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Thank you for~buying Orion Software. We h~pe that your use of our product will 
be trouble free. Td forward these ends, please give these instructions at ld!ast 
a cursory· .reading. Some pieces of Orion Software have unique features in their 
~oading andcuse that you should be.a'l'\'51re of. 

************ 
* WARNING~ * 
************ 

Ori-on Software is reco~ded on CHROME ~ because it will give you a more relia-
// 

- ble load. However, it precludes your· re-recording a program or putting another 
program on this tape with a standard portable cassette recotder (the type most 
of us use)-. _ If you attempt to re-record or record anything- else and put it on 

_your Orion tape, you ~ill not succeed and you will undoubtedly damage tne pr~- -
ftrams that are already there. If you do this your tape is not returnable • 

• We.suggest that o"!lce you::have loaded your Orion Software tape, and checked its 
functioning; that you make a backup copy on your own tape~ Then put your ori­
ginal Orion tape away for use only should your backup -copy(s) become unusable. 

COPYRIGHT NOTICE 
t;\. 

All software (either in ll'l.achine readable ot }luman readable form) and all in­
structions, listings, illustrations, descriptions, etc. 'included with it, sold 
by Orion ~oftware Associates, Inc. iSiprotected by copyright. All of these 
materials are sold under the express understanding that th~y may.not be dupli­
cated except for tpe purchaser's own· pers6nal use on personally owned system(s). " 
To do otherwise is a violation of the law. 

Eaucational and other institutions who wish to make copies for use on commonly 
owned systems please contact us. 

('c 

RETURN POLICY 

We don't use any cute protection gimmicks on Orion Software, so you ·can use your 
machine to ma«e backup copies. However, you could also make a copy and then return 
the original tape {disk) requesting a refund or exch~nge for another program. 

>e(' 

Unfortunately, not so. We will exchange proven defective tapes (disks) with· 
copies £t~ same program(s) only if they meet these conditions: 

1) The program doesn't load on your machine. 
2) The program tape (disk) has not been tampered with (see paragraph 

h~aded WA~~ING!) 
3) You pay postage both ways to return the tape (disk) to and from 

Orion Soft~are Associates. 
4) The program will not load on our machine~ either. 

.-

Oqr tapes are duplicated by professionals, using a digitl!ll process, under strict 
~uality control. They are the best that can poss~bly be produced. Occasionally, 
tapes will have one or two bad characters. If this is the case (i.e.'only one 
or two garbled characters) we do not consider this a bad loading tape. List.ings 
are included with most tapes so you can correct th±s. On the oth&r hand, if 
you a:re gettiftg se.veral ,garbled lines" this may be a bad tape. Such a tape should 
be re;t:urned t'o' us. You.must send postage fot the return of your tape -or a stamp-

, edt self-'adgtes'sed, padded envelope. Be sure the postage is sufficient~ .. , 
., . 

.. 
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LOADING INSTRUCTIONS 

BOARD GANES 1 
CUBIC 

Cubic is written in BASIC and loads in the conventional ~anner. For those of 
you who may be new to the hobby, lets go through the loading procedures. 

l) Be sure your system is ·eorrectly set up. ~1ake sure the 
computer, monitor and cassette machine are interconnected 
corectly. See your o~~er's manual for directions. 

2) Be sure your 'SHIFT LOCK' key is down! You'd be surprised 
how many people forget this. 

3) Insert your Orion cassette into your recorder with the side 
you want up and rewound. 

4) Cold atart your system~ or if it is already running, type 
'NEW' (RETUR.~). 

5) Type 'LOAD' but do not hit (RETt~). 
6) Push play on your recorder. 
7) Now hit (RETURN). 
8) When loading stops, stop the cassette, and push the SPACE BAR 

then (RETUlt'I) • 
9) Type 'RUN' (RETL~). 

MlNI-GOMOKU 

Mini-§omoku is written in machine language but·loads via BASIC. It does not 
POKE in the machine language routine, but uses a special loading technique. 
To load Hini-Gomoku folJ._~ _st.~p~!:_Cl__ L.a_h_p_yg_" __ A_a___the__p.rogrAm lrutds-~:Ul--.- · 
~ee.afew lines of BASIC, then an O.K., then one more l!ne of BASIC.~ Finally 
you will see a number at the lo~er left of the screen being incremented rapid-
ly. This is the program being loaded. If you do not see this, start over, this 
:•time readjusting your tape maehine' s volume and tone controls until that number 
increments rapidly and smoothly. When the program has finished loading, it 
w±ll auto start and the playing board will scroll onto the screen. 

NOTES TO TV USERS 

'The graphics displays of these games have been developed using true video mon­
itors. We have made every effort to use only that portion of· th~ screen .that 
.can also be seen by those people using a converted TV (or a TV with an RF con-

. verter). However, we cannot be sure that the playing boards will show in tot­
ality on all converted TV's, as each one seems to show more or less of th~ 
screen than others. We apologise for any inconveince. 

COLOR AND SOUND 

Since these games are games of intellect, color and sound were deemed unness­
a'ry even distracting. 

.. 
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PLAYINC. I~STRUCTIONS 

BOARD f.AMES 1 

-CUBIC 

Cubic is a game of three dimensional tic-tac-toe. It is played on a 4x4x4 
board because, if you have ever tried to play on a 3x3x3 board, you know 
that it makes the game trivial. 

What is meant by a 4x4x4 board? Each level has 4 rows of 4 columns and there 
are 4 levels. Rows go horizontally across the level with row one at the top 
and row 4 at the bottom (see fig. 1). Columns run up and down on a level with 
column 1 at the left and column 4 at the right. The levels are numbered 1 to-
4 starting with the uppermost. 

