.

FLAGS is the location of the Mcromodem s FLAGS byte. See the M cronodem nanual

for conplete details.
FG$ contains ctrl-D + "CPEN'.
FP$ contains ctrl-D + "PCSITION'.
FR$ contains ctrl-D + "READ'.
FWs contains ctrl-D + "WRITE".
F$(12) contains the 12 file nanes used by WAPABBS.
INLIN is 768. This is the address of the line input routine beginning at $300.

J is the workhorse nureric variable. It is often the nessage nunber being
printed or processed or an index in a FOR NEXT | oop.

JJ is a secondary general -purpose nuneric variable.

K is the second nost-commonly used nuneric variable. It is often a line
counter, used to make sure that message | engths are no nmore than 10 lines |ong.

KK is anot her secondary general - purpose nuneric variabl e.

KU [ Know edgeabl e User] is 1 if the user clains to be famliar with the
operations of the ABBS, O otherwise. |f KU= 1, many pronpts are shortened or
el i m nat ed.

L [Logical variable] is usually used as the result of a logical test of a
nessage summary string using the &T function. It is usually -1, 0, or +1.

LC [Last Call] holds the date and tine (to the nearest 0.1 hour) that the user
last called in to the ABBS

MC [ Message Count] is the nunber of nessages currently in use. @dven the way
DA(MS) works, DA(MD) is the message nunber of the nost-recently entered nessage and
DA(MC+1) is the nessage nunber of the nost recently-del eted nessage and will becone
the nmessage nunber assigned to the next-entered nessage. Think about this for a
whi | e.

M$is ctrl-D+ "MNI1". Al files are printed out with MON | in effect because
this is fast and causes no unnecessary interruptions between |ines.

MX 12) contains the nunber of days in each nonth.
years!

Change this during |eap

M5 is the total number of messages that the systemwill allow The two
constraints to increasing this are di sk space and space in the nmessage summary area.
Many arrays are di nensi oned by M.
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MB(13) is used to enter and edit nessages. M(0) has the userid of the sender
of the nmessage, Mp(1l) has the userid of the recipient, Ms(2) has the date the nessage
was entered, MB(3) has the message summary, and Mb(4)-Mp(13) store the lines of the
text of the nessage.

NMB is ctrl-D+ "NOMN C, |, O'.
necessary.

See M$ for an explanation of why this is

R [Record nunber] is used by the randomaccess file routines to select the
message nunber to be read or witten.

S1$ [ Sysopl] has the SYSOP's userid in 4-digit numeric form |If the SYSOP's
nunber were WAPOO1, for exanple, S1$ should be set to "0001". This is necessary to
keep the "Y' routine fromprinting the SYSOP s password.

SL [SLot] contains the Mcronmodenis slot nunber.

SO [ Si gnOns] contains the nunber of users who have successfully signed on. |[f
sormeone signs on nore than once, they are counted nore than once.

SY$ [ SYSOP] contains the userid of the SYSOP. (bserve when going through the
programlisting that the SYSOP can do many things forbidden to others.

T1$ [T user 1] is the userid of a person who is able to change the date if you
are unable to do so.

T2$ [T user 2] is the userid of the person who can change the date and print the
password file. |If you have no one to whomyou want to allow access to the date or
password file, set these to your own userid to prevent anyone fromhaving this nuch
access.

U [Userid] is
not guessed, a useri
t

he userid of the user currently on the ABBS. In case you have
i
nuneric suffix in ther

s a 6-character string with a 2 or 3 letter prefix and a
ange 1-4095.

t
d
e
UL$ [UpLoad] contains the letters of the four commands al | owed during upl oads.

UP$ [UPload] is the password necessary to begin uploading a file into the ABBS.
Z is a general -purpose nureric variable.

bl e.
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DOCUMENT about . | r

Subj: European Lode Runner GS (SHK) 91- 02- 14 02: 00: 47 EST

From AFA Parik

File: LODERUNNER SHK (105984 byt es)
DL tine (2400 baud): < 12 minutes
Downl oad count: 1

EQUI PMENT: Apple Ilgs

NEEDS: Appl e 3.5" drive, Shrinklt to unpack
Here is a very good version of Lode Runner from Germany. |Its in english, don't
worry. It nust be unpacked to a blank 3.5" disk (it will erase the contents of the

ENTI RE di sk!) and you nust boot the disk to run the game. The drive MJST be a appl e
3.5" drive!

In case you don't know, Lode Runner is one of THE classic Apple Il games. You' ve
gotta pick up little treasure chests and avoid the little nen chasing you. There is
al so a maze, FYl, to navigate around. One joystick button will nake a little "hole"
to the left of you, the other to the right of you. The holes aren't permanent, and
there are sonme squares you can't nelt away. Use the holes to entrap/kill the nen
chasing you! Unfortunately, they have a tendency to regenerate quickly...

Again, the disk nust be booted. The easiest way to do this is to run basic.system
fromFinder, and type in "PR#5".

** NOTE **

Surak TFF kindly let me know of the fol |l owing commands:

CTRL- K = enabl e keyboard
CTRL-J = enabl e joystick
CTRL-E = level editor (!
CTRL-R = start on a random | evel
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DOCUMENT about nmdeno

MdiMate - AMdi File Wility for the Apple 11 GS Conputer
Copyright 1990 by Lindsay B. Hough, Ph.D.
Version 1.1 - Conpiled by TM. Pascal 11

Mdi Mate is a programfor the Apple I GS that allows users to convert Industry
Standard M di Sequence Files to the new fornat supported by the program SynthLab.
SynthLab is a powerful instrunment editor and Mdi-conpatible sequencer witten by
Appl e Conputer that allows users to build instruments and play themw th their Apple
I1GS. Synthlab uses the new Apple 11 GS Tool 35 (Mdi Synth).

Wth Mdi Mate, standard Mdi files from MasterTracks Pro, MasterTracks Jr, Audio

Ani mator, and others can be converted to the SynthLab format. This version of the
programwi || convert the first 7 mdi tracks of standard files up to file sizes of
about 40K (the acutal limtation is 64K of SynthLab format, but the nmaxi num size of
the mdi standard file depends sonewhat on the type of nmidi data). Only Mdi file
format 1 (nulti-track) is supported, which nmeans that if your sequencing software

gi ves you a choice of mdi standard files to produce, always choose the multi-track
option. The programal so supports NDAs (but see bug report bel ow).

M D MATE REQUI RVMENTS- The programrequires an Apple 11GS with at least 1 MB of menory
running GSCS 5.02. The programwill run in any disk configuration, but special
instructions are required for single disk drive users (see installation, below. The
program DCES NOT require Tool 35, SynthLab, or a Mdi Interface.

MDeno - This is a denp version of the programthat is installed and run exactly |ike
the actual program MvDeno will let you |load and convert files, allowi ng the user to
get the look and feel of the program The deno will not save converted files.

| NSTALLATI ON OF M DI MATE CR MMDEMD- For users of hard disk drives or nore than a
single 3.5 inch drive, just launch the M D MATE application file fromthe Fi nder.
Users of single disk drives nust create a bootabl e system di sk containing the

M D MATE or MMDEMD file, re-boot with that disk, and | aunch the program |If
necessary, get rid of extra fonts, or unneeded desk accessories. The program doesn't
use customfonts. MdiMate needs constant access to the system (boot) disk, so make
sure that the systemdisk is in another disk drive (or on the hard disk) while

Mdi Mate is running. |f you like icons and have the room copy the file

M di Mate.lcon to the Icon folder of your boot disk (optional).

RUNNI NG THE PROGRAM - To convert a Mdi Standard File, performthe follow ng 3 steps
in order:

1) Choose "Load Mdi Sequence" fromthe File Menu. After a brief pause,
you will see a "Standard Mdi File Wndow', show ng, anmong other data, the actual
mdi data in hex format. You can use the sidebar to scroll through the mdi data (if
you're interested). You don't HAVE to do anything with this window - it's just there
to tell you that the file was |loaded correctly. Since the TextEdit tool was used in
displaying the mdi hex data, you can also EDIT the mdi hex data. However, in the
present version of the program MdiMite will ignore whatever you do to the data.

2) To convert the |oaded mdi data, choose "Stnd Mdi --> SynthLab" from
the Convert Menu. Depending on the file size, the conversion nake take several
mnutes. During the conversion, MdiMate tells you exactly what it's doing (info on
nunber of tracks, nunber of seq items converted, etc). At any point during the
conversion, you can interrupt this process and go back to the Mdi Wndow by choosing
the "Cancel " button at the bottomof the screen. MdiMate inforns you of any
probl ems encountered during the conversion. At the end of a successful conversion,
you wi Il see a "SynthLab" wi ndow displaying data on the converted file. |If, for any
reason, the conversion was not successful, the programinfornms you and tells you the
nature of the problem(e.g. bad file, file too big, etc.). MdiMite can convert
files up to 64K of converted sequence inage, which corresponds to 8,192 seq itens
(seq itenms are counted on screen during conversion).
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3) Wien the file has been successfully converted, choose "Save Sequence
(Synthlab)" fromthe File menu. You can save it to any folder with any nane. The
file created has the "synth" instrunent has the default for SynthLab. O course you
can change that after the file is loaded into SynthLab, but it is nost convenient to
pl ace converted sequences in a folder with "Synth.bnk" and "Synth.w" files (see the
SynthLab manual ). MVDeno will not save converted files.

OTHER MENU COPTIONS - The appl e menu has an "About" choice, a "Help" option, along
with your favorite NDAs. Choosing "Cose" fromthe file menu or clicking the close
button on the Mdi Mate wi ndows does nothing to NDA wi ndows, but will renmove any open
mdi or SynthLab files (You get a warning). After closing the open w ndow, you will
have to start the conversion process all over again.

FILES WTH TH S PACKAGE:

MVDEMD - A GSCS application file that is the deno program No other files are
needed by the program but the programuses both the data fork and resource fork of
this file..

About MMDeno. Txt - This manual .

BUGS AND BUG REPORTING - So far there is only 1 known bug. The programis
i nconpati ble with sone NDAs, but |'mnot sure which.

Wien the programcan't translate a file, it alnost always tells you and tells you
why. So it seldomcrashes. However, it does translate a file incorrectly once in a
while - no problens with Mdimte, but SynthLab gags on it (crashes while playing).
Use "turn off all notes" option in synthlab if needed, and al so choose "view
sequence". Sonetinmes you will see the seq itens out of ascending order with a crash
like this. THE FIX for this problemis renoving NDAs. | can't tell you which ones
cause the problem- only that file translation errors like this are not reproducible
(they produce different bad files, not the same bad files) and they are ALWAYS (so
far) fixed by renmoving the desk.Accs folder fromny hard disk. Wat DAs do | have?
Mermory, Witelt, 11GS Text Printer, along with BG sound and | abel grabber. | haven't
had time yet to figure out who the culprit is.

If you have a reproducible bug or a file that won't convert after renoving ALL NDAs
(by renaning Desk.Acc), please record the sequence of events that causes the bug, and
send ne the report, along with the file that woul dn't convert and the file that
M di Mate produced if any (that SL won't play):

Li ndsay Hough
PO Box 212
Slingerlands, NY 12159

To Order Mdi Mate, send $18.00 + $3.00 shipping and handling to the above address.
I ncl ude your ACL handl e for E-mail shipping, which saves you the $3.00

E-mail (AQL): LindsayGS
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DOCUMENT abyssal . zone
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*: The Abyssal Zone ix
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There is a place in the Wstern Atlantic, where nore than 100 pl anes
and ships have literally vanished into thin air. Mny people refer to
this area as The Devil's Triangle. O nore than 1000 |ives have been
lost inthis area in the last 26 years, not one body or piece has been
ever found.

As an experienced adventurer, you are asked to explore this area of
hopes of finding an explanation and possible solution to this
nystery. Many top top scientists have cone up with several possible
expl antions. The nost widely excepted explantions is the possibility
of submerged crystals, actins as |laser beans which destrub or destroy
navi gational equip- nent of ships and planes. These crystals are
thought to been wused by the 'ancient' Atlanteans as a power source,
specifically located in the ' Tongue of the Ccean'.

Wrds such as sea-fan, vase-sponge, and sand-dol | ar, should be broke
with a (-) hyphen.

GLOSSARY

ABYSSAL-

pertaining to the |lowest depths of the ocean.

ATLANTI S-

a 'nythical' island in the Atlantic ocean that was said to sunk into
the sea.

BLUE HOLES-

a group of ancient under- water |inestones caves that were once above
wat er . Due to the odd reflectivity of light in these caevs, fish are

often found sw nm ng upsi de down.

SEAMOUNT-
a underwat er vol cano

TONGUE OF THE OCEAN
the nane of a trench located in the Devil's Triange. The | argest
percent age of ships and planes occur in this |ocation.

TRENCH
deep area in the ocean floor, generally deeper than 6,000 mneters.
Accounts for less than 2% of the ocean's floor.

Apple 11 Computer Info

DOCUMENT ace. mi ni . cheat
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Mni - Cheat
By Mach Three  10/9/90

Here is a quick and dirty way to give yourself nore lives in Space Ace:

1) Before booting the game, enter the nonitor by typing CALL -151 from BASIC
Type in # and then return. This will enable the ENTER MONI TOR CDA

2) Boot Space Ace.

3) Wienever your lives are running low, enter the control panel. The
ENTER MONI TOR CDA shoul d be active, so select it and you will be in the
noni tor.

4) Type in 1846:09 and then return. Misic will still be playing and interrupts
active, so type slowy or sone characters will be nissed.

5) Type CTRL-Y to return to the gane.

You now have 9 lives. This process can be repeated whenever your |lives starts
to get low DO NOT G VE YOURSELF MORE THAN NI NE LIVES! If you attenpt to do
so, the gane will probably crash. Wen displaying the graphics screen with
the nunber of lives, it tends to mess up if there are nore than two digits
present.

Mach Three

P.S. | realize this is not the greatest cheat, but if sonmeone wants to | ook
intoit further, it should not be difficult to find the code which decrenents
| ocation $1846. However, this location is not references absolutely, so

you' d have to do sone di ssasenbling and poking around to find the code.

| can be reached on:
Private Storage 215-745-0495, #22

Appl e Rebel 916- 457- 0624, #28
Next Ceneration 619-966-0114, #5
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DOCUMENT achon. t xt

Thi s docurment is provided by HARDWARE HEI STER and input by BELLE STARR, for
your playi ng pl easure.

THE GAME.  ARCHON depicts the eternal struggle between Light and Darkness as a
contest of action and stategy between opposing forces wought fromnyth and

legend. The Light Side and the Dark Side are equal in nurmber, balanced in
strength, but not identical. Their aim however, is the sane: conquest of
the

five "power points" or the elinination of the opposite side.

| CONS. The various fantastic creatures at your command are represented by
specific inages - "icons" - stylized pictures of knights, goblins, manticores,
and the like. There are 18 icons - a total of eight different kinds on each
side. None of yours are identical to any of the icons on the other side.

THE TWD SCREENS. ARCHON is played on two screens. On one - the strategy
screen - you and your opponent take turns maneuvering your icons into favorable
positions. Wien you place an icon on a square al ready occupi ed by one of your
opponent’s icons, the gane shifts tenporarily to the second display, the conbat
ar ena.

HOSTILITIES. In old-fashioned and - admt it - somewhat dull board gares

(chess, backgammon, and their ilk), the "defending" piece gets renoved quietly
fromthe board, and the "attacker"” wins the "battle" - and the square -without

a blow being struck. In we do not allow such docility, such rank
defeatismon the part of the defender. No! If you want that square, you have
to fight for it! Wen you try to occupy a square held by the eneny, the

di sputed square expands to fill the entire screen ... and then, in the words

of a certain orange-skinned nonster of com c-book fame, "IT S CLOBBER N

TIMENLD"

THE LUM NOSI TY CYCLE. ARCHON s strategy screen *changes*. Wile sone squares

are always white or always black, others - "lum nance" squares - vary in

brightness throughout the game in a sinple pattern: black-dark-barely

dark-barely light-light-white... and reverse. Back and forth, throughout the
garme, the cycle continues, the |um nance shifting after every other turn. Your
fortunes in the game tend to ebb and flowwith the lumnosity cycle. This is
because icons of the Light Side are harder to defeat on light squares than on

dark ones. conversely, DarkSide icons are stronger on dark squares and weakest

on white ones.

POMER PO NTS. The five "power points" are indicated on the screen by flashing
red synbols. Icons on power points heal faster than usual and are protected
fromthe effects of nmagic spells. [If your icons occupy all five power points,
you wi n the gare.

MOVEMENT. |If the hollow square or "frane" is on your side, it's your turn.
(Sinple, eh?) Use your joystick to nmove the frame atop the icon you want. Once
you push the button to confirmyour choice, you >nust nove that icon
sonewhere<. (If an icon has nowhere to go, the conputer will not allow you to
"pick it up".) Once you nove the icon to its destination (again with the
joystick), push the button again, and the obedient inage will freeze in place.
Movenent cones in three flavors: ground, fly, and teleport. Gound novers
cannot nove through occupi ed squares; fliers are restricted only in where they
land. fliers can also nove diagonally; ground icons cannot. Only the Wzard
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and the Sorceress can teleport, but for practical purposes you can think of
themas fliers in disguise. On any turn, you can nove an icon as far as its
range allows in any direction or contination of directions. It can stop on any
square not already occupi ed by one of your own icons. Note: |If you change
your mnd while maneuvering a ground nover, you nust backtrack. Cherwi se, the
conputer, being very literal-mnded, will assume you are trying to extend your
nove unl awful ly.

COMBAT. Action in the conbat arena is i medi ate and simultaneous; there is no
taking turns. Joysticks direct noverent of the icons. Pressing the button
initiates an attack - swinging a sword, firing an arrow, casting a fireball -
inthe direction the joystick is pointed. You can attack or nove in any of

eight directions: wup, down, left, right, and the four diagonals. Inportant:
your icon cannot nove while the button is pressed. Conbat is of three general
types. Kni ghts and Coblins are sword-swi ngers and cl ub-wi el ders; they nust be

very near an opponent to inflict danage. The Banshee and the Phoenix inflict
damage in a circular area around thensel ves; the |onger the opposing iconis in
that circle, the greater the danage it sustains. Such "area" attacks need not
be ained. Al the other icons "throw' missiles of sone sort and can,
consequently, do damage from a considerabl e distance. See the Quick Reference
Card for a detailed conparison of the speed of and damage done by the different
m ssil es.

THE ATTACK I NTERVAL. while conbat is fast and furious, you can't just fire
away as fast as your finger twtches. It takes a nonent to raise a sword into
position to strike; longer to conjure even a fast fireball; and the better part
of two whol e seconds (!) to rip a boul der out of the ground and lift it high
enough to throw Pushing the button before your icon is ready to strike wll
acconpl i sh nothing - except to keep your icon fromnmoving. At the exact
instant you can | aunch another attack, the conputer rings a bell - a high note
for the Light Side, and | ower one for the Dark Side - to let you know

BARRI ERS. The obstacles or barriers in the arena go through luninosity cycles
of their own. Be careful; they can be as tricky as an opponent! Normally, a
barrier is inpenetrable. However, when its cycle changes a barrier's
lumnosity to exactly match the color of the background, the barrier di sappears
for a few seconds. You can wal k over it, shoot past it, anything. It's
gone. Furthernore, for a few seconds before a barrier vanishes and after it
reappears, you can walk or fire a mssile through it, but you (or the nissile)
will be slowed down. |[If this seens at all confusing, just remenber that the
nore solid a barrier |ooks, the nore solid it is. If you have any doubts,
avoid the barriers entirely - and get out of the way of oncom ng m ssiles.

LI FE, DEATH, AND WOUNDS. The "lifelines" at either end of the arena indicate
the current Iifespan of the two battling icons. Wen an icon is wounded, its
matching lifeline is reduced in proportion to the severity of the wound. Wen
its lifeline is gone, the icon is "dead" and conbat is over. A victorious icon
returns to the strategy screen in control of the disputed square. However, a
seriously wounded icon is easier to defeat the next time it is forced to fight.
Even the strongest icon can be worn down by waves of attackers. On the
strategy screen, wounded icons are healed slowy by the sinple passage of time;
nore quickly, by resting on a power point; or instantly and conpletely, by a
Heal spell.

Magic is arguably the nost significant strategic elenent of ARCHON Only the
two mages - the Wzard and the Sorceress - can cast spells, and each nage can
cast each spell only once. Wile the spells are powerful, they have one
drawback; each spell weakens the mage casting it, |eaving that mage
progressively less able to defend itself against direct attack.

A spell may be cast instead of a regular nove on the strategy screen. Sinply

move the frame atop your mage, as if you were going to nove it. Push the

button, and the usual message appears. Wthout noving the icon, hOV\ever, j ust
push the button again, and you w || get a new nessage: SELECT YOUR SPELL."
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Push the joystick up or down to survey the spells still available, and push the

button when you find the one you want. If further actions on your part are
requi red, additional messages will direct you appropriately. Renenber that you

can't conjure the sane spell nore than once, and you can't cast a spell against

power points or icons on them Details are given bel ow

EFFECT: This spell noves-tel eports-any one of your icons any distance from one
square on the strategy screen to another.

ACTIONS REQU RED: After selecting the spell, nove the frame to the icon you
want; push the button; and then nmove the icon to its destination-just as if it
were a normal nove.

RESTRI CTI ONS: ~ You cannot nove an eneny icon. You cannot nove onto a square

al ready occupi ed by one of your own icons (as usual). You cannot teleport onto
or off a power point. You cannot teleport an inprisoned icon. (See

I MPRI SON. )

ADDI TIONAL NOTES: Do not confuse this spell with a nage's nornmal three-square
novenent. That is minor nagic, on the same order as casting fireballs, and is
not bound by the restrictions of the seven najor spells.

EFFECT: This spell instantly heals any icon of all wounds it has sustained in
the canbat arena.

ACTIONS REQU RED: After selecting the spell, nove the frame to the wounded
icon, and push the button.

RESTRI CTIONS:  You cannot heal an icon resting on a power point. You can
"heal " an al ready heal thy icon, but why bother?

SH FT TI ME

EFFECT: Two effects are possible. Mst often, the spell reverses the flow of
tine: i.e., the direction of the lumnosity cycle of the delta squares.
Squares that had been growi ng gradual |y darker woul d now grow |ighter-until the
cycl e peaked. However, if the spell is cast when the lumnosity cycle is at
elther peak, Shift Time will cause the cycle to shift abruptly to the opposite
extreme (fromblack to white, or vice versa).

ACTIONS REQU RED: None after selecting the spell.
RESTRI CTI ONS:  None.

EFFECT: This spell causes any two icons on the strategy screen to trade
pl aces.

ACTIONS REQU RED:  Mve the frane to one of the icons you wis h to transpose,
and push the button. Then do the same to the other icon.

RESTRI CTIONS:  Neither icon can be inprisoned or on a power point.

SUMMON ELEMENTAL

EFFECT: This spell allows you to attack any eneny icon with a new, tenporary
icon representing one of four elenmental s-animated spirits of the ancient
elenents of earth, air, fire, and water. Conbat is conducted in the conbat
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arena as usual, except that the el enental vanishes after the battle, win or
| ose.

ACTIONS REQU RED:  Once the spell is selected and the el emental appears on your
side of the strategy screen, nove it to the icon you wish to attack. 1In the
conbat arena, direct the el emental just as you would any other icon.

RESTRI CTIONS:  You cannot attack an icon on a power point. You cannot direct
the el enental to a vacant square or one occupi ed by one of your own icons. You
cannot choose which elenental will respond to your sumons.

EFFECT: This spell restores to the game an icon previously lost in conbat.

ACTIONS REQUI RED: the procedure is simlar to a Tel eport spell or a normal
nove, except that the revived icon comes froma special display by the side of
the strategy screen, and its destination nmust be a vacant square next to the
nmage.

RESTRI CTIONS:  You cannot "revive" an icon not already dead. One of the
squares adj oi ni ng your nmage nust be vacant, and you nust put the revived icon
on one of those vacant squares.

EFFECT: This spell keeps an icon on the strategy screen fromleaving its
square. The icon can fight its attackers in the conbat arena, but it cannot be
noved off its square. Inportant: an inprisoned nage cannot cast spells!
Imprisonment is tenporary. A Dark Side icon would remain inprisoned until the
delta squares turn black; a Light Side icon would be freed when delta squares
turn white.

ACTIONS REQU RED:  Once the spell is cast, nmove the frane to the target icon,
and push the button.

RESTRI CTIONS:  You cannot inprison an icon on a power point. You cannot
inprison any icon at a tine when the luninosity cycle would automatically free
it.

This is not a spell; it is away to avoid casting a spell if you mscalculate.
If you change your mnd while selecting a spell, or if the spell you want is
unavai | abl e or cancel ed, you may push the button when CEASE CONJURING i s

di splayed. This will allowyou to start your turn over.

LI GHT SI DE

WZARD. An ancient man of vast supernatural power, the WZARD is the | eader of
the Light Side. In battle, the Wzard casts devastating balls of fire. He
rarely ventures fromthe safety of his honme power point, however, and is nore
commonly used to cast on of the seven spells.

UNICORN.  Resenbling a great white horse with the tail of a lion and a sharp,
spiral horn set at its brow, the UNCORNis swift and agile. The beautiful
creature can fire a blinding bolt of energy fromits magical horn.

ARCHERS. The ARCHERS are fearless Arazon warriors of |egendary skill with
their fine whitewood bows. They are endowed wi th magi cal quivers that can
never be enptied.
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Prol onged exposure to the terrifying shriek can be fatal.
GOLEM A GOLEMis an artificial being, shaped fromstone and gl eam ng netal,

and ani mat ed by nagic. Roughl y man-shaped, it is huge, tw ce the height of a QGOBLINS.  QOBLINS are hi deous dwarves, twisted of |inb and m sshapen of
man. Its weapons are boulders ripped fromthe earth and hurled with feature, unfriendly and often violent. Their nutual antagonismis kept in
devastating force. check only by the powers of the Sorceress. On dark ground their gnarled clubs
are nore than a match for the swords of the Knights, and if well-directed they
VALKYRI ES. VALKYRI ES are beaut eous bl onde war mai dens fromthe |egions of can bring down the nost potent of enenies.
Val hal la. Each of these ferocious fenales is endowed with two great nagical
gifts: first, the ability to stride the air as if it were solid ground; and, R e e R ]
second, an enchant ed spear, which, when thrown, returns to her hand of its own ARCHON QUI CK REFERENCE CHART
accord. Se S-S D D- S-S D De De S-S De De S-S D De De S-S De De S-S S Se De S-S Se Se S- S-S S- S- =- =- =
DIINNI.  The DIINNI is a nagical being fromanother dinension, a plane of THE LI GHT SIDE
tenmpest and storm In formhe is a huge superbly nuscled man whose body is
partly flesh and partly swirling currents of air. A cousinto the wind itself, W ZARD MOVEMENT: Tel eport-3
the Oinni can raise a small tornado with a gesture and control it with a SPEED: Nor mal
t hought . ATTACK MCDE: Firebal |
ATTACK FORCE: G eat
PHCENI X. The PHCENIX is a flamng bird of immense size and power. In battle ATTACK SPEED: Medi um
it can explode into a seething mass of fire, scorching anyone on the perineter ATTACK | NTERVAL: Aver age
of the blaze and burning severly any eneny unfortunate enough to be caught near LI FESPAN Aver age
the incandescent core. Not only is the Phoenix unscathed by its own flanes, NUMBER ON Sl DE:
but, while undergoing its fiery netanorphosis, it cannot be harned by any
attack known. UNI CORN MOVEMENT: G ound- 4
SPEED: Nor nal
KNI GHTS.  The KNI GHTS are foot soldiers arned and arnored agai nst foes far ATTACK MODE: Energy bol t
larger than thenselves. Al though they cannot withstand nore than one bl ow from ATTACK FORCE: Moder at e
many of their enemes, they need not be nere cannon (or dragon) fodder. ATTACK SPEED: Fast
Provi ded they are swi ft and cl ever, their speed of attack gives thema chance ATTACK | NTERVAL: Short
to survive and triunph. LI FESPAN: Aver age
NUMBER ON Sl DE:
DARK S| DE ARCHER MOVEMENT: G ound- 3
SPEED: Nor mal
SCRCERESS. The equal of the old Wzrd only in power, the eternally young and ATTACK MCDE: Arrow
ever beautiful SORCERESS is his counterpart in all ways. Her lightning bolts ATTACK FORCE: M nor
are swifter and surer than his fireballs, if a shade | ess potent. fierce in ATTACK SPEED: Medi um
battle but safest on the bl ack power point, she is nost often used to cast the ATTACK | NTERVAL: Aver age
seven spells. LI FESPAN Short
NUMBER ON SI DE: 2
BASILISK.  The BASILISK is a small, crested reptile with the scaly body of a
lizard and the bul bous, glowing eyes of a gorgon. Although it is relatively GOLEM MOVEMENT: G ound- 3
short-lived, the beast's quick novenents and deadly glance make it a terrifying SPEED: Sl ow
opponent . ATTACK MODE: Boul der
ATTACK FORCE: G eat
MANTI CORE. The MANTI CORE resenbles a large, golden lion with a hunan face and ATTACK SPEED: Sl ow
a scorpion's thorny tail. This nasty appendage bristles with great quills like ATTACK | NTERVAL: Long
spi kes, which the fell beast can fling over its head with surprising accuracy. LI FESPAN: Long

NUMBER ON S| DE:
TROLL. A dwel ler in caves and dark pl aces, the m sshapen TROLL is a shanbling

giant, dull but strong, clunsy but hard to slay. Like the Golem if carries no VALKYR E MOVEMENT: Fly-3
ready- made weapons; instead, it seizes boul ders, tree trunks-whatever comes to SPEED: Nor mal
hand-and catapul ts the nassive objects at its enem es. ATTACK MCDE: Magi ¢ spear
ATTACK FORCE: Moder at e
SHAPESH FTER ~ The SHAPESH FTER is a doppl eganger, a denonic creature wthout ATTACK SPEED: Sl ow
true shape or form save what it steals fromits enenmies. |In battle it becones ATTACK | NTERVAL: Aver age
the mrror imge of its opponent, strongest on squares where its eneny is LI FESPAN Aver age
weakest, turning the eneny's powers against itself. It has no fixed lifespan; NUMBER ON SI DE:
all wounds that do not prove fatal will heal as soon as it assumes a new form
DIl NNI MOVEMENT: Fly3
DRAGON. The DRAGON, a nonstrous, serpentine reptile, is wthout peer in the SPEED: Nor mal
conbat arena. One gout of its flamng breath will kill many creatures, and a ATTACK MODE: Whi rlwi nd
second blast is alnost always fatal. Hghly nobile and very difficult to slay, ATTACK FORCE: Moder at e
its awesone powers naeke it second in value only to the Sorceress. ATTACK SPEED: Medi um
ATTACK | NTERVAL: Aver age
BANSHEE. The BANSHEE is an undead spirit that feeds off the souls of her LI FESPAN: Long
opponents, a ghastly apparition that attacks w th her keening wail, draining NUMBER ON S| DE:

the life fromanyone in range of the sound (the shaded area around her).
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PHCEN X MOVEMENT: Fly-3
SPEED:
ATTACK MODE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN Long
NUMBER ON S| DE:

KNI GHT MOVEMENT:
SPEED:
ATTACK MXDE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN Short
NUMBER ON S| DE:

G ound- 3

THE DARK SI DE

SCRCERESS MOVEMENT:
SPEED:
ATTACK MOXDE:
ATTACK FORCE:

Moder at e
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN Aver age
NUMBER ON S| DE:

BASI LI SK MOVEMENT:
SPEED:
ATTACK MOXDE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN: Short
NUMBER ON SI DE:

Q@ ound- 3

VANTI CORE MOVEMENT:
SPEED:
ATTACK MXDE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN Aver age
NUMBER ON S| DE:

G ound- 3

TROLL MOVEMENT:
SPEED:
ATTACK MXDE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN Long

Q@ ound- 3

NUMBER ON S| DE:
SHAPESH FTER MOVEMENT: Fly-5

SPEED:

FORCE:

ATTACK SPEED:

ATTACK | NTERVAL:

LI FESPAN Unknown

NUMBER ON S| DE:
DRAGON MOVEMENT: Fly-4

SPEED:

Tel eport -

Nor mal

Fi ery expl osi on
G eat

Sl ow

Long

1

Nor mal
Swor d

M nor

I nst ant
Very short

7

3
Nor rmal
Li ght ni ng Bol t

Fast
Aver age

Nor mal
Eye beam
Q eat
Fast
Short

2

Nor ral

Tai | spikes
M nor

Sl ow

Aver age

Vari es
Vari es
Vari es
Vari es

1

Nor mal

ATTACK MCDE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN
NUMBER ON S| DE:
BANSHEE MOVEMENT: Fly-3
SPEED:
ATTACKMODE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN: Aver age
NUMBER ON Sl DE:

GOBLIN MOVEMENT:
SPEED:.
ATTACK MODE:
ATTACK FORCE:
ATTACK SPEED:
ATTACK | NTERVAL:
LI FESPAN: Short
NUMBER ON S| DE:

G ound- 3

Enj oy! Edited By The Slipped D sk

Very | ong
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Fiery breath
Very great
Medi um

Long

1

Nor mal
Scream
Moder at e
| nst ant
Long

Nor mal

Cl ub

M nor

| nst ant
Very short
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DOCUMENT acos. tutor. 1

[ NCOS Tweria T |
[ ver 1.2 ]
{ Witten by . A R PCO System.. Upgraded By UPS Net wor k %
[ 1
[ ]

Har dwar e Requi r ed Apple ][ series

Menory Requi red : 64k

Qperating System : DOS 3.3 or PRODOS

Har dwar e Supported : printer, nmodem display cards, clock, etc.

Total Program Space: 24k
Total Variable Space: 24k - program space
Internal Editor Space: 4k

D sk Channels: 2 (plus 1 for nmessage base use)

Ram Dri ve: 128 bytes

Scratch Ram 192 bytes

Conpi | er Info: standard 2 pass conpiler built on assenbler principles
for label oriented | anguages.

Pass 1 Info: conpi l er pass 1 takes text source code and tokenizes all
statenents and functions into single byte tokens. Al text
and synbol s are marked as such for fast recognition.

Al label addresses are stored into a table. Al |abel
references are also put into a separate table. Tokenized
code is generated into nenory without addresses.

Pass 2 Info: Conpi | er pass 2 goes through the | abel reference table

and searches for the address of the desired routine. If a
match is not found, a LABEL NOT FOUND nessage i s displ ayed.
QG herwi se, the address is saved into the second table.
Afterwards, all references that were found are inserted
into the actual code. The conpiled code is then saved

to disk.

Code Execution: Actual code execution is based on a "fetch-and-go" nethod.
Each token is fetched fromthe conpiled code. The routine
is then found via a |l ookup table and is executed. Wen
| abel references are nade, the address is already known so
no tine is taken searching for it.

GENERAL | NFORVATI ON

Wl cone to the world of ACCS. The follow ng docunent was witten to hel p give you an
introduction to ACCS and to help you to learn to wite your own prograns or nodify
others witten in ACCS.

ACCS is a full featured | anguage just |ike BASIC, PASCAL, FORTRAN, or any ot her
| anguage. it resenbles BASIC nore than any other |anguage due to the fact that al nost
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everyone invol ved with conputers is famliar wth BASIC because it comes standard
with nost personal conputers. Since the aimwas to make ACOS as easy to use as
possible, 1t was nodel ed after BASIC. At the same time, there are al so nany

di fferences al so.

Thi s package contains a proprietary ACCS conpiler which you will be using. Unlike
nmany I nterpreted BASI Cs which have their editor built in, ACOS requires the use of
some formof text editor for you to manipul ate your source files. Al ACCS source
files are stored as text, so any editor that can nodify standard text files can be
used.

WRI TI NG A PROGRAM

Since actually doing sonething tends to be a better teacher than just readi ng about
something, we will be witing a small sanple programin ACCS. The first thing you
need to do is start your text editor/word processor you plan on using to wite your
code. Once you are ready, enter the follow ng program

LocP

print "this is an acos prograni
print "i hope it works!"

goto | oop

The inportant points to note are these: ACOS is not based around |ine nunbers as is
the BASIC | anguage. It is free formlike PASCAL or ASSEMBLY LANGUACGE. It uses |abels
as markers for groups of code instead of line nunbers that marks the beginning of a
line of code when the requirenent arises to identify a specific point wthin the
program Since your |abels can have descriptive names to begin a section of code, it
nekes it easier to see what this code does. Also, you can add extra blank |ines at
the top and bottomof a group of code to identify it nore clearly. If you add
conmrents within your code it hel ps you renenber what you are trying to do in that
section.

Wien you begin to wite your programthere are a few rules that nmust be followed in
order for ACOS to process your code. LABELS nust ALWAYS begin at the column 0 at the
left side of the screen. The rest of the code al ways begins in colum 1. The only
exception to this deals with the use of quotes (") to identify text. Wen you open a
quote at the start of the print statenent, all following text will be printed to the
screen until another quote is encountered. This includes normal text, any control
character and blank lines as well.

Once you have typed in this test program save it to your ACCS conpil er disk under
the nane "TEST.S'. You nust ALWAYS add a ".S" to the end of any source file for ACCS
so that ACCS knows it is a "source" file. Then exit fromyour editor back to your
operating system Insert the disk with the ACCS conpiler and log to that disk.
Execut e the ACOS conpiler with the appropriate operating systemcommand (-ACOS, BRUN
ACCS, ACCH).

At this tine, the ACOS | oader will execute and check through you directory for any
ACCS source files and do sorme file maintenence at the same time. You will then be
asked for the nane of the ACOS programto be executed. Htting return will execute
the default starting programwhich is indicated in brackets. This default filenane
will differ fromapplication to application. Type in "TEST" and return. You will see
"TEST" displayed as the default filename. Enter a return and the conpl'iler will
start to execute.

The screen will clear and you will get a "COWILING 1..." nessage. This means that
the conpiler is in the first phase of its two phase conpile. This first phase takes
the longest. After a quick wait, the nmessage w |l change to "COWPILING 2...". This

indicates that the conpiler is in the second phase. This generally is very fast. Once
the second phase is conplete and has created a new file, which in this case is called
"TEST.G', the message will be cleared and the program execut ed.

In this case, the following will be displayed:

TH' S IS AN ACOS PROGRAM
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| HOPE I T WORKS!
THS | S AN ACCS PROGRAM
I HOPE I T WORKS!
TH S IS AN ACOS PROGRAM
I HOPE I T WORKS!

The two lines will be repeated over and over again, unless you stop the programvia
the RESET key. Lets see how this program worked.

The first thing that happend is that the ACOS interpreter |ooked at the first line of
code for a |abel that begins at the very left nost colum of the screen. This told
ACCS that the first lineis actually a LABEL. A LABEL is a reference point in a
programto a section of code. A LABEL has no effect when the program fl ow passes
through it, but it directs the operation fromthe line executing fromone section of
code to the begi nning of the section where the LABEL is.

Execution then is passed to the next line, the first having no actual effect. ACCS

| ooked and saw that the second line did NOT start at the |eftnost colum but started
at colum 1 instead. This tells ACCS that the data on the line is the actual program
code. ACOS then | ooked at the first word which in this case was PR NT. ACOS then went
intoits internal PRINT routine as you asked it.

Once within the PRINT routine, special rules take over that govern the PR NT
statenment. Summing it up quickly, PRINT will display to the consol e whatever text or
data is in between the " " marks. In this case, It printed "TH S IS AN ACOS PROGRAM .
This data was placed within quotes to show that it was text. Once the end of the line
was encountered, execution passed to the next |ine.

The next |ine was another PRI NT statenent which was displayed: "I HOPE TH S WORKS! ".
This is the same text that you typed in when you wote the short program It works in
the sane way as the first PRINT statenent. This is the sinplest formof the PRINT
statenent. Its function is by no neans limted to this basic formsince there are
many other variations that can be used.

The last line of the program contained another statement to be executed by virtue
that it was indented 1 space. This tine, the STATEMENT or COWAND was QOTQ This
statenent does what is called FLONVCONTROL. This is the process by which the point of
execution of the programis changed fromthe last line executed to a new |ine.

Wien the GQOTO routine is executed, it searches for the nane of the LABEL and when it
finds the LABEL it executes the next line of code. In this case, the |abel was LOOP.
ACCS then | ooks through the programto find a |abel called LOOP. As it happens, that
label is on the first line of the program though it could have been in any line. The
program execution point is then noved to the |abel LOOP which happens to be at the
begi nning of the programin this case. Thus, the text is printed again and again.
This situation is called an INFINNTE LOOP. That is, the loop will never stop (unless
you as operator stops it via RESET or some other neans).

After you hit [RESET], you will be faced with a group of choices |abel ed "RESTART:
SMQ?". By pressing "S" you will restart the original programyou told ACCS to
execute. By pressing "M you will restart the programin menory. In this case, they
are the sane, but prograns can link to other prograns so that the original one is
different fromthe one in nenory now. This is helpful for debugging so you can re-
start that programin nmenory wthout starting with the original programfirst. By
pressing "Q', you will quit ACOS and return to your operating system

At this point, you have successfully witten, entered, and executed an ACOS program
Though this was a sinple exanple, the steps are the sane for advanced prograns. The
following is a summary of the steps involved with witing an ACCS program

1) Enter sonme formof word or text processor that can accommodate
standard text files.

2) Type in your ACCS program Al labels start at colunm O while all
actual code starts at column 1.

3) Save the programto disk adding a ".S" suffix onto your filenane
(ex: TEST.S) so that ACOS can identify it as an ACOS source file.
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4) Execute ACOS from your operating systemvia whatever conmands are
needed. (ex: -ACCS, BRUN ACCS, ACCK)

5) Enter the nane of the nodul e you wish to execute if it is
different fromthe default name. Don't add the ".S" suffix or
the file will not be found.

6) The conpiler will then conpile and execute your program |f you
execute the program agai n without changing the source code, the
conpiler will NOT re-conpile, it will just run the old code.

The foll owi ng section contains information on all the data formats, variable types,
and di sk access nethods that can be used with ACOS. A working know edge of BASICis
recommended to help you along. |If you don't know ant other |anguage, try and use the
exanpl es as nuch as possible. They will be the best teacher. A'so, try nodifying
existing code. This is another easy way to |earn.

PROGRAM STRUCTURE

Under ACCS the structure of a programis very nuch "free-formf. That is, the conpiler
is very tolerant of different styles of programming. You are allowed to add bl ank
l'ines and coments anywhere in your code for ease of reading. Any |ine within an ACOS
source programmust be in one of the follow ng fornats:

Blank Line: If the line is blank, this line will be skipped by the conpiler. Blank
lines are a good way to separate bl ocks of your code apart from other bloacks for
ease of reading.

Comment Line: By placing a sem-colon (;) as the first character of the line in
colum 0, all data until the end of the line will be ignored. In this way, you can
enter comments so that when you conme back to work on a program you will have some
i dea of what you were trying to acconplish.

Label Line: By entering just a keyword of your choice starting at colum 0 of the
line, you can enter a label. The first character of a |abel nust be al phabetic. The
rest of the label can consist of al phanuneric characters. The first 8 characters of
the label are significant. That is, the |labels TEST and TEST2 are consi dered
different |abels by ACCS while SHONILE2 and SHONI LE8 woul d appear the sane to ACOS
since the first 8 characters are the sane.

Statenent line: A statenent line is always indented 1 space fromthe the left side.
That is, at colum 1, not colum O like the previous line types. Statenments are just
entered on the line in the order you want them executed. If you wish to put multiple
statenents on a line, separate the statenents with a colon (:). Statenents nay be
typed in either upper,lower or nixed case.

SPECI AL CHARACTERS

There are several special characters that ACOS recogni zes within your program code
and uses themfor different purposes. The follow ng list show characters that have
speci al neanings to ACOS. There are other characters which when encountered will be
i gnored. Any character including those bel ow can be displayed by the program w t hout
problem they just have special neani ngs when encountered outside the PRI NT

st at enent .

Char act er Meani ng
space or bl ank
= equal s sign and al so used for assignnent statenents
+ plus sign al so used for adding strings
- mnus sign used for subtraction
* nultiply sign used for nultiplication
/ di vi de sign used for division
( open parenthesis used to begin a function
) cl ose parenthesis used to end a function
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$ dol lar sign used to indicate a string function
, comma used as a data separator
; seni -colon used for text formatting
: colon used as a statenment separator
doubl e quote or string delimter
? question mark or PRI NT abbreviation
\ backsl ash or newline character
< I ess than for IF statenent
> greater than for |F statement

RESERVED WORDS

Under ACCS, certain reserved words have predefined nmeanings. These words all
correspond to ACOS statenents, functions, and operands. When encountered, they wll
be executed as an ACCS command. These may NOT be used for variabl e names.

It is always best if you separated reserved words fromdata or each other by use of a
space or a colon or whatever special characters the particular command syntax al | ows.
One of the keys behind witing a good programis naking sure you can understand what
you wote. For exanple, PRINT A$;B$, C PEEK(27): HOVE uses a (;), a (,), a ( ), space
and a (:) between data.

The following is a list of reserved words:

ADDI NT  APPEND BYTE GRS CLEAR CLOCK CLCSE
acrY CREATE DATES ECHO EDT END FI'LL
FLAG FCR FREE GET aosuB Qoro HOVE
IF I NFO I NPUT I NSTR KEY Kl LL LEFT$
LEN LI NK LOG MARK M D§ MODEM MOVE
MBG NEXT N BBLE NOT ON NOCCAR CPEN PDL
PEEK PCKE PCP PCSI TI ON PRI NT PUBLI C PUSH
RAM RANR RANDOM READ READY RETURN REW ND
RIGHT$ R PCO RND$ SET SETI NT STR$ TEXT
THEN Tl MES TONE UPDATE USE VAL WHENS

VAR ABLES

One of the nost powerful parts of any |language are the use of VAR ABLES. ACCS
contains two basic variable types. The common ways of using themare |isted bel ow

Nuneric Variabl es: Under ACOS, nunberic variables are just integers. Floating point
nunbers are not supported. ACOS is not a good |anguage if your application demands
heavy math support. The integers are in the range -32767 to +32768. Nunbers outside
this range will either "wap-around" or give an OVERFLOWERRCR Nuneric variables are
represented as names of your choice. They nust start with an al phabetical character,
but can contain any al phanuneric characters that you desire. For instance, ABC, Z7,
AS76D are all legal numeric variables.

String Variabl es: Under ACOS, string variables are the sane as they are under nost
BASI Cs. They can be between 0-255 characters in length, they can accept any type of
characters (control, upper/|owercase, nuneric, etc.), and can be nanipulated in a
nunber of ways. String variables nmust start with an al phabetical character and can
contain any al phanuneric character as can a nuneric variable. However, the variable
nane nust be terminated by a dollar sign. For exanple, ZQ, A7$, NAVE$S are all |egal
string vari abl es.

Unli ke many basics, ACOS does NOT support arrays. Due to speed and nenory
consi derations, array support is inpractical. Fortunetly, ACCS has been engi neered to
handl e | arge groups of data that will out preformnost normal array systens.

Under ACCS, variable nanes can be of any |length, though only the first two characters
are used within ACCS for identification. For exanple, you can use the variable VOTE

t hroughout you programwi thout a problem Internally though, ACCS only |ooks at it as
VO As aresult, if you have a second variable named VOLUME, internally, it will be
the sane as VOTE. Thus the two variables will be the same as far as ACCS i s
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concerned. The ability to use variable names greater than 2 characters is only for
your readi ng conveni ence.

You can assign a variable a value the sane way you do in any BASIC. You can use: LET
VOTE=1 to set the variable VOto a value of 1. As a shortcut, you can just say VO-1,
and ACCS will figure out what you nean. The LET is an optional operator. Wen
assigning a string variable to an absolute value, the string to be assigned nust be
encl osed in quotes and nust be no nore than 255 characters in |ength.

AR THVETI C CPERATCRS

There are several standard srithnmetic operators that can be applied to nuneric and
string variabl es. Though they are somewhat limted in nature under ACCS, nost common
functions can be acconodat ed.

Addi tion: A=B+C or A=B+5 or A=3+7 are all |egal operators. Wienever a nunber is
needed for whatever purpose, an equation may be substituted with its place. A$=B$+C$
or A$=B$+"HMWWM or A$="TH S IS "+"A TEST" are all legal string addition commands.
Under string addition, the contents of the second string are appended onto the
contents of the first.

Subtraction: A=B-C or A=B-5 or A=3-7 are all legal operators. It is very simlar to
using the addition operator. There is no string subraction operator.

Mul tiplication: A=B*C or A=B*5 or A=3*7 are all |egal operators. If you conbine
mul ti pi cation/division operands with addition/subtraction operands, the
mul tiplication/division will be executed first. ex: 4+5*3=19 not 27.

Division: A=B/C or A=B/5 or A=3/7 are all legal operators. Since ACOS is an integer
based | anguage, with division operands, the results are rounded to the nearest
integer and the renai nders are thrown away. Thus 10/2=5, 10/3=3, 10/7=1, 10/11=0.

Mbdul 0: A=B MDD C or A=-B MCD 5 or A=3 MDD 7 are all legal operators. The MDD operand
is a sub function of division. Instead of returning the quotient as with division,
the renai nder is returned. Thus, 10 MDD 2=0, 10 MXD 3=1, 10 MOD 7=3.

G oupi ng: By using the parenthesis, you can create conpl ex equations and control the
met hod of expression evaluation. Arguments within a set of parenthesis are al ways
executed first. You nmay al so nest several levels of paranthesis if needed. Thus
((3+4)*5)/(3+4) is evaluated in the followi ng steps: step 1 (7*5)/(3+4) step 2
35/(3+4) step 3 35/7 step 4 result is 5.

RELATI ONAL CPERATCRS

Rel ati onal operators are used to conpare two values and return a true/false result.
Strings may be conpared with other strings but not to nunbers. The same is true for
nunbers. A "TRUE' result is returned as the value of 1 while a "FALSE' result is
returned as the value 0. The following are the | egal relational operators:

Qper at or Rel ati on Exanpl e

= equal ity X=Y

<> or >< inequal ity X<>Y or X><Y
< l ess than XY

> greater than xX>Y

<= or =< l'ess than or X<=Y or X=<Y

equal to
>= or => greater than X>=Y or X=>Y

or equal to

exanpl es: (1=0) with the result of false or (0), (1=1) with the result of true or
(1), (5<4) with the result of false or (0), (5>4) with the result of true or (1),
(7<7) with the result of false or (0), (7>=7) with the result of true or (1).

You may al ways substitute nore conplex variables in place of sinple variables. You
can replace ((X)>(Y)) with a nore conpl ex expression |ike ((4+5*6)>(3/4+12)) or

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textfiles.com/apple/ —-- 18 September 2000 -- 29 of 1262




expressions that are even nore conplex. |f you do have a conpl ex expression on a
si de, you should put parenthesis around it to separate it fromthe rel ational
operator so it is processed as one side.

When used in conjuction with the IF statenent, you have one of the nost powerful
statements with in ACOS. Wien used with the IF statenment, you have a conditional
branch, the single nost inportant program execution statenent.

LOG CAL CPERATCRS

Logi cal operators performsinple |ogic operations on nuneric values. They can be used
to increase the power of the IF statenent by allow ng nore conditions to be

eval uated. Under their sinplest form |ogical operators work with true (1) and fal se
(0) values. The following truth tables show the results of all the possible |ogical
operators in action.

z= not X z=x and y z=x or y
X oz Xy z Xy z
1 0 1 1 1 1 1 1
0 1 1 0 O 1 0 1
0 1 0 01 1
0 0 O 0 0 O

The fol |l owi ng exanpl es show the | F statenment being used with the relational and
| ogi cal operators:

IF (X=5) AND (Y=9) GOTO | abe
IF (NAMES="SH T") AND (UN=1) GOTO | abe
IF NOT ((A=3) OR (B=4)) GOTO | abel

Again it is inportant to use parenthesis when conplex equations are being eval uated
so that ACOS can understand the order the operand is processed. Since execution order
is normal |y sequential, wthout grouping, ACCS will be on its own to deci de what
order you wanted to do’ thi ngs. Many tines it will guess correctly, but on occasion,
it will guess wong. Using grouping is an easy way to avoid this problem

PRI NT STATEMENTS

The two nost frequently used versatile statenents have to be PRINT and | NPUT. These
are the basic nmeans by which you input data into variables and print data out to the
screen. Dur to the frequency of use, a basic understanding of these two statenents is
very inportant.

The PRINT statenment has the function of taking data and displaying it on the

consol e/ modem There are many options in PRINT that can be used. The basic form of
print is PRINT [expression]. In the sinplest formyou can use PRINT [any absol ute
data]. This woul d i nclude nunbers (PRINT 563) or text within quotes (PRINT "HELLO').
To include multiple argunents, you need not even separate them though a space or
seni - col on between them nakes it easier to read. PRINT "THE VALUE 4+5="; 9.

O course, in place of absolute data, you can have statenents, equations, and

vari abl es. For exanpl e the above print statenent could be witten as: PR NT"THE VALUE
4+5";4+45. If we wish to print a function, just enclose the function within the print
statenment. For exanple, PRI NT PEEK(456), woul d display the contents of nenory

| ocati on 456.

To print a variable, just include the nane of the variable in the PRINT statement. A
PRI NT NAME$ woul d print the contents of NAME$ on the screen. To conbine multiple
statenents, just use the senmi-colon or a space. PR NT NAVE$; UN, PEEK(465) ; 4+5 woul d
di splay all the above data.
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There are several special characters that can be used with the PRINT staterment to

format the data. If you use a comma instead of a semi-colon, the comma will aI so be
printed. There is also a print-at character (@ that can be used. PR NT@, O; "HELLO'
wll display the word HELLO at verical location line 5 horizontal |ocation col um 0.

I NPUT STATEMENTS

The INPUT statement is used to enter data in variables fromthe consol e/ nodem by the
user. It also has a quick directive so the text can be displayed (like a PRINT
statenent) before the data is entered. This works well as a pronpt.

Inits sinplest form INPUT is used to enter either a string or numeric variable from
the consol e/ modem | NPUT NAVE$ woul d wait for the user to enter a string fromthe
keyboard. That string would then be put into NAMVES

To enter multiple variables, separate the variable nanes with either the conma or the
backsl ash character. Wen you separate variables with a comma, the input nust
correspond to the nunber of commas used in the input. For exanple, |NPUT A B, C would
wait for 3 nunbers to be entered. Typing 1,2,3 would enter 1 for A 2 for B, and 3
for C

If you enter a backslash between variables, then each value nust be on a separate
line. This avoids having to do nultiple INPUT statenents all in a row Thus | NPUT
A$\B$, would enter two lines worth of data into the two string

woul d enter two lines worth of data into the two strin
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subset woul d be a different volume nunber. For exanple, "n ACCS config program

To change drives within ACOS, you can always prefix the filename with the drive
speci fier. Wenever you access a drive, the default drive is set to the last drive
used. Also, to set the default drive w thout doing any real disk access, the LOG
statenment can be used. For exanple, the syntax for LOGis LOG "drive spec" or LOG
by

Dl SK FI LES

The last part of this introduction deals with using disk files. This is one of the
nost inmportant features of ACOS. You can OPEN a file, nanipul ate the data within, and
then CLCSE the file. If you wish to use a new file, the CREATE statenent can be used.
If you wish to delete an old file, the KILL statenent can be used. The following is a
list of disk comands:

APPEND CLGCsE CREATE I NPUT
KI'LL LOG VARK CPEN
PCSI TION PRI NT READ WRI TE

The first thing to do is open the file. You use the OPEN#channel , fil ename statenent.
There are 2 disk channel s that may be used. The two channels are 1 and 2. Only one
file per disk channel may be open at any one time. Thus, there are a maxi numof two
files open at any one tine. The filename format differs fromoperating systemto
operating system ex: CPEN #1,"USERS' woul d open the file USERS on di sk channel 1.

Once you have opened a disk file, all further access is done with reference to the
di sk channel you opened the file under. At this point, the follow ng coomands can be
used to access the file.

APPEND #channel - This will set the file so that all new data witten to the file
will be appended onto the end of the file.

I NPUT #channel , expression - This is just like the normal | NPUT statement except that
input will be taken fromthe open disk file instead of the consol e/ rodem

MARK (channel) = current byte location within the file. Wth the MARK statenent, you
can select the actual byte nunmber fromthe beginning of the file. This is generally
not used.

current location within file= MARK (channel)- In this form the MARK function will
return the current pointer location within a disk file.

PCsI TI ON #channel , record size, record nunber, offset. - The PCSI TION statenent is
used in conjunction with random access files. If you wantedd to use a file as random
access with record | engths of 64 bytes, you can use: PCSITION #1, 64, record nunber.
The of fset argunent is optional and defaults to O if not used.

PRI NT #channel , expression - The PRINT staterment can be used in the normal way except
that the output wll be directed to the disk file instead of the nodeni consol e.

READ #channel , nenory | ocation, nunber of bytes to read - This is a direct disk to
nmenory transfer nethod. A maxi numof 255 bytes can be read at a tine.

WR TE #channel , nmenory |ocation, nunber of bytes to wite - This is a direct nenory
to disk transfer nethod. A maxi mum of 255 bytes can be witten at a tine.

After you are finished with the file you are using, you nust issue a CLOSE conmand to
tell ACCS you are finished with the file. If you add a #channel after the CLCSE
statenent, only that channel will be closed. If you just issue a CLCSE without an
argunent, all the open files will be closed. If you are only using one file at a
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time, it is generally a good practice to issue just a CLOSE conmand wi th no channel
nunber .

ACOS ERRCR MESSAGES
starting nodul e not found

ACCS was not able to locate the starting programnodul e. By default, this fileis
named "LOGON SEG', but may be changed via the ACOS | oader program

nodul e too |arge

the coniled segment was too large to be loaded into nenory. If this error occurs, you
may want to break the programinto several segnents.

| abel not found

The ACCS conpiler could not find a | abel that was referenced in the program

synbol table full

There are too many labels in the synbol table. ACOS will only allow a maxi mum of 255
| abel s within a segment.

syntax error

M ssing parenthesis in line, msspelling of a keyword, m suse of punctuation, etc....

m ssi ng synbol

There is no label followi ng a GOTO, GOSUB or a PUSH

undefi ned | abel

Execution phrase |abel. This occurs when a segnent is being executed and cannot find
a | abel. During the conpiling phase, you will also be inforned that the |abel was not
f ound.

m ssing data

Cccurs when a program statenent has no valid argument. For exanple, X=CLOCK() is
m ssing data because there is no valid nunber between the parenthesis.

type m smatch

The left hand side of an assignnment statement was a nuneric variable and the right
hand side was a string, or vice versa, or a function which expected a string argunent
was given a nuneric one or vice versa.

overflow > 32767
ACCS cannot handl e nunbers whi ch exceed 32767.

division by zero

dividing by zero is always an error.
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You didn't end a PRINT statenment with a quotation nark.
string too long e

An attenpt was nmade to create a string larger than 255 characters. ACCS MEMORY NAP
$C000  ----------------
gosub stack full | PRCDOS ML |
$BFO0  ----------------
ACCS will not allow you to nest nore than 16 GOSUB or PUSH st at ements. | |
------------------------- $BEOD - ----mmm-mmmo-e-
| |
return wthout gosub $BD00 ||
A RETURN or PCP statenent was encountered w thout a corresponding GO8UB or PUSH bei ng $BCOO0 - ----eiei------
execut ed. | |
------------------------- $BBO0  -----mememmm--e-
| |
bad devi ce nunber $BA00 I--I
You have accessed a device that is not OPEN or READY, or you have accessed a device | |
that does not exist. | |
------------------------- | BUFFER |
| |
illegal filenane $6000  cccememmmmmeaan
| MDEMBICS |
The syntax of the filenane is illegal or an attenpt is nade to use a di sk channel $5E00  ----------------
that 1s already open. | AACK BICS |
------------------------- $5000  -cm--mmm-mmm---
| PRINTER BICS |
for stack full $5000 @ ----------------
| CONSCLE BICS |
ACCS will not allow you to nest nore than 16 FOR statenents. $5900 @ ----------------
------------------------- | CONFI G DATA |
$5800  ------em--mm--e-
next without for
| ACOS |
A NEXT statenent was encountered w thout a corresponding FOR statenent being
execut ed. $2000  ----------------
------------------------- | FI LE BUFFER #1|
$1000  ----mmm-mmm--e-
link Iabel not found | FI LE BUFFER #2|
$1800 @ ----------------
you attenpted to LINK into a segnent at a | abel that is either PUBLIC or does not | |
exi st. | EDI TOR BUFFER |
------------------------- | |
L0700 J
nessage file not found | TEXT PAGE #1 |
$0400  ----------------
You tried to READY a nessage file that doesn't exist. s | PRCDCS DATA |
------------------------- 0300
| SCRATCH RAM |
end of program $0300  ----------------
[INPUT LINE |
An END statenent has been encountered or ACCS has reached the end of a shell. $0200 @ ----------------
------------------------- | 6502 STACK |
$0100  ----------------
bad drive specifier | ZERO PAGE |
$0000  ------em-mmo--e-
An attenpt was nade to access a drive or pathname that does not exist.
------------------------- 16K CARD BANK 1 16K CARD BANK 2
$DFFF - -----eeee - $FFFF - eeeeeeee -
unabl e to | oad external | | | |
| I I |
ACCS was unable to find and execute an external nodul e. | ACCS DATA | | PRCDOS |
------------------------- I I I KERNAL i
uncl osed quote at ECF $0600  --------------- $EO00  ---------------
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$D000

T01c: 10 J g
| 64 BYTE BUFFER [ RAMP] I
$0340 b
| 64 BYTE BUFFER [ RAM I
1070 J e

* end of file

le

[ Ri pco]

Whi ch 1-241 ?=nenu, <CR>=abort:
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ADDI NT
syntax: ADDINT (stringl [,stringl...])

the ADDINT conmand will add nore keys to the existing interrupt keys table. previous
keys will not be cleared. the functions of the keys is the sane as with the SETINT
comand.

APPEND
syntax: APPEND #devi ce

the APPEND staterment is generally used to add data to an existing file. if you issue
an APPEND statenent,the file pointer will be moved to the end of the file. you can
also find out the length of a file by doing an APPEND and then using the MARK
function. Mark will then return the length of the file in bytes.

BYTE
syntax: BYTE=nunber
BYTE=( nunber)
BYTE=( nunber ) =nunber 256

the BYTE function is simlar to the FLAG function. it is a | ow overhead data storage
unit. just point to where in nenory you want the data to be stored using the first
syntax, and you can then access the data using the second or third syntax's.

syntax: string=CHR$(ascii code [, number chars])

appears to be sane as in Applesoft with the exception of [,nunber chars] which allows
user to define how many ascii codes are to be assigned to string.

CLEAR
syntax: CLEAR
CLEAR #devi ce

the forms to clears share only one thing in common; they both clear data in one form
or another. in the first syntax, w thout an argunent, CLEAR will reset all the
variables to nil, clear all the addresses fromthe for-next and gosub-return stack,
and close all open files. suggested use is at begi nning of program

inits second syntax, CLEAR is used to clear out device buffers. the |legal device
channels are 8,9,10. CLEAR #8 will clear the editor so that any output into the
editor will be appended to a clear editor. CLEAR #9 will clear the top of screen

di splay. You nmust clear the top of screen display before you wite any infointo it.
CLEAR #10 will clear the ramdrive. any further wites will be appended on to the
end.

CLOCK
syntax: CLOCK(0)
CLOCK( 1) =expr essi on
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expr essi on=CLOCK( 2) syntax: ECHO=stringl
ECHO=""
the CLOCK function/statenent is used for setting a time linit. it can also be used to
find out how | ong soneone has been using the system the follow ng options are the ECHO statenent is used to set the echo character to be used with the | NPUT
avai | abl e. statenent. once the echo has been set, that character will be sent each tine a user
types a character when entering text. the ECHO statenent in the second syntax will
CLOCK(0)- this statenent is used to reset the clock tine to zero. reset the echo to the character that is being typed.
it should be executed when your programbegins. —  oeeeiiooo
CLOCK(1)- you will need to set CLOCK(1) equal to the nunber of EDI T
mnutes you want as a time linit, or O for no limt. when syntax: EDI T( nunber)
the tine limt expires, it will be handled as a "no
carrier" situation. The programwill junp to the NOCAR the EDIT statenment is the command used to interface acos with its editor. with the
routine. different EDIT statenents, you can clear the editor, see how nuch space is free, etc.
the following list gives all legal calls....
CLOCK(2)- the CLOCK(2) function will return the nunber of seconds
that a user has been connected. divide this nunber by 60 ED T(0)- clears the editor. there will be a total of 4096 bytes free
to find how many mnutes they have been connect ed. after a clear takes place.
EDI T(1)- enter the editor. if no data is present, the editor wll
CLCSE start to accept input right away. if other data is
syntax: CLCSE present, the editor will start in the pronpt node.

CLCSE #devi ce
EDIT(2)- this is a function that returns the nunber of bytes used
the CLOSE command is used to close a disk file after you are done with it. if you within the editor. if this nunber equals 0 the editor is
gi ve a device channel with the close command, only that file will be closed. if you enpty.
CLCSE by itself, all open files will be closed.
————————————————————————— EDI T(3)- this is used to set the video width to be used within the
editor. any value from1l to 255 is legal. the nost often

QaoPY used widths are 32,40, 64,80,128. all operations within the
syntax: COPY filename [, #device] editor will be based around this w dth. you can al so read
CCPY #devi ce [, #devi ce] the current width using EDIT(3) as a function.
the COPY command is used for displaying and copying information fromdevice to EDI T(4)- this is used to set the 'back-space node' that the editor
device. the first argument can be a filemane, in which case, the file is opened and will use. certain nodes allow nore control than others.
input is taken fromthat file, or it can be a device. the second device is optional. node O indicates that the actual node is not known. the
if present all output will be routed there, otherwise it will be displayed to the editor will work fine, but some functions will be
nodend consol e. the second argunment may not be another filename. if you w sh to copy di sabl ed. under node 1, the editor will assume that the
to afile, open the file with the OPEN conmand, and copy to that device. user has a 'non-destructible' backspace. this allows all

————————————————————————— the editor functions to be used and is how the |ocal console
is setup. nmode 2 tells the editor that the user has a

CREATE "destructibl e’ backspace. under this node, sonme functions
syntax: CREATE fil enane are di sabl ed, but the editor speeds up certain other
functions.

the CREATE statenent is used to create an enpty file on the disk. the newfile can be  -------c-mmmmmmoon
opened and read and witten to just as any other file would be. this is the only way

to create a file under acos. unlike sone other basics, acos will NOT create a file END
using the CPEN comand. syntax: END
sane as applesoft, terninates program returns to acos restart state.
CRUNCH e
syntax: CRUNCH
FILL
the CRUNCH statenent is used in conjunction with the MSG commands. it is used to
"CRUNCH' together a message file in while nessages have been killed. this allows you syntax: FILL start,|ength, data
to maintain a sequential nessage file and get rid of all the blank deleted entries
that m ght be there. the FILL statenent is used to fill an area of nmenory with sone bytes of data.
————————————————————————— generally it is used to zero out nenory. START is a 16 bit menory address, length is
an 8 bit [0-255] nunber, and DATA is the byte that will be used to fill nenory.
DATES e
syntax: string=DATE$
FLAG
the DATE$ function returns the current date in MDD YY format. the input will be syntax: expressi on=FLAG
taken from what ever device was configured as a clock. if 00/00/00 is returned, then FLAG=nunber
there is no clock in the systemand the date hasn't been set. FLAG=( nunber)

......................... FLAGQ nunber ) =nunber 1
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the FLAG function is a | ow overhead way to store 1 bit information. you just need to
point the FLAG function to a point in nenory that you wish to store your data in, and
you can mani pul ate as many flags as you need. each byte of nenory can contain 8
flags. to setup the FLAG function, use the first syntax to point the function to a
point in nmenory where the flags will be stored. once the pointer is setup, you can
use the FLAG just like a variable using the second and third syntax for reading and
witing the flags.

FOR
syntax: FOR nunvar =nunber TO nunber STEP nunber
; NEXT

appears to have same function and limts as appl esoft FOR NEXT | oops.

FREE
syntax: FREE

appears to have same function as appl esoft FRE(O) command.

syntax: CET varstr

the GET statenent is used to get a single keypress fromthe keyboard. when
encountered, the systemw |l wait until a key is pressed. the key will be returned in
<varstr>. control characters will not be filtered out as they are with [ NPUT.

syntax: GOSUB | abel

appears to have same function as applesoft GOSUB. only thing worth noting is that
acos uses |labels as targets instead of |ine nunbers.

coj[e]
syntax: GOTO | abel

appears to have same function as appl esoft GOTO again with the exception that acos
uses | abels not |ine nunbers.

syntax: HOMVE

appears to have same function as appl esoft HOME clears current w ndow

IF
syntax: |F argunent [ THEN] statenent [ELSE] statement
appears to have sane function as appl esoft |F-THEN except it supports the ELSE
directive when the statenent was false. ELSE is optional. THEN i s al so optional but
if you use THEN, it cannot be followed by a |abel directly.(use IF arg THEN
| abel).

I NFO
syntax: expressi on=I NFQ(opti onal )
I NFQ{ opt i onal ) =expr essi on

I NFO can be used as either a statenent or as a function. it is really a 'catch-all’
in nature. many values that are nore or less unrelated are returned. the follow ng
tabl e gives the neanings of all the |NFO data.

argunment r/w function
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INFQ(O) r is there a caller online? (0=no)

INFQ(1) r capacity of current message file.

INFQ(2) r callers baud rate /300 (1=300)

INFQ(3) r/w current nunber of nulls.

INFQ(4) w top screen stats. (1l=chat, 2=exec)

INFQ(5) r/w executive user online? (1l=yes)

INFQ(6) r checks bit map for mail/nmsg bases for room

| NPUT
syntax: | NPUT [#device,] [@unber,] [\] ["text"]
variable [{,\}] variable..]

the INPUT statement is broken down into 4 different parts. the first part is the

i nput device to be used. when omtted, the input is taken fromthe nodeni consol e,
otherwi se input is taken fromthat devi ce. the second part is the input node. there
is arestrictive node placed on the input so that the inputed data is what you
desire. the third part of INPUT is the pronpt. the pronpt is basically just a text
string that will be printed prior to getting the input. the newine character '\' can
be used at the beginning of the text. the last part of INPUT is the variable list.
this is alist of variables that will be assigned the input. each variable in the
list is separated by either a comma or backslash. if separated by a conma, then the
actual typed input nust be divided by a comma. if divided by a backsl ash, then the
text nmust be separated by a carriage return.

INPUT default- set the input node to uppercase, don't accept a
bl ank 1ine.

INPUT node O - set the input node to uppercase, don't accept a
bl ank line, just return the first character.

INPUT node 1 - set the input node to uppercase, don't accept a
bl ank line, don't accept any comas.

INPUT node 2 - set the input node to uppercase, blank lines wll
be accept ed.

INPUT node 3 - accept everything. (upper & lower).

I NSTR
syntax: expression=I NSTR(string, string)

the INSTR function is used to search within a string for the existance of another
string. the first string is that string which you are searching for. the second
string is what will be searched. the case of the text will be ignored. the function
will return the nunber of the first character where the match was found. if the
function returns zero, no natch was found.

syntax: expressi on=KEY( 0)
expr essi on=KEY( 1)
expr essi on=KEY( 2)

the KEY function is used to check and see what if any keys have been pressed. it is
generally used to check to see if a routine needs to be interrupted and is used in
conjuction with the SETINT and ADDI NT statenents. this routine does not wait for a
key, it returns either a zero for no key or the ascii value of the key. in the KEY(1)
form a non-zero byte will be returned if the key pressed was the 'file stop'
character in the KEY(2) form a non-zero byte will be returned if the pressed key is
the 'file next' key define in config.

Kl LL
syntax: KILL filename
KI'LL #MSQ expr essi on)
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the KILL statenment can be used in two different ways. in both ways it is used to

delete data. in the first form with the filename, it will delete the file fromdisk.
inits second form it will kill a message within the currently active nessage base.
after using KILL on a nessage, it is always a good idea to followit with an UPDATE.

LEFT$
syntax: string=LEFT$(string,|ength)

appears to have same function as appl esoft LEFTS$.

LEN
syntax: expressi on=LEN(stri ng)

appears to have same function as appl esoft LEN

LI NK
syntax: LINK filenane [, string-Iabel]

this statenent will allow two programsegnents to be linked together. it is in this
way that the probl emof not enough nenory is dealt with. the filenane argunent is
mandatory and is in standard filename syntax. if you w sh the execution to begin at a
poi nt other than the begi nning of the nodule, then add on a comma fol |l owed by the
name of the label IN STRING FORM the |abel nust be enclosed in quotes or nust be in
a string. ex: LINK "A MSG SEG', "BULLETINS'. you nust al so nake use the PUBLI C conmand
within the segment you are linking to so that the |abels address is available to the
l'ink command.

LOG
syntax: LOG drivespec

the LOG statenent sinply changes the default disk drive to the <drivespec> drive. if
the drive is not legal, a BAD DRIVE SPEC FIER error will occur.

syntax: expressi on=MARK( devi ce)
MARK( devi ce) =nunber

the MARK function will allow you to either set or check the point at which a file is
doing i/o. if you want to go to the beginning of a file, you would issue a MARK(1)=0
assumng it was file 1. MARK has a second function in that it can be used to see If a
file exists. normally acos will not generate an error if a file exists, so it can be
hard to tell if there is one. to see if a file exists:

CPEN #1, fil enane

I F MARK(1) PRI NT "FILE EX STS'

CLCSE #1

M D$
syntax: string=M D$(string,start [,length])

appears to have same function as appl esoft M D$.

MODEM
syntax: MODEM nunber)

the MODEM command is multiple function for controlling the nodem
MODEM 0) - this command needs to be issued before any other

nmodem command is used. its functionis to
initialize the modemdriver for |ater use.
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MODEM 1) - this command waits for an inconing call and
establ i shes a connection. execution will continue
when either a call is connected or the user goes
into | ocal node.

MODEM 2) - this command causes the nodemto hangup. all
further output will be sent to console only.

MOVE
syntax: MOVE start,length TO destination

the MOVE statenment is used to nove segnents of nmenory around. the only linmtation is
that only a maxi mum of 255 bytes can be noved at any one tine. both START and
DESTI NATI ON are 16 bit menory addresses while LENGTH is an 8 bit [0-255] nunber.

expr essi on=M5QE nunber)
MBQ nunber ) =expr essi on
devi ce={ #MBGE nunber) }

the MSG function is a specialized function for the acos message handling routines.
once a nessage file has been opened via the READY command, the MSG function is used
to access individual nmessages within the message file. the MSG function has two
radically different syntaxs. under the first and second syntax, it is being used to
access and set information about a message. for each nmessage, you can maintain one
nunber that gives information about it via the MSG function. the M5 O0) function
returns the nunber of nessages within the nmessage file and may not be changed. to
access a nessage, it is used as a device channel. while to show the editor COPY#8
woul d suffice, since the message file is made up of many nessages, it is necessary to
tell which nessage you want to work with. COPY#MSQ 3) woul d show nessage nunber three
within the currently open nmessage file.

syntax: NEXT

simlar to the appl esoft NEXT statement which is used with FOR NEXT | oops but with
the exception you cannot use a variable after NEXT. (NEXT Xis illegal).

NI BBLE
syntax: N BBLE=nunber
NI BBLE( nunber )
NI BBLE( nunber ) =nunber 16

the NEXT function is simlar to the FLAG function in that it is a | ow overhead data
storage nethod. with the NI BBLE function, you can store 4 bit nunbers that have the
range 0-15. use the first syntax of NIBBLE to point to the point in menory where the
data will be stored. use the second and third syntax to read and wite the actual

dat a.

syntax: expressi on= NOT expression

the NOT operator is a booleon |logic operator. it changes the value of an expression
fromtrue to false or fromfalse to true. in booleon logic, false is considered to be
zero while not false or true, is considered to be any other nunber. the NOT operator
is most commonly used in |F statenents.

ON NOCAR
syntax: ON NOCAR GOTO | abel

the ON NOCAR staterment is used to setup a routine that can be used whne carrier is
lost froma renote user. when the carrier is lost, acos will then hang up the nodem
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it will then change the current execution point to the |abel that was setup. whenever
you link to another segnment you nust set up a new ON vector to a routine wthin
that segment. if you don't have a vector set up and a renmote caller drops carrier,
the systemw || just sit there until it tinmes out.

os will then hang up the nodem it will then change the current execution point
to the label that was setup. whenever you link to another segnent you nust set up a
new ON NOCAR vector to a routine within that segnent. if you don't have a vector set
up and a renote caller drops carrier, the systemw Il just sit there until it times
out.
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CPEN
syntax: OPEN #device, fil enane

the OPEN statenent is used to make disk files ready to do i/o with out a program you
open a disk file using either device channel 1 or 2, and all further references to
that channel will access the file associated with it. when you are finished with the
file, use the CLOBE command. this will free up the device channel for later use. if
you try to use a channel that is already in use, or one besides channel 1 or 2, you
will get a BAD DEVICE CHANNEL error. if the file you open does not exist, no error
wll be generated. if you try to read fromthe file, it will appear to be enpty. use

the CREATE command to make a file

PDL
syntax: expressi on=PDL( nunber)

the PDL function is used to read one of the paddles on the system you can read
paddl e zero through three. the nunber returned will be in the range 0-255.

PEEK
syntax: expressi on=PEEK( addr ess)

appears to be the sane as the appl esoft PEEK function.

syntax: POKE address, val ue

appears to be the sane as the appl esoft PEEK function.

syntax: PCP

appears to be the same as the appl esoft POP statement with the exception of it also
can be used with the acos PUSH comand.

PCsI TI ON
syntax: PGCSI TI ON #devi ce, nunber, nunber [, nunber]

the PCSITION statenment is used to position within a random access file. the first
argurent is the disk device channel nunber that was used to open the file. the second
field is the length of each record. the third field is the record nunber to be
positioned to. the fourth field is the offset with in the record that is to be
positioned to.

PRI NT
syntax: PRI NT [#device,] [expression]
[,expression] [;]

rules for PRI NT:
control: '," - the conmma is used to separate expressions within the
print statenent and will be printed literally.

control: ';' - the sem-colon is also used to separate expressions
it will not be printed when encountered, if a sem -
colon is the last character in the line, then the
carriage return will be suppressed.
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control: '"\' - the backslash is used to generate a newine character
usi ng the backsl ash, there is no need to put a bunch
of print:print. stat enents.

exprs: TEXT - text rust be contained within quotes and will be
printed exactly as typed. within quotes, you may have
any special characters including return. having an
open quote with no close can prove to be an
interesting experience.

exprs: STRING the contents of the listed string will be printed.

exprs: NUMBER the content of the listed nunber will be printed.

PUBLI C
syntax: PUBLI C | abel

the PUBLIC statenment is used to make a label within a program nodul e available to
other nodules to link to. if you wish to link to another program nodul e, and start
execution at a point other than the begi nning of the nmodule, you will need to nmake
that point public. you can have a nmaxi mumof 8 public labels within a program nodul e.

PUSH
syntax: PUSH | abel

the PUSH staterment is a sub-set of the GOBUB statenment. it does not actually change
the current point of execution, but places a return address in a table so that the
next time a RETURN statenment is encountered, control will return to this present
point. a PCP statenent will renove the | ast address added to the return table.

syntax: RAM

the RAM function is really just a constant pointer. it just points to a free 64 bytes
of nmenory that has been set aside for program use.

syntax: RAW

the RAM2 function is the same as the RAMfunction except that it points to a
different 64 bytes that are available for programuse. generally this menory is used
in conjunction with the READ, WRI TE, N BBLE and BYTE functi ons.

syntax: expressi on=RANDOM nunber)

the RANDOM function is used to generate a random nunber within the range O-nunber. a
new random nunber will be generated everytine the systemgoes to get input. if you
take two random nunbers in a row, they will always be the same. if you need nore than
one, use the RND$ string between. the will do a tenporary re-random

READ
syntax: READ # devi ce, nenl oc, nunber

the READ statenent is used to load data froma file into nenory in its binary form
wi thout any processing or changing. the input does not have to conme froma file, it
can cone fromthe editor or a nessage file. it is simlar to an apple dos BLOAD
comand.

READY
syntax: READY fil enane
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READY #MSQ nunber)

the READY staterment is used to nake a nessage file ready for use. it is simlar to an
CPEN statement being used before a file is accessed. after a nessage file is ready,
all the following references to MSGwill be directed to that file. once a message
file has been nade ready, it can also be used in its second syntax to ready a
specific message within the file.this is generally used if further references to the
file will use the device channel associated with the nessage base.

RETURN
syntax: RETURN

appears to have sane function as the appl esoft RETURN statenent.

REW ND
syntax: REWND

the REWND staterment is to change the pointer within a nessage file to sone
previously accessed point within the file. nornally this is used in conjunction with
the READY MBQ(x): OCPY #7 statenments. using REWND wi Il put the internal pointer back
to where it was before the | ast message operation took place. this is generally used
for doing a 're-read' function of sorts.

R GHT$
syntax: string=R GHT$(string,|ength)

appears to have sane function as the appl esoft R GHTS.

RNDS
syntax: char =R\D§

the RND$ function is used to generate randomcharacters. each tine RND$ is accessed
a new random character will be returned. be warned: the random nunber is generated
fromtimng how |long a user takes to enter his input. this is really a pretty random
nunber since it is based on the users typing skill and speed. the only problemis
that the random character generator can start repeating patterns after about 15-20
characters have been generated and before another input has taken place.

SET
syntax: SET string=nem oc, nunber

the SET statenent is another statement set up for the optinum nanagenent of nenory.
with SET you can nanual |y set up pointers for strings anywhere in nenory. along with
the locations of the string, you can al so specify the | ength. whenever the string is
accessed, the text present at the nenory locations will be returned.

SETI NT
syntax: SETINT (stringl [,stringl...])
SETINT ("")

SETI NT (nunber)

the SETINT command is used to set up 'interrupt' keys. once setup the systemwill
check for those keys whenever text is being displayed. if one of the keys are
encountered, all further output will be supressed until an input statenment of some
kind is encountered or the SETINT is reset. to reset the SETINT command, use the
second syntax. if you wish to set the interrupt keys to those pre-defined by the acos
config program use the third syntax. SETINT(1) will set the interrupt key to the
"file stop' character. SETINT(2) will set the interrupt keys to the "file stop' and
"file next' characters.
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syntax: string=STR$( nunber)

appears to have same function as the appl esoft STRS$.

TEXT
syntax: TEXT

used to clear the screen and any w ndow on the | ocal consol e.

THEN
syntax: THEN

sane as appl esoft THEN, separates statements within |F statements.

TI VE$
syntax: string=TI VE$

the TIME$ function is used to get the current tinme fromyour clock. if your systemis
equi pped with a clock, the time will be returned in a "HHtMMSS XM format. if your
clock is in the 24 hour configuration then it will be returned in the "Ht MM SS'
format. if you have no clock, then your estimated tinme on will be returned. the
estimated tine is based upon the nunber of characters output and the speed they were
sent. the format for estimated tine is "HH MM SS ET". when the clock is first reset
via a MCDEM 0) conmand, the tine will be "00:00:00 ET" and will advance fromthere.

TONE
syntax: TONE (nunber, nunber)

the TONE function is used to generate a tone fromthe speaker in your conputer. the
first argunent is the pitch and the second is the duration.

UPDATE
syntax: UPDATE

the UPDATE statenent is used to wite any information about the current nessage base
fromnenory out to disk. nornally, certain things are buffered and will stay within
nmenory for long periods of tine. in the event of a power failure or a systemreset,

this data will be lost before it is witten out to disk. use the UPDATE statement to
force the data to be witten out to disk.

USE
syntax: USE filenane [, any options]

the USE statement is used to access a routine that is external to the acos |anguage.
what happens is that the USE statenent |oads in an external command and transfer
control to that command. the command will normally get parameters fromthe
continuation of the line after the filenane argunent.

VAL
syntax: expression=VAL(string)

appears to have same function as appl esoft VAL.

WHENS

syntax: WHEN$=addr ess
st ri ng=WHEN$
WHENS$=st ri ng

the WHEN$ function is really just a data conpression scheme. you initially point
WHEN$ to a address in nenory. at this address there nust be 2 free bytes. when you
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read from WHENS, the 2 bytes will be retrieved fromthe nmenory |ocation and
translated into a "MM DD YY" format. when you assign WHEN$ a val ue, the current date
wi Il be read and changed into a 2 byte conpressed format and saved at the current
addr ess poi nter.

W DTH
syntax: expressi on=W DTH( nunber )

the WDTH function is really an interface to the config program it wll return 4
widths that were setup as the nost commonly used wi dths under config, along with the
width that should be used for a default when the video width is not known. WDTH 1-4)
will return the 4 nost comonly used widths. WDTH(0) will return the nunmber of the
wi dth(1-4) that should be used as a defaul t.

WR TE
syntax: WR TE #devi ce, nem oc, nunber

the WRITE statenent is the opposite of the READ statenent. it is used to wite
unprocessed binary data fromnenory to a file or other device. alnost all the device
channel s can be witten and none will generate errors. just specify the nenory
location and length to be witten.

* end of fiLE

[R pco] Wiich 1-241 ?=nenu, <CR>=abort:
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DOCUMENT acr oj et . codes

DOCUMENT acrosti cs

Codes for Acrojet - Conpiled by M.Cairo

Azure 459 Bei ge 741
Burgandy 025 Qi mson 817
Ereral d 356 Fl ane 283
Gol d 992 I ndi go 538
Jade 464 Lavender 170
Lenon 076 Magent a 205
Mar oon 751 dive 428
Cker 847 Peach 384
Rose 162 Scarl et 630
Si enna 974 Tangerine 913
Tur quoi se 290 Unbr a 578
Vi ol et 024 Tivir- 757
Wi te 681

+++
A Acrostic Instructions : @

Wl come to the SC-FlI Acrostic Solver. This programpresents three acrostic puzzles
with famous science fiction authors as the topics. The author's last nane is the
answer down. Each letter in the author's nane is used as the first letter of a word
across. By solving the words across, you will spell the author's name down. A clue
for the word down appears at the bottom of your screen. Use the ~ arrow keys or
Control A and Control Z @to nove fromrowto row. As you nove up and down, a clue
for the row where you are working will appear at the top of the screen. You nmay
guess, but the program expects you to solve all words across. Correct words are
nmarked. |f you need help with a word, use » Control F @to see the first letter. Once
you have conpl eted the first puzzle, the programw || automatically nove on to the
second. If you want to skip a puzzle, use » Control N @to ask for the Next puzzle.
You can quit conpletely by using the [ESC] key. The programw || ask you to confirm
your choice. If you do quit, you will go back to the UPTIME Menu. If you do not, you
wi Il go back the puzzle, resum ng where you left off.

A- Modifying Acrostics -@

In this program you will find a set of acrostics with the sane thene. If you are a
bit famliar with BASIC, you nmight |look at the data statenents starting at |ine 12000
and change themto create your own acrostics. You may want a set of puzzles for a
favorite topic of yours. If digging into Applesoft is a bit beyond your wi shes, you
can send your suggestions to UPTIME. |f we receive enough response, we will either
include a new acrostic or (preferably) a set of prograns that will allow you to nmake
your own acrostics and save themon the disk for other people to solve. Let us know
if you would like a utility which will print these puzzles for you as well.

N Files Needed @

ACRCSTI CS - Programused to setup the machine for SO FI

UPTI ME. TI TLE - The introduction to the program

SC FI - The main program

FP - EXEC file used to exit.

GARBAGE - A quick garbage collection routine

CURSCRS - Various cursors used by prograns

] BLOCK - The following files are the character sets used to
] SMALL SQUARE - print on the H Res screen.

] SMALL STANDARD

~~~ screen.
] SVALL STANDARD
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178
[ The Courts of Chaos ] - [ 312/915-0947 ]

ASCI | Express
"The Professional"
3. 4x Version
Copyri ght 1982

Sout hwest ern Data Systens
Santee, Cal i fornia 92071
714/ 562- 3670

AE PROis part of the "Professional Series" pioneered by Southwestern Data
System (SDS). For the first time ever, there is communications software
whi ch operates simlarly in all three najor operating systems of the Apple
Il computer; CP/MPascal, and the native Apple DOS. The conprehensive set
of software is conversive with each of its nmenbers -- CP/Mfiles can be
transferred via nodemor direct connect interface to Pascal, Pascal to DS
or any conbi nation.

-=+*> BAUD RATES <*+=-

AE PRO supports all standard tel econmuni cations baud rates as well as the
hi gher direct connect rates up to at |east 4800 baud when interfaced to
conventional 80 colum boards, or in excess of 9600 baud when interfaced to
an external termnal capable of those higher rates. |Its supports full
termnal enulation -the ability of AE PRO and your 80 col umm board or
external termnal to mimc screen display characteristics of other popul ar
termnals. Thus you can comunicate with host conmputers which may require
a particular display characteristic. This provides maximumflexibility
whil e mnimzing connect tine.

-=+*> HARDWARE <*+=-

AE PRO al so supports all currently available hardware for the Apple |1
including all nodens, whether plugged into the Apple nother-board or
operating externally, all display devices fromthe internal Apple 40 col um
screen to 80 col umm boards and external termnals conpatible interfaced.
The sane versatility applies to printer interfaces as well. Wth nost
printer interface cards, AE PROs unique printer "ring" buffer prevents the
loss of data while on-line with the printer enabl es sinultaneously.

- =+*> COMPACT OCDE <*+=-

AE PROis witten in very conpact efficient form Code overlays are used
frequently which allow different sections of AE PROs code to share the
sane section of nemory. The result is a very large data buffer without
wasting space anywhere in nenory. Mcro PROs Wrdstar word processor and
Mcrosoft's A L.D. S. assenbler-linker package were used exclusively for its
devel opnent .

-=+*> PONERFUL EDI TOR <*+=-

AE PRO contains a powerful built-in editing system The editor can utilize
either the same nenory as AE s data buffer, or a special expanded buffer.
In the expanded node, your already |arge 18k byte data buffer is expanded
further by another 7.5k. You can switch between buffers quickly & easily,
but may not maintain data in both sinultaneously. The Editor is line
oriented in nature, but utilizes a flexible screen-oriented editing system
in which the cursor may be freely nmoved around in text. Characters may be
added or deleted at will. Also featured are recursive global find and edit
conmands, which allow you to locate particular characters or strings
anywhere in your file, instantly nove into the edit node, neke necessary
changes, and continue on to find the next find occurrence.

-=+*> BU LT-1 N MEMORY MANAGEMENT SYSTEM <* +=-

AE PRO goes one step further. |If your Apple Il is equipped with a standard
16k or greater ramcard in slot zero, AE will autonmatically relocate the
DCS operating systemto higher nenory and increase your data buffer size
even further. 1In this node of operation, your mninmumbuffer size will
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increase from 18k bytes to approx. 28k bytes. In the expanded editor node,
another 7.5k bytes is added above that.

-=+*> MOST PONERFUL MACRO SYSTEM EVER <* +=-

AE PRO provides you with the ultimate in flexibility. Conplete system
paraneter assignnent as part of the normal nmacro library. Now not only do
you have full macro libraries with which to nake conpl ex operations easier,
each separate library can conpletely reconfigure AE PRO  Things such as
the system phone nunber, baud rate, parity, various nenu paraneters, even
ternminal enulation tables are part of this powerful system

Once configured, all you need to do is tell AE PRO which systemto call.

It will call,connect,reconfigure itself, and conplete the | og-on
automatically while you sit back and watch.

-=+*> UNATTENDED AUTO ANSVEER <* +=-

AE PRO al | ows conpl etely unattended answer nmode with password | og-on. |[f
the Novation Apple CAT nodemis utilized with the Bell 2la option, AE PRO
wi ||l auto-search baud rates and adjust to that of the caller automatically.
In the unattended node, the caller can view standard text files to the
screen, do blind copy of data, or send or receive any type of file in the
Christensen error-free node. The unattended node can be set up for

conpl ete turnkey operation too. |If configured to so, you can power-up your
conputer on the AE disk and autonatically enter the unattended renote node.

- =+*> AUTO ANSWERBACK MODE <* +=-

AE PRO al so have the ability to function as an ANSWERBACK DDD or TWK node
to forwarding nail systens such as Telenet's Tel email and many others.

In this node, AE PROwill pick up the phone, and wait for the forwarding
systemto activate it with special HERE-IS character. AE PROw I then
identify itself, and accept the incoming data into its buffer. At the
concl usion of the exchange, the forwarding conputer will hangup, and AE PRO
will automatically save its buffer to disk (the printer may be

si nul taneously supported also) and wait for the next call.

-=+*> ERRCR FREE TRANSFERS <*+=-

A wi de range of send nodes are provided. Everything fromthe sinplest
blind bl ock dunp, to a very conpl ex packet-oriented error checking node
ensures that you'll be able to quickly and easily transfer all sorts of
data to practically any host conmputer you can find. Even the slowest or
nost awkward systens are easily acconmodat ed.

-=+*> MENU DRI VEN <*+=-

AE PROis unobtrusive. It remains quietly on the sidelines until you
request something. It can display extensive help menus if you want them
or none if you don't. An extra feature, the BRI EF node allows the nore
experienced operator to turn off AE PROs extra pronpting. This keeps the
screen clear of announcerments and pronpting you may not al ways need.

- =+*> SCOPH STI CATED | NSTALL PROGRAM <* +=-

AE PROs install programis very user friendly and easy to use.

It requires no programmi ng know edge to operate but enconpasses all aspect
of the basic set-up of AE PROincluding various automati c nodes which all ow
you to nmove AE PRO fromone systemto another of different hardware
configuration. It will figure out what is there and work correctly without
further attention. There are no |ine nunbers to change or internal
programm ng changes to make. |f AE PRO cannot adjust for a particul ar
hardware inconpatibility, it will informyou and autonmatically run the

I NSTALL programif present on that drive.

-=+*> MANUAL ABBREVI ATI ONS: <*+=-
Thr oughout this manual ,
certain abbreviations for keys or characters may be used:

clr carriage return key

BS backspace character ("H)
RUB  RUBout character

ESC ESCape character

" Control character
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A#  RUBout character (screen display only)

<c/r> execute c/r

Al'so note that a HEX value may be indicated by a nunbe bei ng
preceded by a dollar sign ($) or followed by "H' (letter H

-=+*> AE PRO DI SKETTE CONTENTS <*+=-

Type Nane Descri ption

T HELLO This file is EXEC d upon boot, and can perform nany
different set-up steps. See "Advanced Programm ng | nfo"
for details.

B AE PRO AE PRO s itself. Can be BRUN any tine.

B | NSTALL AE PRO s installation program Can be BRUN any tine.

B BDCS A Library file used by | NSTALL.

T MACRO LIB  The macro library file. Keeps track of the other various

macro files for quick load and access fromwithin a main
progr am

S STPVMB. MAC  (ne of several nmacro data files. They are indexed from
wi thin the MACRO LI B flle and can be directly produced
and conflgured fromthe "U' option of AE PRO
Al "S" files are macro data files.

B CHFCRM A utility program which changes the FORVAT or a DCS text
file to that of Pascal or CPFM or vice versa. Use this
when you transfer files in protocal nmode with AE PRO and
one of the other "PRO' series packages, P-TERM
(Pascal 1.1) or Z-TERM (CP/ V).

T MPF. A An EXEC file which is used to produces a TEXT file from
an Appl esoft program

A PFM A Used internally by MPF. A

MPF. | An EXEC file which is used to produce a TEXT file froman
I nteger Basic program
| PFM | Used internally by MPF.I.

A SPACECRUNCH A program whi ch renoves all nonessential spaces and ot her
text froma Basic programfile. This utility is also
built-in to MPF. A as a user option.

B BFD8 A utility program designed to produce a TEXT file froma
Bi nary block of data, if that data does NOT reside from
$800: $A00.

B BFD92 A utility program designed to produce a TEXT FILE FROM A

Binary block of data, if that data does NOT reside from
$9200- $9600.

NOTE:

AE PRO itself does not rely on any non-nacro files to operate normally.
Therefore, you can produce di skettes which contain on HELLO, AE and
associ ated macro files, to allow you the |argest possible disk space.
If you also would like to be able to operate | NSTALL from AE PRO

you nust include | NSTALL and BDCS on the AE disk.

-=+*> A TYPICAL QU CKIE SET-UP <*+=-

For our exanple, we'll take a pretty "standard" hardware configuration
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found in many reasonably equi pped Apple Il's used in the hone.
I't would consist of:

Apple Il Plus, 48k RAM

16k RAM card - any manufacture

Appl e mni-drives on one controller card
80 Col umm board (optional)

Hayes Associ ates M croMdem ||

Epson MX70/ 80/ FT Printer

Parallel Printer Interface

TN

First, like running any other new software, MAKE A COPY OF AE PRO DI SKETTE.
Any conventional copy program may be used. Wien done, put the naster aside,
and "use the copy". Insert the AE PRO copy disk in you boot drive, and

ei ther power up the conmputer or type PR#6 to initiate the boot process.
After a few seconds of disk activity, AE PROw Il attenpt to run and

di scover it has not yet been installed. It will display a message on the
40 col umm screen.

The first install--RUNNING | NSTALL

Anot her few seconds will pass the screen will again clear and you will see:
ASCl | EXPRESS " THE PROFESSI ONAL"
| NSTALLATI ON PROGRAM
FOR AE VERS| ON 3. 4x
(O 1982 BY
SQUTHWESTERN DATA SYSTEMS
CAN YQU DI SPLAY LONER CASE? (Y/'N)

If you can ON THE DEVI CE THAT WLL BE USED WTH AE PRO, answer YES.
If you cannot under any circunstance, display |ower case, answer NO

Then it will ask: CAN YQU DI SPLAY IS NOA? (Y/ N

If you can, at the nonent, display |ower case on your 40 col unn screen,
answer yes. This question only affects the display of Install's menus.

Since you are running AE PRO for the first time, the screen will again
clear and you will see the next display stage:
(This level also accessed by option | of install's main nenu)

YQU MUST SELECT ONE OF THE FOLLON NG

1 Novation Apple CAT

2 Hayes Assoc. M cronodem ||

3 CCS 7710A/ D, 7711, SSM AIQ Appl e Comm Card, Pronetheus VersaCard
4 Mountai n Conputer CPS

5 ESI Lynx

6 MPC M croConnecti on

7 Appl e Super Serial Card

Qurrent: 0 New. ---
Since for this exanple, you have a McroMdem || installed, select option 2
Next: SLOT of conmunications device (0-7)

Qurrent: 2 New. ---

Enter the slot in which you nmodemis installed.
The nessage: Installing Comunications Driver!

WI | appear indicating you choice is valid and the proper code has been
installed. If you had given invalid answers to the previous questions,
Install would informyou and allow you to try again. AE PRO configures
itself automatically for various display devices, as well as nost printer
interfaces, so for this installation, all that remains is to tell AE PRO
which slot the printer interface (if present) resides, and which slot the
di splay board (if present) resides.

Info

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textFiles.com/apple/ —-- 18 September 2000 -- 42 of 1262




No ot her hardware adjustnents need be nade.

The printer slot may be set with the "P' option and the display slot with
the "L" option. Mbst other user paraneters have al ready been set for you
and need not be changed at this stage.

Look at the various options of Install and their descriptions in the
instructions. You need not make any further changes now, but make a note
of any changes you might want to make in the future after you understand
this program better.

Wien your through | ooking around, use the "S" conmand at Install's main
nmenu to save the changes you have nade and run the program

-=> End O Dox File #1 <=
THE FI RST RUN

As AE PROis running, it configures itself for the various hardware you
have installed in your conputer. It should always cone up onto the
sel ected display device with:
ASC | EXPRESS "The Prof essional "
Version 3.4x (c) 1982 by
Sout hwest ern Data System
v

The "->" is the systempronpt as long as you are NOT currently connected to
a host conputer. At this point you can type "?" or "1" to display command
menu #1 or "2" to display command nenu #2.

Dl ALI NG A NUMBER
You type "D' to dial a nunber. AE PRO responds: Nunber?

You enter the phone nunber of the systemyou wi sh to call and hit return.
If you change your mnd, just enter a c/r (carriage return) alone to abort
this command.

AE PRO has the nunber now and displays: AE Dialing: 853-1212

The nunbers are output to the screen as they are dialed. Wen dialing is
conmpleted, it reports: AE Wiiti ng for connect.

and "listens" for the host conputer's carrier. If no carrier is detected
wi thin about 40 seconds, the message: AE: Connection term nated

->wll overprint the previous nessage, display the "->" pronpt and wait
for further instructions. If carrier was detected, a different course of
events occurs. First the screen will clear, and the nessage: AE Term->
will appear in the upper left hand corner of the screen. You are not in
termnal node. Anything you type now, will be directed to the conputer you
called. Any time you wish, you can tenporarily exit the termnal node with
the "Q key (control-Q. AE PRO i | | respond with: +> This is the TERM NAL
ESCAPE key. At this pronpt you can issue nost AE PRO Cormands. For Exanpl e:
If you wish to record a session, you would type ""QR' and the nessage:

AE: Copy ON
AE: Term->

will display. To turn the copy buffer OFF, just type "R' again, or ""QR'
fromtermnal node if you are connected. For now, you have the copy flag
enabl ed, but are not currently connected. Call the same conputer again,
but since AE PRO renenber's previous commands, type "D' to invoke the dial
node. Instead of re-entering the nunber, enter the "/" character.

"/" recall the last input used for nost conmands that require a nore than
one character response.

AE wi |l again dial the previously specified nunber and attenpt to connect.
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Once carrier is established, sign on to the systemas you did before.
Renenber that now we are copying all data on your screen to the copy buffer
Wait for the host conputer (the one you called) to ask you a question
(a time when it is not sending anything) and type ""QF". AE w Il display
sonmet hing like: AE Used-456, Free- 17009

AE: Term->
this means you have 456 characters in the copy buffer, and 17,009 unused.
Renenber, you are back in termnal node at this point.
Now type "~Qv'. What happened. You just saw a repeat of everything you
just didin signing on to that conmputer. This was the "V' view buffer
command. At any tine, you can view the contents of your buffer.
To clear the current buffer at any time, type ""QC'. AE PROw Il respond:

Gk to clear? (def=n)

to nake sure you really want to do this.

Answer "Y" if you do, or any other response if you don't.

Experinment with sone of the other basic commands such as ""QN to wite the
current buffer to disk or ""Q" to catalog the current disk. Renenber that
nost any of the commands can be executed while on or off |ine and AE PRO

wi Il always keep you inforned of your connect status and various other

par anet ers.

If at any time you want a conplete summary of current system paraneters,
type "!'" or "~Q" fromthe terninal node.

WHAT ARE MACRCS?:

Now t hat you have been able to connect to a systemand operate the dial
option, the copy buffer and possible the printer,we'll take a brief |ook
at anot her powerful section of AE PRO Macros!

By definition, and AE PRO macro is a two key sequence that represents a
whol e string of characters. The first of the two keys always begins with
the TERM NAL PREFI X CHARACTER defined in INSTALL (the shipped default is "W

When the termnal prefix character is typed, a special node is set within
AE PRO which perfornms an analysis of the NEXT character you type. [If that
second character is not designated in the keyboard substitution table, it
will check the macro table. If it finds no match in the macro table either,
the character you typed will be sent out to the host as-is.

Macros are nunbered formO to ";" in this order: 0,1,2,3,4,5,6,7,8,9,:,

If you were to type ""W" fromtermnal node, the string in the zeroth

el enent of the currently |oaded nmacro, would be sent to the host conputer.
It can consist of any data and is programmed by you in the "U' section of
the program

MACRO STRUCTURE FUNDAMENTALS:

AE PRO's macro systemis quite versatile and allows you to define a whol e
set of basic paraneters for each host conmputer you intend to comunicate
with. There are four basic pieces to the macro systemstructure:

1. THE MACRO LI BRARY FI LE:

The library file which indexes all other nacro files is "MACRO LIB".

Its sole purpose is to keep track of the other nacro rel ated data on di sk,
and provide quick access to it for loading or display purposes. It is this
file's contents that are displayed when the "M" conmmand i s issued.

2. THE MACRO DATA FI LE:

The nmacro data file is that which contains all data pertaining to

configuration, enulation and the actual macro el ements thenselves. You can
create a separate data file for each host conputer you intend to deal with,
and each of these data files can be configured, saved or |oaded fromwi thin
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AE PRQ These are "S" type files on the disk and the file-nane al ways ends
wth'

3. THE MACRO DATA:

This is the part of the data file which actually perforns the configuration changes

to AE PRO when that respective macro is sel ected.
4. THE MACRO ELEMENTS:

This is the part of the data file which contains the actual sequences

uni que to each dual keypress, index nunbered "0" to ";". Any one of these
may be called fromthe term nal node keyboard by the "Wprefix character.
Additionally, one of the el enents may be selected to be executed auto-
matically when the host it repres%ts is called.

MAKI NG A SI MPLE MACRO

Let's take one of the macro files on the AE PRO disk and use it as an
exanple and a basis to start fromin creating your own macro. You shoul d
still be sitting at the "->" command pronpt. At this point you can type:

"M to select a macro request
"/" to viewthe contents of the library file

Your display should | ook sonething |ike this:
A PM5 Santee stpns

D Source sour ce
E Online online
I M croNet met

J Smartnodem hayes

Basically this is giving you a library list of the various macro files you
have to choose from O course, this can be custonized to suit your

i ndi vi dual needs.

If you were now to type "M "A' you would be directing AE PROto |oad the
file for PVMB Santee which on the diskette is an "S' file nanmes "STPVS. MAC'.
The second field displayed is the systemwhich the first field selection
represents, and the third field is the nane of the macro data file which
will be loaded at that tinme.

AE PRO shoul d respond: PM5 Santee <nacro | oaded>
->

Dl SPLAYI NG MACRO PARAMETERS:

Now | et's check out what we actually |oaded. Type the "U' command (this is
di spl ayed on nenu 2) to enter the macro configuration section. You'll see
a conpl ete display of the data parameters of that file:

Current | oaded: STPMS. MAC
Phone: 561-7277!:

B = Baud rate 300
D = Macros displ ay/ edit

E = Dupl ex FULL
F = Data word format 8N1
K = Chat node CFF
L = Load macro from di sk

N = XON char act er $11="Q
O = XCOFF character $13=S
P = Change nacro phone #

S = Set terminal paraneters

T = Transpose "H RUB CFF
U = Update fromcurrent macro
W= Wite macro to disk

X = Exit to main command pronpt
Z = Format screen CFF
$ = Enul ation node ON
N = Appl e CAT port I NT
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We won't get thru all this now, but rather step through a basic nmacro
set-up to get you going in the right directions. First pick a systemthat
you can call so you have a "target" for this macro fill. W'Il consider it
a bulletin board for sinplicity, but the sane procedure would apply to any
set-up. Update the phone nunber displayed to that of the systemyou are
creating this macro for. Do this with the "P' comand.

AE PRO Wi || respond:
Ent er new nunber:

Enter the phone nunber of the new systemfollowed by c/r. For the purpose
of deno, we'll call it "BBS Yourtown". After the nunber is correctly
entered, the menu will re-display and the nunber just entered should be in
pl ace. Change any ot her obvious parameters dealing with that system such
as baud rate or parity in a sinilar manner. QOnce you are done with the
paraneters section, enter the "D' conmmand to enter the actual macro el enent
editing section.

EDI TI NG MACRO STRI NGS:
AE PRO W || display:
#0 g; n

#1 yourid

#2 yourpassword
#3 alt' %y’

#: <a programmed nacro>
#; <a programmed nacro>

Macro to edit? (C=d ear)
P=PRI NTER | NTERFACE/ DRI VER SELECT:

Previous: Min Install
Menu Current: PRI NTER SETUP

A= Printer nsg.terninator..... @ ($00)
| = Install printer driver

L = Line feed strip (YN ..... NO

P = Message:

S = Printer interface slot..... 1

X = Exit Choi ce?

This section defines all aspects of standard printer operation.

A=Printer nessage terninator:

This defines the key used in Install which signals the end of the Printer
message string (see "M bel ow) when being entered into conputer. Since
carriage returns ("M are sometimes needed within set-up strings, it nust
be typeabl e as part of the string. By setting string keyboard term nator
to something else (like,control-shift-P or "@null") the c/r may be typed
just as any other character. If you have no need for inbedded c/r's, you
may assign it as the termnator. Your keyboard rmust be able to produce any
characters entered in this,or any other string entry node.

I=Install printer driver:

Previous: Printer set-up
CQurrent: PRINTER | NTERFACE TYPE
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0 = Auto these characters are sent. |f you want to clear the entire contents of the
1 = User routines (PR NTER USER) printer set-up buffer, enter the printer termnator character as the first
2 = 6522 parallel card and only character.
3 = Conm card
4 = Appl e serial card S=PRI NTER | NTERFACE SLOT:
5 = Apple parallel card
6 = Speci al 0 = No printer installed
7 = CPS 1-7= Printer interface slot
8 = CCS-7728 parallel card
CQurrent =0 New, - -
Qurrent 0 New:
Set to slot in which printer interface card resides.
Choi ces are sonewhat similar to video display options. |f zero is selected

and as long as AE PRO can,it will recognize the interface card installed & = c-ommmmoi oo
configure automatically.
ALWAYS SELECT ZERO CPTI ON UNLESS YOU HAVE SPEC FI C REASON NOT TO ! -=> End O Dox File #2 <=-
Li ke video, if you do not desire the auto function,or have a card not T=PREFI XED TERM NAL KEYS:
recogni zed by AE PRO sel ect one of the bel ow
Previous: Main Install Menu

1 = User routines is a customsection,you may install a customdriver. CQurrent: PREFI XED TERM NAL KEYS
2 = An interface using the 6522 chips
3 = Conmtype card in any interface using the 6850 chip. Prefixed key Qutput character

Exanpl es: SSM Al O board, CCS 7710 SERI ES, standard Appl e comm card,

nodified as printer driver. The firnmware on these is NOT utilized. . (%20 [ ($5B)
4 = Apple HS Serial Card: Only one card that fits this - the original Apple . (%$2p) 1 ($5D)

H gh Speed Serial-sone firmware 1S used on these cards, but part of it ~O ( $0F) ~_ ($1F)

dealing with |inefeeds or protocol. O (%4 _ (%5F)
5 = Apple Parallel card- This is the nost popular, as well as the nost | ($2F) ($50)

copi ed interface node. Mst printer cards designated as parallel wll ? ($3F) ($50

fall into this section,including nany of the universal types of EPSON ~H ($08) A (STF)

printer,its own parallel card and many ot hers. " ($TF) ~H ($08)
6 = Special is any type card using TYPE 6 FI RMMRE protocal . I (%$21) | ($7Q

Appl e SSC BOARD, GRAPPLER & M CRO BUFFER = ($3D ~ (%79
7 = CPS-- only one card in this category - MOUNTAIN COVPUTER CPS card-- may ( (%$28) { ($7B)

be used as serial or parallel driver. |If selected you will be asked as ) ($29) } ($7D

to the node of drive. Be careful here if using same CPS card for both t(%27) N (810

nodem screen driver, as well as printer driver. |nadvertently

speci fying the sanme section as two different drivers may cause unusual A)dd Dyelete exit?

results. As screen driver, it nmay be used ONLY in the serial node.
8 = CCS 7728 Parallel card or Mcro-Buffer system The terminal prefix key is very powerful. It commands all macro functions

as well as a means of producing any ASCII character fromthe keyboard.
L=LI NEFEED STRI P: In the prefixed termnal table,you programwhich characters are to be
AE PRO supplies linefeeds directly to the printer at all tines. converted, and to what,when preceded by the termnal prefix key, up to 16
This normal default nmode is not dependent on the type of printer interface substitutions.
you are using, only the printer internal drivers thenselves. |If printer is
doi ng doubl e-linefeeds all the tinme when driven by AE PRO set this to YES. NOTE: |f you are operating install pgm totally in upper-case, or intend to
QG herw se set at NO us AE PRO in upper case only, sone of these characters will actually
di splay as their upper-case counterpart. Thus {,|,},~ wll be [,",], *,.

M=PRI NTER MESSAGE: This is unavoi dabl e because Appl e see sone ASCI| val ues this way.
If your printer requires any kind of initialization characters be sent when
accessed, set themup here. These don't include sequences which are normally A=Add character:
designated as FIRMMRE initialization. Things such as ~l are usually This nmode allows you to add a character substitute. E ther the character
firmmare initialized are ineffective here. Thus it is unnecessary to send prefixed, or the character to be output, you can enter fromthe keyboard,
Al commands to set printer colum width as that is a function of the or "$xx" as the HEX val ue.
interface card firmware rather than the printer itself. The nessage to the
printer can be entered directly fromthe keyboard,including all control D=Del et e character:
characters. Just |ike the above "A' node, except it deletes the

character and its substitution fromthe existing table.
CQurrent printer setup message:
Enter new nessage or RETURN

U=UNATTENDED REMOTE PARAMETERS:

(you type) HELLO THERE "S "S A [

Previous: Miin Install Menu
O course, HELLO THERE control-s control -s ESCape ESCape won't do anythi ng CQurrent: UNATTENDEDY REMOTE PARAVETERS
useful to your printer and is shown only as an exanple. Entering c/r as
the FIRST character of the line, will inmediately exit this node and | eave C = Ring count before answer..... 1
the original string intact. Note each tinme printer is enabled fromAE PRO R = Renote password: .AE.
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S = Slots renotely accessible:

456
X = Exit
Choi ce?

C=R ng count before answer:
Sets the nunber of incoming rings before AE PROw Il pick up the phone.
Val ues are from 1-9.

R=Renot e passwor d:

This is the sequence of characters which nust be entered by a called at the
"ENTRY:" level of AE PRO. No reaction fromAE will occur unless exactly
the correct conbination of characters is entered. Any al phanuneric
characters including control char. are |legal except "M (c/r), ~H"J.

A maxi mum of six char.may be installed.

S=Di sk slots renmotely accessible:

Only those slots specified here will be legal for renote access.
If not legal,will be ignored.

1=SYSTEM DEFAULTS (nenu 1)

B = Auto disconnect .... ON
C=0CopY viviiiian COFF
D=Duplex................. FULL
E =EBEmlation ................ N
F = Data word format .... 8N1
G = Screen formatting .... CFF
H=Chat....  ............ CFF
| = Baud rate................. 4
J = Appl e CAT using aux port.. NO
K= Keyclick ................ CFF
N = XON char. ... AQ ($11)
O = XOFF char. ... S ($13)
P=Printer...  ............ CFF
S = Control -show. . . CFF
T = Transpose "“H RUB CFF
X = Exit Choi ce?

B=Aut o- di sconnect :
Determines the run-time default of the

aut o- di sconnect functi on.

C=Copy:
Det erm nes whether the "R' copy flag cones up on or off.

D=Dupl ex hal f/full:
Determines if the duplex default comes up half or full.
This may be superseded by a nmacro file,if active.

E=Emul at i on:
Determnes if the AE enul ation node ($) node cones up on or off.
This too may be changed by a nmacro file.

F=Data word format:
Determ nes the default word I ength, parity and nunber
of stop bits the modemw || default at run-time.
Can be changed by nmacro file.
Install will show another chart which allows all possible conbinations.
Select by # or c/r's

G=Screen format default:
Det erm nes whether the "Z" screen format command in on or off.

H=Chat :
Set run-tine for the chat (K) node.
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| =Baud rate (0-8):
Sets default baud rate, al so nodifiable by macro files.
0= deaf (45.5 BAUDOT) 4= 300

1= 50 5= 1200
2=75 6= 2400
3= 110 7= 4800

8= 9600

not all baud rates are supported by all nodens and interfaces,
consult nmodem or interface nanual s.

J=Appl e CAT using Aux port:
Set port default. NO neans the internal nodemis being used.
YES directs all 1/Oto external port.Macro files can also nodify.

K=Keycl i ck:
Set the default for the audible key-click option (").

NEXON char acter:
Sets the char. which is used to re-start a sending host tenporarily on
"hol d* by the auto-save node. |Install displays the ASCII char. as well
as its HEX val ue. Wien Install request input,you can type fromthe | ocal
keyboard or type in "$xx" Hex val ue.

O=XCOFF character:
Sets the char. which is used to stop a sending host while in the
aut o- save node. Option sane as above. It also responds to chars.
sent fromthe host while in ASC| node.

P=Printer node:
Sets the run-time default of the printer (P) node.

S=Cont r ol - show.
Sets the run-time default of the control-show (A) node.

T=Transpose "H RUB:
Sets the run-time default of the transpose (T) node.

2=SYSTEM DEFAULTS (nenu 2)

See above nenu breakdown, the letters are different but the menu
construction is the same. This is nmenu 2 of the default system
Typed bel ow are the expl anations of that nmenu in order as to how
they are viewed on the screen:

B=Prefixed break key:

This is the second char. of the break key sequence. In the current
setting, to send BREAK, you would type "WB fromwi thin the term nal
node. “~Wchar. can be defined as can this, the second char. It is

recommended that it be a control char., as a dual control char.
sequence is easier to type that if the second of the two is non-control.
"B is easy to renmenber for the word break.

C=BREAK send tine:
The standard BREAK tine is actually 250ns (mlliseconds) but many systens
may require a break to be sent for as long as 500ns (one half sec.).
Try it this way first (nenu setting) and redefine it necessary.

D=Di al node defaul t:
Novati on Appl e CAT only.
Set the dialing default node, pulse (rotary type) or TouchTone.

E=Screen clear char.:
Actual screen clear char... $0C "L Lead-in ... $00 "@(none)
Defines the char. when used internally will cause the display screen to
clear.
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Not e:

This serves a different purpose that the simlar function in the Term nal
emul ation tabl e. The emul ation table converts incom ng characters to those
required by your display. This option,is used only by AE PRO during
internal clear screen option. The "Actual" screen clear char. above serves
an addi tional function when used in the 40 col. screen node. In 40 col.
the defined char. determi nes which INOOM NG char will cause 40 col. screen
to display while in termnal node.

F=Screen cl ear del ay:
Some external termnals may require a small "settling” tine directly
after a clear screen before it can accurately accept further data.
This value is equivalent to the time delay in mlliseconds.

G=Backspace char.:
Thi s causes your display device to nove the cursor one space to the
left-non-destructively. DO NOT confuse this with the key to type on your
keyboard. That will ALWAYS be the BS or RUBout (left-arrow) key. There
are a handful of termnals that mght require a char. other than "H to
performthis act.
DO NOT CHANGE THI S FOR LOCAL SCREEN OR 80 COL. BOARD USAGE.

H=Copy ON char.:
Li ke the "here-is" char., the copy on char. is that which when received
in termnal node cause AE to inmediately turn on its copy buffer. It is
normal ly at "R To disable, enter zero.

| =Copy OFF char.:
Corresponds to the copy on char., except that when encountered in
termnal node,instruct AE to turn OFF its copy buffer.
Normal |y set to AT. To disable, enter zero.

J=Literal send node:

Thi s nmode sets whether or not blank lines in ASCII text file are being
sent non-protocol,are sent exactly as-is or "padded'. Padding converts
blank lines (c/r alone) to space-c/r. Mst host conputers take a bl ank
line (c/r alone) as a command, so this sequence woul d occur during a text
send, the host would change node. |If the literal send node is OFF, any
bl ank |ine consisting of c¢/r would be converted to space-c/r to avoid
being taken as a conmand. This in no way nodifies the appearance of the
text. Set to suit. AE PROis shipped with this node disabled (off).

K=Keycl i ck duration:
The Appl e speaker will emt a “"click”. The higher the value the | onger
the del ay, and the | ouder (or nore obvious) the click. The range is 1-40.

L=Pre-sub case insensitive:

This decides if prefixed char.are to be sensitive to input case. Exanple:

you have defined "WA to send "A or another char. Wat this option
determnes is whether the case of the letter you type after the "Wis
significant. |If set to YES, case would be insensitive, thus a | ower case
A woul d be treated the same as a upper case A If NOIlower and upper
case letters are regarded as different chars.

Q=Brief AE PRO
This selects default condition for the Brief (non-verbose node).
It is also nanaged by the "#" conmand in the main nenu.

S=shi ft key hardware node:
This is between the connection of your keyboard and PB2 of the gane 1/0O
connector that is used with 80 col. boards. You can install this junper
even with 40 col. screen in use and tell AE to use the shift key for its
case shifting.

V=Vi ew speed:
Sets the default of all conmmands which display text on the screen, and is
controlled fromwi thin by the non-shifted "<" & ">" keys. Conmmand
affected are "V',"J", & "L" within the editor. Range is 0-14 with zero
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bei ng no del ay.

WeScreen formatting width:
In the forced width of the display device when the (Z) is selected.
Use this for 80 col. boards that can't performtheir own screen wap
if aline exceeds its total wdth.

3=SYSTEM DEFAULTS (nenu 3):
See nenu 1 break down.

A=Aut o-di al from boot:
Thi s determ nes whether or not AE should dial in the nunber at run-tine.
Note the difference between this and the "D' dial after |oadng a nacro.
The "D' will cause the macro to be autonatically dialed after a macro is
| oaded any time EXCEPT right after boot or the first run of a session.

B=Bel I s after connect:
This works only if you are in auto-redial loop with a cycle nunber
("/x" or "/I").1t selects the nunber of "G s(bells) your Apple or
external termnal wll sound if and when you are connected to the host.
Set fromO to whatever you can tolerate up to 255.
If a high nunber is chosen you can terminate by pressing any key.

C=Case toggl e key:
Is the key in 40 col. node which will shift between upper and | ower case.
Lower case is the starting default.Typing this key once, shift to upper
case for the next character only. Twice in arowis a shift lock. Once
again after twice returns to |ower case & etc. The key is nornally (and
reconmended) as the ESCape key.

D=D al after |oading a macro:
Thi s deternines whether you automatically dial the host after |oading the
macro file. |If set,dialing will start immediately after a successful
macro load. |f not set,dialing may be done only by first selecting "D
to dial followed by "M to select macro.

E=Ter mi nal escape key:
This key, if in termnal node, exits that node and takes your to the
pronpt "+>". You will remain connected to the host.

F=80 col utm board firnware:
Thi s determ nes whether chars. coning fromyour Apple keyboard are to be
processed by the firmware in your 80 col.board. If you do not wish to
use the "features" sone of the boards have,set this option to NO Since
bypassi ng the 80 col. board al so stops shifting capabilities AE auto-
nmatically handl es these according to shift node and toggle. Note this is
simlar to "V' described |later, except "V' only affect control chars.
typed.

J=Run fromhard disk(or 8" drive)
This has to do with AE and DCS vol umes during | oad, save and catal og.
If this option is set to NO the disk volune default is zero, which
al | ows exchange of disks freely without concern for vol ume paraneters.
If YES the vol. which AE runs from becones the default for further |oad,
save and catal og operations do not default to zero wildcard, but to the
specified volunme. The hard disk option may al so apply to 8", single,
doubl e density systenms which vol. parameters are significant.

S=Send LI NE del ay:
This default delay value of AE's "N' command, the delay after each line
sent in the NON-pronpted send node. Legal values are fromO (no del ay)
to nine (maxi num

R=Bl ock node send rate:
This default RATE is which char. are sent out the nodemport in ALL send
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nodes except C haracter node. It is continuously variable during the
actual send with the "<" & ">" keys (non-shifted). Each tine "<" key is

pressed the speed will slow one "notch". The reverse is true for the ">"

key. Range is O (full speed) to 7 (very very slow).

T=Term nal prefix key:
This key serves as the prefix to special chars.and macros.

-=> End O AE Dox File #3 <=-

[ The Courts of Chaos ] - [ 312-915-0947 ]

[ 09/10/88 ][ 10:04:21 AM]

[74][ Docurentation ]

[ Library ] Read #(1-193)/(Upload a file/[Quit:

" This key, if in termnal node, exits that node and takes your to the
pronpt "+>".  You w
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DOCUMENT ae. pro. pt 2

Ae Pro Docs continued

4=SYSTEM DEFAULTS (menu 4)
Same as other menu's--follow ng instructions bel ow.

A=User abort char.:
This char. is used as a way of "escape" fromany command operati on.
It can be entered at any tinme within a string input.

J) do not operate any disk utility pgnms "fix file sizes".
Permanent darmage to the disk and contents.

k) if AE has been run, and exited while still connected to host, the next
time it is run (no power-down done) many nodemrel ated defaults will be
the sane.

L) response for pronpts are fromoperator, specific defaults are assuned
if c/r is entered,or def=n or def=y or specific answer.

KEYBOARD HARDWARE/ SOFTWARE CPTI ONS:
S = Shift key hardware nod (nenu 2)
C = Case toggl e key (nenu 3)

F = 80 col board firmware (nenu 3)

S & C options:

S&C are used together. [If 40 col. screen & "S' is set to Q\, it assumes
you shift key has been electrically connected to gane port |ike sone of the
80 col boards are. If "S' is set to OFF, it assumes case conversion wl|l

be done via software and the key will be typed to act as shift in the "C'
option. ESCape key is defined as toggle for upper/lower case. ONE press
next char. will be typed, TWD presses shift-1ock enabl ed.

F option:

This is used to process incomng chars. you can support case shifting is
the sane fashion as the card woul d have done, but w thout the extra
processing it may performon chars like "A AV K This is acconplished by
turning "F' OFF and "S" O\ If you like all of the functions of your 80
col. board then set "F' to ON.  Then nake necessary substitutions in the
editor cursor key definition table.

MAIN COWAND MENU: Menu 1
MENU DI SPLAY IS !, CD F,GHI,J,LLMP,RS V,WX -,2 = 40 col.
In 80 col. the format will change to split screen left and right

Note: Anytine you are connected to a host,
you can re-enter termnal node by press SPACE BAR

->

NOT presently on |ine

I'= Display Program Status:
Used

Free
Interrupts Control show
Baud sel ect Transpose
Emul ation For mat
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Copy Printer

Aut o- save Answer - back
Aut o- di sconnect Keyclick
Chat Cat

Bri ef Dupl ex

Above display a status report of paraneters.
It can be called any time from"->" or "+>" by ""Q

C=A ear Buffer:
Cears any data currently in copy buffer. [If brief node is OFF,
you will be asked if you're sure you want to continue.

D=Di al or Connect:
Prepares to accept a nunmber to dial or nacro dial.
If you nodem doesn't support dialing capabilities, this is ignored.
"#' & "*" are valid. Al so special characters.

Speci al dialing command char. :

A=Aut oSearch node this char. appears as the first and only char. specified.
AE will pick up the line and search back & forth between answer and

originate until it finds a valid carrier. This auto node ends the need
to know whi ch node you in.
C=Carrier wait - use this to "pace" dial. Novation CAT nodemwi || stop the

dialing in progress to wait for a second “carrier" or steady tone.
You woul d use this for "pace" or sw tchboard outgoing lines. Tone waiting
is auto at the initiation of the dialing

H=Hol d for keypress- this will work with any dialing nodem Halts any
di al i ng sequence in progress, displays the fact on screen and pronpts

user to type any key to continue dialing, or ESC to abort.

M=(as first and only char.)- dial fromcurrently selected nacro file.

Mc=(as first and only char.) - dial fromcurrently selected macro file and

auto-log with elenent "x" of macro instead of one selected. |If space is
specified instead of "x", direct AE to auto-log at all,even if auto-log
operation is specified within nmacro

P=Pul se node. Only effective with Apple CAT nodem WII| start or continue
dialing with pul sing dial instead of TouchTone.

T=Tone node. APPLE CAT only - Returns to Touchtone node if previously set
to pul se node.

:=Del ay character. Causes dialing to pause for approximately two seconds.

+=Recei ver one. Cause the APPLE CAT earpiece to be turned on so you can
noni tor the phone line. Does not enable the nouthpiece. It will remain
on until carrier is received fromhost. "“+" if first char. in dialing
string the receiver will activate i mediately when on-line, if first
pi cked up instead of first digit is actually dialed.

&\Voi ce node APPLE CAT only. |If at end of dialing string, will enter voice
node at conpl etion of dial sequence. I|f encountered prior to end, will
imredi ately abort dialing at current position and junp to voice node. |f
dialing is conpleted a human answered, manually enter "& , you will
abort loop & enter voice node as if you are talking on a standard phone.

/=(as first and only char.) repeat |ast sequence executed at this |evel.

/x or //= (as only char) repeats the |last sequence executed at this |evel

"x" times. "//", repeat, indefinitely. Use this on auto-redial very busy

systens and keep doing x times until connection is nade. Wen connection

is made, a nunber of bells will sound, as specified in Install.

F=FREE BUFFER SPACE:
Nunber of bytes currently used in the date buffer & total space remaining.

G=GET FI LE FROM HGCST (protocol)
Speci al protocol file receive node. Note: "/" =if used with "Filenane?"
wll recall the last filenane, optional drive parns can be specified.
Exanpl e: "TEST, S6, D1" is the sane as "TEST, S6D1" either is OK
Also c¢/r with "Filename?" =catal og current drive, any key displays next
page of catalog. <c¢/r or ESCwill return to "Filenane?".

H=HANG UP:
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Only effective with modemwi th auto-dialing.
If Brief is OFF, there will be a doubl e-check to hang-up.

| =DI SK COMVANDS:
CATALCG DELETE effective. Catalog will also show remai ning space on di sk.
(ne page at a tine- SPACE BAR =conti nue. Abort=c/r or
Delete - after specified a c/r alone will catal og disk.

J=VIEWDI SK FI LE:
Di splay any sequential text file--any key will stop or start.
ESC or c/r will abort. "<" ">"(non-shift) --fast/slow speed.
If "P" enabled file will go to printer.
Q her commands sanme as "G' this instruction

L=LQAD FI LE TO BUFFER
Loads sequential text file into buffer. Sane as ".G' in editor, also
append to file is active here. |f buffer size is exceeded by file being
| oaded, option given to restore buffer to original (no new data) or
aclcispt data that has been | oaded so far. If latter buffer will be in
full status

M=MACRO SELECT/ REVI EW
Select "/" or "?" to review particular macro group.

P=PRI NTER O\ OFF:
Turns printer on/off. |If turned on will initialize printer with string
fromlinstall pgm "~I80N' and others are not necessary.
For nost printers the 255 byte "ring" buffer is automatic, except Apple
H gh Speed and custoner user drivers.

R=COPY BUFFER ON- CFF:
Toggl es buffer on/off. ONall data seen on screen in termnal node is
stored in buffer. |f free space is exceeded "BUFFER FULL- COPY- CFF
*beep*" is displayed and copy flag is disabled.

S=SEND A FI LE
Sends a disk file or current nenory (M to the host. Enter filenane,
drive specs., or enter just (M follower by c/r.
M=send Menory-the contents of the current buffer. Contents can be data
| oaded fromdisk,created in editor,or captured from another host, or any

conmbination. |f sent frommenory all send nodes except Christensen
protocol are supported. |f Char (K) is enabled, the send i s non-protocol
node (standard ASCI1), linefeeds will be appended to outgoing text's

c/r's autonatically.

Send Options:-Protocol- send a file in the Christensen protocol

Standard- L = text will be sent one line at a tine until whole file is
transferred. "<" ">" apply here al so

C = data will be sent one char. at a tine, the next char. will not be sent

until echo of previous is recd

Prompt? - c/r = text will be sent in continuous stream wth specific

delay after c/r or "N' option. Any other char. typed at this level wll

be taken as the char. to wait for after each line.

Exanpl e-Bul | eti n board- boards line pronpt "?", you would enter "?", one

line of data would be sent and then wait for host to send the "?". You

coul d also set up a manual ly controlled "pul se" send node by specifying a

pronpt char. that could not conme fromthe host, and enter the char.

manual |y each tine fromyour own keyboard to send another Iine.

Note: during standard ASCII text file block sends (line node with no

pronpt), AE will respond to XON XOFF char. To abort any of the above ESC

V=Vl EW BUFFER
Di spl ays current contents of data buffer. "<" ">" apply here also.
If (P) is enable,text will go to printer.

VWWR TE BUFFER TO DI SK:
Wites current buffer data contents to disk. Wen the data has been saved to
disk,it will automatically clear buffer.
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X=EXI T PROGRAM the "W command to continue. Used "/" as the filename to save under.
Term nates and returns to operating systemit was in at execution tine. This will get the files intact. Wen the save is over, manually type the
If BRIEF is on,and doubl e-checks will be in effect. XON char. fromthe keyboard to signal the host to continue. Fromthen on

its back to automatic node. By using the "/" command you are recalling

- =Dl SPLAY PREFI XED CHARACTERS: the last nane used in the related buffer.

This shows its character substitute table as defined in Install pgm
It's a visual "remnder" to you as to the set-up. T: TRANSPCSE "H RUB O\ OFF:

Left arrow sends the BS (backspace) char. which tells the host to
—————————————————————————————————————————————————————————————————————————— backspace one char. Sone systens, require a RUBout char. to be sent to
performthe sane operations. RUBout is not available on the Apple

2=DI SPLAY MENU TWD keyboard. Two solutions-- One = defin the char. in the substitution table,
W1l display nenu 2, when pressed. then invoke by typing ""WH'("H is a backspace, or left arrow) this retains
the left arrow key. Two=if you do not want to do two keystrokes, you can
SECONDARY COMVAND MENU:  Menu 2 enabl e Transpose node (T), this converts the left arrow key to send a
RUBout instead of a backspace.
MENU DI SPLAY IS: ABEKNOT,UY,Z1,:,MN+",1,$#%": If Transpose OFF = "His "“H and "WH i s RUBout
" " ON = "HIs RUBout and "WH Is "H

40 col .display/ 80 col.will be split. Anytine connected to host,
you can re-enter termnal node by pressing SPACE BAR U=ENTER MACRO UPDATE/ DI SPLAY SECTI O\
See section on MA

-> = NOT on-line +> = ARE on-line
Y=ED TOR
A=SHON CONTRCL CHARACTER QN CFF: SystemEditor. It has its own comand chars. Contents of data buffer
I f enabl ed, shows the upper case equival ent of control characters being will remain intact and becone that of the editor unless you clear it either
represented. RUBout is displayed as "~#". Linefeed not preceded by c/r before or after entering the editor node. Upon entry, display will be the
will be shown. This is useful in trouble-shooting problens. buffer status and your pronpt will becorme the next new |line after the
existing text.
B=BAUD RATE:
D splays current baud rate. Z=SCREEN FORMAT O\ OFF:
Normal |y OFF, when OFF it does not nodify the display of incomng data.
E=ECHO DUPLEX FULL- HALF: When ON it will cause the screen to wap to the next line at a pre-set
Toggles to full fromhalf duplex, or half to full. In full, chars. you colum width set up with the master Install pgm This is useful for 80
type do not appear on your screen unless echoed by host. In half it is col. that does not handle its own |ine wap when the colum width is
assunmed that host is not echoing. If you see two of each char. you type, exceeded.
or none at all,toggle between full or half. I'f must be OFF to use ternminal enulation node for actual enulation.
K=TERM NAL CHAT ON-CFF: e e e oo
Enabl e or disables the interactive ternminal chat node.
Used when typing to another termnal package, or when typing to a host -=> End O AE Dox File #4 <=-
which requires linefeeds after any c/r typed. It also puts you in half 1=Dl SPLAY MAI N MENU:
dupl ex so out-going char. are displayed on the local screen. If Chat is Di spl ays the main command menu.
enabl ed during a text file send (not protocol node), linefeeds will be
append to each c/r sent during transfer. |If linefeeds are necessary : =AUTO DI SCONNECT O\ OFF:
during keyboard communication, they will be needed during transfers as Normal |y ON. Wien ON, and AE | oses carrier while connected to host it instructs AE
wel | . to imrediately termnate the connection by hanging up. |If
di sabl ed pronpt "->" will return indicating carrier is lost, but will not
N=SET DELAY (0-9): have di sconnected the line. This is useful when you have to deal with
This is used in standard send node when line at a tine with no pronpt unst abl e connections and there are nonentary | osses of carrier,that are so
checking is used. It sets a fixed delay interval after sending each |ine short that connection can be naintained as far as host is concerned. Press
of data. Zero is standard, approx. 60 ns delay. |f host has no pronpt SPACE BAR to re-enter termnal node. |f host has hung-up, you can't
to handshake, and host cannot receive incomng data w thout |osing sone re-enter termnal node. To end issue the "H' command.
of the first chars. try setting this node. Increase by one, the nunber
of default for each char. that seens to be lost. This value is not used N = APPLE CAT PORT SWTCH (I NTernal /EXTernal)

in send node using pronpted handshaki ng.
Norrmal Iy internal. The EXTernal port will function at any baud rate,

O=AUTO SAVE ON- OFF: whereas the | NTernal port external 212a card node will function only at
If afileis specified, this option will be enabled. Al disk options 1200 baud.
are valid. c/r alone will disable conmand. After nane is specified the
copy flag "R' is enables. Wen the buffer gets to within 1k of full, + = AUTO ANSWER ( dat a)
used defined XOFF char. will be sent and a wait for data sending stop This command enters the unattended renote node. It works only with
will gointo effect. Data will be automatically saved to di sk when nodens capabl e of direct dial and answer capabilities, or externally inter-
buffer is full,the added nane ". AEx" will be added to the file nane. faced nodens that can answer independently of the Apple and control the DCD
(x= save cycle nunmber). First file will be .AEl, second .AE2,etc. After (data carrier detect) line to indicate valid carrier.
save, buffer will be cleared,there will be a beep to indicate that another
buffer is being started and the XON char. to the host is sent to tell it " =KEYCLI CK ON- CFF:
to continues sending. This process is indefinite as long as there is Default is in master Install pgm [If ON speaker will enmt a "click"
space on the disk. You are free to exchange di sks between saves, shoul d for each key pressed. Intensity of sound is adjustable.

you get a full disk nmessage during one of the saves, put in new disk, use
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/| =Do CRC

Perforns a Cyclic Redundancy Check On a specified file. |s not accurate
on Randomtext files. Use for verification of accurate transfer or
determine it two files of the same nane exist. It is also the final status
check of Christensen protocol transfer. |If this matches,which it will
99.9%of the tine,the transfer is perfect.

$ =EMULATI ON O\ OFF:
Normal |y ON directs AE as to whether or not to consult the term nal

enul ation table defined in the macro section. [If on the table conversion
chars are installed and it will convert as per the table. Use this with 80
col or external termnal. |If you don't want a particular conversion to

take place, or are talking to host, that does not sent |/f char. after each
c/r,you nust disable. L/Rs wll be appended by AE.

% =RUN | NSTALL PROGRAM
Qui ck update of Install program
Must operate on 40 col.ONLY. Be prepared to switch if in 80 col.

' =ANSWERBACK ON- OFF:

This is used when you wi sh to operate a nmail receive node for automatic DDD
or TWK forwardi ng messages. Much |i ke auto-save in command and fil enanes.

"O' perforns exactly the same when enabl ed.

# =BRI EF MCDE ON- OFF:

Thi s node det ernines how nuch operator pronpting AE does when various
commands or displays are issued. Wen OFF, its in VERBOSE node. If will
ask for confirmations to various commands or display additional infornation
to other commands when issued. It is reconmended that you use the program
for anwhile with brief OFF and becone famliar with the various options.

UNATTENDED OPERATI ON-- Chri stensen Protocol :
SDS THE PROFESSI ONAL, Z- TERM P- TERM PASCAL, CP/ M

Aut 0- answer node:

"+" enter node by this command.

Call received = nunber of call received to date since the running of pgm
Waiting for ring = pick up line and wait for carrier without seeing initial
ring pul se add anot her "+.

Appl e CAT= aut o-search between 300 - 1200 baud and select the rate of the
caller to operate.

Press user abort key (ESC) will exit and return to command pronpt.

Wien a call cones in and pronpt Entry: is displayed, caller is required to
type the password defined in the Install pgm [If not password or incorrect
AE will hang-up and recycle. Once the correct password is issued "->" will
appear at this point caller nust use the foll ow ng conmands:

C=Copy i ncom ng data:

W11 ask for filename under which to save,if ok pronpt "!" will appear,
signaling that AE is ready to receive data. It can handle dunps at full
speed with no regard to c/r or |/f. |If file already exists caller wll be

notified. Two "~C''s received in arowwll cause the copy node to close
and save it contents to disk. No further data can be received until
another "C' is issued. Two ""D''s in arowwll abort the copy node and
return to renote. Data in buffer will be cleared and no data w il be saved.

D=Di rectory:
D splay the directory of currently |ogged or specified drive.
c/r will catalog. ESCor c/r will abort.

H=Hel p:
Short menu of options available at this level.

R=Receive file:
Enter the Christensen receive node. WII| open specified filenane (drive
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parms accepted) and | et you know when its ready to receive data. If file
exi sts and message will appear. |f a maxi mumnunber of errors is exceeded
during receive, abort will be valid. Re-dial and try again.

S=Send file:

Enter the Christensen send node. Any file of any type or size nmay be sent
to another AE PROin this node. The file will be opened and the caller

will be told how many Christensen bl ocks there are to send and the wait for
the receiving AE PROto signal it is ready. Ten consecutive sending errors
will abort transfer. In certain type of files sending nmight be in LETTERED
i nstead of NUMBERED bl ocks. This is a special info packet of data.

V=View ASO | text file:
Sanme as previous commands, display of the contents of any sequential text
file. ~S WII stop display any key continue. c¢/r or ESC will abort.

REMOTE ANSWER- BACK CPERATI O\

To be used with DDD or TWK forwarded nessages.

"here-is" function valid here.

The calling conputer will dunp forwarded nall at 300 baud
(if DDD) or 110 baud (if TWK).

THE ED TOR

This powerful editor can be used anytine, on-line or off-line.

You can nodify data, be it just |oaded fromdisk, captured from another
systemor fromany other source. It's really a mninal word-processor for
conposing letters, mail, or other data files, or creating prograns or EXEC
files. You have line oriented editing for listing and text display or
screen oriented edition on an individual line of text. You can enter and
exit the editor anytime, the editor is a "overlay".

Expanded Buffer:

The editor shares the sane buffer as the capture buffer (18k).

There is a special node, that enlarges it by 7k. This is the "R' command.
In this node the editor is NOT common to the main data buffer & the two may
not co-exist. Therefore, to continue work on data that originally was in
the data buffer, you have to save it to disk, issue the "R' command and
re-load fromdisk. The reverse is true on exiting. |f you wish to save
the editor buffer, the data nust be saved to disk.

Edi t or Conmands:

Conmmand can be displayed in brief formany time fromwithin the editor, by
typing .Hor .? coomand. Al editor commands are in the DOT COWAND. Each
command begins with "." as the first char. of aline of text. It can be
input at any level within editor, as long as its the first char and not the
line being currently edited with "E' edit command. Any text NOT preceded
with dot, is taken literally. To type a line that ends up with a dot as
its first char. you nust type two dots.

EDITOR COWANDS: .C.D.E.F.G.H.l .L . M.O.P.R.S .X.

.C=C ear buffer:(Cy>)

This resets the buffer to zero.You will be asked to confirm before actual
clearing. |If you get tired of being asked and wish to anticipate inputting
the answer, you can type "CY"

. D=Del ete |ines: (Dxx, <yy>)

This will delete a si ngle line or range of lines. The line ranges are
optlonal if not specified, AEwll ask. If asingle line |s spemfled as
. D4, ]ust line 4 will be deleted. If aranges is desired ".D4,6" will
del ete |ines 4,5,8. |If FROMor TWD is out of range a range error wll be
di spl ayed. |If TOrange is high, it will take the highest [ine nunber as a
wild card. |f you had 10 lines of data and typed ".D4,50" all lines from4

to the end (this case 10) woul d be deleted. NOTE: since editor is line
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oriented, it is assumed each line is ended with a c¢/r. If it is not, the
new |l ine pronpt will be the same nunber as the last line listed, AE will
give arange error. Solution hit c/r once as a newline, the use ".D' to
delete it. Also you can't edit aline that is not properly term nated by
c/r. Exanple: editing data that was just captured--when the "R' comand is
turned off it sets the end of file. This may not correspond to the c/r at
gnd ;)f line. Thus,there nay be several char. left-over that are not ended
y c/r.

.E=Edit |ine: (Exx)

This is the screen oriented edit node. This means actual display of data
you about to edit. You can nove the cursor around within the line to add,
exchange, insert, or delete chars. The chars. that effect cursor novenent
are setable by you,fromthe factory they are set as follows:

AA = cursor left one WORD. CQursor will settle on first char. of a word.

NS = cursor left one character. Control chars. are displayed as uppercase,
with "/,

AD = cursor right one "~U, (right arrow) is the same, but not redefinable.

AF = cursor right one . Sarme rules as "A

AX = cursor to beginning of I|ine.

AC = cursor to end of I|ine.

AP = prefix character. Exanple: If you want to enter ~"Cinto text, you
type "P*C. ~Cnormally can't be entered cause its a cursor comrand.
To enter "P itself enter "P'P,

NG = gobbl e character. Destructive forward del ete and not user definable.

AH = delete char. to left of current cursor position. (left arrow).

If using external ternminal RUBout key will do sane.
These keys are not definable.

AR = recalls original |ine unedited.

Use to quickly restore garbaged |ine to original condition.

AV = toggles editing insert. |f O\ any other char. typed will be inserted
into existing text at cursor position. |f OFF, any char. typed will
be exchanged for whatever char. cursor is currently on. As insert is
toggled the bell will sound to indicate change. Do not confuse this

with the editor .1 operation in the editor itself.

AZ = zaps the current line. Conpletely elimnates the contents of the line
being edited. |If accidentally pressed, typed restore with "R
To exit this level, c/r. Note: Since editor is line oriented each
line is termnated with a c/r. |f not newline pronpt will be sane

nunber as the last line edited.
. F=Free space/buffer status:
D spl ays current nunber of chars. in buffer,
as well as the nunber renaining.

.G=Get file fromdisk:

Load sequential text fromdisk. If nofile is specified, AE will ask.
The last file can be recalled by "/". Ac/r alone will Catalog D rectory
can be scrolled by pressing any key. c/r will abort catalog. AE will
check to see if buffer is full, and you will be asked to append/load a new
file if buffer has data. If buffer has data typing anything except "A"
(including c/r), will clear the buffer. If fileis to large for buffer
nmessage wi || be displayed-any key except "N' will cause whatever has just
been added to the buffer to be disregarded. If "N' is entered, whatever

part of the file that was |oaded will remain to the end of buffer.

. H=Hel p:
D splays the editor nenu-all options available in edit node.

.I=Insert l|ines:

Enters repeating insert loop starting at whatever |ine nunber specified.
The editor pronmpt, which is usually ">n" (nis the line # you' re working
on), will change to ">n>" in insert node. You can remain as |long as you
like, all dot commands are valid here. If Nis included in the insert
directive, the line nunbers pronpt will be turned OFF (this is "blind"
insert node). .I = COFF .In = ON
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.L-List lines:

List line on screen. |If no staring point, list will start from beginning.
A specified range is possible. .Ixx,yy= xx is starting line, yy is ending
line. "N' is valid and "<" ">" .

.M=Margin set (right):

Sets the colum that will no | onger accept input in any node, al so screen
edit. Preset to 78 chars. per line, can be nodified by the Install pgm
Val ue 1-255.

.O=Qutput to printer:

Qutputs specified range of line to printer. Nornmally line nunbers are
not printer, but if "N' is also entered |ine nunber will be supplied too.
Al other options are the sane as .L

.P=Put file to disk:
Wite the current buffer contents to disk. Options same as .G command.

. R=Reset maxi mum nenory:

This is a special node that expands nmenory capabilities (buffer size) by
just over 7k. |f does this by overwiting particular parts of AE that are
di sposabl e when your NOT using themat this time. You cannot naintain your
current buffer when you enter this nmode. Buffer nust be witten to disk,
node activated and file |loaded back in. A so you cannot exit the editor
without first clearing your buffer. |If you wish to retain data with the .C
command, then you can exit. Wen exited, overwitten part is restored
automatically. Use the node when you just need the editor itself with a
| arger buffer and not on-Iine.

.S=String search:

Searches entire buffer for the specified string (series of chars.).

When match is found, the line the match is on will be displayed on screen.
To find the next occurrence of the sane match type “.", if no match the

nmessage "Nothing" will appear. If you want to edit the Iine where the
mat ch was found type .E by itself, the cursor will position itself at the
end of the match found, edit the line and accept with ¢/r. If you want

nore matches after edit type again to continue. |If any other command
is issued the operation is aborted and nmust be restarted.

If ":xx" (xx=line #) is added to search,the search will begin on the line
specified instead of the beginning of the file.

. X=eXit editor:

Exits the editor and returns to main conmand node. My not exit if under
the ".R'" node. If not in".R' node, you can nove back & forth between edit
and main part of pgmw th no changes to the current buffer.

.=Search for next occurence:
A manual recursive search node used only after a search has been
initially entered.

-=> End O AE Dox File #5 <=-
PREFI X CHARACTERS- SUBSTI TUTI O\

This prefix char. systemallow conplete versatility in producing char. that
are not normally available on the Apple keyboard. A prefix char. is one
that signals the systemthat the NEXT char typed shoul d be acted upon a
special way. By prefixing, new chars. & macros can be produced without
sacrificing any other keys including the prefix key itself.

Exanpl e: Install pgm table converts "," to a "[", we don't want to | ose
typing a "," so we prefix the comma with TERM NAL PREFI X KEY (usually a "W.
Now when we type "~W", we actually output a "["

| NTERRUPTS:
One of the powerful features of AE is the ability to | NTERRUPT.
An interrupt is a function within the Apple's 6502 processor which causes
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it to halt an operation currently in progress, do something else for awhile
and then resume what was going on originally. Under normal conditions the
processor does only one thing at a time. Each step takes thousands of
processor "cycles" to conplete. Wen that project is done, it will do the
next inline. Any pgm may take mllions of these operations to do sone-
thing sinple like printing a menu of commands on the screen. Since a new
operation can't begin until the processors has finished the previous one,
it is clear to see that mltiple operations cannot nornally be carried out.

----Enter | NTERRUPTS----

Wth Interrupts, a whole new world of possibilities energes.

When interrupt occurs,the processor is internally told to "put on hol d"
what it is doing and to handle the interrupt request. Wen the interrupt
request has been fulfilled,the processor wll pick up exactly where it left
of f.

Interrupts will allow you to operate various nenu conmands, status displays
or status changes such as COPY ON or OFF, PRINTER ON or CFF all without
losing any incomng data. There are limtations, YOU MANY NOT PERFORM DI SK
ACCESSES SUCH AS LOAD, SAVE (R CATALOG and expect inconing data to be
intact. DOS does not allow interrupts to remain enables while accessing the
di sk, so a small portion of incomng data may be |ost at these times.

Al so, nodens do not support interrupts as shipped, & may need m nor

modi fi cati ons before they become operative in that node, there are a
handful of nmodemthat flat out do not support interrupts at all. It

possi bl e enploy interrupts. At 300 baud you can live w thout them but
1200 baud & up THEY ARE MANDATCRY if using 40 col or any 80 col boards.
These hardware devices sinply can't maintain the throughout required at all
tinme, and tie up the processors while witing to their screens. Since
interrupts put precedence on incomng data, none will be lost with the

sl owest of displays. As a rule, external termnal will not require them
but unl ess you have a specific reason not to use themuse them

| NTERRUPTS Appl e CAT:

Novati on Appl e CAT cones ready to operate in an interrupt driven node and
is conpletely controllable fromsoftware. No hardware changes are needed.
AE will automatically enter the interrupt node with this nodem

M cr oMbdem

Hayes |1 is capable of operating in interrupt node if a certain junper is
installed on the card itself.Soldering is necessary, if not experienced |et
a technician do it.

M croConnection: hardware nodification is necessary--sol dering again.
LYNX:
No provision for operation of the ESI LYNX in an interrupt driven
envi ronnent .
CPS CARD:
Not nornal ly available but with sinple hardware change they are enabl ed.
- -Sol deri ng agai n-
SSM Al O board: Hardware nodification is necessary-sol dering required.
CCS Card: Al ready supported with no hardware changes.
Comm Card: Hardware nodification is necessary--sol dering required.
SSC Card:

Fully ready and is automatically conpensated for at run-tine.
SWL switch be enabl ed see SSC MANUAL for further details.

EMULATI ON | NFO
There are two parts to terminal enulation. |Input & Qutput.
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Input is always what the data will be coming in, i.e. the codes for the
termnal your host THNKS it is talking to. The output is what those
inconm ng codes are actually converted to for whatever termnal you are
actual ly using. 80 col. boards used the DATAMEDI A terninal, the codes are
al ways entered in ASCII HEX

Term nal enul ation Tabl e -sof tware/input-Wt52

bytes 1-12 1a 20 2a 1B 3a 0C 4a CA 5a CB 6a 00 7a 00 8a C8 9a D9
10a C1 1la C3 12a 00

Har dwar e/ Qut put - Dat anedi a-

bytes 1-12 1b AO 2b 00 3b OC 4b OB 5b 1D 6b 00 7b 00 8b 19 9b 1E
10b 1F Ilb 1C 12b 00

BYTE 1 - CQursor offset - this has to do with actual ASCI| val ues used to
direct the cursor during a gotoxy sequence. Such a sequence has 4 char.,
but some nmay require 3. Start with lead-in char., followed by address
cursor char. The next 2 bytes after the x,y coor di nat es, usually transmt
inyx order. Mst termnal used ASCII 20h are the "base" or Oth row or
colum at upper left corner. That is the space char. (space bar), as you
add positions, you increment up the ASCIl chart for the different |ocations
on the screen. Al ternmnals do not use the same offset. Wen converting
fromone type of terminal to another this offset nust be known for both
termnals. W nake two uses of the sanme byte, high bit clear, we assunme a
normal sequence order of YX, high bit set-the ternminal requires the
sequence in XY order. Exanple: Bytes la & 2a both indicate a cursor offset
of 20hex, but the 2nd one, AOhex, (a 20h with the high bit set) tell us the
coordinates will need to be sent in reverse order.

BYTE 2- Lead-in char- many termnals use a lead-in char. to performcertain
functions on the screen. This char. will precede one of several function
chars. Doing this can build functions in the screen without taking up nore
ASC | chars. Typical lead-in char. ESC (1Bh), when a function requires
this char., it high bit will be set in the table.

BYTE 3- O ear screen- the clear screen in this exanple is 0Ch(~L) for both
input & output. Whenever these |ocations are the same, the exact results
can be produced by setting both to 00, no nodification, just passing the "L
right on thru unnodified.

BYTE 4 & BYTE 5 - O ear to end of page and line - not available on all
termnals, set to zero if not inplenented.

BYTE 6 & BYTE 7 - H-lite ONVOFF - this char. if encountered, will cause
the terminal to go into or out of a highlighted or inverse text node.

BYTE 8 - Hone cursor - causes the termnal cursor to "hone".
Most termnals it will be the upper |eft-corner, sone, |ower |eft-corner.

BYTE 9 - Load cursor- part of the gotoxy sequence - tells the termnal to

I ook at the next two chars. as the actual xy coordinates for positioning.
May be prefixed with previous described chars.

BYTE 10- CQursor up causes the cursor to non-destructively nove up one |ine.
BYTE 11- CQursor forward - non-destructive nove forward 1 char.

BYTE 12- Extra - this is an extra val ue which nay be used for code
conversions, to support functions not already being converted.

Rermenber-- if any two terninals or setups requires the same char. sequence
to execute a particular function (except the first two bytes of each hal f

of a table), the entry position in both sections of the table may both be

zeros, so the original sequence wll pass through unaltered.
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UTI LI TY PROGRAMS: The following utilities on on the AE disk.

MPF. A - converts Appl esoft Basu: progr ans to ASC|I text.
MPF. | - " I nt eger "
BFD8/ 92- " Bi nary bl ocks of data to ASCII text.

Once conversion has taken place,this text may be transferred to any
practically any dial-up conputer system Typical use is to forward a
programfile to anyone in another part of the country via the Source or
other public access time sharing system The file would be tenporarily
stored on the mainfrane until downl oaded, once transferred back to an
APPLE, it may be EXEC d into nenory and appropriately saved to disk.

MPF. A Appl esoft - >t ext:

To create a text file froman Applesoft pgm first type "FP' and "LQAD'
the pgm fromdisk. Then, type "EXEC MPF. A". MPF. A is an EXEC file that
mani pul ates i nternal Appl esof t pointers and the LOAD PFM A, which is the
pgm that actually does the file witing.

PFM A is not runable--it may only be used by MPF. A

Next, you will be pronpted for the filenane to create & which slot/drive
you want the file witten to. Wen the file is witten to disk, you will
be asked if you want to CRUNCH it. QO unching renoves all spaces and
punctuation froma file which has been created froma pgm This should be
on occasi on when crunching is not used unless it is on files that were not
created froma Basic pgm Wen CRUNCH begins, it asks what the maxi num
line length should be. Defaults 160 chars. upI oading a pgmto anot her
APPLE you coul d use 255. Exanple: uploading to the Source you use 140,
cause that is the maximumlegal line Iength. CRUNCH doesn't cut off Ilines,
it just keeps track of which lines are too long & how nuch. |f you need to
nodify the lines, load theminto the editor. The crunched version of the
file will be the same nane as the original with a /C appended to the end.
O unched files can be 35 percent smaller that a non-crunched one.

MPF. | | nteger- >text:

MPF.1 and PFM| do the same as MPF. A & PFM A doe for Appl esoft, except
the crunch is not built intoit. A crunched Integer file wll not show
quite the savings an Applesoft file will.

SPACECRUNCH
SPACECRUNCH is the pgmwhich is used in MPF.A It can just as easily be

used as a stand al one to crunch previously uncrunched files, or to crunch |nteger

files as well

BFD8/ BFD92 Bi nary- >t ext

These two create text files frombinary blocks of data.
The only difference between the 2 versions is their location in nenory.
BFD8 = $800( 2048 DEC.) BFD92 = $9200 (37376 DEC.) Select appropriate the
one to use depending on where the binary bl ock resides. BLQOAD the block of
data into nenory, then BRUN BFD from Appl esoft basic. It will NOT work from
Integer. You'll be asked starting & ending addresses of the block, give
address in HEX & the new fil enare.

CREATI NG A PROGRAM FI LE - SCENARIO

Exanpl e: Appl esoft pgm cal | ed "KLUDGE' that has a binary called
"KLUDGE. OBJ". You want to nmake a file fromthe two and send it.
Load pgmand a look at the really long lines,break themup into two snaller
ones, (being careful of internal Iogical operatlon)
Then "EXEC MPF. A" and follow the pronpting and crunch it.
Now "BLQAD KLUDGE. OBJ".Find out its starting & ending addresses.
One way is to CALL-151, TYPE AA60. AA73, the last 2 bytes of the displayed
bl ock are the starting address,and the first 2 will be the |ength.
Now "BRUN BFD8", agai n foll ow pronpting, after all of this is done type FP
toreinitialize Applesoft pointers. Now "BRUN AE' and use the Y to get
into the editor. In editor type .Gto get converted file into the buffer.
Keep in mind that this file will eventually be EXEC d into another APPLE.
I NSERT at the beginning of the file (.10):
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FP

MONI

on separate lines in UPPER case. Then exit the insert node of the editor
by a "." by itself. This insures that when the follow ng pgm lines are
EXEC d the systemw Il be clear and initialized. "MON" also allows you to

see the contents of the EXEC file being |oaded into nenory. Now .G the
binary part of the file, & APPEND it to the current buffer. Renenber the
| ast editor |ine number of the basic part of the pgm once |oaded, start
listing 5 lines before your noted line. You should see the Basic part of
the pgm & 2-3 blank lines, the binary pgm Now ".D' (delete) the bl ank
lines. Now, INSERT at the junction of the end of the Basic part and

begi nning of the binary part, these |ines:

CALL-151

MONI

Co to end of file and add,

3D0G

SAVE KLUDGE

BSAVE KLUDGE. CBJ, A$300, L$BO

your file is now conplete, use the ".PUT" conmand to save the finished file
to disk. You may delete the earlier two parts. Wen EXEC d into an Apple
all loading will be automatic & save everything to disk.

CHFORM PROGRAM

This is used when necessary to transfer ASC| text in Christensen Protocol
to software unlike AE, |ike SDS "PROFESSI ONAL", P-TERM Z-TERM CP/M
ASC | text stored on disk in APPLE DCS does not include |inefeeds after
c/r's; CPIMtext files require |linefeeds after c/r's.

-=> End O AE Dox File #6 <=-
ADDENDUM FCR = VERSI ON 3. 46B

I =1 NSTALL:
8 - Intra conputer PSIOserial card -
9 - Apple /// serial port.

L=LOCAL OONSCLE SELECTI O\:

Sel ect #6 for 40 col. nmode only option,not only when using the APPLE
with its 40 col screen,but also with another device such as a nodem pl ugged
into the default screen slot.

P=PRI NTER | NTERFACE/ DRI VER SELECT:

3=Systemdefaults (nenu 3)
G= deaf letter set key-
H= Videx Enhancer- take full advantage of your Videx keyboard.
I = Hal f dupl ex auto-Iinefeed
K= Expand tabs - 80 col.

4=System defaul ts (menu 4)
G= Here-is RUBout key, as described in the manual incorrectly labeled "F"
M= Re-send with bell
N= wait after-bell (recommended ranges 100ns (as shi pped) to 1000ms
(one second))
O= Printer host XON XCFF
P= consol e Qutput w pass thru
U= Update macro i medi ately -

SENDI NG A FI LE:
S= send a file- additional option for those that us
CHARACTER node of sending for tineshare system
N= Nul| (set delay after c/r)-used before for sending data,
now its in addition to handshaki ng.

MACRO CONFI GURATI ON SECTI O\

- = Printer - Host- determines if the status of the printer buffer wll
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cause XON XOFF protocol to be in effect while printing is in progress.
If not sure how to use |eave CFF.

= Load Macro File- nowthe first time you access any old format nacro
le, whether it be in Macro Configuration or main comand pronpt

;" oor "-") with the "M" command, an automatic update will occur and the
di fi ed macro save back to the di sk under the same nane.

no

S= Set termnal parns -

B= Change single parns -

M= cursor down (before "extra")-most ternminal this will be *J ($0A)

N= extra- reserved for additional conversions

O= extra- " " "

P= Printer ON -this option is only operational if on the INPUT side of the
emul ation table.

Q& PRinter OFF-

" = Internal conmand char:

G= Get another nacro file and execute a specified el enent "Gx<fil enane>

This is an instruction to GET nacro file (do not use . MAC extension) & when

| oaded, execute el ement #x.

S= Set current nacro parms.- synonynmous with "U'.

<xyzzy> Macro string handshaki ng:

Handshake whol e word or phrases syntax is <string>.

"<" ">" are required to delimt the search string.

Exanpl e: ***"C% 70315, 1305' % passwor d' <ok>r maug
***AC = wait 3 tine intervals and send ctrl-c to "wake-up"
Conpuser ve node
handshake (wait for) the ":" char before outputting account nunber
70315, 1305' = account nunber followed by c/r
wait for next ":" char before sending password
send account password follower by c/r (')
wait for OK string sent by Conpuserve before sending next
conmand (assum ng you have default set to exit)
r maug = following the above rel ease of the nacro,send the "r nmaug"
command to Conpuserve to Run the M cronet Appl e User sQ oup
bul I etin board (nmaug)

%

%
passwor d'
<ok>

PROTCCOL ERRCRS:

As data is being transferred,there are little messages on the screen that
indicate the current status such as bl ock nunmber being sent, re-sent, error
indication and type of error and error count. The first of the two nunbers
in the error counter indicate the total nunber of errors that have occurred
in this session, the second nunber indicates the total

nunber of
consecutive errors.

If more than 9 consecutive errors occur, the send will abort.
Exanpl es: <ERR# 1-1> Host did not send an acknow edge of bl ock #2.
<ERR# 2- 1>Soneone got confused and sent the wong bl ock.
<ERR# 3-1>Still confused.
Tineout error (no activity within x tine)s
Checksum error.
Recei ved total not what was sent
Bad start.
I nproper data format usually.
Wong bl ock # received.
Fil etype specified invalid.
SYNC ERRCR I rrecoverabl e synchroni zation error

Non AE PRO Protocol: CP/Mused the XMODEM program (vers 4. 3)

-=> End O AE Dox File #7 <=-

Apple 11 Computer Info

DOCUMENT agat e. 069

AGIXT069 AGATE MANUAL Tony Mar ques

LEGALI TI ES

AGATE is copyright 1991 by Tony Marques, and is rel eased as ShareWare to be
freely transfered and copied for the purpose of distribution. However, as
ShareWare there is an expectation that users register the software with the
aut hor, and offer whatever they may feel the software is worth. Registered
users shall be entitled to any future updates. AGATE bears no warrentees or
guarantees and it shall not be libal for any damage or |oss inccured during
it's use or possession.

Tony Mar ques 2602 Molitor Street, Terrace, B.C., V8G 3A2, Canada

AGATE was ar chi ved as AGATE069. SHK and contai ns the fol | owi ng nenbers:

ACGATE. SYSTEM - systemfile - essential conponent

AGATE. SCREEN - title screen - not necessary for execution
AGATE. URDATA - user data - essential conponent

AGATE. PIECES - AGATE pieces - essential conponent

AGATE. FONTS8 - graphic fonts - not necessary for text operation
AGATE. MVANUAL - ‘'docunentation' - not necessary for execution
REQUI REMENTS

AGATE requires an enhanced Apple ||l conputer wth 128k. AGATE wi |l di sconnect
the 64k ProDOS /RAM di sk located in Slot 3, Drive 2 on 128k nachi nes. AGATE
does not support di sk swapping so source and destination paths have to be
on-1ine when perforning select disk functions. Consequently, nultiple drives
are recommended. It is also recommended that AGATE be placed on a / RAM or

/ HARD di sk when used.

WARNING To ensure that AGATE is conpatible with your /RAMdisks, it is
recommended that the first tine you use AGATE check the validity of your /RAM
di sk before and after use. It has no problens with AE /RAM or GS / RAM di sks
and nost ot hers.

ON-LINE

AGATE has not been provided with dialing facilities and acts as a dunb
termnal. Consequently, dialing and other nmodem commands nust be issued by
users using the basic 'AT' conmands. Refer to your nodem manual to | earn about
the ' AT" command set and how to use them

Basi ¢ commands i ncl ude:

ATEl - 'AT' tention, 'Echoon (‘1) - turn on echo while in conmand node.

ATD911 - 'AT', 'Dial '911' - 'Tone or 'Pulse may prefix the
nunber to determ ne dialing node.

+++ - three '+ with brief pauses - enter comand node after connected

ATH - 'AT', 'Hang up - after ' +++

ATO - 'AT', 'On-line again - after '+++

EMULATI ON
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AGATE s ANSI (DEC VT100) enul ation has been further refined and now al so

supports ANSI Misic (which may sonmeday be tuned for all computers). YMDMR This YMODEM i npl enent ati on, by default, supports YMODEM 4k as proposed
by Mrgan Davis, but will also fall back supporting XMDEM 1k or - CRC,
and even plain XMCDEM Optionally, you nay select to use 4MOXDEM by

OMEN (QA-A responding 'Y to the initial pronpt. This variety of YMIDEM has been
inplenented within METAL and ACCS, but it is also called YMODEM 4k.
The option menu allows you to configure sone stuff. The left and right arrow Fil es downl oaded without BATCH (i.e. with any of the XMODEMs) will be
keys shift menus while up and down sel ect settings. Pressing OAS saves downl oaded under the nane 'DOMNLQAD . Finally, all downloads will be
what ever you have chosen to disk. placed within the current DESTIN path and will replace existing files.

o ESC - Abort

O the several options two need to be expl ai ned.
ZNDMR The ZMODEM i npl enentation will again downl oad to the DESTIN path, but

SAY -0 This option allows you to tell AGATE the system speed of your it will not replace existing files. Instead, it will attenpt to resume
SPEED conmputer. AGATE is incapabl e of setting or reading the system speed the file transfer fromthe end of the file, and allow you to resume
and so it relies on you to SAY what the systemspeed is. The val ue of inconplete, interrupted, or aborted transfers.
the system speed controls the cursor blinking rate, the length of the o ESC - Abort TAB - Skip file

tones, and nost crucially timng during file transfers. This is a
MOST i nportant setting.

Tony Marques 2602 Molitor Street, Terrace, B.C., V8G3A2, Canada
KEY -0 This option re-interprets keystrokes. Naturally, keys pressed in
MAPPI NG conjunction with the solid apple key have their nost significant bit
set and so they are interpreted as an | BM characters.

o KEYPAD al | ows those users wi thout SAQ WE --> 7 8 9
keypads to nore easily emulate them A S D --> 4 5 6
Upper case is inportant. Z X C -->1 2 3

o ARROW causes the arrow keys to send the ANSI sequences as opposed to
the true arrow control codes. To allow you to send the actual arrow
control codes while this option is active, solid apple conbinations
wll send the arrows.

NOTE: LFT and CTRL-H, RGT and CTRL-U, DWN and CTRL-J, UP and CTRL-K
are all synonous on Appl e conputers.

FILE UTILITIES

General ly, AGATE ignores all file errors. AGATE is al so incapable of handling
vol unes which are off-line so it is necessary to keep the SOURCE and DESTIN
paths in the drives at the sane tine -- no di sk swapping i s supported.

Pl ZZA AGATE supports unZl Ping and is capabl e of unSTORE ng, unSHRI NKi ng,
EXPLCDI NG nenbers of .ZIP archives. AGATE is currently unable to
unREDUCE nenbers, but because of it's GREAT rareity no one shoul d
mss it's presence. AGATE recognizes ZIP files by their .ZIP
extensions. PKZIP and ZIP are rigistered trademarks of PKWARE.

.ALZ Before witing PlZZA, | gained sorme practical experience in the field of
data conpression by witing ny own shrinker. The 12bit LZWal gorithm
i's capabl e of producing conpressed files snaller than either LZW1 from
SHKI T or LZW2 fromGSHKi T, and this is taking into account the overhead
produced by NuFX archives. It is not as effective as SHRINKing as
Inpl enented within PKZIP, but not because | am not capable.

o To prevent it frombecom ng used as a conpression utility, this
impl enentation intentionally |acks any nmeans of preserving file
attributes including filenane or filetype, and it also is devoid support
for nultiple nenbers, disk archival, or other any other features

o Conpressed files are naned ' FILE. ALZ', but they nay be renaned and any
file may be deconpressed which has the '.ALZ' suffix. Deconpressed
files create or replace 'FILE UNC .

VIEW The view option nmay be slowed with the Cpen Apple or stopped with the
Solid Apple. The space bar pauses while ESC abort the view ng.

TRANSFER PROTOCCOLS
CQurrently, only YMODEM and ZMODEM downl oadi ng has been i npl enent ed.

Those of you who feel that the user interface is |acking, | nust agree.
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S key sl ows novenent
Control Q exits ganme
DOCUMENT ai rbal | Control S sound on/ of f
Control M nusi ¢ on/ of f
Up/ down arr ows adj ust vol ume
Al RBALL
Pl ayer controls
Typed in by the WARRI OR
{ 6/27/89 } Movenent keyboar d joystick
System requi renents: Up 8 or i up
Down 2 or (.) Down
Airball will run on an APPLE Ilgs with at |east 768k and a Left 4 or j left
color nmonitor. A joystick is recommended, but not R ght 6 or | right
necessary. To load the gane, sinply place the naster disk Bounce

in your default disk drive, then double click on the

" Al RBALL. NODRAG' icon ( the fastest node of play). O

" Al RBALL. DRAGONS (has the dragon on both sides of the screen
but sacrifices some speed) the game will then | oad.

I ntroduction

"Now you're really in trouble" said the Evil Wzard. "l've
war ned you about trespassing in ny nansion. Now, since you
did not take heed of ny warnings, |'mturning you into a

bal | of air and sending you deep into ny mansion of over 250
roons, to search for ny spellbook that may give you clues on
how to transformyourself into a human again. It will not be
a sinple task, for you, as the ball of air, have a slow
leak, and you'll need to junp on the air punp in some roons
to stay inflated. Take heed, for if you punp up too nmuch you
will burst! If you are |ucky enough to find the spellbook in
these roons, you'll next have to pick up the objects |'ve
left such as: crosses, tins of beans, a Buddha, a dragon
statue, a punpkin, a flask and even crates that you'll need
to get over treacherous obstacles! This is your one chance
of survival", he cackles.

"Sounds easy," you |aughingly boast to the evil w zard. "Ch!
Does it now" He sneeres. "Wll |'malso putting spikes in
these rooms that will take your breath away, as well as
killer pads on the floor. You have no chance for

success. .. Hee! Hee!"

Pl ayi ng instructions

At the start of the game you will be put on a punp. As |ong
as you renain on the punp your internal pressure wll
increase. If your pressure beconmes too high you will burst.
At the bottomof the screen your pressure is represented by
a yellow bar, pay close attention to this bar because this
is how much air you have left until you find another punp.

Once you have acquired sufficient pressure you nust search
for the spellbook. Watch out for hidden dangers, as your
skin is easily punctured. There are roons that require help
to gain access. {Hnt: you need to find the flashlight to
enter the dark room} If you are |ucky enough to find the
spel I book, return it to the starting roomand follow the

w zard's advice.

Gane controls

Tab sel ects keyboard/j oystick
Spacebar starts gane

Escape pause/restart

Del ete forfeit gane/aborts deno
F key speeds up novenent
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DOCUMENT ai rbal | . cht

---AirBall Cheat by >>J0oe User-----------ommmmmmm e
---Call the InfoManiac: (813)-584-4447---------oommmmm oo
Note fromthe Author

Ok, the reason | didn't make one of ny regular cheats is that AirBall required
nodi fications which couldn't practically be applied on a rel ocatabl e (S16)
file. The AirBall cheat is therefore a CDA This in itself poses a problem
as the program nust be searched for in menory (after all, it 1S relocatable).
The advantages of having extra code space for the cheat in nenory, however,
outwei gh the AirBall-relocation-searcher problens. Because of the CDA | was
able to actually install an extra key-command into AirBall, as docurmented in
the use of the cheat bel ow

How to Use the Cheat

First of all, put the CDA into either your /Al RBALL/ SYSTEM DESK ACCS/ sub-
directory, or in the corresponding subdirectory on your hard drive, if you like
to launch AirBall fromthe Finder or whatever. Reboot your systemto get GS/ CS
to load the CDA

Next, launch either AirBall.Dragons or AirBall.NoDrag. The cheat does not
conmpletely work with the dragons version; this is because | |ike the no-dragons
version better. Therefore, you' re better off running the no-dragons version.

Get to the point where the AirBall is being inflated on those air-bl ower
gi znos, and press Control -Qpen Apple-ESC. Select "AirBall Cheat by >>Joe
User".

If the cheat installs fine, it will make a lowpitch to high-pitch chirp and
then put you on Quit in the Control Panel. |If you haven't |oaded A rBall and
you try to run the cheat (or AirBall has been danaged), the cheat will wait
sorme time then give you a high-pitch to lowpitch chirp. (The reverse of the
ot her onel)

The first thing you' |l notice upon returning to AirBall is that you have
infinite men. (This works on either the dragons or the no-dragons version.)

When you press Control-C, the cheat will give you a lowhigh chirp, telling
you it's on. Your AirBall will no longer leak air, nor will it expl ode when
you stay too | ong on the bl ower giznos, and it is now | N\VUNERABLE to those
various pointy objects |lying around the castle. Press Control-Cto turn the
cheat off again, giving you the high-low chirp. (Control-C crashes in the
dragons version.)

Havi ng an invunerability cheat can get you into T-ROUB-L-E.  The original
author of the gane (Jason Harper) didn't intend for that little AirBall to be
in sone of the places you can get it to with the cheat. Therefore, if you
find yoursel f hopel essly stuck somewhere (happens all the tinme), press Control -
Cto turn off the cheat. You'll die, but you DO have infinite nen, and you'll
be returned to the last air-blower gizno you touched. This is a good reason
to land on evey air-blower gizno you see, even though with the cheat you don't
need to use them

Have fun!

>>Joe User
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APPLE NANCR
THE QUTPOST

okt ke e o i— ot

PADDLE 0
Al | eron/ Rudder, cl ockwi se ri ght
PADDLE 1
El evat or, countercl ockwi se up
/
Toggl e throttle

->
Increase throttle gradual |y

<-
Decrease throttle gradual |y

(Peri od)
Br ake
A
Toggl e alleron sensitivity
E
Toggl e el evator sensitivity
F
Toggl e fl aps
H
Toggl e HSI/VCR di spl ay

|
Instrunents only

J
Look |eft
K
Look ri ght

L
Level the wing

M
Move with joystick node

N
Navi gational Aid adjustrents

P
Initialize radar scale

(716)

THE SQUTH POLE (312)

(312)

TEMPLE CF DCOM ( 805)

PRESENTED BY BETS C. FCR

654- POCF!
677-7140
441- 6957
682- 5148

okt ke i— o e— ot

R
Radar

S

Scenery

X

Toggl e al | eron/ rudder coupling

+
I ncrease radar scal e gradual |y

Decrease radar scal e gradual ly

Initialize radar scal e

CTRL C

Continue the simulation
CTRL |

Initialize the simlation
CIRL T

Transport the airplane
CTRL Y

Your approach node
[ES]

Pause

ESC 0-9, QO

Sel ect scenes
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DOCUMENT al ert sound

Al ert Sound Control Panel Device (CDEV)
By Joshua M Thonpson
Copyright (c) 1991 Frontier Technol ogies

This programcontains material fromthe ORCA/ Pascal
Run-Ti ne Libraries, copyright 1987-88
by Byte Wirks, Inc. Used with perm ssion.

Appl e 11 GS and Maci ntosh are tradenmarks of Apple Conputer, Inc.

D scl ai ner

I have tested this programextensively and found no problens with it. However,
this does not nean that the programis guaranteed to function under all

possi bl e conditions. Neither Joshua Thonpson nor Frontier Technol ogies are
responsi bl e for any danages, direct or indirect, resulting fromthe use of this
progr am

I ntroduction

Alert Sound is an accessory to the graphic control panel NDA which allows you
to change the beep sound on your I1GS. Unlike other such prograns currently
avail able, Alert Sound works fromwithin the control panel, and al so allows you
change your beep easily and instantly (no nore copying a new beep file and
rebooting). Plus, Alert Sound gives you control over the sound vol une and over
the pitch of the standard beep, making the ol d Sound Cdev unnecessary.

Alert Sound is *shareware*! You may try this programout free for one week.
After that, either send in the shareware fee of $8.00 or delete all copies of
this programfromyour system By paying the fee, you will help support future
projects fromFrontier Technol ogies. The address can be found at the end of
this file (please make all checks payable to JOSHUA THOWPSQN) .

See the section "Revision Hstory" for a list of changes nmade in this version.

Requi renent s

First and forenost, Alert Sound requires SystemDisk 5.0.4 or higher. Wile it
w ll work with any version above 5.0, versions below 5.0.4 contain sone nasty
bugs with resources and may cause problens in the future.

System Disk 5.0.4 is available on Arerica Online or fromyour |ocal Apple
deal er.

Your boot volunme will need at |east 14k of free space to install Aert Sound
Cdev. If you wish to install the default sounds as well, then you will need
an addi tional 40k of free space. | strongly recommend a hard drive if you
don't already have one.

Alert Sound will not function with the programlauncher Wngs by Vitesse. It
appears that Wngs installs its own beep routines for its custom beeps, and
di sconnects Alert Sound. At this time there is no known way around this.

Instal lation

Installing Alert Sound is very sinple...sinply copy two files!

The first file you nust copy is the file "AlertSound". This is the actual
Cdev, and nust go in your *:System Cdevs fol der.

Apple 11 Computer Info

The second file to copy will depend on how you want to run Alert Sound. |f you
wi sh to use the default sounds included with the Cdev, then copy the file
"Sounds" into your *:Systemfolder. If you don't want to install the default

sounds, or don't have enough space free, then copy the file called
"Sounds. Enpty" into your *:Systemfolder and rename the copy of the file to
" Sounds" .

Pl ease be aware that these files contain resource forks, and nust therefore be
copied with the Finder or another programwhich is "Post-System5.0" (such as
ProSel /16 by den Bredon or Wngs by Vitesse).

Once you have successfully installed Alert Sound, you can del ete the Sound Cdev
fromyour *:System Cdevs folder. A ert Sound duplicates the functions of the
Sound Cdev, neking it unnecessary.

Usi ng the Cdev

Functional ly, the Alert Sound CDev is very simlar to the Macintosh Sound CDev.

The first thing you nust do is open the Control Panel NDA (isn't this so

easy?). |If Alert Sound is not already selected, then click onits icon to
select it. After a short pause and sonme di sk access, a list of available
sounds will appear. Belowthe |ist will be four buttons : "Beep", "Add",
"Renove", and "Extras". And below the four buttons will be two scroll bars

| abel ed "Vol ume" and "Pitch".

To change your beep sound, you sinply highlight it in the Iist of available
sounds presented to you. To return to the normal GS beep, select the sound

| abel ed "Standard Beep", which is always at the top of the list. You can hear
the currently sel ected beep sound by clicking the "Beep" button.

| have set up Alert Sound with an initial set of sounds, all taken fromthe
Maci ntosh. These are Sinple Beep (the standard Mac beep tone), Qi nk-Kl ank,
Boi ng, Monkey, and Mac Il Chine (the startup chime for the Mac 11). To find
out how to add your own sounds, keep reading!

The vol ume scroll bar is used to control the sound volune. Any changes to the
volume will be saved in your battery RAM and reflected in the text control
panel .

The pitch scroll bar is only useful if you are using the standard beep. It
is used to change the pitch of the beep, and |like the volune control, the
setting is saved in battery RAM If you are not currently using the standard
beep, then the pitch control will not affect the beep.

The "Extras" button is for future use, and is currently di med.

The "Add" button is used to add nore sounds to the |ist of those avail able.
After clicking this button, you are presented with a Standard File dialog from
whi ch you can select the sound file you wish to add to your list (this sound
file must be a standard raw data file; Alert Sound cannot currently handl e any
special sound formats such as ASIF). After selecting the file to add, you are
presented with a w ndow in which you can type in a 1-32 character title for the
sound. Wen you are finished typing the nane, click the Add button in this new
wi ndow, and Alert Sound will go to work and add the file to your list. |If for
sone reason an error occurs, Alert Sound does its best to clean up after
itself, including renoving any resources which were created. However, no error
nessage is displayed since it will be obvious if an error occurred as the new
sound will not be in the list.

To renove a sound fromthe resource file, sinply select the sound in the |ist
of sounds, and click on the "Renove" button. The sound will be renmoved from
the Sounds file, and the Standard Beep entry will be selected. Please note
that you cannot renove the Standard Beep sound.

Due to the nature of the Resource Manager, deleting a sound does not nake the

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textfiles.com/apple/ —-- 18 September 2000 -- 60 of 1262




Sounds file physically smaller. However, the space used by the del eted sounds
will be freed up, and as you add new sounds to the file, this space will be
automatically re-used.

The Iimt to the nunber of sounds you can have is 16,383. |f you need nore
sounds then that, then perhaps you need a | arger conputer!

Fromtime to tinme | have noticed that O cal/Pascal prograns can do strange
things. The Add and Renove function of Alert Sound is witten with

Orcal Pascal, so if they does anything strange, please |let me know so | can
attenpt to renmedy the problem COten tinmes | can sinply "program around" bugs
in O calPascal .

Make sure that any sounds you add are termnated by at |east four consecutive
zero bytes. If you don't, you may get a small burst of static or noise (very
short, but annoying) at the end of your beep sound. Many sound prograns will
do this for you when you save, so check the docunentation of your favorite
sound program

I have noticed that sone sounds woul d not play conpletely when added to the
sound list. It turned out that these sounds had spurious zero bytes in them
whi ch caused themto end prematurely. Once | filtered themout, the sounds

pl ayed perfectly. At this time | have absolutely no idea why Al ert Sound seens
to be nore sensitive to these zero bytes then sone other prograns.

I'f the programwhich you are currently running nakes use of the Sound Tool s,
then Alert Sound will sinply beep nornally (until you exit that progran).
R ght now there is no way to avoid this, since Apple has stated that any
program using the sound tools has total control over the sound hardware.

Al ert Sound does not function with the program|auncher Wngs by Vitesse. It
appears that Wngs installs its own beep routines which disconnect Alert Sound.
At this tine there is no way around this.

The Future

At this tine, | have further plans for this CDev, including ideas such as
direct digitization and the ability to handl e other sounds formats (ASIF, Sound
Shop, etc). However, much of this depends on how nuch response | get regarding
the cdev.

If you have any nore ideas for Alert Sound, or even ideas for other nifty
programs, drop me a line at one of the places |isted at the end of the docs.
I''mal ways | ooking for sonething to prograni

Revi sion H story

v1.0 : First release.
vl.1 : Added "vol une" and "pitch" controls, nmaking the ol d Sound Cdev
unnecessary.

Added "Renove" button to renove sounds fromthe resource file. A so
added an "Extras" button for future use.

Wote a built-in check so that Alert Sound will realize when it's been
di sconnected (ie, by Wngs). Wen such a situation occurs, Aert Sound
sinply displays an error nessage informng the user that Alert Sound has
been di sconnected and cannot function.

Fi xed a strange bug that caused Alert Sound to bl ow up when the system
beeped whil e inside BASI C System

About the Aut hor
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| amcurrently a freshnman at the University of M chigan-Dearborn, studying
conputer and information science. Sone of ny other projects include Nupak (an
unconpression utility), some parts of the Metal BBS software, and Future Vision
(a networking BBS which runs under Metal).

A Personal Message from Steven Yuhasz

I"'mvery pleased to be able to say that Frontier Technol ogies is again

rel easing anot her fine product by Joshua M Thonpson. | amproud to have
Joshua as a fine partner in a grow ng conpany. Qur first product, Nupak, (the
first StufflT file unpacker for the I'1GS) was nentioned in March 1991 issue of

i nQ der/ A+ and has made us realize that all is not inpossible. Frontier
Technol ogi es is dedicated to new and i nnovative products that bridge the gap
between Apple Il and Maci ntosh conputers. Expect nore exciting products to be

rel eased in the next few nonths as Frontier Technol ogi es makes its return to
the conputer scene.

Steven Yuhasz
Presi dent
Frontier Technol ogi es

Techni cal Stuff

Al ert Sound hooks itself into the bell vector using the M scellaneous t ool box

call _SetVector. The beep routine installed has several "dumy" instructions

which are used to store inportant paraneters across uses of the Cdev (such as

Alert Sound's pernanent user |D nunber and the handl es of the sound paraneter

bl ock and the wave forn). Since the Cdev code is disposed of when Alert Sound
is closed, these paraneters cannot be stored in the cdev code itself. The ID
check added in version 1.1 is necessary to prevent Alert Sound fromretrieving
erroneous paraneters when anot her program patches out the bell vector.

Sounds are stored in the Sounds file in the Systemfolder. This is essentially
huge resource fork containing four types of resources: an rListRef resource
($8010), rPString resources ($8006), rSoundSanpl e resources ($8024), and an

r CDevSet up ($0004).

The rPStrings are sinply the titles of the sounds. No big deal.

The rSoundSanpl es are exactly as defined in Technical Note #76 for the GS,
except that | ignore the Rel Pitch and Stereo Channel fields. Again, no big
deal .

The rListRef resource consists of 10-byte nmenbers with the follow ng format:

+0 : reference to title string. Should be ID of pstring resource
+4 : itemflags. A ways |leave the lowtwo bits set to %40 to signal
ref | sResour ce
+5 : unused, but makes the record an even # of bytes
+6 : reference to sound resource. Should be ID of rSoundSanpl e resource

The rCDevSetup resource is 64 bytes long (only 8 of which are currently
defined). It basically |ooks Iike this:

+0: Total nunber of avail abl e sounds
+4: rSoundSanpl e resource I D of currently sel ected beep sound.
+8: Unused and reserved, 56 bytes.

M scel | aneous

| would like to thank Steven Yuhasz for both beta testing of the Cdev and for
supplying me with the Maci ntosh sounds. 1'd also like to thank Tom Stechow for
his help in beta testing, as well as his comments and suggesti ons.
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If you're a CDev author, please contact ne! |'ve got a ton of roomin the
Sounds file where you can put just about anything, |ike config infornation,
desktop patterns (hint, hint!), or whatever. | really despise a bunch of

little data files all over ny hard drive (aren't the Finder.Data files enough?)
)
Cedits, etc.

Most of Alert Sound is witten in assenbly, except the add and renove, which
are witten in Ocal Pascal .

Shareware fees (nake checks payabl e to JOSBHUA THOWSQN), as wel | as conmments,
questions, or ideas, can be sent to:

Snail Mail : Frontier Technol ogi es
2128 Scotten
Detroit, M 48209- 1667
Arerica Online : Frontier T
I can al so be reached as The Magnetic Monopol e (user #2) on :

The Electronic Gateway : (313)422-8073 300/1200/2400 bps
Hone of the Future Vision software

Look for nmore great products from Frontier Technol ogies in the future!
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DOCUMENT al gebr a. t ut or

+++

Al gebra Tutor
By: David Leithauser

The Al gebra Tutor programteaches students how to mani pul ate al gebrai c equations from
one formto another, such as converting an equation in the form Y=function of Xinto
X=function of Y. The basic mathematical principle of such transformation is that if
you have two quantities that are equal (the two sides of the equation), you can do
anything to both sides and they will still be equal. The trick is finding exactly
what operations to performto convert the equation fromits present formto the
desired form

Al gebra Tutor teaches this skill by perforning the operations, denonstrating and
expl ai ni ng each step. The program can use an equation provi ded by the student or
can generate an equation of 1ts own to solve. It is primarily intended for high
school students who study al gebra.

Qperating Instructions

The Main Menu has six choices. To nake a selection, just press the nunber
corresponding to your choice. It is not necessary to press [ RETURN .

The first four choices solve an equation provided by the user. The only difference
is the anount of explanation the conputer gives as it mani pul ates the equation.
Nunber 1 gives the solution w thout any explanation. This would be for the student
who has worked out the problemand nerely wants to verify that his or her answer is
correct. Nunber 2 nmanipul ates the equation and shows the result of each step, but
does not explain what the step was. Nunber 3 shows the result of each step and
provi des an expl anati on of what operation was perforned. Nunber 4 is the sane as
nunber 3, except that the conputer pauses until the user presses the space bar after
each operation to allow the student as nuch tine as necessary to study each step.
Choices 1 thru 3 will allowthe user to send the output to the printer.

If the user selects one of the first four Main Menu options, the conputer will first
ask for the equation to be solved. Type the equation and press [RETURN]. Typi cal
equations woul d be Y=A*SIN(X*3) or AN X+B)=SQR(Y-C). After you enter the equation,
the conputer will ask what variable to solve for. Enter the variable (such as X or
Y) and press [RETURN]. The conputer will solve the equation for the indicated

vari abl e.

Besides the variable and the equal sign, the equation may contain parentheses and the
foll owi ng operations.

+ Plus

M nus

Ml tiply

D vi de

Unitary negation

To the power

SIN() Sine

C05() Cosi ne

TAN() Tangent

ARCSI N() Arcsine

ARCOOS() Arccosine
ARCTAN() Arctangent

SQR() Square root

LOZ) Natural |ogarithm
LOGLO() Logarithm base 10
EXP() E (natural |og base) to the power

S~ %1

There are limtations to the equations you can enter. The variable you are solving
for can appear only once in the equation. Al though the other variables in the
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equation can have several characters, the variable to solve for nust be a single
letter. Two adjacent operators nust be separated be parentheses for clarity. For
exanpl e, X*-2 must be witten X*(-2) and A*-X nmust be witten as A*(-X). DOCUMENT al kenst one
MAt hermat i cal operators nmust be clearly stated, not inplied. For exanple, 2X nust be
witten as 2*X. Al variables are converted to upper case by the program for

consi st ency.

If you choose nunber 5 in the Main Menu, the programwill generate an equation for ALKEMSTONE
you to solve. First it will ask you what difficulty level you want. Press a nunber —  —o-oonoooo
from1l to 8. It's not necessary to press [RETURN]. THe higher the nunber you
choose, the nore conplicated the equation wll be. CONTRCLS:
The conputer will show you the equation in the formY=function of X and will tell you <RET> FORWARD
to solve for X. The conputer then asks you what |evel of explanation you want. The --> TURN R
four levels of explanation are the sane as the first four choices in the Main Menu. <-- TURNL
After you press the nunber of the level of explanation you want, the conputer wll 'S SOUND (TOGGELE QV COFF)
sol ve the equati on. ‘U LOX WP
‘D LOK DOM
After the conputer has solved the equation, whether it is one you gave it or conputer 'AP" BIRDS EYE VI EW
generated, the conputer will display the nessage "Finished". Press [ESC] for the
Mai n Menu. CBJECT:
To Exit ALGEBRA TUTCR and return to UpTime choose option 6 fromthe main nenu. FIND CLUES BY LOOKI NG ON WALLS TO SCLVE RI DDLES. .. SQUND FUN??

NOTE: Wien solving a | ong equation that requires nany steps it is possible for the
screen to scrol |l up.

Press [']-[7] to run Al gebra Tutor.
Fi | es needed:

ALGEBRA TUTCR
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I N\VERSE CHARACTERS.

DOCUMENT al pha. pl ot AND WE SHOULD MENTI ON. . .

IF YOU ARE USI NG ALPHA PLOT AND WANT TO EXECUTE A DOs COMWAND (FCR
Al pha Plot - brought to you by MasterDisk EXAMPLE, UNLOCK A PICTURE FILE), YOU MUST EXIT ALPHA PLOT (CTRL- @ CR
<RESET>), TYPE THE COMVAND, AND THEN ' RUN ALPHA PLOT .

TYPE & DRAW SW TCHES SCRUNCH W LL SAVE THE MOST SPACE ON | MAGES CONTAINING MUCH BLACK CR

-------------------- VA TE.

CTRL-T WLL DI RECTLY ENTER THE TYPI NG MODE FROM DRAW NG MCODE. THE X & O OF THE XO CURSCR WLL BECOME DOTS AT THE EDGE OF THE
SCREEN.

CTRL-D WLL DI RECTLY ENTER THE DRAW NG MODE FRCOM TYPI NG MCDE.
R WLL NOW ROTATE THE DRAW NG CURSOR FROM DRAW NG MCDE.

EXI TI NG ALPHA PLOT

------------------ S| DEWAYS PI CTURES MAY BE EASILY CREATED WTH ALPHA PLOT BY TURN NG
YOUR MONITOR ON I TS SIDE (LEFT OR RIGHT CPTIONAL) .

CTRL-@ HAS BEEN ADDED AS A QU T-KEY. <RESET> AND CTRL- C ALSO WIRK,

BUT OOULD LEAVE A CURSCR | MPRINT ON YOUR PI CTURE. ALWAYS SAVE BEFCRE

QU TTI NG ALPHA PLOT.

DRAW NG W TH PADDLES

A PDL-O BUTTON-PRESS CAUSES ZERO OFFSET (SAME AS <RETURN> | N KEY
MCDE) .
A PDL-1 BUTTON- PRESS DRAWS A LI NE & CANCELS OFFSET (SAME AS "-" I N KEY
MCDE) .

APPLE COLCR BUGS

COLCR LINES (NOT SCLIDS) ON OOLOR BACKGROUNDS OFTEN PRCDUCE  STRANGE
EFFECTS DUE TO APPLE S COLOR GRAPH CS HARDWARE. RESULTS DEPEND ON
VWH CH COLORS YQU ARE ARE USING ..

GREEN- ORANGE CR VI CLET-BLUE COMBI NATIONS WLL NAINTAIN TRUE OOLCRS,
BUT LINES WLL BE TH CK AND STAI R- STEPPED. OTHER COMVBI NATI ONS W LL
PRCDUCE A M XTURE OF COLCRS.

FCR MOST APPLE GRAPHI C APPLI CATIONS, BLACK IS THE BEST BACKGROUND

RELOCATING COLCR SECTI ONS WLL PRODUCE | NACCURATE OOLCRS | F YOU MOVE
OTHER THAN 14 PLOTS LEFT OR RI GHT ( ARROW KEYS). MOVING SEVEN PLOTS
LEFT CR RIGHT WLL PRODUCE COVPLEMENTARY COLCRS!

TYPI NG NOTES

CTRL-E PRINTS A LEFT SQUARE BRACKET ([). CTRL-F PRINTS A BACKSLASH
(\). CTRL-I PRINTS AN UNDERSOORE ().

LONER CASE VERSI ONS OF THE THREE SPECI AL CHARACTERS ABOVE, AS VELL AS
@ ] AND " WLL PRODUCE SOME NI CE ASCII CHARACTERS YQU MAY NOT BE
FAMLIAR WTH ALSQ ..

CTRL-B PRINTS ALPHA PLOT' S CAPS CURSCR  CTRL-P PRINTS THE LOWER- CASE
CURSCR

THE LAST NORVAL CHARACTER TYPED ON A NON- BLACK BACKGROUND MAY APPEAR
I NCOWLETE. TYPE A SPACE CR CTRL-J TOFI X IT.

TO | NCLUDE DESCENDERS, ALPHA PLOT" S | NVERSE BLEEDS AT THE TOP | NSTEAD
G THE BOTTOM IF YOU WANT, ADD A WH TE LINE TO THE TOP CF YOUR
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JCALL -151

DOCUMENT andos. i nfo

*0973: B5
*09BF: B5

*11ED. 4C 89 16

list
List (Unformatted): AMDCS. | NFO
This file nust be called "AMDCS. | NFO' on your conputer.

ATDCS 3.5
Copyright 1985 Gary B. Little

ADCS 3.5 (Amateur Disk Operating Systemversion 3.5) is an
Apple Il programfor initializing 3.5-inch UniD sk disks in such
a way that they will boot the DOS 3.3 operating systemand work
properly with it. To use it, first LOAD your Applesoft greeting
programinto nmenory and then BRUN the program called AMDOS I NIT.
After you press the space bar to clear the "user-supported
program notice, enter the slot and drive nunber of the disk to
be formatted and then the name of the greeting program once you
do this, insert the disk to be fornmatted and press "F' to start
the process. Fornatting takes approxi nately one m nute.

AnDCS logically divides a formatted 3.5-inch disk into two

di screte 400K vol urmes; there are 50 tracks per vol une and 32
sectors per track. Use the ",D1" and ",D3" drive parameters (as
well as a slot paraneter, if necessary) with your DOS 3.3
comands to select the first and second vol unes of drive 1. Use
",D2" and ",D4" to select the first and second vol unes of drive
2. For exanple, to catalog the second volunme on drive 1, use the
command "CATALOG D3". As with standard DCS 3.3, if you don't
specify a slot or drive parameter, the nost recently specified
value is inplicitly used.

Conpat abi lity

Wth AnDCS installed, the INT conmand is disabled. If you need
toinitialize a 5.25-inch floppy disk, you will first have to
boot a disk that contains a standard copy of DCS 3.3. To re-
install AnDOS after you' ve | oaded standard DOS 3.3, boot froma
previously formatted 3.5-inch disk.

AnDCS makes use of two data areas in the high end of menory:
$BD12- $BD14 and $BEAF- $BFA7. These areas nust not be used by any
DCs 3.3 "patches” you might install. AnDOS al so uses a 512-byte
1/0 buffer at $9AF9-$9CF8; the standard DCS 3.3 file buffers are
installed just belowthis area. ATDCS sets MAXFILES = 2 (two
file buffers) when it boots up; this neans that H MEM (the top
of menory pointer) initially contains $9653. The DCS 3.3 defaul t
of MAXFILES = 3 is not used because that would result in a H MM
of $9400, instead of the usual $9600, and any programthat used
the area from $9400 and $95FF for data storage woul d not work
properly because the file buffer area woul d be overwitten. Such
progranms erroneously assune that HMEMis al ways $9600.

If you want to run a programthat expects three file buffers to
be active (there are not nmany prograns like this), enter the
DCs 3.3 "MAXFI LES 3" command before running it.

You can use a slightly-nodified version of the FID utility
programon the DOS 3.3 systemnaster disk to transfer files to
and from AnDOS-formatted 3.5-inch disks. Here are the steps to
follow to nake the nodifications to a copy of FID

JUNLOCK FI D
1BLOAD FI D

*1414: BL

*1689: 8D 31 19 B9 8B 19 8D 32 19
*1692: B9 8C 19 8D 33 19 0D 32 19
*169B:0D 31 19 4C F2 11

*3D0G

] BSAVE FI D, A2051, L4686

The nodified FIDwill still work properly with standard DCS 3.3
and with 5.25-inch floppy disks.

Menory Map

Here is a menory map showi ng the arrangenent of buffers bel ow
the main AnDCS code and data area begi nning at $9D00:

N n

| AnDCS (DCS 3. 3) |
| code and data area |

-------------------------- <--- $9D00
| [ unused] |
-------------------------- <--- $9CF9
| AnDCS 512-byte buffer |
—————————————————————————— <--- $9AF9

File buffer #1
------------------------- - <--- $98A6

File buffer #2

defaul t

HMEM --o> cmmeme i - <--- $9653

File buffer #3

(only if MAXFILES = 3)

-------------------------- <--- $9400

ATDOS 3.5 is a user-supported program Try it for 30 days and if
you find it useful, send $15 (U S. A funds) or $20 (Canadi an
funds) to Gary B. Little, #210 - 131 Water Street, Vancouver,
British Colunbi a, Canada, V6B 4MB (Tel ephone: (604) 681-3371).

Q herwi se, pass your copies along to others or erase them

ACTI ON> (Next, Down, Xm List)
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DOCUMENT ancent.art.1

ANC ENT ART CF WAR AT SEA DOCS
brought to you by the Gauntlet of QODfish
a Crcle of Dickz file
ware cracked by Coast to Coast

QDfish is inno way affiliated with Coast to Coast, or with it's rel eases.

Anyone who d/|'ed this ware should know how to boot it up, so I'll skip that.
NOTE: This is the nmain section of the docunentation. Al the specific
definitions for terns found throughout are contained in the gl ossary,
a separate file being sent out with the doc file #1 (this).

Button 1 - sane as the Enter Key
Up and Down with

button 1 pressed - scrolls the nap
Button 2 - noves between Screen and Conmand Line
Button 1 - selects a cormand
Button 2 - sane as the space bar

The keyboard can still be used when the joystick is activated /
MAP FEATURES Repair Port: looks like a fort. Increases the condition

of a ships sails and hull

Supply Port: looks like a town. Provides supplies to ships.

Gown: A crown provides both supllies and repairs to ships of the same col or
and represents the heart of a sides honel and. Wen either side's crown is
captured the game ends.

Rough Water: represented by dark water areas. Dangerous for Frigates, Safe
for Ships-of-the-line, Flagships and Merchantships.

Shal | ow Water: represented by |ight water areas. Dangerous for Ships-of-the-
line and Fl agships. Safe for Frigates and Merchant shi ps.

SHI PS:
Squadrons: a group of between 1 and 3 ships
Fleet: all of the squadrons of the same color forma fleet.
Fl agship: This is a ship-of-the-line with an Adnmiral aboard. It is

the nost powerful ship on the high seas.

Ship-of-the-line: a mghty warship, nearly as strong as a flagship.
Frigate: a small and fast warship.
Mer chant shi p: brings supplies to ports.

H NTS:
x To receive supplies or repairs froma port or a crown, you nust
anchor where there is a flat shore across the entire | ength of
the port. Check a squadron's "Info" to see if it is "in port"

x The cannons can only fire out of the sides of the ship and the crew
can only be on one side of the ship at a tine.

HOW THE CAMPAI GN ENDS:

[1] Wen the |last ship on either side is captured or sunk, or

[2] Wien the last flagship on either side is captured or sunk, or
[3] Wen one side captures the other side's crown or,

[4] Wen either side surrenders.

Apple 11 Computer

TO LEAVE THE GAME

Fromthe TITLE PAGEE Press + or - until "Qit" appears on the banner,
then press Enter.

During a CAMPAI G\ If you want to continue a garme |ater, you can save :

it by pressing Alt S (be sure to have a blank :

di sk or data disk handy). |If you don't want to :

continue later, press S to Surrender. :

Quick EXIT: At any point in the game, press Grl, At and Del
keys all at the sane tinme. This will :
imedi ately exit the programand | eave you with :
the A> pronpt. :

TRAI NI NG SESSI ON : Prepare for WAR !

CHOCSI NG A CAMPAI GN @ Canpai gn: A series of nilitary operations that form
----------------------- a war.

Start at the title page. "GO TO WAR' shoul d be displayed on the sail. |If
not, press + or - until it is. Press ENTER The sea scroll will open,
revealing the titles of a variety of canpaigns. Mst of the scrolls in the
gane are about two screens long, so use the + or - keys to see all of the
i nfornmation.

Fromthis point, until you press ENTER after choosing your opponnent, you
can go back (all the way to the title screen, if you w sh) by pressing ESC

Fol l owi ng the directions at the bottomof the screen, make sure the sabre
is pointing to "The Bane of A dain" and ENTER The sea scroll will close,
and when it reopens, will reveal the story behind this canpaign. After you
read through the story, press ENTER The scroll will close and reopen again,
this time showing you the rules. The rules have been individually preset for
each canpai gn, but you can adjust them However, it's a good idea not to
make any changes until you are nore famliar with the gane. After you have
read the rules, press ENTER

Now you wi |l neet your opponent.

CHOOSI NG AN CPPONENT

You can fight any of the eneny |eaders portrayed on the screen. Each has
a different fighting style, as well as different strengths and weaknesses. At
the top of the screen, you will see the eneny's nane and a brief description
of his fighting style. Use the + or - keys to nove the cursor box through the
opponents. (H NT: the easiest opponent is Thor Foote.)

Wien the cursor frame is on the eneny you want, press Enter.
VI EWNG THE WAR MVAP

As the canpaign begins, you have a sea gull's eye view of the war nmap.
At the bottomof the map are two ports. The port on the left side of the
screen is a Repair Port. To inprove the condition of a squadron's sails and
hulls, anchor it at a Repair Port. The port at the right side is a Supply
Port. To increase a squdron's supplies, anchor it at a Supply Port.

Between your ports are two white crowns. If an eneny ship reaches a
white crown and defeats any white squadrons at that crown, you wll have |ost
the canpaign (the eneny's crown is at the top of the map). Gowns will also
repair and supply ships

Dark ocean areas represent rough water, and are dangerous for frigates to
sai |l through. Li ght col ored ocean areas represent shallow water, and are
dangerous for ships-of-the-line and flagships to sail through. The Wnd
Cherubs at the top center and bottomcenter of the map indicate which
direction the wind is blowing only if the wind is set to "realistic" in Yedde
Options Shoppe. The wind direction wll occasionally change during a
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canpai gn.

The white cross-shaped object near the center of the screen is the narker
which lets you scout out the eneny squadrons and command your own.

The ship and anchor synbols represent squadrons of ships. You control
the white squadrons, and the eneny controls the black ones. Asquadron synbol
with a flag on it neans there is a flagship in that squadron.

To scroll the nap, wuse the - key to scroll up (+ key to scroll back
down) . You can junp quickly to the top or bottomof the map by pressing the
Shift key and the + or - key at the sane time. You can use CGrl in place of
+,and Tab in place of -. This is especially hel pful if you are left handed.
If you are using the joystick, hold down button #1 and nove the joystick to
scrol | the map.

You will recieve nmessages during the canmpagin indicating eneny ship
sightings, inmnent encounters and other events. These nessages wi || appear
at the bottom of the screen, just above the command |ine.

YOUR M SSION
Wn by capturing or sinking all of the eneny's flagships while protecting
your own. You can also win by capturing a black crown. In the Ancient Art of
War at Sea, the nost skillful player does what it takes to win the canpaign
with a nmininumof fighting.
COMWVAND CPTI ONS

At the bottom of the current screen are several conmmand options.
Throughout the AAOVAS, command options will appear, wusually at the bottom of

the screen. To select an option, pess the letter key that corresponds to the
first letter of the coomand. 1In this exanple, the commands are as foll ows:
(T)ime -- You can alter the speed of the canpaign at any point when Tine
appears on the command line by pressing T. Four different settings are
possi bl e. (You may want to use a slower tine when you' re making your plans,

then speed up tine when you've got everything set.)

(F)leet -- Press F and the size of both fleets will be displayed. You will
see the types and total nunber of ships on both sides. The gane will freeze
while you are doing this. Press End(or any other key) when you are done.

(Olear -- Use Aear to renove old nessages fromthe bottom of the screen.
Cear will not appear when there are no nmessages displ ayed.

(P)ause -- Use Pause to freeze the gane. To get things going again, press
any key. Oear will sonetinmes take the place of Pause on the conmand |ine,
but pause will still work.

(S)urrender -- You can surrender at any time during the game when Surrender

appears on the conmand |ine by pressing S

Saving the Gane -- Press AIt Sif you want to save the gane so you can
resune playing where you left off at a later tine. The conputer will pronpt
you to insert a data (or blank) disk -- just follow the instructions on the
screen; the programtakes care of the rest.

There are conmand options avail abl e when you have the narker positioned
over one of your own squadrons.

(Move -- To "nove" a squadron, press Mnotice that the narker changes its
shape to an open box). Move the narker, using the keyboard or joystick, to
trace the path you want the squadron to follow, and press Magain to mark the
destination ( a small white nark will appear here). The squadron will follow
the exact sane route that the marker took. Col |'i si ons between squadrons wil |
not occur.

Cccasionally, while you are tracing a squadron's path, the conmputer will mark
a destination before you press M This neans the conputer’'s nenory for
keeping track of squadron paths is tenporarily full. Once the squadron
reaches the marked destination, you will usually be able to nove it ahead to

the fi

(1)
their
speed.
pressi
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nal destination. This shouldn't happen very often though.

nfo -- Press | to see what ships are in a squadron. It will show you
names, type, the condition of their hulls, supplies on board and sailing

Wiile you are in Info, you can change the squadron's sailing speed by
ng S A frigate at half sails will nove at the same speed as the

larger ships will full sails. Press E when you are done.

You can gather linited information about an eneny squadron by placing the
mar ker over it, and pressing | for info.

(D
sel ect
done,

(9
of 3

detached a squadron.

etach -- To detach part of a squadron, press D. Use the + or - keys to
a ship and then press Sto switch it to the new squadron. Wen you are
press E

oin -- If tw squadrons are close enough, you can Join them (up to a max
ships in a squad). Press J and then join themin the same way you
If Join is not shown at the bottomof the screen, you

can use the Move to bring the squadrons closer together.

(2)

over

battl e synbol of crossed sabres.

oom-- This option appears on the command |ine when you pl ace the marker
a squadron that has encountered an eneny squadron and changed into the
Zonmm gi ves you an exciting, animated close-

up view of the battle where you can give tactical comands to your ships.

(P)
oper at
not pr

ractice -- Use this option to famliarize yourself with tactical
i ons. Practice is the sanme as Zoomexcept it is used when the eneny is
esent. Wen you are done practicing press E

TACTI CAL GPERATI ONS

Tactical operations begin after choosing either Zoomor Practice. During

this
Vi ews,

portion of the battle area.

phase, noverent on the war map will stop. You can choose between two
a long view of the entire tactical battle area, or a closer viewof a
The white ships on the screen are yours and if

the eneny ships are present, they will be bl ack.

The |
This i
of att

During a long view, you wll see the view framover the water.

ong view lets you see the relative positions of all the ships involved.
s useful for setting up your tactical plan and watching the eneny's plan
ack. Time will nove faster when using close view

The ship in

the center of the frame is the sel ected ship and info about it is displayed at

the top of the screen.

You are "on board" the selected ship and can give it

orders. |If there is nore than one ship in your squadron, use + or - to select
anot her ship. The selected ship will blink and be centered in the view frane.

P T T

The
vi ew
frane

S)peed: Adjust the sails to control the speed of the ship.

Gun : Change broadsides to fire fromthe other side of the ship.

A)im : Change the barrel eleveation to adjust the range.

F)ire : Shoot the cannon.

Orders: Change the ship's orders

T)ime : Adjust the speed of the game.

V)iew : Swtch between close-view and | ong-view of the battle

P)ause: Freeze the action tenporarily.

L)eave: Lave the battle, return to the battle map.

view frame will follow that ship until you use the keypad to nove the

frane around the battle area. Wien you press the Space bar, the view
will center on the sel ected ship and begin followi ng it again.

The view frane can also be used like a magnifying glass by pressing View

This

gives you a close view, causing the area inside the view frane to fill

the whole screen. You can also nove within this close view by wusing the
keypad. For exanple, press 7 to nove Northwest, 6 to nove East, etc. The

close
sails
di sabl

view is usefull for precision maneuvering and conbat . Hol es in damaged
and hulls can also be seen during a close view In long view a
ed ship will show damage marks. To return to a long view, press View
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If eneny ships are present, try noving the view frame so that eneny ships are
within it's boundaries and press Viewto see the condition of their sails and
hul I.

If two ships are close enough where part of one is being covered by the other,
the nearest ship will become partially transparent so you can see the hidden
shi p.

If a ship goes far enough off the edge of the battle area, it has retreated
and you can no longer use it during this battle.

If a shipis stopped, it will drift in the direction of the wind.

If the battle takes place near a shore, avoid the hidden coral reefs and
shoal s that occur near |and.

Tine noves a little slower when you are using close viewthan during |ong
Vi ew. But even the slowest tinme setting in the ganme is considerably faster
than the pace real sailing ships noved at during actual battles.

Tine, View and Pause can be used al nost always in tactical battle node, even
if they are not displayed on the screen.

If you decide you want to | eave a tactical battle before it is over, press
Leave. You will return to the strategy | evel and the battle will continue and
resolve on it's own.

COMVANDI NG A SHI P

When you have selected a ship in a tactical battle, you are responsible for
the ship's speed, course, orders and cannons. Wen using a conmand, it will
be highlighted. Wien appropriate, additional instructions will be shown on
the command |ine at the bottomof the screen. To leave a conmand and cl ear
the command line, press Enter.

If you are using a paticular command you can usually go directly to another
command Wi thout having to formally |eave the first command. Just type the
first letter of the new conmand.

SAl LI NG SPEED

The speed of the ship is determned by the condition and trimof the sails and
the direction of the wnd.

The trim of the sails is represented at the top left corner by the Sail

I ndi cat or. Press S and then use + or - to adjust the trim The nore sail
that is put to the wind, the faster the ship wll nove. |If no sail is shown,
the ship will come to a halt. Press Enter when you are done. To quickly go
to full sails, press Stwice. If the sails are already full when you do this,
they wll switch to no sails. As a ship's sails become danaged the Sail
Indicator will start to turn blue, indicating decreased effectiveness of the
sails.

The wind direction Indicator is to the upper left of the Sail Indicator. The

wind can blow fromany of the 4 primary conpass points. The Wnd Direction
Indicator will only appear if wind is set to "realistic" in the Qotions Shop.

Monentum is a factor when noving a ship through the water. A stopped ship
will take a few nonents to get up to speed after giving it full sails, and a
nmoving ship wll take a few nonents to stop after cutting the sails all the
way back. A ship that |oses nonentumw |l drift in the direction of the wind.

To the right of the Sail Indicator is the Speed Bar. It works like a
speedonet er . The Spped Bar will be full when a ship is in perfect condition,
using full sails and on a course that takes full advantage of the wind.
Trimming the sails, sail danmage and beating into the wind contribute to

reduci ng your speed and are reflected in the Speed Bar. If the wind is set to

Apple 11 Computer

"not realistic" in the Options Shoppe, it will not affect the Speed Bar.
CANNONS

To the right of the Sail Indicator are the controls for the ship's cannons.
You deci de which side of the ship the men will be on and when to fire.

If shipis not selected, it will automatically shoot at eneny ships.

GUN
Your crew can nman only one side of the ship at a tine. If the crewis at the
cannon on the right, the ship will fire out of the right starboard side. To
change broadsi des, press G for Qun and your crewwi |l nove to the | eft cannon.
To help you visualize which direction your cannons will fire, look at the
gauge at the top right of the screen. Your ship is in the center and the red
square shows the direction that your cannons will fire.

AlM
Aim is available to the player only when "Manual Aim' is selected in the
Opti ons Shoppe. If Manual Aimis not selected, the creww Il automatically
almthe cannons for you, and this option will no be avail able.

You cannot aimor fire a cannon unless your crewis on that side of the ship
and in firing position (standing behind the cannon with the firing punk ready)

To ai myour cannons, press A. Use + or - to raise or lower the aim
FI RE

On the top of the cannon barrel is a small hole with a bit of gunpowder in it.

Wien you order "Fire!" a slow burning punk is touched to this hole. The
flame from this flash runs down to the base of the charge and the cannon
fires. Your creww !l quickly reload and you'll be ready to fire again.

Wien realistic reload is selected in the Options Shoppe your crewnan go
through a | onger procedure. The crew may skip sone of the |oadi ng procedures
depending on the reload tine seeting in your Qptions Shoppe.

You will see a flash on the target ship when a cannonball hits. Damage from
sail hits is evident as the ship's sails becone increasingly tattered. A hit
on the hull will destory cannon and crew and | eave holes. Danage to sails and
hul | can be seen nost clearly when the side of the ship is facing you.

ORDERS

Battle orders are given to ships in your squadron individually. To change a
ship's orders, press O then use + or - to rotate through the available
orders. You can al so press Oagain if you prefer, since it works the same as
+. Sorme of the orders are not always avail abl e. Wiile Orders is selected,
tine stops. (Orders is selected ?? Shouldn't that be are selected ??)

General Chase: Make your best speed and course to individually attack the
eneny.

Follow Ship in front: Try to maintain a single-file lineif it is behind

anot her shi p.
Mmc Ship in front: Copy the maneuvers of the ship ahead.
Avoid Battle: Stay away fromthe action.
Course: Player controls the heading of the ship. Wien you select this
order, a box will appear on the perineter of the gauge at the

top right of the screen. Use + or - to nove the box around
the gauge, and the ship will turn to the heading indicated by

Info

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textfiles.com/apple/ -- 18 September 2000 -- 68 of 1262




Apple 11 Computer Info

the box. A quick way to change a ships orders to Course is
sinmply to press C (you don't need to press Orders first). *** NOTE O FR ENDS OF SVEN ***
Board: G appl e a disabled ship. There isn't anything you can do in this part of the programthat wll have
a pernmanent effect, so feel free to "cut |oose!". You can change any or all
At the upper right of the screen is the conpass. At the center of of the rules and choose a different opponent if you wish. Each canpaign can
the conpass is the "heading Indicator" which shows the active ship's current be very different, depending on the rules and the eneny, but the next tine you
headi ng. The red square is the "Qun Indicator."” It shows which broadside play the gane, everything will return to the way it was before you started.
wi |l shoot when you press Fire. Wien a ship's orders are "Course", the white
"Course Box" wll appear showing the current course assigned to the active SH P DI SCR PTI ONS
shi p. The "Heading Indicator” will always point at the "Course Box" except
when the active ship is turning to that course. The warships in The Ancient Art of War at Sea are of the late 18th century
variety. You will encounter four types of ships in The Ancient Art of War at
BQOARD Sea.
If two ships come together, side by side, they will grapple. If neither ship * MERCHANTSH PS *
is disabled or extrenely overmatched, you will have the opportunity to comand
the battle yourself. Wien vyou receive the message that two ships have Mer chant ships supply ports wth food, provisions and various nautical
grappl ed, select Zonmto take command and neet the eneny nan to nan. equi pnent . They are lightly arnmed and built for carrying supplies, not
fighting. Mer chant shi ps have their own orders and you have no control over
There are two types of fighters, sailors and marines. Marines shoot rifles them You can intercept eneny nerchantships to capture their supplies.
and their orders are to take their station and fire at wll. Sailors fight
with swords and will respond to your comands. * FRI GATE *
Two ways to win when boardi ng. Frigates are small warships. They usual Iy had one gundeck in addition to
1. Capture the enenys flag. cannons on the quarterdeck and forecastle. The classic frigates carried
2. Defeat the eneny sailors and nmarines. bet ween 30 and 44 guns. Fast and maneuverabl e, they could escape a shi p-of -

the-l1ine and were powerful enough to handl e any other vessel.
The Four Zones: The raised deck at the stern of your ship is the Poopdeck.
(don't look at ne). The |lower deck is the Quarterdeck, except for the area by Afrigate in the AAoWaS is a sleek, fast, two-decker with 44 guns and a crew
the eneny ship, whichis called the Railing. The foruth zone is the area of 250.
around the flag.
* SH P- OF- THE- LI NE *

Commands: You conmand your sailors by assigning themto a new zone to fight

in. To do this, press the first letter of the zone the sailor is in, followed A ship-of-the-line in the AAOWAS is of the classic type: a four deck, 74-gun
by the first letter of the zone you want himto nove to. For exanple, to nove war shi p, including 10 carronades, and a crew of nore than 600.

a sailor fromthe Poopdeck to the Flag, press P and then F. To repeat a

comand, press (A)gain. If you select a zone to nove fromand then change * FLAGSH P *

your mind, Yyou can cancel it by pressing Backspace or Esc. Fromthe Poopdeck

to the Railing you can command a sailor to (Cross. A sailor wth this A flagship in the AAOVAS contains an Adniral and is of the classic type: a
command will try to fight his way across the eneny ship and try to reach their massive four deck, 130 gun warship, including 22 carronades and a crew of
flag. Ohce a sailor is told to Ooss, he will be dedicated to that m ssion 875... the nost fearsone sight on the high seas.

and you will not be able to recall him

To begin the battle, press (A)ttack. If you would rather leave and let them —  -----oo-oo--

fight it out for thensel ves, press (L)eave. : STRATEGY :

SAI LI NG TO WAR
Concentrate your Power.
Now you' ve | earned how to command squadrons, gather information on a strategic

level and command battleships on a tactical |evel ! Rermenber - the eneny Wien facing an eneny fleet of equal or greater size, isolate small groups
squadrons are on the nove while you're getting ready to neet them so act of eneny ships. Attack partial fleets with full fleets. Isolate one ship and
quickly !! fight it wth tw or three ships. This is the way to defeat an eneny both

strategically and tactically.
The canpaign can end in any of four ways:
Usual ly try to keep squadrons full with three ships instead of splitting

[1] Wen the last ship on either side is captured or sunk. theminto smal | er squadrons. If you split themup, you'll end up with two or
[2] Wien the last flagship on either side is captured or sunk. three weak squadrons instead of one powerfull squadron.
[3] Wen one side captures the other side's crown.
[4] Wen either side surrenders. Before deciding to battle, conpare the strength of your squadron to the
strength of the eneny squadron and determne your chances of victory.
After the canpaign is finished, you will see the results of the battle. A (Strength is determned by the nunber of ships on each side, the type of ships
chart w Il show how many warshi ps on each side were sunk or captured and the on each side and their condition.) Then, try to engage in battle only froma
nunber of flagships that were sunk or captured. position of strength. The condition of the ships involved can have a ngjor
effect on the odds of wi nning.
END OF TRAI NI NG SESSI ON
Focus your attention on eneny flagships (where their Admrals are).
The purpose of this training session was to show you how to use the program Since a fleet cannot function without any Admrals, elimnate their flagships

Apple 11 Computer Documentation Resources (a2_docs_documentation.msw)
DOCUMENTATION FOLDER -- www.textfiles.com/apple/ —-- 18 September 2000 -- 69 of 1262




Apple 11 Computer Info

and they will be defeated. CQut off the head and the body will die. by meeting himwith the wind at your back. The position of the crossed sabre

synbols in relation to the wind on the strategic |level determnes the two

Use your crown or supply ports to keep your ships stocked. Awell fed squadron's position in relation to the wind after you zoomto the tactical
crewis an efficient crew Use your Crown or Repair ports to keep your ships | evel .

in good condition. One fresh ship is better than two badly damaged ships. |If
a squadron's supplies decrease bel ow 20% the condition of the ships in the = ---conman-n

squadron will start to deteriorate. This is because the crew has to ration : TACTICS : Note: Due to difficulties and lack of time |'ve had to skip
food and can't work as hard to keep the ship in good condition. oo MOST parts of this chapter.

Anchor near a food port to increase supplies. Anchor near a repair port CRDERS - Each ship in your squadron will be given individual orders. The
to inprove condition. To be sure your ship is receiving supplies or repairs orders that you can give will vary dependin on the situation.
from a port, check its Info after it is anchored. Instead of indicating
speed, it should say "In Port". A CGrown will increase both the supplies and Course: This is used when you want to take charge of a ship's naviagation.
the condition of any ship inits harbor. A ship cannot be repaired unless its
suppl i es are above 20% Anot her way to increase a squadron's supplies is to Ceneral Chase: Mike your best speed and course to attack the eneny.

capture eneny merchantships or intercept friendly merchantships.
Follow Ship in Front: You can use this order to try to maintain a |ine.
Frigates are the fastest ships on the high seas. But a squadron can only

sail as fast as its slowest ship. If you need speed, nmake sure your squadron Mmic Ship in Front: Ashipwith this order will turn the same amount as the
is made up exclusively of frigates. ship in front of it even if they are on different headings.
Mer chant shi ps and Ports Avoid Battle: If your ship gets hurt badly you may want to use this.
Boarding: A ship with this conmand will sail to and board a di sabl ed eneny
Ports supply or repair any squadrons that are anchored in their harbor as ship. It can also board a friendly ship and make enough repairs to put it
long as the port has supplies. Wien a port's supplies get low, it will send back into action.
for a merchantship to replenish its depleted stock. If a merchantship is
captured before reaching port, the port will send for another nerchantship but ~  --cemmmmmon
may soon run out of supplies. When a port changes colors, it is out of : ENEMY COMVANDERS : If you know the eneny, and know yoursel f, you need
supplies and closed to any squadrons inits harbor. e not fear the results of 100 battles. -- Sun Tzu
To bl ockade a port, use a squadron to intercept nmerchantships enroute to THE PLAYER
that port. The eneny will I ose supplies and your squadron will gain supplies.
Frigates are effective interceptors since they are the fastest ships on the Strategy: Your strategy is up to you
sea. Tactics : Your coannon range is surpassed only by Jones and Nel son.
The accuracy of your shots can be increased (or decreased)
You can also intercept your own nerchantships at sea to increase a by taking charge of firing the cannons yoursel f. (manual)
squadron's supplies. If the squad' s supplies are below 50% the white Wien grappling, 75%of your crew will be sailors, 25% nmarines.
merchantship's supplies will be used up and it will disappear. You cannot (Sailors are swordsnen, and nmaries are riflemen).
capture a nerchantship after it reaches a port's harbor.
Cannon Range *ok Kk
You nmay want to send warships to escort friendly nerchantships if the Rel oad Speed *ok Kk
eneny presents a threat to your supply line. Accur acy *ok ko kK
SealTHI"IShI p *kkhkkkkkkkk

Rough Water/ Shal | ow Wt er
—————————————————————————— Oew Quality adjustable in rules (green= 1 *, average= 4 *'s, crack= 7 *'s)

Larger ships (flagships and ships-of-the-line) can sail through rough THOR FOOTE 871
water wthout fear or damage, but frigate will often sink, depending on how Strategy: If Thor thinks too hard, it makes his head hurt. So, he will
rough the water is. This factor can be adjusted in the Rules scroll just will not put alot of thought into his strategic plans.
before starting a canpaign. Tactics : Hs short-range cannons are manned by poorly trained crews.
Neither his sailors, or marines are skillfull fighters.
It is very dangerous to try to sail large ships through shallow water. Wien grappling, 95%of his creww |l be sailors and 5% narines.
Wien a flagship is lost in shallow water, the Admral will board another ship-
of-the-line that is in the same squadron. If there is none, the Admral will Cannon Range i
go down with his ship. Frigates have no troulbe in shallow water. Rel oad Speed *ok ok
Mer chant shi ps can sail through rough or shallow water w thout fear or danage. Accur acy xRk
Seamanshi p *ok ok x
W nd Oew Quality *
DUKE OF MEDI NA SI DONI A 1588
A major factor in the speed of sailing ships. If wind is set to
realistic in Ye Ade Options Shoppe, |ook for the Wnd Cherub on the nap to Strategy: Sidonia tends to pick an objective and then nove towards it
see which way the wind is bl ow ng. Cenerally, the nore you try to sail into ennasse.
the wind, the slower your squadron will nove. The wind may change during a Tactics : Sidonia's cannons can only shoot a short distance so his
canmpai gn. Wnd speed varies from5 to 15 knots. ships will try to fight at close range. H's Spanish
gal I eons are slow and bul ky ships that were built to carry
If you plan to attack an eneny squadron, try to gain the wind advantage marines. H's goul is to bound your ships where he can use
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his superior marksnmen to defeat you. H's sailors are not
skilled in the art of fencing.

Wien grappling, 25%of his creww Il be sailors and 75% mari nes.

Cannon Range
Rel oad Speed
Accur acy
Seanmanshi p
Oew Quality

* kKK

* kK

*k kKK
KKK KK KK
*kk ok

BLACKBEARD 1718

Strat egy:

Tactics :

Bl ackbeard will fight anyone in sight, regardl ess of
strength, and will never surrender.

Bewar e of Bl ackbeard's bloodthirsty pirate crew they are the
nost deadly swordsnmen on the high seas ! He will try to
close with your ships where he can board and fight man to
man. Mtivated by greed, the pirates can reload their
cannons faster than any other crew

When grappling, 95%of his crewwill be sailors and 5% nari nes.

Cannon Range
Rel oad Speed
Accur acy
Seananshi p
Oew Qual ity

*k ok k
kkkkhkkkkk
*k kKK

* Kk

Kok kK kok ok

MARTEN TROWP 1639

Strategy:

Tactics :

Tronp is a conservative strategist and will patiently wait
for an opening or weakness in his eneny's forces.

H s cannons are nore accurate and will shoot farther than any
eneny | eader that came before him The skill level of his
marines and sailors are average. The maxi mumrange of his
cannons is equal to yours.

Wien grappling, 80%of his creww |l be sailors and 20% mari nes.

Cannon Range
Rel oad Speed
Accur acy
Seananshi p
Oew Quality

kok kK Kok
*kkk

*hkk kKKK
kkkkKhkkkk
*k kKK

JOHN PAUL JONES 1779

Strategy:

Tactics :

The "Yankee Pirate" does not back out of a fight and wll
never give up.

H s cannons shoot farther than any other |eader's except
Nel son's. The fighting skills of his sailors and marines
are above average.

Wien grappling, 80%of his creww Il be sailors and 20% mari nes.

Cannon Range
Rel oad Speed
Accur acy
Seanmanshi p
Oew Quality

kkkKkhkkk
* ok kK Kok
*k kKK
Kok kK kok ok
*kkkk

HORATI O NELSO 1805

Strategy: The finest strategic thinker in the age of the fighting sail,

Tactics :

Nel son puts great enphasis on training. Hs crews are
very efficient, and won't tire easily.

Nelson will try to fight your ships froma distance to take
advant age of his destructive, |ong-range cannons.

Wien grappling, 75%of his creww |l be sailors and 25% mari nes.

Cannon Range

KKK KK KKKK
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Rel oad Speed KAk KKK KK
Accur acy M-
Seamanshi p KA KRR KA
Oew Quality Kk kKKK

[ CAMPAI GN DESCRI PTI ONS |

The Ancient art of War at Sea contains eleven canpaigns, each
of fering a uni que chal | enge.

A brief description of each canpaign follows. Difficulty is rated
on a scale of 1 to 10, 10 being the nost difficult. time is also on a
scale of 1 to 10, 10 being the |engthiest. (O course, if your
opponent is nuch craftier than you, it mght neke a long ganme very
short.) Time and difficulty will vary if you change the rules or the
eneny | eader.

THE BANE COF OLDAIN
The nassive eneny fleet is setting sail in the north. Your fleet
is harbored in the sout. This may be the first canpaign, but that
doesn't nean it's going to be easy ! A bal anced of fense and def ense
coul d be the key to victory.

Difficulty: 3
Time: 5

THE RACE FOR THE CROM
You have 3 warships, the pirates have 26 warships. They are
bet ween you and your crown. What could be nmore fair !'?  The enphasis
in this canpaign is on strategy.

Dfficulty: 2
Tine: 3
RUNNI NG THE GAUNTLET

Again, vyou find yourself cut off fromyour crown by a huge eneny

fleet. It will take an understanding of many aspects of the art of war
to be standing victorious when this canpaign is over!

Dfficulty: 4
i 4

Ti me:
THE LAST CROMN
You've nmanaged to corner your eneny at his crown. You' ve al so
managed to |ose nost of your once powerful fleet in the process. To

clinch a victory will require a clever gane of cat and nouse.

Difficulty: 5
Time: 6

ATTACK OF THE SUPERPONER
Anticipate the enney's strategy and strike where he is weakest
(A ken Drum
Dfficulty: 5
Time: 5

1588 THE SPAN SH ARVADA
You conmand the British defense fleet that is standing between the
Armada and its traget, London (the white crown). To stop their advance
you wll need to rapidly deploy your squadrons to where they wll be
nost effective. During conbat, take advantage of your technol ogically

superior ships and cannons.

Dfficulty: 7
Time: 10

1676 SIALY, 1798 THE NILE
You are thrust into the mddle of a pair of fanous battles that
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occurred a century apart. it will require strategic brilliance against
the French on two fronts to avoid a visit to Davey Jone's Locker !

Dfficulty: 6
Time: 5

1759 QU BERON BAY
This time, you are placed in conmand of a French fleet that is
being hard pressed by a strong British presence. to take a bold,
of fensive position or a nmore cautious defensive position, that is the
questi on.

Dfficulty: 4
Time: 4

1805 TRAFALGAR
This battle was Admiral Horatio Nelson's nost brilliant victory,
But what if you were in charge of the British sea force instaed of
Nel son ? Can you find the weak link in the French chain ?

Dfficulty: 8
Time: 8

1941 Bl SMARCK
What if the battle of the Bismarck had taken place 200 years
earlier ? You command the mighty Bismarck but the British are sending
every avail abl e ship on a single nission: to sink you !

Dfficulty: 8
Tinme: 4

YQU O\LY LI VE THR CE
W saved this one for |ast. Sone players swear that this one is
inpossible to beat. They' re wong.

Dfficulty: 10
Time: 9

[[ DATA DI SKS ]]

A data disk is used when you want to nmake your own canpaigns, play a
canpai gn that you make, or resune a canpaign that was previously saved.
You can nmake as many data disks as you want. Each data di sk can hold
up to 11 new canpaigns and 1 saved gane.

PREPARI NG A DATA DI SK

Before you start, you will need to have a bl ank or expendabl e disk to use as
your Data Disk. The programwill tell you when you need to insert your disk.
If your disk is not formatted, the programwill do this for you. Just follow
the pronpts to swap di sks when necessary, and the conmputer wll do the rest.

Make sure the Data Disk option is set properly in the "Options Shoppe.".

PLAYI NG A CAMPAI GN
To play a canpaign that you created and saved on a Data Disk, select "G To
War" at the title page and then choose the last selection on the titles
scroll, "Data D sk"
If you are using the Data D sk and you want to play a canpaign on your \Nr
D sk, choose the first selection "(WAR DISK)", on the data disk titles scroll.

SAVING A GAME | N PROGRESS
A game can be saved only on a Data Disk. If there already is a saved game
on the Data Disk, taht game will be ERASED when you save the new gane.
You can save a gane in progress when the war map is on the screen and the
pointer is not over a squad (any tinme "View' is on the conmand |ine).
When you are ready to save the gane, hold the Alt key down and press S. The
program will tell you when to insert your Data D sk. You will automatically
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exit the game after it is saved.

RESUM NG A SAVED GAME
Select "Co to War" at the title page. Select the last title on the first
scroll, "(DATA DISK)". The programwll tell you wehn to insert the Data Disk
with the Saved Gane.
Wien the programasks if you want to continue with the saved gane, press 'Y .

These are not the full docs, but is a summery of all the inportant info.. HOTE
Call this excellent system..

Et hereal D nension Exclusive...9600HST/ 104megsS. .. ... ..ovvvvnnn.. [301] 529-6418

the Gauntlet - CODfish text files (c) 1988 n
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DOCUMENT ancent . art. 2

ANCI ENT ART OF WAR AT SEA DOCFI LE #2 - G.OSSARY OF TERVB

CONDI TI O\

DETACH

ENCOUNTER:

brought to you by the Gauntlet of QODfish
a Orcle of Dickz file (c) 1988

A canpaign is a series of mlitary naneuvers that forma
war. The AAOWAS cones with el even separate canpai gns,
each set at a different location and time. Using the
Gane Generator you can design your own canpai gns.

Are used to nove through the programand to give orders to
your ships and squadrons. Command Options wi |l change
during the gane but can usually be found on the bottom
line of the screen. After Zoom ng, command options can
al so be found at the top of the screen. To use a Command
option, press the key that is indicated or, if no key is
indicated, press the first letter of the conmand.

Cannonfire and | ow supplies wll decrease a ship's
condition. A ship's condition is determ ned by her hull

and sail damage. Wen the condition of the sails decrease

the ship's speed and nmaneuverability also will decrease.
When a ship's sails are destroyed, the ship will also be
di sabl ed. Wen the condition of a ship's hulls
deteriorates, cannons are damaged and firepower decreases.
A ship with severe hull damage w |l sink.

To inprove the condition of a ship, it nust be repaired at a
During a battle, some repairs can be made to :

repair port.
a badly damaged ship by boarding with a stronger friendly
shi p.

A crown represents the heart of a side's honeland. A war
can be won by anchoring a ship next to a Crown of the
opposite color, but first, all eneny ships at the O own
nust be defeated. A Crown provides supplies and repairs
to ships of the same color. Crowns are supplied from
inland and do not require nerchantships.

If a squadron contains nore than one ship, and ther are
fewer than 40 squadrons on the map (including any eneny
squadrons not shown), you can divide the squadron in two.
Put the marker over the squadron. Wen "Detach" appears

on the conmand line, press D Use + or - to select a ship

and then press Sto switch it to the new squadron. Wen

you are done, press E. The new squadron will appear just
to the right of the original squadron. By typing J (join)
you can nove ships back to the original squadron.

If one of your squadrons cones close to an eneny squadron,
an encounter will be reported, and both squadrons will
turn into the shape of crossed sabres. You can either
take command of that squadron and lead it into battle, by

Zoonming, or let the ships fight without your help. |If the

two squadrons start flashing, it neans they have started
fighting w thout you. You can check the size of both
squadrons while they are flashing to see who is w nning
but you cannot take command after the fighting has
started. To adjust the anmount of tinme between an
encounter and the start of a battle, go to "Ye Ade
Options Shoppe.” Wth "fight delay" set to nedium you

ENEMY

FLAGSH P:

JAN

SH P:

MESSAGES:
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have about 30 seconds between an encounter and the start
of a battle.

The eneny are the bl ack squadrons and ships. The eneny
are lead by one of six historical mlitary ninds, each
with his own style of waging war.

The mass tactics of the Duke of Medina Sidonia.
The aggressive attack of Bl ackbeard.

The formal tactics of Marten Tronp.

The determ nation of John Paul Jones.

The brilliance of Lord Admral Nel son.

The unpredictability of Thor Foote

I's a strong ship-of-the-line with an Adniral on board. It
is the most powerfull ship on the high seas. Sinking the
last flagship on either side wins the canpaign.

I's just above the Conmmand Line at the bottom of the screen
It appears when using certain conmands to tell you what
to do.

To get informati on about a squadron, nove the nmarker over
it until you see "Info" on the command |ine. Then press
I. If two or nore squadrons are directly over each other
on the map, you will get information on only one squadron.
Wsing the Info conmand, you can |learn the name of the
ships in the squadron, their type, condition and supplies.
You can al so adjust their sailing speed.

If two squadrons are close enough, you can Join them (up to
a max of 3 ships in a squadron). If "Join" is not show at
the bottom of the screen, you can use "Myve" to bring the
squadron cl oser together. Put the marker over the
squadron. Wen "Join" appears on the conmand |ine, press
J. Use + or - to select a ship and then press the Space
bar to nove it to the new squadron. Wen you are done,
press E

I's represented by the white crosshairs on the screen. Use
the arrow keys or joystick to nove it. Place it over a
squadron to get information, give orders or nove the
squadron. Wen the marker is over a squadron, you will
hear a peep and the command line will change. It will
beep once for every squadron under it, so if two or nore
squadrons are in the exact same location, you will hear
nore than one beep.

Mer chant shi ps supply ports. Warshi ps can intercept eneny
mer chant shi ps, capturing their supplies and sinking them
Your warships can al so get supplies by intercepting white
nerchantships. |If the intercepting squadron's supplies
are above 50% the nerchantship will have enough supplies
left to continue on it's destination.

During a canpai gn your ships will sonetines report
information to you. Messages will appear at the bottom of
the screen just above the Help Line. Up to two nessages
can be shown on the screen at the same time. Wen a new
nessage cones in, the previous nessage will nmove down and
the new message will take it's place on top. To renove
the messages on the screen, press Cto clear them
Reports and sightings are give in ternms of map |ocation,
not in ternms of the squadron sending the report.

Sonme of the nessages are:

Info
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x Eneny Sighted: One of your squadrons has visual contact
with an eneny squadron. It will also report the eneny
squadrons |ocation on the map. * NOTE * Cccasionally,
tired sailors ill report a fal se sighting.

x Encounter: Your squadron is preparing to fight another
squadron. You have a short tine after receiving this
nessage to Zoomto the battle before the fighting starts
if you ant to command your ships individually.

x Fighting: The two fighting squadrons will flash to show that
a battle is in progress. You cannot Zoomin on a squadron :
while it is fighting. :

x Battle Wn/Lost: The results of fighting will be given when
you don't Zoom :

x Flagshi ps: The capture of a flagship is a major event. Wen :
a flagship is won or lost, it will be reported. :

x Lost in Rough Water: Rough water is a dangerous place for
frigates to be.

x Lost in Shallow Water: Shallow water is a dangerous pl ace
for ships-of-the-line and flagships.

MOVE : To nove a squadron pl ace the marker over a friendly
squadron until "Mve" is shown on the command |ine, then
press M Now trace the route you want the squadron to
take. Wen you' ve reached the end of the route, press
Magain. A white dot will appear there, nmarking the
desti nation.

PRACTI CE: To inprove your skills as a tactical commander, nove the
nmar ker over one of your squadrons and press P. You can
then practice using the conbat
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merchantships. It takes approximately two :

: nmer chant ships to provide enough supplies for a badly
damaged ship-of-the-line. Wen a port receives supplies,
it wll begin fixing any shipinit's port. Naturally, it
will take longer to receive repairs in a crowded port.
When a port runs out of supplies, it will change colors
and you will hear a tone.

supplies from

RETREAT : Wen you' ve "Zooned" in on a battle, you can have your :
squadron retreat by sailing off the edge of the screen. A:
turning ship can disappear off the edge of the screen and
then come back (if it doesn't stray to far off screen).

RULES : Sone rules will change with each canpaign. you wll see the

rules scroll before a canpaign begins. Advanced players
may wi sh to change the rules of a canpaign for variety.
Most rules apply to both you and the eneny, although some
may be different for the eneny depending on who their

| eader is.

SI GHTI NGS: When one of your squadrons gets close to an eneny squadron,
it will report sighting the eneny. Wien the visibility is :
not set to unlimted, the squadron that is sighted will :
appear on the map. It wll stay on the map until your
squadron | oses sight of it. The "rules" determne the
visibility. If a sighting is reported and you can't find
an eneny squadron in that area, It is because your nen
lost sight of it quickly. After sighting an eneny :
squadron, you can trail it, try torun fromit or close in :
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to fight.

SUPPLY
PCRT: A supply port wi |l provide supplies to any ship anchored in
its harbor. Wen a port receives supplies, It wll
gradual Iy transfer themto any ships in port. Naturally,
it will take longer to receive supplies in a crowded port.
When a port runs out of supplies it will change colors and :
you Wi ll here a tone. :

SURRENDER  When surrender is on the command |ine, you can surrender to
the eneny Admiral by pressing S.

TI ME : The time option controls the speed of the game. Time can be
varied during the gane at your discrection. During Zoom :
the tine setting uses a variable tine speed. |If all the

ships in the battle are sl owed down because of wi nd,
damage or other factors, tinme will speed up to a superfast
rate. This speeds up the pace of the ganme during slow
peri ods.

Z0oMm :  After one of your squadrons reports an Encounter, and before :
they report a Battle, you can Zoomdown to the scene of
the battle and take command of the individual ships. To
Zoom place the marker over one of the squadrons in the
encounter and press Z. The anount of tine between an
Encounter and a Battle can be adjusted in Ye dde Options
Shoppe. If you don't Zoomin time, the squadrons will
begin fighting one their own, and you won't be able to
Zoominto that battle.

this excellent system..

Et hereal D nension Exclusive...
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THE PONT OF ANKH IS TO PICK UP ALL THE TRAI NGLES THAT ARE

DOCUMENT ankh

NOT RIGHT,  ---- '\ AND BY GONG INTO ALL 64 ROOVE.

\ [ B

ANKH DOCS
(OLD VERSIQN). .. BROUGHT TO YQU BY.....

COUNT CRACULA
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2. THE KEYS
FI RE

E
SDF

MOVE

J KL

TO PICK UP TH NGS,

DI RECTI ON YOU WANT.
PRESS THE MOVE KEY F
ESCAPE PUTS THE GAME

3. THE PI ECES

BLOCK WTH DOT | N M DDLE:
BLOCK W TH DASH I N M DDLE:
SM LEY FACE
BLOCK QUTLI NE:

4. THE GAME

R
ON

HOLD DOM CONTROL, AND PUSH THE FI RE KEY FOR THE
TO MOVE SMALL DI STANCES, HOLD DOM CONTRCL AND
DI RECTI ON YOU WANT. V CONTRCLS THE VOLUME,

SHOAS YQU H DDEN TRI ANGLES.
El THER SHOOTS, OR CURVES SHOT
MOVES WHEN SOMETHI NG |'S SHOT.

CPEN DOOR WHEN SHOT

CPENS DOCR WHEN SHOT (R HT WTH
PI CKER UPPERS. SOVE ARE USELESS.

\/ [
NON- Rl GHT R GHT

TH S IS ACCOWPLI SHED BY OPEN DOORS (OBVI QUSLY). DOCRS CAN BE CPENED BY
SHOOTI NG A SMLEY FACE R A BLOCK QUTLINE. |F THE BLOCK QUTLINE
EXPLCDES, DON T WRRY. |IT WASN T NEEDED. WHEN YQU HEAR A BEEP, YQU
KNOW THAT THE DOCR WLL OPEN, EITHER IN THE ROOM THAT YQU ARE IN CR
SOVEWHERE ELSE. MW FIRST RUE FOR THE GAME |S SHOOT FIRST, ASK
QUESTI ONS LATER WHENEVER YQU SEE SOMETHING IN A ROOM SHOOT IT. IF
THERE |S NO BEEP, ORI T DCOES NOT EXPLCDE, TQUCH I T WTH YOUR FEELERS.
THERE ARE MANY TRIANGLE IN THE ROOVS. |F THEY ARE NOT R GHT TR ANGLE
AND ARE IN ONE COF THE TEASURE ROOV5, THEN PICK THEM UP. | F THEY ARE
R GHT TRIANGLES, THEN SHOOT THEM |F THEY DON T EXPLCDE, THEN PICK
THEM UP. THEY ARE GOOD FCR SOVETH NG WHEN YQU HAVE ALL THE Pl ECES,
AND HAVE BEEN IN ALL THE ROOMB, THEN YOU WN. A COUPLE ON HINTS... IN
THE NUMBERED ROOMS, SHOOT THE QUTLINE BLOCK, THEN THE SM LEY FACE TO
OPEN THE DOORS TO THE NEST NUMBERED ROOM WHEN YQU CGET THE RIGHT
TRANGLE, DRCP IT IN THE ALCOVE IN ROOM ZERO WTH THE NON-RI GHT
TRIANGLE. IN THE Pl ANO ROOM (WHEN YQU SHOOT THE BOX, I T PLAYS MJSIO),
DROP ALL THE NONRIGHT TRIANGLES, AND SHOOT THEM SO THE MJSI C THEY
MAKE IS THE SAME AS THE MJSI C THE BOX MAKES WHEN SHOT. IN THE ROOM
WHERE THE TWD TH NGS SANDW CH YOQU BETWEEN THEM PUSH QUT YQU Pl CK UP
BUTTONS AT THEM TH S WLL PUSH THEM OFF, AND YOQU WLL BE ABLE TO MOVE
TO ANOTHER ROOM  ALSO, TRY NOT TO HAVE A DOCR CLCSE ON YQU. TH S HAS
HAPPEND TO ME ONCE TO OFTEN, AND USUALLY WHEN | WAS ABOUT TO WN. TO
GET STUCK IN A DOCR, YQU STCP INIT S PATHWHL IT IS CLGBING OR JUST
MOVE THROUGH | T'S PATH, AND NOT GET THROUGH FAST ENOUGH  SQOVETI MES,
YU HAVE TO MOVE THROUGH A MOVING DOCR S PATH, BUT TRY NOT TO GET
CAUGHT.

5. CHEAT
TO CHEAT AT ANKH, TYPE THE FOLLON NG
BLOAD ANKH <RETURN>
CALL- 151 <RETURN>
6AEB: EA EA <RETURN>
ADOG <RETURN>

TH'S WLL G VE YQU UNLI M TED ENERGY.
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DOCUMENT apba. basebal | 1

APBA Maj or League Pl ayers Basebal |

[Dox by Pac-Rat]

[ Conpl ete Docunentation ]
- | NTRCDUCTI ON

APBA Maj or League Players Baseball puts you in the dugout as a manager
of your favorite baseball team The game is intended to be played by two
pl ayers, each managing one team but it can also be played by one player
managi ng both teams. Wth the draft disk, you can set up your own | eague
and organi ze teans, with players of your own choice.

The gane simlates nuch of the conpl ex decision naking that goes on in a
real basebal|l gane. Before the game starts, you choose which teans you
want to nanage, and then your starting |line-ups. Oice the gane begins,
the defensive manager has several strategic options of his opwn.
Bringing in relievers, pinch hitting, intentional walks, hitting and
running are just a few of the strategic decisions to be nmade. Somreti mes
you wll even have to make qui ck base running and throw ng decisions,
just like in the real gare.

- SYSTEM REQUI REMENTS

To play APBA Major League Pl ayers Basebal |l you nust have an Apple //c or

//e with 128K RAM and an 80-column card, two 5 1/4 floppy disk drives,
and a nonitor.

- QU CK START (for conplete gane set-up, check next section)

Starting from the Rules and Data Screen, follow the instructions bel ow
and you wi Il soon be playing APBA Maj or League Pl ayers Baseball.

The programwill pronpt you when you need to change disks. |f at any
point you make an inputting error, you can often back out of it by
pressing the [ ESC] key.

1. Press [RETURN]. The Team Sel ection Screen will appear.

2. Press [SHFT] and [1] sinultaneously. Wait for the division chanpions
team nane to appear under )

3. Press [B].

4. Press [SHFT] [2] sinultaneously. Wait for the other division
chanpion's teamto appear under MV SITING

5. Insert Side B of the Data Diskette in drive 2. Press [RETUR\ to
continue. The visiting teamroster wll appear.

6. Press [L].

7. Press [1]. The visiting teams starting line-up wll appear.
8. Press [RETURN]. The horme teamroster will appear.

9. Press [L].

10. Press [1]. The hone teanis starting line-up will appear.
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11. Insert the Play By Play diskette in drive 2. Press [RETURN to
conti nue. The Game Screen will appear. (Press [ESC] if you wish to
shorten the National Anthem

12. Press [P].
13. Press [RETURN. You're playing this year's |eague chanpi onshi p!

Use the 'Quick Reference Card" for a sumary of your managerial
options.

Inportant MNotes: [CONTROL] [X] will end the ganme at any tine and start
over.

- RULE, TEAM AND LI NE- UP SELECTI ON

Once BASEBALL is loaded, you can start playing with just a few
keystrokes.

[Rul es and Data Screen]

Using [SHFT] [1], choose to play wth a designated hitter (DH or
without a designated hitter. Your choice is highlighted. The DH option
has been inplemented according to the Official Baseball Rules. If you
choose to play with a DH certain nanagerial noves may nullify your
right to use a DH (for exanpl e-announcing a defensive player at the DH
spot in the batting order after the game has begun). If you attenpt to
nmake such a nove, a warning will appear on your screen.

Using [SHFT] [2], choose the length of time available for dynamc
deci sions - Professional (10 seconds), Sem-pro (15 seconds), or Amateur
(20 seconds). Your choice is highlighted.

Using [SH FT] [3], choose to play with or without sound. Your choice is
hi ghl'i ght ed.

Using [SH FT] [4], choose the speed at which you wi sh the outcomes to
show Regul ar for dramatic play, Quick for "no pause" play.

Using [SH FT] [5], determ ne which Data D sk you have inserted.

After using the shift keys to specify the rules, insert side A of the
Data Diskette, press [RETURN], and the Team Selection Screen will
appear .

[ Team Sel ecti on Screen]

Teans are arranged by organi zation, |eague, and division. The ganme cones
with 676 players organi zed by the | eagues and cities in which they play.
You can play these teans immediately. To select a team follow these
steps.

1. Choose the organization you wish to play with by pressing [1] through
[6]. (Before drafting your own teans, you will have only one choice:
PROFESSI ONAL BASEBALL. ) Your choice will be highlighted.

2. Select a division using [A] through [L]. (Before drafting your own
teans, your choices are [A], [B], [G, and [H.) Your choice will be
highlighted. The teans in this division will appear wunder TEAMS with
their won/lost records.

3. Select a teamto play with using the up/down arrow keys. Your choice
wi Il be highlighted.

4. Indicate whether this team is the hone or visiting team Press
[SHFT] [1] to choose the home team and [SHFT] [2] to choose the
visiting team
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5. Repeat these steps to choose a second team

6. When you have chosen two teans, press [RETURN. Insert side B of the
Data Diskette and press [RETURN] to continue. The Line-up Screen for the
visiting teamw || appear.

Important Notes: You nay change your m nd about which teans to play for
as long as you remain on the Team Sel ection Screen. Sinply follow steps
1-4 above. Your new selection will replace the teamyou had previously
sel ect ed.

To play teanms fromdifferent years or Data Diskettes agai nst each other,
load the first teamfollowing the procedure above, then switch Data
D skettes, press [SH FT] [5], and | oad the second team

You may play any team from any organization against any other team You
may even play a teamagainst itself.

[ The Line-up Screen]

The nane and year of the teamis in the upper right hand corner. The
line-up will be displayed in the upper left of the screen. The roster
for the teamappears in the lower half of the screen.

On the roster, non-pitchers star at letter A and proceed down; pitchers
start at letter Z and proceed up. Non-pitchers are displayed wth |ast
name, primary position (Pos), fielding rating at that position (D), the
side they bat from (B), and running speed (Sp).

Pitchers are displayed with last nane, the armthey throwwth (T),
pitching grade (always as a starter, if they started during the actual
season) (G), and control letters (Qrl). Gades of relievers are narked
with an asterisk.

See THE PLAYER SCREEN for a further explanation of player performnmance
ratings.

[ Announci ng a Li ne-up]

You may either use a pre-stored line-up or announce  players
indi vidually.

[ Announcing a Prestored Line-up]

Space has been provided for five prestored line-ups in the upper
righthand corner of the screen. A frequently used line-up for each team
is provided as choice 1. After you have saved your own |ine-ups they
will also appear on the list. To |load a prestored |ine-up:

1. Press [L].
2. Select a nunber from[1] through [5].
Loading a line-up erases all previously announced pl ayers.

The nanmes of the players on the starting line-up are displayed, followed
by their defensive position and fielding ratings. Totals are given for
teamand infield fielding ratings.

If a designated hitter (DH) was stored in the line-up and you are not
now playing with the DH, the DH will be dropped fromthe |ine-up and the
pitcher,if there was one, will appear batting ninth. If a DH does not
appear in the prestored line-up and you have chosen to play wth one,
the pitcher, if there was one, will be nmoved out of the batting order
automatically,and you will need to select a DH

[ Announci ng | ndi vi dual Pl ayers]
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To hel p neke |ine-up decisions, you can display the conplete player
statistics.

1. Press [D.

2. Press either [A]...[Z] or the batting nunber [1]...[9] of the player
to be studied.

The Player Screen will appear. For a conplete description of the player
ratings, see THE PLAYER SCREEN secti on.

[Addi ng a Player to the Line-up]

After selecting a player to announce, follow the steps bel ow to add him
to the line-up:

1. Press to start an announcenent.

[A
2. Press [A]...[Z] to select the player.
[

3. Press [1]...[9] (or [P] if you elected to use designated hitters) to
select his place in the batting order.

4. Press [1]...[9] (or [D if you elected to use designated hitters) to
sel ect his defensive position.

5. The selected player and his ratings will appear in the line-up and
his name will be highlighted in the roster.

6. Repeat this process until you have a valid defensive |ine-up.
[Correcting a Line-up]

Check the line-up to make sure it is the one you want. If the line-up is
incorrect, press [R for Renove followed by [1]...[9] or [P] to renove
the incorrect player. Announce the correct player in the vacant
posi tion.

BASEBALL will tell you if your line-up is invalid. Exanples of invalid
l'ine-ups: you have entered two players at the sane position; you are
mssing a player; you have an ejected or injured player in the |ine-up;
you have not designated a defensive position for a pinch hitter, a pinch
runner, or his replacenent. If your line-up is invalid, nake the
correction as described above.

After you have corrected an invalid line-up, if there is still a player
nmarked with an asterisk, you nust [M Mve that player to his proper
defensive position to finish validating the line-up, even if it appears
that he's already there. You nmay al so use the [M Mve command to change

the defensive position of a player wthout changing his |[|ine-up
posi tion.

Before finalizing your line-up, you nmay nmake as many changes as you
want .

[ Saving a Line-up]
1. Press [9].

2. Press [1]..[5] to choose the line-up nunber. If a lineup already
exists at that position, the new line-up will replace the old |ine-up.

3. Enter a nane for the |ine-up.
4. Press [RETURN .

This line-up will be saved to the data diskette. You will be able to
load this line-up with the [L] Load conmand in the future.
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Important note: [ESC] lets you back out of any inconplete conmand.
[ Conpl eti ng the Line-ups]

Announce a line-up for each team Wwen you press [RETURN] after
announcing the second line-up, you are pronpted to insert the Play By
Play diskette. Insert thid disk, press [RETURN], and the Gane Screen
will appear.

- PLAYI NG THE GAME

[ The Gane Screen]

The top part of the Gane Screen displays the two line-ups, the line
score wth run, hit, and error totals, the inning, count, and nunber of
outs, and a description of each play as it occurs. The current batter is
highlighted and after the first inning the |ead-off batter is narked
with an asterisk.

To the left of the "INN" on the same line, is a space reserved for up
to two scorer messages. The messages and their neanings are:

El...E9 - Error on the defensive player indicated

WP - WId pitch

PB - Passed bal |

SAC - Sacrafice bunt or fly
FC - Fielder's choice

Onh sone conplex plays, further scoring nessages appear in the
description of the play.

The |l ower part of the Ganme Screen displays the dianond, the defensive
alignment, the current batter (on the appropriate side of the plate),
and base runners with their running speed. You will also see the base
running results of each play, partial gane statistics for the current
pitcher (innings pitched, hits, earned runs, walks (BB), strike-outs),
partial game statistics for the current batter (at bats, runs, hits,
RBl), the pitch, bat, and tine-out indicators, and slected managerial
calls when in effect (IN, STRETCH HOLD, HT & RWN).

Inportant note: A HOVE RUN graphic will flash repeatedly on the
scoreboard after a honme run is hit. You can stop the flashing by
pressing any key.

Bel ow or next to each defensive player's name are one or nore ratings:
For all defensive players:

The first nunber is the fielding rating for that player at that
posi tion.

For the pitcher:

The armhe thromws with (Rright, L-left) and his current pitching
grade.

For the catcher:
Hs throwing armrating for steal attenpts.

For outfiel ders:
Their armratings.

For of fensive players you will find:

For the batter:
H's batting type and pl atoon factor.

For base runners:
Their base speed ratings.
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See THE PLAYER SCREEN for conpl ete expl anations of player performance
ratings.

[ Manageri al Deci si ons]

APBA Basebal | can be a game of managerial coaching decisions. Choosing
the team and the line-up are only the first of these decisions. As you
play the gane, the follow ng options are availible to you:

<Options for the defensive manager> <Teamin fiel d>
Before [P] Pitch:

[H Hold -

Wth a runner at first base, holding himon slows the runner sonewhat
for stealing and base advancenent and provi des the chance for himto get
picked off. O course, wth the first basenan nearer the bag, it is
easier to hit through the right side. Hlding on is autonmatically in
effect if there Is arunner on first and no one on second, unless the
def ensi ve manager turns it off by pressing [H. Press [H again to
reinstate HOLD.

[1] In -

Wth a runner at third base, press [I] draws the infield in and
i ncreases the chance of the play being made at hone on a ground ball.
If you play IN though, nore ground balls wll get through the infield
for hits. IN nust be called before each pitch to remain in effect.

[S] Stretch -

Wth a runner at third base, pressing [S] causes the pitcher to pitch
fromthe stretch rather than froma full wind up. In all base situations
except men on first and third, pitching fromthe stretch will prevent
the runner on third fromstealing home, but the pitcher will be alittle
but | ess effective against the batter. Wth runners on first and third,
the pitcher nust pitch fromthe STRETCH

[1...19 -

Either nanager can display the statistics for a defensive player by
pressing the nunber of his defensive position: [1] pitcher, [2] catcher,
[3] first basenent, [4] second baseman, [5] third baseman [6] shortstop,
[7] left fielder, [8] center fielder, [9] right fielder. See THE PLAYER
SCREEN for a description of player statistics.

[B] Batter -
Either manager can display conplete statistics for the batter by
pressing [B].

[SHFT [1]...[SHFT] [3] -

Ei ther manager can display conplete statistics for a base runner. Press
[SH FT] [1] for the runner on first base, [SHFT] [2] for the runner on
second base, and [SH FT] [3] for the runner on third base.

[CONTRAL] [D) - ) )
Alow defensive substitution. See DEFENSIVE SUBSTI TUTI ONS MOVES, and
RELI EF PI TCH NG

[OONTROL] [R - . ,
Ei ther manager can call up an instant replay by pressing

[CONTRAL] [R - ) ) )
If the play went nore than size lines, press [CONTROL] [R again to
continue the play.

[CONTRAL] [Q - . . i
Toggles the Qick Play option. Quick Play speeds up the presentation of
outcones, but it does not affect the tine allowed for dynam c
deci si ons.
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[W wvalk -

Press [W to intentionally walk the batter. DOCUMENT apba. basebal | 2

[Pl Pitch -

Press [P] to pitch the ball. After [P] Pitch:

After [P] Pitch: RETURN] -

No def ensive commands are allowed after the pitch. (sets the play in notion) Ht away.

<Options for the offensive nanager> [R Run (HT & RUN) -

<Team at bat > (sets the play in nmotion) Wth a runner on first and no one on second,
you may start the runner nmoving with the pitch by pressing [R. Htting

Before [P] Pitch: and running will increase the probability of taking an extra base on a
hit and will lower the chance of a double play, but calling for a HT &

[1]...[9] - RUN will result in a steal attenpt if the batter takes the pitch or

D splay defensive player's statistics by positions (see defensive fails to make contact. Htting & running takes sone power away from the

options). batter but increases the nunber of hits through the infield (nostly
singles) as a defensive player noves to cover second. The chance of

[B] Batter - success for a HT & RUN depends in part on the HT & RUN ability of the

D splay batter's statistics (see defensive options). batter and his strike-out frequency.

[SHFT] [1]...[SHFT] [3] - [B] Bunt -

D spl ay base runner's statistcs (see defensive options). (sets the play in notion) Wth one or nore runners on base, press [B] to
call for a sacrafice bunt. Bunting ability is nostly a question of bat

[CONTRAL] [ - control. Players who do not strike out a lot will be better bunters.

Al'lows an of fensive substitution, ie., inserting the pinch hitter or Drawing the infield in does NOT affect the chance of a succesful

pi nch runner. See PINCH H TTI NG AND PI NCH RUNNI NG sacrafice because the effects of suprise and defensive positioning have
been built into the outcones.

[CNTRQ] [R] - . . . . .

Instant replay (see defensive options). Wth a runner on third, runners on second and third, or the bases

| oaded, a bunt is assuned to be a squeeze play (the runner on third will
[OCONTRAL] [Q - be heading hone wth the pitch). Wth runners on first and third the
Toggl es the Quick Play option (see defensive options). of fensi ve manager will al nost always be given the option to hold the
runner at third or to squeeze.

Important note: Plays which only change the count on the batter, |ike
foul balls, do renove the bunt and Ht & Run calls. After each play, you
nust make these calls again if you still want themto be in effect.

[S] Steal -

(sets the play in notion) Wth one or nore runners on base, press [§] to
call for a steal. Wth nore than one base runner, you wll be asked

whi ch base(s) you wish to steal. Exception: if you're stealing home with
runners on second and third, or the bases |oaded, the trailing runners
wi || advance autonatically.

A nunber of factors affect the chance of a successful steal. They're (in
order of inportance): the runners Steal Success MNunber; the runner's
Steal Allowance rating, which reflects the frequency of his real life
steal attenpts (A-high to Glow, Rare, Never); the cather's throw ng
arm the pitcher's nove to first; the base situation; and occasionally,
the side fromwhich the batter is batting.

Special situation: with runners at first and third, if the offensive
manager calls for a double steal, the defensive manager nust decide
whet her to make a throw. |f he does not throw, the runner on first wll
steal second unnolested and the runner on third will hold. If he does
throw, the catcher's throw will always go to second, and the defensive
manager wll be given the opportunity to cut the throwto hone (the
steal of home is a delayed steal). If the throwis not cut off, that is,
if aplay is made at second,and the runner is tagged out for out nunber
three, the runner on third will score ahead of the out about half of the
tine.

[T] Tinme -
Press [T] to step out of the box (call tine). Calling tine nullifies the
pitch. Only the nanager whose teamis at bat nmay call tine. After tine
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is called, either manager may nake new managerial decisions. Play of that runner and the chance of advancerment of the runner on whomthe
proceeds as if the pitch were never made; however, if the defensive play was originally being made. The closer the play on the original
manager has already called for HOLD, STRETCH or IN, those calls wll runner, the greater the chance of the trailing runner has of advancing
remain in effect. if a pI ay is subsequently nade on him Exception: if the chance of the
original runner advancing successfully is an alnmost sure thing, then the
Important notes: Htting & running and bunting often create a count chance of the trailing runner advancing even with the cutoff is also
agains the batter (nore strikes than balls). A count against the batter good. In this case it is usually better not to make a play for the |ead
increases the chance of a batter striking out. runner.
Cccasionally a sign - an offensive managerial call - will be mssed by There is no cutoff option when the runner is attenpting to advance on
the batter or base runner. Play will proceed as if the sign had not been the hit rather than the throw
gi ven.

[Pinch Htting and Pinch Runni ng]
[ Dynami c Deci si ons: Base Advancenent, Throwi ng, and Fi el di ng]
At any time in the gane the of fensive nanager may choose a pinch hitter

Dynam ¢ deci sions are managerial calls which nust be nade during the or pinch runner. To do this press [CONTROL] [ (if the ball has been

pl ay. The program allows a limted tine to make the decisions. You pitched, call [T] Tine first). The Pinch Htter/Runner Screen will

determine the time limt in advance fromthe RULES AND DATA SCREEN appear. It contains the sane information as the Line-up Screen.

Each dynam c deci si on demands a response. Press the nunber of the choice To make a substitution, press [A],select the letter of the player

of your decision. If you do not respond (nake a decision) in the time entering the gane, then select the [B] Batter or [1]...[3] base runner

alotted, a decision wll be made for you. This autonatic decision is the to be replaced. Players NOT available for pi nchi ng are highlighted

default and generally is the "conservative" decision. Sonetimes the (players playing the gane) or marked QUT, EJECTED, or | NJURED.

default is the obvious decision; for instance, the default response to

"MAKE THROW" on a steal atenpt is always "yes." Important note: The only offensive [M Mve pernitted during the gane
allows the pitcher to pinch-hit or pinch-run for the designated hitter.

Inmportant note: For dynamic decisions, the response narked with a This [M Mve will invalidate the DH for the remainder of the gare.

asterisk (*) is the default. If you do nothing, the default response

wi |l guide what happens next. Important notes after play begins: Once a player is announced,he is in

the gane! Once a player is replaced, he is out of the gane!
Dynanmic decisions for the offensive manager are base advancenent

deci sions for exanple "TRY FOR TH RD?" and "TRY FOR SECOND ON THE [ Def ensi ve Substitutions, Mves, and Relief Pitching]

THRONP" Wien the offensive manager is asked to nake advancenent

deci si ons, the defensive manager has to make throwing decisions in At any tine in the game before the ball has been pitched, the defensive

response. manager may make a defensive substitution, nove defensive players, or
bring inarelief picture. Press [OONTROL] [D]. The Substitution Screen

Cccasionally the defensive nanager will be asked to make fielding will appear. It contains the same information as the Line-up Screen.

choices as well, for exanple: "GO FOR DOUBLE PLAY OR QUT AT HOME?" These

fielding decisions will not require a response from the offensive To neke a substitution: press [A]. Select the letter of the player

manager . entering the game, position in the batting order, and defensive
position. Again, players NOT available for substitution are highlighted

You will need some information to hel p you deci de when to advance base or nmarked QUT, EJECTED or | NJURED. Renenber: the Oficial Baseball Rules

or when to try to throw out a base runner. This information is provided specify that once a player is announced he is in the gane.

in four ways:
To nove a player to a new defensive position: press [M. Select the

1) The description of the play gives you verbal clue about your chance batting position of the player to be noved. Then select the new
of advanci ng successfully. These descriptions include such infornation def ensive position of the player. [M Mve is useful when you have used
as how far the ball was hit, where and howit was fielded, and the a pinch hitter or pinch runner and you w sh to announce his defensive
postion of the runner. position. You can also use it to swith players in the field, for

instance, to nove a better "armt to right field fromleft field.
2) The armand fielding ratings of the defensive players are displayed

by their names - the outfielder handling the ball is marked with a flag To bring in a relief pitcher sinply make a substitution in the

sign. appropriate spot in the batting order. Press [A]. Then select the letter
of the pitcher entering the gane, position in the batting order, and

3) The speed ratings of base runners are displayed next to their nanes. def ensi ve position (pitcher).

4) The nunber of outs is displayed on the scoreboard - with two outs the Any player may be used as a relief or starting pitcher (if your own

runners with be noving on contact. | eague rules permt it), but his grade, control, and endurance factors
will be adjusted according to his probable skills. Remenber: the

[Qutting Of Throws] O ficial Baseball Rules require arelief pitcher to face atleast one

batter or to pitch until the side is retired.
When a manager chooses to advance an extra base on the outfielder's

throw, the defensive manager usually will be given an opportunity to cut For all defensive substitutions, [ESC wll back you out of an

off the throw (to make the play on a trailing runner). Any runner headed i nconpl et e announcenent or nove.

for hone when the ball is cut off will score, and his run will count

even if the third out is subsequently made on the play. Inportant notes: Once the game begins, a player cannot be moved from one
position in the batting order to anot her. | f you wsh to change the

The chances of putting out a trailing runner depend largly on the speed batting order before the gane begins, a player can be renoved and
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reannounced at a different spot in the order.

If a player is INJURED or EJECTED, the manager wll be required to
replace himonly when it becones necessary, (that is, when he nust bat,
run the bases, or take a defensive position). If there is not a player
eligible to play at that time, the understaffed teamforfeits the gane.

To help neke pinch running, pinch hitting and other substitution
deci sions, you can exam ne the conplete player staatistics by using [D]
Display and [A]...[Z] or batting order nunber [1]...[9] of the player to
be studied. Wen you choose a player in this manner, the Player Screen
w |l appear.

[ The Pl ayer Screen]
The player's nanme is in the upper |eft-hand corner.
<Defensive ratins and statistics>

Throws -
The armwi th which the player throws (R ght/Left).

Arm -

Rating of armstrength and accuracy: range 20 to 40 (higher is better).
The armrating of an outfielder is an inportant consideration for naking
base advancenent and throw ng decisions. The armrating of an infielder
who relays the ball also affects the outcone of the play.

Positions -

A list of positions for which a player is rated defensively. If a player
is rated at a position, then he appeared at that position in the season
represented. H's primary position is marked with an asterisk.

Rating -
The defensive fielding rating. The follow ng are ranges for fielding
ratings by position (higher is better):

pi tcher 1to 2 third baseman 3 to 6
cat cher 5to9 short st op 6 to 10
first baseman 2 to 5 out fiel der 1to3

second baseman 5 to 9

The total of defensive ratings for the infield (six players) is the
Infield Rating. The total for the entire team (nine players) is the Team
Rating. Al though the individual fielding ratings are the nost inportant
factor in determning how well your team plays, the outcone of plays in
which the ball is handled by several players is sonetinmes determned by
the Infield and Team Ratings. Again, higher is better.

Inmportant note: If you play a player at a position for which he is not
rated, he will be given the lowest rating for that position. Exception:
good-fi el ding shortstops and second basenman nay be rated slightly better
than "l owest™ at other infield positions.

Any player may play at any position, but for realistic outcones, players
shoul d not be used at unlisted positions unless injuries or ejections
require it.

Injury -
Determines the seriousness of the injury should a player be injured
(higher tend to be a nore serious injury): range 0 to 4

Throw -

Arating of the strength and accuracy of a cather's throwing arm on
steal attenpts: range th-4 to th+6 (higher is better). Non-catchers who
are playing catcher are always rated th-4.

PB -
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Passed ball rating: range 0 to 3 (lower is better). This rating affects
the frequency of passed balls. Non-catchers who are playing catcher are
al ways rated 3.

Season and Gane Statistics -
Fi el ding percentages (PCT), defensive ganes played defensive ganes
pl ayed (G, put-outs (PO, assists (A), and errors (E).

Season statistics are the officially published statistics for that
season. Gane statistics are updated after every play and are reset at
the beginning of each gane. Gane statistics can be printed out at the
end of the gane by pressing [CONTROL] [P] (see END OF-GAME CPTIONS).
Game statistics can also be printed out at any tine during the gare,
agai n by pressing [CONTRQL] [P].

<O fensive ratings and statistics>

Bats -

The side the player bats from R ght/Left/Both (RL/B). Aswitch hitter
(Both) is assuned to bat fromthe side opposite the throwing armof the
pi tcher.

Type -

The type of hitter: straightaway (SA), pulls to left field (PL), pulls
to right field (PR, switch hitters who pull to both fields (PB). Type
affects where and how hard the ball is hit. Only extrenme pull hitters
are given a PL, PR or PB.

Pl at oon -

A rating determining how nmuch a batter gives up to a pitcher who is
throwing fromthe sane side as he is batting: range 0 to 5 (lower is
better). Exanple: if a right-handed pitcher with grade 15 is facing a
ri ght-handed batter with platoon 5, the pitcher will perform as if he
were a grade 20 pitcher.

Speed -
Runni ng speed: range 1 to 20 (higher is faster). Slow=11to 6, Average
= 7 to 14, Fast = 15 to 20. Speed is an Inportant consideration in

meki ng base advancerment in many situations where no decision nust be
made.

Steal Allowance -

Rates the frequency of steal attenpts: range Ato G Rare, and Never
("A" rated players steal nost frequently). The mddle and | ower ratings
can substantially reduce the chance of a successful steal, except when
the stealing runner on first is not being held on.

Steal Success -

Rates the success of steal attenpts: range O to 36 (higher is better -
36 neans he was successful on every attenpt). This is the primary rating
used to determ ne steal attenpt outcomes.

Ht & Run Ability -

Rates the hitting-for-average ability of a player (how nuch his batting
average will increase) when the HT & RUN is called: range 0 to 5
(higher is better). General hit & run ability takes into consideration
the batter's tendency to strike out. Wen the batter does mss the ball,
a HT & RUN becones a steal attenpt.

Season and Game Statistics -

batting average (AVG, slugging average (SLG, on-base-percentage (OBP),
ganmes played (G, at bats (AB), runs (R, hits (H, total bases (TB),
doubles (2B), triples (3B), home runs (HR), runs-batted-in (RBI),
sacrafice hits or bunts (SH, hit-by-pitch (HP), total walks (TBB),
strike outs (SO, stolen bases (SB), caught stealing (CS)

<Special ratings for pitchers>
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Throws -

Pitching arm (R ght/Left). A pitcher will performbetter than his base

grade against a batter hitting fromthe same side as he throws if
batter has a platoon rating greater than 0. See pl atoon exanpl e.

Apple 11 Computer Info

the DOCUMENT apba. basebal | 3
G ade -
The basic rating of pitching skill: range 1 to 30 (higher is better).

Poor = 1 to 5, average = 6 to 10, good = 11 to 15, very good = 16 to 20,
super star = 21 to 25, imortal = 26 to 30.

A pitcher may be rated as a starter, a reliever (marked with an
asterisk), or both. |If a pitcher started any garme during the regul ar
season, he is rated as a starter. Sone pitchers grades as starters on
the Line-up Screen also have a seperate grade for relieving. In this
case, both ratings are displayed on his Player Screen. You can check a
pitcher's official statistics for games appeared in (G and ganes
started (GS) to see if he pitched prinarily as a starter or as a
reliever during the actual season.

The grade can change during the gane in several ways. |f a poor pitcher
goes 5 consecutive innings without allowing an earned run, his grade
wi Il advance by 5 each inning thereafter, up to a grade of 20, or until
he gives up an earned run. An average pitcher wll advance after 6
consecutive innings, a good pitcher after 7, and a very good pitcher
after 8. Any pitcher's grade will go down 5 after allowi ng 5 earned runs
in 3 consecutive innings. These changes will be displayed on the Gane
Screen under the pitcher's nane.

Some grade changes are not displayed on the screen. Batter-to-batter
changes caused by the platoon rating of the batter are not displayed.
Relief pitchers are nore effective against the first batter they face if
they enter the ganme during an inning (not at the beginning of an
inning). This increased grade of 5is not displayed. Any effects of
durability (see below) are not displayed.

Control -
Rates pitching control and strike-out ability: possible ratings are W
XY, X Y, and Z

wild (wal ks)

super star strike-out ratio (strike-outs/innings pitched)

excel lent strike-out ratio

good strike-out ratio (X any Y both increase strike-outs)

good wal k ratio (decreases the nunber of wal ks, especialy with nmen on

N<xxs

o
QD
n
@

Moyve -

Rates the nmove to first: range O to 3 (higher is better). A pitcher's
nove affects steal attenpts and base advancenent of a runner on first if
he's being held on. The better the nove, the | ess chance of successful
advancenent .

Durability -

Rates how |l ong a pitcher can be expected to go while retaining his

initial effectiveness:range for starters O to 4, range for relievers 1 to 3
(lower is better).

You will have to learn to sense when your pitcher really loses it. A"4"
rated starter generally can be expected to tire beginning in the seventh
inning, a "1" rated starter in the ninth, and a "1" rated reliever in his
fourth inning of work.

HB -
Rates the frequency of hit-batsmen: O or no rating (0 is better). A"0"
rating reduces the nunber of batters hit by the pitch.

BK -
Rates the frequency of balks: O or no rating (O is better). A "0" rating
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reduces the nunber of bal ks. - | NTRCDUCTI ON TO DRAFTI NG
WP - DRAFT wi Il nake you Conm ssioner, owner, general nanager, and manager at
Rates the frequency of wild pitches: range O to 3 (lower is better). A the sane tinme. You can set up your own baseball organization wth | eagues and
lower rating reduces the nunber of wld pitches. divisions. Draft your own teams. Establish a farmsystem Wen you have set
up a |l eague, be sure to send in your custoner registration card to reci eve news
HR - of program updates and enhancenents.
Rates the tendency to prevent or give up horme runs: possible ratins are G
H L, M or norating. If a pitcher has a rating of Gor H(His better), [How to Load Draft]
he will allow fewer home runs. If a pitcher has a rating or L or M(Mis
worse), he will give up nore hone runs. 1. Put the Draft Diskette in drive 1 and side A of the Data Diskette in
drive 2.
Season and Gane Statistics for pitchers -
wins (W, losses (L), saves (9), 2. Turn on the conputer, or, if it's on, sinultaneously press [ CONTROL]
wi nni ng percentage (PCT), earned run average (for the season only) (ERA), [ Qpen Appl e] [ RESET].
ganes appeared in (G, games started (GS), innings pitched (IP), hits (H)
runs (R), earned runs (ER), hone runs (I—R), total wal ks (TBB), hi t - bat smen The Copyright Screen will appear, followed by the O eate/ Mdify
(HB), strike-outs (SO, wld pitches (WP), balks (BK). Organi zations Screen.
- END OF GAME CPTI ONS - CREATI NG A NEW CRGANI ZATI ON
A gane can end in several ways: one teamcan win after the regular nine For each organization you wish to create, decide how many Ieagues you want
innings or in extra innings, the game can be rained out, one teamcan forfeit (up to 2), how many divisions (up to 4 in each |eague, up to 6 total), and how
the gane by not being able to field nine eligible players, or the managers nay nmany teans in each division (up to 14 in each division; up to 30 in each
choose to "call" the game using [CONTRQL] [X]. organi zation; up to 100 teans in all including PROFESSI ONAL BASEBALL) .
Wien the game ends, you will be given these options: Bel ow are three exanpl es of basebal | organizations that could be created:
Updat e wi n-1oss records - [ Exanpl e 1]
Update will determine the winning team if
there is one, and if the teans cone fromthe same data diskette and Organi zati on Nare: Hone Basebal |
the sane organi zation, it will add one to the Wns colum for the League nane(s): Lyme League
wi nner and one to the Losses colum for the losing team It will also Division(s): Pro Farm
recal cul ate the ganes behind (GB) for all teans in the division. Team nane(s): BUDAPEST Bonber s BUDAPEST Far m
These updates are di splayed on the Team Sel ecti on Screen. Update HONG KONG Konger s HONG KONG Far m
cannot be used for PROFESSI ONAL BASEBALL. WOONSOCKET Rockets WOONSOCKET Far m
Important note: Only an official game has a winner or |oser. For the [ Exanpl e 2]
updating option, an official game is one that has gone 4 1/2 innings if the
home teamis ahead, or 5 innings if the home teamis behind, whether the gane Qrgani zati on Nane: Sunbel t League
was ended by rain or by [CONTROL] [X]. A garme that ends in a tie is not League nane(s):
consi dered an official game for the purposes of this program A forfeited game Division(s):
is an official game. (A game is forfeited when one teamis unable to field a Team name(s) : TAWA Z's
conmplete line-up). Only official ganmes can be used to update records. PRESCOTT Power s
Updating and printing can be done in either order. The other options [ Exanpl e 3]
below - [S] and [R - destroy the gane statistics and elimnate the possibility
of updating the win-loss records autonatically with the current game results Qrgani zati on Narre: O fice Baseball
(but see [C] Correct). League name(s): League 1 League 2
Divi sion(s): Dvi1 Dv 2 Dv1l Dv 2
[S] Same Teans in Same Park - Team nane(s): BALT CAL CH ATL
Allows you to play another game with the BOS CH MINT  dN
sarme teans in the same ball park. If you want a different hone team CLE KC NY HQU
or if you want to select new rules, you nust use the [R Restart DET M N PH LA
option below [S] Same Teans asks you new for a new line-up for each ML QAK PIT SD
team NY SEA STL SF
TOR TEX
[R Restart -
Takes you back to the Rules and Data Screen, from which you Notice that the organization title, Ofice Baseball, has the sane
will be able to change the rules, speed of dynam c decisions, sound, structure used for najor |eague baseball. Sone people may want to repl ay
and the teans being pl ayed. the actual season represented by the Data Diskette. The O fice Basebal |
organi zation will allow you to do this and keep team records and nake
I mportant note: To review the ganme performance of a player screen at the roster changes as they actually occurred during the season represented
end of a game, press [CONTROL] [ or [CONTROL] [D], then [D D splay, followed by the Data D skette. The rosters of the organization PROFESSI ONAL
by the appropriate player indentification ([Al...[Z] or [1]...[9]). This nust BASEBALL cannot be nodified, and neither can its win-loss records, but
be done before choosing [S] Sane Teans or [R] Restart, otherwi se the gane its rosters can be copied.

statistics will have been erased.
[Setting up the O ganization, Leagues and Divisions]
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Deci de how best to structure your new organi zati on (see exanpl es above),
and follow the steps |isted bel ow

Important note: In draft, pressing [RETURN] will advance you to the next
screen. Pressing [ESC] will bring you back to the previous screen.

<Create the Organization>

1. Press the nunber [2]..[6] under which you wish to store the name of
your organi zation.

2. Type the name as you want it to appear on the organization list. You
are allowed up to 25 characters. If you are planning to have only one
league in your new organization, you may w sh to nane the organi zation
using the | eague nane - see exanple 2 above.

3. Press [RETURN]. A highlighted pointer will appear where the |eague
nanes will be entered.

<Oreate the First League>

4. Type the nane of the first |eague (20 characters maximnj.

Skip this step if you do not want any |eagues - for instance, if you
have given the | eague name to the organization. If you do not give a
name to the first |eague, you will not be able to create a second | eague
for this organization.

5. Press [RETURN]. A highlighted pointer will appear under the |eague
nare.

<Create the Dvisions in the First League>

6. Type the nane of the first division in the league. U to 20
characters are allowed. Skip this step if you do not want any divisions
in this |eague.

7. Press [RETURN .

8. Repeat steps 6 and 7 for additional divisions. Enter up to four
divisions if you are planning to have one or two | eague, up to six if
you have no | eagues.

Hnt: you may wish to establish a farmsystemas a division. Each FARM
division would have the same nunber of teans as each PRO division (see
exanpl e 1 above).

<Conpl ete the Organization>

9. Repeat steps 4 through 8 for the second | eague.

10. Check that the organizations, |eagues, and divisions are as you want
them If you have any changes, use [R Renane and [D] Drop to correct
t hem

You cannot [D] Drop a league or division. You can only [D] Drop an

organi zation. If you [D Drop the organization, you will lose all of its
teans and rosters. You can [R Rename an organization, |eague, or
di vi si on.

11. Wen you have finished namng the organization, |eagues, and

divisions, press [RETURN] to continue. The Add/ Sel ect Teans Screen will
appear .

[ Addi ng Teans to the New O gani zati on]
1. UWing [SHFT] [1], choose the I|eague to which you wish to add a

Apple 11 Computer

team Your choice is highlighted.

2. Using [SHFT] [2], or the right/left arrow keys, choose the division
to which you wish to add a team Your choice is highlighted.

Press [A] Add team

Type the teamname (up to 15 characters).

. Type the team nicknane (up to 9 characters). This nane will be used
n the |ine score on the Gane Screen.

3

4

5. Press [RETURN]. The arrow cursor will remain on the sane line.

6

ol

7. Press [RETURN .

8. Repeat steps 3 through 7 for the remaining teams in the division.
9. Repeat steps 2 through 8 for each division in the |eague.

10. Repeat all of the above for each | eague in the organization.

When all of the teans for all divisions have been named, you are ready
to add players to your teans.

[ Addi ng Pl ayers]

You nmay add players by either exporting an entire roster froman
existing teamand inporting the roster to a new team or by drafting
i ndi vi dual pl ayers.

[ Exporting and | nporting]

To copy an entire roster fromone teamto another, use the [E Export
and [1] Inport commands. [E] Export will copy the roster of a team into
nenory. [I] Inport copies that roster under a new teamname and wites
it to disk.

This process is useful for setting up your own | eague in which you can
nodify to reflect roster changes nade during the actual season. Try
copying one of the teams in PROFESSI ONAL BASEBALL to a new teamwith no
current players.

To [E] export the teamroster:

1. From the Oreate/ Mdify Organizations Screen, press [1] to highlight
PROFESSI ONAL BASEBALL (or anot her organi zation that contains the roster
you want to copy).

2. Press [RETURN] to proceed to the Add/ Sel ect Teans Screen.

3. Choose the |league and division of the teamyou w sh to copy using
[SHFT] [1] and [SHFT] [2].

4. Hghlight the teamusing the up/down arrow keys.
5. Press [E] Export to load the teaminto nmenory.
6. Press [ESC] to return to the Create/ Modify O gani zations Screen.

Important note: You nay [E] Export fromany organization, not just from
PROFESS| ONAL BASEBALL.

To [I] inport the teamroster:

1. Select or create the organization which will contain the copied
team The organization will be highlighted.

Info
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2. Press [RETURN] to advance to the Add/ Sel ect Teans Screen.

3. Choose the appropriate | eague and division using the [SHFT] [1] and DOCUMENT apba. basebal | 4
[SH FT] [2] keys.

4. Add or select the teamto contain the roster you are copying. The [Addi ng a Player to The Roster]
teamwi || be highlighted.

The roster that you create here will be displayed in the same order on

5. Press [I] Inport to wite the entire exported roster onto a disk. the Line-up, Pinch Htter/Runner, and Substitution Screens. Using one of
Inmporting will erase any players previously drafted for the team the methods described above, find the player you wish to add to the
hi ghl i ght ed. team that is, bring his name into viewon the list (any position on the

list will do).
6. Press [Y] to confirminport.
If you know where on your roster you wish a player to appear, press [P]

Inportant notes: You may not [I] |Inport to PROFESSIONAL BASEBALL. A Put, press the nunber [1]...[9] of the player you wish to add, then

roster many NOT be copied fromone data diskette to another. press the letter [A]l...[Z] of the position where you want himto appear
on the roster. Hs name will be noved there. Be careful, since [P] Put

- DRAFTING A TEAM will overwite a player in the select position.

To add individual players to a teamroster, proceed to the Add/ Sel ect If you do not care about position on the roster, press [A] Add and the

Teans Screen. number [1]...[9] of the player you wish to add. Hs name will be added
to the roster in the first available place fromthe top (non-pitcher) or

1. Press [SHFT] [1] to select a |eague. fromthe bottom (pitcher).

2. Press [SHFT] [2] to select a division. Important notes: It is possible to add any player to any teamthat you
have created even if he appears on other rosters in the sane

3. Press the up/down arrow keys to select a team organi zation, same |eague, sane division, or sane team (You can even

draft a team conposed entirely of your single favorite player.)
4. Press [RETURN]. The Draft Screen will appear.
DRAFT only works with a single Data D skette. You cannot draft players
[The Draft Screen] from different years onto the same teamunl ess you are playing with an
ad Tirmers Diskette.
The upper |eft corner shows the nane of the team being drafted. The

upper right corner shows the nunber of najor |eague basebal |l players At any time you may back up to the previous screen using [ESC. |If you
available for the draft and the year (season) of the Data D skette. [ESC, the results of any teamcreation or drafting will be saved.

The top part of the Draft Screen displays nine nanmes of major |eague [ Rel easing a Pl ayer]

basebal | players. For a non-pitcher, the nane is followed by primary

position (Pos), defensive rating at that position (D), batting side (B), You can drop a player fromyour roster by pressing [R Rel ease, then the
and speed (Sp). For a pitcher, the name is followed by position (Pos), roster letter of the player to be dropped.

throwng arm (T), pitching grade (GR), and control ratings (Qrl).

Hnt: after a game, an | NJURED pl ayer can be dropped fromhis regul ar
The nine names that first cone up on the screen are the first nine nanes roster and added to his FARMteamroster. Hs name will then not appear
in an al phabetical listing of all the players. You can nove through the on the regular roster until you want himto rejoin the team
player list in several ways:

[ Tradi ng Pl ayers]
Up and down arrow keys will scroll the list of names.

Sinpl e player trades can be acconplished by releasing players fromtheir

[F] First will take you horme to the top of the list. current teans and drafting themonto their new teans.
[L] Last will take you to the end of the list. [Considering a Player for the Draft]
[S] Search will take you directly to a part of the list you specify - As you are adding players to a roster, you can get nore information

press [S], then type the first three letters of the player's name, and about any of the players listed on the screen by pressing [D D splay
press [ RETURN . then the nunber [1]...[9] or roster letter [Al...[Z] of the player to
study. Make the necessary di sk changes and the Player Screen will appear

[U Update will save your roster. (see THE PLAYER SCREEN) .

The lower part of the screen displays the current team roster. [ A Few Exanpl es of Common League Rul es]

Twenty-six (26) spaces are provided to allow an enpty space between the

pitchers and non-pitchers. If you choose to, you can draft up to 26 Rul es about drafting players, order of the draft, quality of the players
pl ayers. drafted, replacing injured players, using farmclubs, using starters and

relievers, using players out of position, and nmany other organizational
aspects of the game are left to you and your fell ow managers. APBA Mj or
League Players Baseball is a basic nanagement systemthat is flexible
enough to acconmmodate many |eague rules and structures. It is
reconmended that rules be established before | eague play begins. Bel ow
are sonme exanpl es of conmon rul es.
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A team has a 25-pl ayer roster.
DOCUMENT apl wrks. util .2

A team nust have at least four starting pitchers.

A starting pitcher may not start before his turn in the rotation. APPLEWORKS UTI LI TY TECH NOTE CEC L FRETWELL 6- VAY- 87 PACGE 1
A starting pitcher may not relieve if there is a reliever available AN APPLEWORKS UTI LI TY
(unless he is also rated as a reliever). y
Cecil Fretwell

A reliever nmust rest every third (or fourth) gare. 2605 H ghvi ew Ave.

Wt er| oo, |owa 50702
I NJURED pl ayers nust sit out only one half of the specified injured time (319) 236-0961
(used for |eagues with shorter seasons).

6- May- 87

Players are seperated into groups of conparable skill/value. Only a
certain nunber of players can be drafted fromeach of the higher level e
of skill, providing for nore realistic teans. TECHNI CAL DI SCUSSI ON

- MODI FYI NG AN CRGANI ZATI ON
Several technical aspects can be | earned by studying the logic of this

From the OCeate/Mdify O ganizations Screen, press [2]...[6] to choose program Lines 240 to 300 install a special anpersand function which
the organi zation to be nodified. allows one to delete an array after it has been di mensioned and used
to the extent of its wuseful life. As the discussion to follow will
Your choi ces are now to: show, the entries in a subdirectory are collected in an appropriate
array, sorted, and then displayed or printed. By deleting an array
[D Drop the entire organization, including | eagues, divisions, teans, after it has been used, valuable variable storage and its associated
roster, win-loss records, and standings (G = games behind). strings are recovered. Al'so, wusing this technique allows one to
redi mension an array in a program The power of this technique wll
[Rl Renane an elenent in the organization - either the [Q O ganization, becone nore evident as this discussion progresses.
[L] League, or [D] Division (use the backspace to edit the name in each The logic of the anpersand function is reasonably sinple. In the
case.) listing given below, Lines 37 to 42 insure no syntax errors, verify
the specified array exists, and sets up pointers to the array nare.
[C dear the WNLGCSS records for all teams in the organization. Lines 43 to 65 set up the process to renove the specified array from
the array variable table. Once these are set up, the routine exits
To nodify a teamwithin the organization or to add a team press through the nonitor routine MWE at $FE2C with the end result of
[RETURN]. The Add/ Sel ect Teans Screen will appear. having the array renoved.
TO [A] Add a team see Am '\K; TEA'\B To T'_E '\E\IVCH_‘_AN ZATI CN 1 LR R RS RS RS E SRR EEEREEEEEEEEEEEEEE RS
2 * AMPERSAND FUNCTI ON TO DELETE AN *
To nodify a team press [SHFT] [1] to select a | eague, press [SH FT] 3 * ARRAY VAR ABLE. MDD FIED CODE *
[2] (or the right/left cursor keys) to select a division, and press the 4 * OBTAINED FROM CALL A P.P.L.E *
up/down arrow keys to select a team You are now ready to nodify the 5 * ALL ABOUT APPLESCFT. *
team hi ghl i ght ed. 6 * SYNTAX | S *
70 & FRE XX$ *
YOur ChOI CeS are to 8 LR RS EE RS E R RS E RS EEEEEEEEEEEEEE RS
9
[D] Drop the entire team including roster, wn-loss record, and 10 FFERE Rk Rk kR ke Rk kR ko ko
st andi ng. 11 * PREPARED USI NG MERLI N PRO *
12 EEEEE R EEEEEEEEEEEEEEEEEEEESEES]
[Rl Renane the team first the city name, then the nicknane. 13
14 ORG  $2F0
[C Correct the WL record, first WNS, then LOSSES. 15
16 AlL = $3C ; BOTTOM OF MOVE PQ NTER
To nodify the teamroster, select the team press [RETURN], and add or 17 A2L = $3E ; TOP OF MOVE PQO NTER
rel ease players as described above in DRAFTING A TEAM 18 AL = $42 ; DESTI NATI ON PO NTER
19 STREND = $6D ; END OF VAR PO NTER
[End of Docurentation] 20 LOAMR = $9B ; ARRAY ADDRESS PO NTER
21 CHRCET = $B1 ; CET NEXT TOKEN
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02F0:
02F2:
02F5:
02F8:
02F9:
02FB:
02FC.
02FD:

0300:
0303:
0305:
0307:
030A:
030D
0310:
0312:
0313:
0315:
0317:
0319:
031B:
031D
031F:
0320:
0322:
0324:
0325:
0327:
0329:
032A:
032C:
032E:
0330:
0332:
0333:
0335:
0337:
0339:

22

23

24

25

26

27
A2 02 28
BD FD 02 29
9D F5 03 30
CA 31
10 F7 32
18 33
60 34
4C 00 03 35

36
20 B7 00 37
Q9 D6 38
FO 03 39
4C C9 DE 40
20 B1 00 41
20 D9 F7 42
A0 02 43
18 44
A5 9B 45
85 42 46
71 9B 47
85 3C 48
A5 9C 49
85 43 50
8 51
71 9B 52
85 3D 53
38 54
A5 6D 55
85 3E 56
88 57
F1 9B 58
85 6D 59
A5 6E 60
85 3F 61
(03] 62
F1 9B 63
85 6E 64

0

A0 O 65
4C 2C FE 66

CHRGOT
AVPERV
SYNERR
GETARYPT
MOVE

INT
01

AWVPJ
FUNCS

CECI L FRETWELL

$B7
$3F5
$DECY
$F7D9
$FE2C

#2
AWPJ, X
AWVPERV, X

01

FUNCS

CHRGOT
#$m

SYI\ERR
CHRGET
CGETARYPT
#2

LOMR
AL
(LOWMR), Y
AL

LOMR+1
AL+1

(LOMR), Y
ALL+1

STREND
A2L

(LOWMR), Y
STREND
STREND+1
A2L+1

(LOWMR), Y
STREND+1
#0

MOVE

6- MAY- 87 PACGE 2

REPCRT SYNTAX ERRCR
; GET_ARRAY PA NTER
; MOVE SUBROUTI NE

; SET UP ' & VECTCR

;& JMP I NSTRUCTI ON

; GET CURRENT TOKEN

; FRE?

;I FYES, BRANCH

; ELSE SYNTAX ERRCR

; GET NEXT TOKEN

; FIND THE ARRAY

; SET UP BOTTOM OF MOVE,
; TOP OF MOVE, AND THE
; DEST ADDRESS FOR

; USE BY MONI TOR MOVE
; ROUTI NE

; ALSO OORRECT THE END
; OF VAR ABLES PO NTER

; GO MOVE AND RETURN

Lines 310 to 580 represent the code to provide the main nenu control.
Once a function is perfornmned,

Lines 590 to 4120 provide
Using a sinple
The

cat al og.
both functi ons.

process.

control

flag in PF$,

the logic to display a catalog or print
the sane code can be used for

logic starts with the
for a volune or subdirectory nane and initialize the display or print

al ways returns to Line 360.

necessary code to pronpt

This is performed in Lines 590 to 810.

a
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APPLEWORKS UTI LI TY TECH NOTE CECl L FRETWELL 6- VAY- 87 PACE 3

The logic in Lines 840 and 850 causes the DIMstatenment in Line 860 to
reserve exactly enough space for the entries in the first root
directory or sub directory. Line 840 uses H MEMto locate the 1K
buf fer established for the OPENed directory file. Based on technical

know edge of file handling techniques used by BASIC. SYSTEM the 1ogic
of Line 850 then picks up the nunber of entries as stored in the first

bl ock describing the entires in the directory.

The actual display or print of the desired catalog starts in Line 820.
Notice the OPEN with the TDIR paraneter in Line 820. Under ProDCS, a
directory file may be opened and read just like a sequential file.
What is returned by each INPUT statement is the same as that displayed
by a CATALOG conmmand with things like file name, file type, etc.
returned in a fixed format. Wth this in mnd, Line 870 reads the
vol une or subdirectory name, ignores the follow ng blank line, and the
CATALGG header i ne.

Lines 880 to 940 input and collect each line in the CATALOG display.
This logic uses the BLOCKS FREE. . line as an end of file marker
i nstead of using ONERR processi ng to trap a true end of file.

After a line for a fileis read, the input is processed by the
subroutine in Lines 1540 to 1780. This subroutine returns a string
whose contents are as follows:

Posi tion Contents
1 File status. "*" = |ocked. " = unl ocked
2-16 Fil e nane
17-31 File type, e.g., SYSTEM PROGRAM
32-41 Modi fi cation date dd- mmyy
42-49 Right justified file length in ternms of K
50-... Left justified file length in terns of K

This string is then added to the array for the volune or subdirectory
entries.

Lines 990 to 1100 sort the array in ascending order by file name
and/or directory name. Thi s code is a nodification of the code
present ed by Garry G Kiziak in "The Conpact Sorter", N BBLE Vol 4/ No.
. It is avery fast sort routine worthy repeatlng here inits nore
general form

10z=1
20Z=3*Z+1: |FZ< NUMTHEN 20
30 Z=(z- 1)/3: IFZ<1TI—ENREI'LRN
40 FRI =Z+LTOH: J =
50 K=J + Z: IFA:(MD$(NA$(J) MN)>
M DS(NAS(K), M N)) THEN TEMPS
NAS(J) = NAS(K) : NAS(K) :TEIVP$
J=J-2:1FJ > L THN 50
60 NEXT | : GOTO 30

In this subroutine,
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NA$ = the array to be sorted. in the subdirectory, control is passed to Line 2660 in which the D1$
L = the starting subscript for the sort. array is deleted then control Is passed to Line 1950 to continue

H = the ending subscript for the sort. processing of the root entries.

M = the colum at which the sort begins.

N = the nunber of colums to be sorted. If the subdirectory is not enpty, Lines 2420 to 2540 sort the array
A =the value 1 if an ascending sort is using the sort algorithmdescribed earlier. Lines 2550 to 2650
required, or the value 0 if a descending display the entries in the subdirectory with each Iine indented over
sort is required. three spaces. The final result of the display or print provides a

l'ayout i n which subdirectories can be quickly |ocated.
To quote Garry, “this routine is supposed to be a nodified SHELL

METZNER sort. It nmight be called the SHELL SHUTTLE sort since it is Once the subdirectory has been conpl etely processed, Line 2660 del etes
al so a nodified version of the SHUTTLE | NTERCHANGE sort". Based on ny the array, garbage collection is forced, and control is passed to Line
extensive use of the algorithm | have found it to be very fast. 1950 to continue processing of the root entries.
Garry al so presents a nachine | anguage formwhich really nakes a sort
in BASIC fly. A subdirectory under the root can also contain subdirectories. I f
Line 2640 detects a subdirectory, control is passed to the logic in
Wth the array sorted, Lines 1840 to 1950 display the contents of the Lines 2780 to 3220. This logic is an exact duplicate of the logic in
array. Each line of the display starts at the left margin. Wen the Lines 2230 to 2680 with D1 replaced by D2, R$ replaced with D1$, and
array is conpletely displayed, Lines 1960 to 2170 display the final L1 repl aced by L2. Each displayed or printed line is indented over
l'ine showi ng space free, space used, and total space on the volune. five spaces from the left nargin. Wien this subdirectory is
Control is then passed back to the main nmenu logic starting at Line conpl etely processed, Line 3200 deletes the array, garbage collection
360. is forced, and control is passed to Line 2650 to continue processing

inthe first |level subdirectory.
CGoing back to the display of the array process, if Line 1940 finds a

directory entry in the array, control passes to Lines 2230 to 2680. A subdirectory under a subdirectory can also contain subdirectories.
Basically, this logic reads the entries for the subdirectory, sorts If Line 3180 detects a subdirectory, control is passed to the logic in
them and displ ays them Li nes 3320 to 3750. Again, logic is duplicated with D2 replaced by

D3, Di1$ replaced by D2$, and L2 replaced by L3.
First note Lines 2230 and 2240. The program coul d have been designed

to dimension the subdirectory arrays once at the beginning of the The 1 ogi ¢ described here assumes only three levels of subdirectories
program This has a couple of problens. First, there is the problem under the root. Mdi fying the logic to include another level is
of how big to nmake the arrays. Subdirectories are not limted to 51 relatively easy. Add a Line 3715 to look for a subdirectory entry
entries, therefore, too snall a dinension mght nmake the program bonb using say Line 3180 as a nodel. Duplicate Lines 3320 to 3750 starting
with a subscript out of range error. Too |arge a dinension mght nake after the end of the programat Line 4870. Now change each D2 to DB,
the program bonmb with an out of nmenory error. To mnimze this each D3 to D4, each D3$ to D4$, and each L3 to L4. Add a couple of
problem Line 2230 results in a DL which is the nunber of directory spaces to the copied Line 3640 and del ete a couple of periods fromthe
bl ocks in the subdirectory. Each block can hold a naxi numof 13 copi ed Line 3690. Finally replace the GOTO 3190 in the copied Line
entries, therefore, Line 2240 dinensions an array with a proper size 3750 to GOTO 3720.

to accommodate the subdirectory entries.
Lines 4180 to 4370 handle the LOCK A FILE logic. Lines 4430 to 4620

The second probl eminvol ves garbage collection. Even though | force handl e the UNLOCK A FI LE | ogi c. Li nes 4680 to 4870 handl e the START

garbage col l ection at appropriate points in the logic, after an array UP APPLEWCRKS |l ogic. The logic of these three functions is reasonably

I's used, its strings still exist in string storage. Wen the array is straightforward and require no technical discussion.

used again, new strings are built and, based on experience, without

deleting the array after it has been used, the garbage collection This programshould be a very useful addition to any library - it

logic is invoked nore often. certainly has been to mne. It has been tested by several non
technical types like ny wife who rarely work outside the world of

To nminimze problens with potential out of nemory conditions and Appl ewor ks.

garbage collection, the array is deleted after it has been used.

Wth this in mnd, let's continue with the discussion of processing a

subdirectory under the root of the vol une. Lines 2290 to 2380 read
the subdirectory entries into an array in a nanner exactly as
described for the root entries. |In Line 2410, if there are no entries
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HOOLOR

DOCUMENT appl e. mechani ¢

HOOLOR=0 OR 4: BLACK HOOLOR=1: GREEN HOOLOR=2: VI OLET
HOOLOR=3 OR 7: WH TE HOOLCR=5: CORANGE HOOLCR=6: BLUE

APPLE MECHANI C DOCUMENTATI ON

SHAPE EDI TOR/ FONT EDI TOR
USE KEYS 1 thru 6

KEY #1 EDI T- shape

KEY #2 SAVE- shape

KEY #3 LOAD- shapes

KEY #4 CATALOG di sk

KEY #5 DRI VE- drive/slot change
KEY #6 DI SPLAY- shapes

ESC KEY EXI T- program

#1

ED T:

Press key #1-vi ew shape table

Rl GHT ARROW

LEFT ARRON vi ew shapes, up to 12, in nenory.

ZERO, COLON, HYPHEN- shapes 10, 11,12 to view

RETURN- give you two rectangl es on screen and flashing cursor.
ARRONVKEYS, A, Z - right, left,up, down.

SHAPE EDI TOR- limt 999 vectors. Change nmax in begi nning of program
X(erase)- Use X as a "backspace" key.

P=PRE- PLOT- After you have selected shape, before RETURN sel ect P, now
you can draw with series of dots.Wen finished with P hit RETURN

PLOTTI NG TIPS- To nove plotting course without changing the draw ng
use SPACE BAR

HOW TO USE SHAPE TABLES:
Set ROT & SCALE to mininumvalues 0 and 1. Then deci de where in nmenory
to |l oad shape table. Exanple 25,000 is a nice round nunber.

10 ROT=0: SCALE = 1
20 SH = 25000: D=CHR$( 4)
30 D$;"BLQAD SHAPES, A" ; SH

SETTI NG THE SHAPE TABLE PO NTER
To tell your APPLE where your shape table is(location 25000) you need
two pokes-

40 POKE 232, SH | NT?(SH 256) * 256
50 PCKE 233, | NT?( SH 256)

These two pokes put 25000 into the shape table pointer at nenory
locations 232 & 233. ALWAYS | NCLUDE THE TWD PCKES AT THE BEG NNI NG OF
YOU SHAPE TABLE PROGRAMS CR YOU LL LOSE THE WHOLE SHAPE. To alternate
bet ween shape tables,sinply re-poke a new location into the shape
tabl e pointer at 232,233 each tinme you change.

DRAW AND XDRAW
Draw neans just that,draw a shape for a shape tabl e, exanpl e command-

99 DRAW 3 AT 100, 90: REM AT X, Y)

XDRAW works |ike DRAWbut ignores HOOLCR and plots dots in the
opposite color of the dot being plotted.

BLACK(0/4) |'S OPPOSI TE WH TE (3/7) GREEN(1) |'S CPPCSI TE
VI CLET(2) CRANGE (5) | 'S OPPCSI TE BLUE(6)

H - RES NATES: To tell a shape where to appear, specify the
coordi nates (horizontal,vertical) of the shapes starting point.Don't
specify outside of screen limts or it wll CRASH

HORI ZONTAL: 0 TO 279 VERTICAL: 0 TO 191 VERTICAL W4
TEXT LINES: 0 TO 159

DRAW NG W THOUT COCRDI NATES:

After first shape is drawn, you don't need to specify coordinates for
the next DRAWor XDRAW Each successive shape w thout coordinates will
begin at the point where the previous shape stopped.

SCALE:
You can enlarge a shape by setting SCALE equal to a nunber, 2-255 or O.
A SCALE of zero is equivalent to a SCALE of 256.

ROT:
You can rotate a shape by setting ROT before you draw

ROT=0: NCRMVAL
ROT=16: ROTATED 90 CLOCKW SE
ROT=32: " 180 (UPSI DE DO
ROT=48: " 270 CLOCKW SE

ROT val ues between the above only apply when SCALE is set larger the
m ninun(1). ROT values greater then 64 sinply repeat the cycle until
ROT=255

MOVI NG A SHAPE:

Mre than one way to nove a shape. Basically you have to DRAWt he
shape, ERASE it, and REDRAWIit in a new position. This XDRAWdoes all
t hat

100 FCR X = 0 TO 279

110 XDRAWS5 AT X, 100: REM DRAW SHAPE
115 XDRAWS AT X, 100: REM ERASE SHAPE
120 NEXT X

Wth DRAW you erase the shape by re-DRAWNg it in the background
col or.

OTHER EXAMPLES:
100 FOR X = 0 TO 279
110 HCOLOR=3: DRAW 5 AT X, 100: REM DRAW
120 HCOLOR=0: DRAW 5 AT X, 100: REM ERASE
120 NEXT X
R

113 FOR | =1 TO 50: NEXT
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117 FOR I = 1 TO 1: NEXT
OTHER H - RES MAN PULATI ONS:

HGR -clears page 1 to bl ack
HGR2-cl ears page 2 to bl ack
HOOLOR=X: HPLOT 0, 0: CALL 62454- clears hi-res in HOOLCR X

The foll owing "switches" do not clear the screen,but REVEAL whatever
is currently on the page 1 or 2 text,hi-res,or lo-res screens:

POKE 49323, 0-view hi or lo res

PCKE 49233, 0-vi ew text screen

PCKE 49234, 0-view full graphic,lo or hi res

POKE 49235, 0-vi ew graphics plus 4 text |ines(VTAB 21-24)
POKE 49236, 0-view page 1 (hi,lo res or text)

POKE 49237, 0-vi ew page 2

POKE 49238, 0-view | o res

PCKE 49239, 0-view hi res

PCKE 230, 32- al | ows drawi ng on page 1

POKE 230, 64- all ows drawi ng on page 2

POKE 230, 96- al |l ows draw ng on page 3(not directly viewable)
PRI NT PEEK(228) -prints HOOLOR code

PRI NT PEEK(231) -prints current SCALE val ue

PRI NT PEEK(249) -prints current ROT val ue

CALL 62923- stores |last plotted coordinates at 224-226
PEEK(226) - VERTI CAL position during |ast CALL 62923

PEEK( 224) +PEEK( 225) * 256 -horizontal during CALL 62923

FONT ED TOR

95 hi res characters Use with H-WR TER XTYPER

SHAPE FONTS TAKE UP MORE MEMORY AND DI SK SPACE THAN ANY OTHER Hl - RES
FONTS. 18 SECTORS FOR LARGE, 7 SECTCRS FOR SVALL DOS TOOLKI T ONLY USE
5 SECTORS, REASON | S FLEXI BI LI TY AND ATTRACTI VENESS.

LARGE FONTS vs SMALL FONTS:

Al font nanes in APPLE MECHANI C are preceded by a }(shift-M.Al are
l arge-height fonts, except those with "small" in their nanes. Another
way to tell-by sectors.Full 96 character large fonts will be 16-20
sectors,small fonts will be 6-10 sectors.

TO USE FONT EDI TOR

"RUN FONT EDI TOR' USE 1-6 KEY I NSTRUCTI ON I N BEG NNING CF TH S PROGRAM
LOAD W KEY#3 FONTS YOU M GHT WANT TO SEE

ED TI NG Key #1-gives you a striped flashing cursor,use ARRONS or A,
Z keys. Also see ASC| value of the key that wll type character.
Ht RETURN, THREE CPTI ONS:

(1)-@Gidinprint-Prints selected character as a 10x bl owp of grid.
(E)-Erase/ Redraw Tenporarily erases character so can be redrawn.
(S)-Shadow Inprint-Prints a shadow of character on 10x grid. Shadow is
for reference or tracing, does not effect final shape.

SPACE BAR

changes cursor for SOLID to QUTLI NED and back, representing PLOT and
NO PLOT.

DI SPLAY- KEY #6:

Select 6 and type as you normally woul d. ESC = between upper and | ower
case. To type a save use Xtyper or H-Witer prograns

XTYPER PROGRAM
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Use this program to type Page One hi-res screen,up to three
shape-fonts at a tine. To start, type "RUN XTYPER' and make sure disk
has at |east one large or one small shape-font on it including every
font you intend to use.

MAIN MENU:

Running Xtyper or Grl-R while typing display Menu & lets you |oad
fonts,clear hi-res screen,load and save hi-res images and quit
program

(1,2,&3) LOADI NG FONTS:
You can load up to 3 large or small fonts.Select 1,2,or 3 and enter
nane of font(exanple- "BLOAD FONTNAME, A18880")

(X) CLEAR H - RES SCREEN:
Ht Xto clear,if you have no i mage | oaded on hi-res page 1.1f you get
a snowy screen,type Otl-R X Y, and RETURN

(L) LOAD H - RES PI CTURE:
Select L to load a hi-res picture fromyour disk.

(S) SAVE EXI STI NG PI CTURE:
WARNI NG Lock files so you don't accidentally enter a font name when
saving a hi-res inmage. Note*** To see hi-res picture on page 1 when

not running a program type HGR(return)and BLOAD PICTURE
, A$2000(return),where "picture" is the name of the inmage you want to
see.

(O CATALCG

Select C to catalog main nenu. You can check file names fonts or
hi-res.You will be given the option also of Iocking and unlocking
files.

(QQUIT:
Select Qlets you quit Xtyper. Message "GOTO 2000 TO CONTI NUE' if you
"RUN' instead of "@OTO 2000" you woul d have to rel oad your fonts.

TYPI NG WTH XTYPER

KEYS* **

RETURN- sane as typewiter
ESC upper and | ower case
CTRL-P - | eft-square bracket
SH FT-M right-square bracket
CTRL- T- under scor es
CTRL- Q backsl ash

CURSCR MOVEMENT:

Arrows, left & right
Crl-L=right one plot
Otl-K=left one plot
Otl-A= up one type line
Otl-Z= down one type line
Otl-S= up one plot
Otl-X= down one plot

ERASI NG

THE TOP OF THE CURSCR MUST BE ALI GNED VERTI CALLY WTH THE TGP OF A
CAPITAL LETTER ON THE LINE OF TYPE ON VWH CH YQU WSH TO MAKE AN
ERASURE

Crl - B=backspace/ er ase:

Pl ace the left of your cursor at the right of the character you want
erased.

Crl-E=character/erase:
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This method works only with white type on a black background. Align
vertically, and position its left edge so it touches any part of the
character to be erased.

Crl-Wwi pe out:

Erase entire line of type in black fromthe top of the caps cursor
down.
OVERTYPI NG

Pl ace cursor over character,aligning the top and |eft edges, change
typing color(ctrl-o0) to the color of the background,and type over the
characters to be erased.

(CTRL- F) FONT CHANGE:
Select Ctrl-Fwill allowyou to type a new font.Can't select a font
nunber that has not been | oaded into nenory.

(CTRL- O COLCR CHANGE:
Select Qrl-Qgives you a new typing color.XTYPER WLL NOT LET YQU
CHOOSE AN ALTERNATE OOLCR #7(WH TE) OR #4( BLACK)

(CTR.-O R D
Select Grl-Gwll display a 4x4 grid. Ht CQrl-Gagain will erase the
grid. DO NOT TYPE OVER R D.

(CTRL- R) RETURN TO MAI N MENU:
Select Grl-Rwll give you main menu.

LEADI NG NOTES (LEADI NG ) :

DEFAULT ERASE COLCR
Second non-REM programline in Xtyper. The variable BG is the erase
color used by crtl-B and ctrl-w

H - WRI TER PROGRAM

H-Wite is neant to be used as part of your Applesoft prograns!!!!!
You can add instructions after line 500 to H-Witer instead of Xtyper
as your main program save di sk space and typing.

LI ST LINES 50-53 CF H -WRI TER

50 FLAG=0: REM (0=LQAD, 1=DON T)
51 FT$(1)= "] BLOK"

52 FT$(2)= "] SMALL STANDARD

53 FT$(3)= "] APPLE

The variable FLAGin line 50,tells Apple whether or not to load the
three fonts formLines 51-53.

H-Witer lets you access up to three fonts at one tinme. Let FLAG =0
and enter the names of your three fonts at lines 51-53. If you only
want one or two fonts enter a blank FT$(3)=""

PROGRAM VAR ABLES: (1 ines 90-500)do a GOSUB 100

A$:-Wrds to be printed

FT: - Qurrent Font Number (1-3)

FT3%: - Nane of Font 3 to be | oaded
VT: -Mtab (1-24)

HT: - H ab (1-40)

I'N -1 nverse(1-yes0-no)

CT: - Aut o- Cent er ( 1- yes0- no)

HC: - Hcol or type(0-7)

CL:-Hcolor for Oearing Screen (0-7)
RT: -Rot val ue for printing(0-3)
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A$

520 A$="HELLO': GOSUB 100

UPPER/ LONER CASE
590 A$="B@FAGLE @@ROS': GOSUB 90
FT & FT3%
Set FT equal 1,2,3 any tinme you want to change fonts. You can replace 3
as many times as possible. To replace 1 & 2 change |ines 51 & 52 reset
FLAGin line 50 to zero,and re-run the program

CT & GOTO 400: CENTERI NG

550 CT=1:VT=8. 2: A$="FR ED EGGS': GO8UB 100
or A$="PI TTSBURGH': FT=3: GOTO 400

| NVERSE
INto 1 words that follow will be printed in inverse. IN is
automatically reset to zero after each GOSUB 100. Add at |east one
space both before and after a word to be inversed.
HC: HOOLOR
HC det er mi nes HOOLOR of the words that follow
RT: ROTATI ON
RT will print your words rotated.
1= 90 cl ockw se
2= 90 counter-cl ockw se
3= upsi de- down
CL: CLEAR NG SCREEN

Value 0-7 for HC followed by GOBUB 100 will clear screen in HOOLCR
VT, HT and reset to 1.

POKE TXT, 0= reveal s the lower sixth of the text screen VIAB 21-24
POKE FULL, O=switch to full hi-res with text screen "hi dden" behi nd.

TEXT= switch you entirely over to a text screen without erasing
hi -res.

POKE H RES, 0= swi tch you back to hi-res without clearing the screen.
QUT CF MEMORY?:

5000 ? CHR$(4):"RUN NEXT PROGRAM insert in your programand entire
new version of H-Witer wll continue.

NON- KEY CHARACTERS:

CHRS$( 95) =under scor e

CHR$(92) =backsl ash

CHR$(91) =l eft square bracket

ERRCRS:

ONERR GOTO 450 in line 55. Type "TEXT" or hit RESET to find and
correct the error

FONT SPLI TTER
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Run FONT SPLITTER to reduce the nunber of characters in a font. Follow
pronpts on screen and let Apple do rest.

PAGE COPY:

Wth Page Copy text files,you can nove inage already in nenory for one
page to anot her.

20 I NPUT "MOVE | MAGE FROM PAGE: "; A
30 INPUT " MOVE | MAGE TO PAGE "; B
40 PCKE 60, 0: PCKE 61, A*32

50 PCKE 62, 0: POKE 63, A*32+32

60 PCKE 64, 0: POKE 65, B*32+32

70 PCKE 66, 0: POKE 67, B*32

80 CALL-468

SHAPE ANALYZER

8 Hyphen - enter tenporary "node" ESC - will exit for node RETURN -
set def aul t val ue where appropriate.

KEY #6
Arrow keys, A, Z

KEY #7
Dr aw, Xdr aw

KEY #8
Move current shape on screen A Z, ARROAS, -nove 9 units vertically and
horizontally. S X KL, -parallel 1 unit at atine

KEY #9
Arrow increase and decrease by 16(90 ): A Z do the same by unit of
1. Htting RETURN changes to zero(normal)

KEY #0
Arrow changes val ue, for increase or decrease A Z,

KEY #: Arrow increases and decreases HCOLOR TEST (0-7).B= background
H=shape RETURN reset HOOLOR to 3 background 0

KEY #

Anal yze a shape vector by vector.
1=shapes permtted in table

2=l arge font shape

O=non-font.

Enter a shape nunber and watch the screen. Reading left to right you
will see each vector of the shape.(0-255). Inverse =Mve & Plot
Nor mal =Mbve & Don't Plot. Ht ESC to see graphic display of shape, or
RETURN for another vector analysis.

BYTE ZAP PROGRAM

CURSCR

Arrow keys nmove nunerically up or down one byte A Z -nove up or down
one row RETURN -nove up or down 16 bytes in the direction the cursor's
arrows are pointing

KEY #1, #2, #3

1 and 3 tells programto read the previous and next sector on disk. 2
will let you nanme sector you want to read. Enter track and sector
nunber in dec. or hex.($hex)

KEY #4

H HEX FORVAT

DY DECI MAL FCRVAT
A ASO | FORVAT
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N NO- FLASH FORVAT
C/ CATALOG FORVAT

KEY #5
Printer dunp

KEY #6
Cat al og, press any key to continue

KEY #7
Sl ot/ Drive Change

KEY #8

Dsk Map- W1l read VICC and display a "Map"
= used
= free

KEY #9
Change a Byt e-
(00- FF)

C = (0 255)
ASC |l = N-normal |-inverse Gcontrol FGflashing "G'(7) 1%inverse
"o

NO normal " O') val ue(207)
CMcontrol -Mcarriage return value (141) LA-|ower case "A"

KEY #0
Qui t

KEY #(-)
Wite a sector to disk
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DOCUMENT appl ewor ks
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Appl ewor ks docurent at i on
by the 17th sector of the E nmhurst Copy O ub
Augest 1984
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Note: | wll synbolize the open-Apple key with the "@. @a = open-Apple a.

TICLETEREEEE L i r i n i i r i

Requi red equi prrent :

Apple //e or /lc

Appl ewor ks boot di sk and system di sk

One Prodos formatted data disk (the programw |l format it for you)

* % ,\bte * %

in the lower right-hand corner, an approximate nenory available
indicator will appear. If you have a //e wth ext. 80-col. Card or a
//c, the nunber wi Il be 55k. An un-expanded //e will show 10k.

To begin, insert the Appleworks startup disk and press ctrl-@reset to
boot up. (or if the Apple is off, turnit on.)

The disk will |oad PRODCS and ask you to switch disks. Do so and press
return.

Next you will enter the date. (if you have a clock card in slot2 or 4,
all you have to do is check the year.) press return when all is well.

IR NN NNy

You shoul d now be presented with the main nmenu. It says the follw ng:
Add files to the desktop

Wrk with one of the files on the desktop

Save desktop files to disk

Renove files fromthe desktop

Q her activities

Quit

The desktop is the area of menory where your files are kept. (like
having a ness of papers in folders on your desk.)

o a0 M w NPk

Knowing what they consider a desktop, all of the above are
sel f -expl anat ory.

Instead of going into each menu option in depth (like | did for
"Locksmith 5.0 docunentation"), | will go in to each function of the
progrmin depth (data base, word processor, spreadsheet).

** NOTE ** Wen nain nenu appears use #5, other activities to
configure (type of printer,data drive) and to format a data disk. (see
part V for printer info.)

IR NN NN NNy

Apple 11 Computer
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A data base is sinply a programthat keeps track of groups of data,
called records. Each record is a group of entriesin di fferent
catagores, one entry fromeach catagory.

Appl eworks limts:
# of records 1350
Max. # of records, average 64k ram 140 128k ram 750
Max. # catagories 30
Max. |ength/record 1024 characters (1k)
Max. |ength/entry 76 characters
Max. |ength/catagory name 20 characters

Suppose you want to nmake a data base to keep track of informati on on
your hone appliances. You wll need cat agori es such as "itent
(bl'ender), "serial number" (#JWWR33949272), “"nodel" (super-blend),

"make" (GE), date of purchase" (1/2/82). Each itemin parenthesis iIs
an entry in each catagory. You boot up Appleworks, select #1 on the
main  menu, select 4 on the sub-nenu (data base fi I e), and select 1 on
the sub-sub-nmenu (fromscratch). You then enter the nane of the file
("appliances"). You enter the catagory nanes, one at a tine, press
return after each. It will the tell you to start adding records. Enter
the sanple entries above. Wien you are done you should see a second
bl'ank record. Press @z (open-appl z). You are now in nultiple-record
layout. (before you were in SI ngl e record Iayout ) if you had many
records, you would see themall "at-a-glance"

That's basically a data base. Here are sone helpful features Apple
threwin:

@a Arrange the catagory the cursor's on al phabetlcal ly or
nunerically. (use the tab key to nove cursor right,
@ab for left).

@c Make a photocopy of certain records onto the clipboard
(see Part IV : Cut and paste) or make a copy of the
clipbard onto file

@d Del ete a record

@e Toggl e between edit cursor and insert cursor

@f Find a record

@h Screen dunp

@i Insert a record

@m Move a record onto/ off of clipboard

@n Change catagory nane or file name

@q CGot 0 anot her desktop file

@r Change record sel ection rules

@s Save current file

@v Set a default value for a catagory

@y Oear to end of entry

@z Toggl e single-record/ mulitple-record |ayout

@1..@9 Move through mul tiple-record | ayout
@1 = begi nni ng @2.. @8 = nmddle @9 = end

@? Hel p

Move up one screen
Move down one screen

%)
QcC
5T
2o
3
[eNe)
==

LILELETIELEEE i i i i iririnin
Part Il : Wrd Processor
IR NN NN NN

Most  of you know what a word processor is. Wen connected to a
printer, it's a conputerized typewiter. Like you see on TV, it allows
deletion & insertion of text, correction of spelling errors, and then
prints a nice, neat paper with no signs of correction or "Wwhi te-out . "
this file was creatd wth Appleworks' word processor. (even word
processors can't fix ny typos so if you find sone, please correct!)

Info
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Now that we know what to do with a word processor we can find out how
Appl e intends for us to command it.

Restrictions:
# of characters: 64k-10,000 128k- 56, 000

* % ,\bte * %
You don't have to hit return after each line. Wien printed out, the
program wll supply returns. Note the phrase "when printed." In your

file, the text looks |like one long |line. Excessive line length can and
W Il cause other word processors grief if you try and use Apple Witer
//e or Apple Wrrks files in them So decide early onif it is worth
the candl e.

Al you have to do is type. For |ower case, release "caps |ock".
QG her keys of interest:

Copy text to/fromclipboard

Del ete text

Toggl e cursors

Fi nd text

Screen dunp

Det er mi ne where page breaks will be when printed

Move text to/fromclipboard

Renare file

Display printer options

Print docurent

CGoto another file on desktop

Repl ace text with other text

Save file to disk

Set tabs (tab key)

Cear to end of line

Display returns and printer settings
.. @9 Move through text (same as data base)
? Hel p
left arrow Mve 1 word |eft

BIEIeISISIINOISIGINEISISINSISISIO)
VPN<~0) =0T OS3xT—0Q0

@rt arrow Move 1 word right
@up arrow Move up 1 page
@dn arrow Move down 1 page
@ space Sticky space (prevent 2 words form being separate by wap-
ar ound)
THCLETELEEL LT i n i n i n i n i n i i i rrn
Part |11 : Spreadsheet

FHCLETEREETE L r i n i r i r o r i r i rr i r b r i r i rirrn

HWW ..a spreadsheet...let nme see....A spreadsheet is like a big
pi ece of paper. The conputer controls where you are by referencing
your position as a nunbered cell. (exanples-Al, C4, AD27) the letter is
the colum, the nunber is the row Cell Al is in colum A and row 1.
You can put letter,nunbers,or fornmulas in a cell. By lining up nunbers
and words, you can crete very neani ngful infornation.

Restrictions:

Filled cells: 64k-1000 128k-6000 Rows- 999 Col unms- A through Z, AA
through AZ, BA through BZ, CA through CZ, D through DW Total # of
cells available for use: 126,873 (999 rows tines 127 col umms)

To enter a label into a cell (letters explaining another cell), type a
letter or a quote (") to signify a label. Then type the rest of the
| abel .

To enter a value, type a nunber, or, to copy another cell, a plus sign
then the cell nanme (+B7 will copy the value in B7).

To enter a formula, type a plus sign followed by the formla.
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Exanpl e: +B7-B6-B5+A2 will subtract the value in B6 fromthat in B7
,subtract the value in B5 fromthat, and add the value in a2 to that
total .

To enter a built in function, type an at-sign (@ [not open-Apple],
the nane of the function, and the proper argurent.

Here's a list of functions and argunents. Exanple- @bs(val ue) neans
use the "val ue" argument bel ow.

ar gunent s:

val ue A nunber or an expression that equals a nunber (i.e. +B7-B6)

range A list of adjacent cells (A10...Al13) neans cells A10-Al3,

i ncl usi ve.
Li st Li st of values (14, A22, B17-B16, D12. . . F12)
Functi ons:
val ue) Absol ute val ue of argunent

@V | ist) Average value in list

@ NT(val ue) I nteger val ue of argunent

@AX(list) Largest value in list

@A N(Iist) Snal | est value in list

@R (val ue) Squar e root

@WM i st) Sumof all values in |ist

@HOOSE( val ue, | i st) Li ke BASIC "on x goto zzzz,zzzz,..."

@OUNT(1i st) # of nuneric entries in |ist
prints "error"

@OKUP( val ue, r ange) Looks for largest entry less than/equal to val ue
D splay "na" (for not avail able)

@\PV(rat e, range) D splay net present value based on interest
rate and payrments in range

@F(val,val 1, val 2) If value Is true, then valuel is returned.
If value is false, value2 is returned.

Exanpl e: @ F( Al4<A15, D3, Z14) @ F(S23>=2, V@, E3)

keys of interest:

@a Sort rows
@b dear a cell
Copy entries to/fromclipboard
Del ete a col um or row
Toggl e cursors
Find an entry
Screen dunp
Insert a colum or row
Junp to ot her w ndow
Calcul ate all cell values
Change | ayout
Move rows or colums to/from clipboard
Renane file
Print rows or col ums
Goto another file on desktop
Save file to disk
Edit a cell
Set standard val ues for certain paraneters
O eate w ndows
dear to end of cell
Toggl e normal / formul a di spl ays
.@9 l\/b?/e through worksheet (sanme as data base)
Hel p
Move one screen in direction of arrow

TICELTTIEEIE i i i riirirgi
and Paste
TICTELTTEEE T i it rrni
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Q Wiat is the differnece between @m (nove to clipboard) and @ (copy
to clipboard)??

DOCUMENT appl i cat or

A @mwill renove the information fromwhere you got it and @ |eaves
i

the info. Wiere you got it and puts a copy where you're copying to.
| CON APPLI CATCR
CQut and Paste is a fancy termfor noving text/records fromone part of by John R Mj ka
a file to a part of another file or a different part of the sane
file. This is done using the "clipboard" to hold the text while you Copyright 1990 by Raptor, |ncorporated
sel ect where to "paste" it. P.Q Box 20756
Loui sville, Kentucky 40250
THCLETEEEETE L i r i r i n i r i n i r i i rrrrn
Part V : About sone printers..... ALL R GHTS RESERVED

I

If you have an Apple DMP and no other printers: You can do not hi ng.

Dp is the default printer. | CON APPLI CATCR is a freeware program

If you have one of the follow ng printers, you can select it when you Charging a fee for |1 CON APPLI CATOR i s specifically prohibited.

configure:

Appl e dai sywheel (dwp) Apple silentype Apple inmagewiter Epson nx

series or nx graftrax+ Epson rx Epson fx Qume sprint 5 or 11 One of the features of the Apple II1GS that nake it easy to use is that
doubl e clicking on a data file icon will cause GS/OS to automatically

If you have a dnp and a printer above: Select which one will be the l'aunch the application programfor that data file.

main printer and select it. Put th other down as a secondary printer.
If the application has al so been programmed to include the "MESSAGE CENTER'
If you don't see your printer: Set up a "customprinter”. feature of G5 OS, the application programw |l then automatically open the
sel ected data file.
for a customprinter,you need to know
Maki ng use of the "MESSAGE CENTER' feature of GS/CS nust be

Does it need line feed after each return? WII it accept a specifically programmed into the application. Many applications were

top- of - f orm command? Shoul d the program pause after each page? How not programmed to nake use of this feature. |f an application is so

wide is the paper (in inches)? programmed, it can not make use of the feature unless the data file
icon paraneters include the full pathname of the application program

The progr ai tell you  how enter the above.

//////////////////////////////////////////////////////////////////////////// Many Apple |1 GS users can not nmake use of this automatic application

Good luck with the program. | aunch because they do not have an icon editor, do not understand the
i nportance of providing an application pathnane or do not understand

the 17th sector of E. C.C how to use this feature.

* Appl e and "Appl eworks" are trademarks of Apple conputer,inc. The | CON APPLI CATCR i s an easy to use programwhich will set the

comands and functions are copyrighted by Appl e conputer,in. appl i cati on pathnanme by using the Standard Open File D alog w th which
every Apple |1 G user should be famliar.

Epson, Gaftrax, and Qune are trademarks of the respective conpanies.

THETETELTEE LT i r i r i i n i i n i pr i n i i r i r i irirni After |aunching | CON APPLI CATOR, the "About" dialog will appear.

dick anywhere in the dialog to close it.

Then, under the "File Menu" select the "Qpen" itemand open the icon
file you wish to update. A window will then appear at the bottom of
the screen. It will display the first iconin the file at the
top-right of the dialog. Below the icon the current application

pat hname will be displayed in a long box. Belowthis there are five
buttons: "Get Application", "Previous Icon", "Next |con", "Cancel"
and "Done".

You can change the application pathnane in two ways. First, click in
the long box and edit it manually. Second, click on the "Get
Application" button.

NOTE: NEI THER METHOD WLL CHANGE THE " APPLI CATI ON PATHNAMVE' FCR El THER

A ProDOS 8 or ProDCS 16 APPLI CATION | CON.  Doubl e clicking on an application
program icon cause the application to be |oaded and started. It is not
necessary nor desirable to set an application pathnane for an application file.
GET APPLI CATI ON

dicking on the "CGet Application" button will cause the Standard Cpen
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File Dialog to appear. Only ProDOS 8 and ProDCS 16 application
programs wi |l be displayed. Select the application normally, that is,
Jjust as if you were going to launch an application or open a data
file. Double click on the application's filename or click on the OPEN
button. Wen you select the application in this way, the Cpen File

D alog will disappear and the full pathname of your application will
appear in the long box bel ow the icon.

If you click on the "Cancel" button in the Qpen File D al og, nothing
wi |l change.

The other buttons in the Open File Dialog will operate normally.
PREVI QUS | CON

dicking on this button will change the icon and pathname to the icon
just before the current icon displayed. Wen you first open an icon
file, the first icon will be displayed and clicking on this button
wi |l have no effect.

NEXT | CON

dicking on this button will change the icon and pathname to the icon
just after the current one in the file. |If thereis only one iconin
the file or if you are at the last icon, clicking on this button will
have no effect.

CANCEL

dicking on this button will cancel the operation. The current icon
file will not be saved to disk and no pathnanes will be changed. The
wi ndow wi Il be closed and you can then open a new icon file.

DONE
dicking on this button will bring up the Standard Save File D al og.
If you change your m nd about saving the nodified icon file, you can

abort the save by clicking on the "Cancel" button in the Standard Save
File D al og.
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t he penguin

/ \
\ /
/ \
\ /
/ sof tdox by \
\ /
/ \
\ /
/ witten for \
\ /
/  the south pole..... [312] 677-7140 \

\ the safehouse...... [612] 724-7066 /

/' sound barrier...... [618] 797-0656 \

\ the outpost........ [312] 441-6957 /
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So you decided to enlist in the arcade arny,eh? well, around here
there's only one way to do things-- the arny way! So stand up
straight, wpe that silly smle off your face and |listen up, soldier!

To begin

———————— Put the disk in the drive and turn the conputer on. Watch the
educational training filmthat appears on the screen. After you have
nenorized it, you can bypass it by pressing the <return> key.

Si gni ng up

—————————— Enter your serial number. (this is a nunber between 1 and
5, inclusive). The conputer will ask you your name. Type it in. From
now on, every tine you boot the disk it will display your nane,rank,
and serial nunber. Never tell a foreign (or donestic) spy any nore
than that, it mght lead to your denmise. It's also against regul ations
and in this arny, we do things the arny way!

To proceed to the training area, press the <esc> key. Once there, you
will be greeted by the drill instructor. The di's primary occupation

Icon files should ONLY be saved to the |OONS folder. GS/CS can not find icons is the notivation of recruits. He will notivate you to pick one of

anywhere el se except in the | CONS fol der.

The wi ndow wi || be closed and you can then open a new icon file.

five training areas. Should his nethods fail to persuade you to nake a
decision, you'll be booted out of the arcade arny and you'll have to
reenlist if you ever want to amount to anything.

Watch out for land mnes. They could turn up at anytime, just to keep
you recruits on your toes. But there's not enough powder in them to
waste you, only to teach you to watch where you're going. Get smart
and maybe we' ||l renove the mnes |ater.

O dnance regul ati ons

-------------------- The mlitary hardware used in your training has
some built-in features worth taking advantage of. The "p" key wll
pause the simulation. <ctrl-s> wll toggle the sound effects <sp bar>
or hol ding down both joystick buttons at the same tinme will allow you
to bypass the nmusic that follows failure during any task. Please note
that often the reason for your failure will be pointed out on the
screen with a small arrow Study it carefully.

Rank

---- The purpose of your training is to work your way up to the rank
of sergeant major. Right nowyou're alowy civilian and unless you
shape up you're going to stay one! Should you show sone aptitude, you
nmay earn your stripes as follows:

Recruit.............. no stripes
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Private.............. one stripe

Private 1st class....two stripes

Corporal ............. three stripes
Sergeant............. four stripes

Staff sergeant....... five stripes

Sergeant 1st class...six stripes

Master sergeant...... seven stripes

Sergeant mgjor....... seven stripes & 1 star
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Suddenly Space is a dangerous place. ..
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A dub 96 Rel ease
DI SK LOADI NG | NSTRUCTI ONS

Turn on the conmputer. Insert the diskette into drive 1 with the |abel
facing upwards. |If the GS (Qperating Systemis already up, insert the
gane disk into the drive. dick the nouse pointer twi ce on the

TAI TO ARKANO D i con when it appears. Next, click the pointer tw ce on
the ARKANO D icon. The game will now load. If you want to boot directly
fromthe Arkanoid disk, reset the conputer and the gane will start
automatical ly.

CONTROLS

This ganme