While the program does give a graphics display of the board it is intended 
primarily to check piece positions. To give yourself-the best idea of the 
pro~ress of the game we recommend that you build or buy a playing board. The 
Qubictm board by Parker Bros. is one such board that you can buy. 

The computer will open the game by asking if it should move first. If you want 
it to move first answer affirmatively. For those of you who are not used to 
OSI machines, you must give some answer to every promt for one. If you ans­
wer with a RETUR,."i only it will terminate the program. So if you want to 
move first, answer negatively. If the computer moves first, it will ask for a 
random number seed. This number must be a decimal. It will then output its 
first move; level, row and column. 

At this points or. if you elected to move first; the computer will ask 
move. Enter the level of your intended move first and then a RETURN. 
then ask you for the row; again, enter_ the row followed by a REITR."i. 
then ask for the column; follow the same procedure. 

~or_ your 
It will 

It will 

If you have entered any one of these numbers wrong and HAVE NOT YET HIT RETURl'~ 

FOR .~ NUMBER• simply enter an illegal number (e~g. any number greater than 
4), and you will be asked again. After you have hit RETURN for a level, row 
or column, you cannot practically change that entry.-

If the square you have requested is taken, you will be told and the entry pro­
cess will be started over. Herein lies the only practical way to change a move 
that has been partially entered. If you have ent~red a level, or a l~vel and 
row, try to manipulate your remaining entries so that th~ square requested is 
already taken. You will then be started over. 

Once you have sucessfully entered a move the computer will draw the board for 
you to view and ponder while it considers its next move. The computer will 
return with its move in about 90 seconds. When it does it will clear the screen, 
display its move and query you for yours. This procedure is better than 1ust 
placing a yiece on the board and leavinp. you to fi~ure out where the new piece 
is. 

_Oh, by the way, you are the wnite pieces and the computer is the black regard­
less of who moves first. 

·The game alternates in this "'ay until one side wins or each side has made t,wenty 
moves, whichever comes fi~st. 

ttl 
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LOADING INSTRUCTIONS 

BOARD rAMES 1 
CUBIC 

Cubic ig written in BASIC and loads in the conventional ~anner. For those of 
you who may be new to the hobby, lets go through the loading procedures. 

1) Be sure your system is correctly set up. Make sure the 
computer, monitor and cassette machine are interconnected 
corectly. See your o~~er's manual for directions. 

2) Be sure your 'SHIFT LOCK' key is down: You'd be surprised 
how many people forget this, 

3) Insert your Orion cassette into your recorder with the side 
you want up and rewound. 

4) Cold start your system, or if it is already running, type 
'NEH' (RETURN). 

5) Typ~ 'LOAD' but do not hit (RETVRN). 
6) Push play on your recorder. 
7) Now hit (RETURN). 
8) When loadin~ stops, stop the cassette, and push the SPACE BAR 

then (RETVR.'l) • 
9) Type 'RUN' (RETt~). 

M!Nl-GOMOKU 

Mini-~omoku is written in machine lan~uage but loads via BASIC. It does not 
POKE in the machine language routine, but uses a special loading technique. 

•' 

To load Mini-Gomoku follow steps 1 to 7 above. As the progra~ loads you will 
see a few lines o~ -BASIC, then an O.K., th~-one more line of 13ASIC~ --Fina1.ly 
you will see a number at the lo~er left of the screen being incremented rapid­
ly. 1his is the program being loaded. If you do not see this, start over, this 
time readjusting your tape machine's volume and tone controls until that number 
increments rapidly and smoothly. When the program has finished loading, it 
will auto start and the playing board will scroll onto the screen. 

NOTES TO TV USERS 

The graphics displays of these games have been developed using true video mon­
itors. We have made every effort to use only that portion of the screen that 
can also be seen by those people using a converted TV (or a TV with an .RF con­
verter). However, we cannot be sure that the playing boards will show in tot­
ality on all converted TV's, as each one 's~ems to show more or less of the 
screen than others. We apologise for ~ny inconveince. 

COLOR AND SOUND 

Since these games are ~ames of intellect, color and sound were deemed unness­
ary even distractinr,. 
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SPECIAL TECHNIQl~S 

CUSTOMIZING 

The playing pieces displayed are stored as WT and BT for the white and black 
piecest respectively. By changing their assignment statement (line 270) you 
can make them any graphics character. 

Twenty was chosen semi-arbitrarily as the maximum number of moves in a game. 
MC holds the number of moves made. By changing the test on MC in line 1400 
you can increase or decrease this number. 

SPECIAL BOARD POSITIONS 

No direct provision has been made for this in the program, but it can be done. 
The computer's image of the board is the matrix BD(4,4,4). The indices of 
this matrix are the level, row and column respectively. 

Run the. program, and break out of it when the computer asks who should move 
first by using just a RETU~"i in answer to this question. Then, using a series 
of immediate Mode commands, set the squares you want to occupy in the BD mat.rix 
tri'l and the computer's squares to S. Set MC to the number of moves that you· 
want to have been used. (e.g. Bn(l,2,3)-l ••• BD(4,3,2)=5 ••• MC=6) 

Now reenter the program by a GOTO 1107. DO NOT use RU~ 1107, as this will 
reset the val~es in BD to zerQ. This enters via the graphics routine, which 

,. will draw the board while the computer generates its next move .• 

.. ' 

... 
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MINI-GOMOKU 

This game; is 'mini 1 because it plays on only a lOxtO board rather than the 
standard 16xl6. This was dictated by considerations of some OSI systems', 

· disptay capabqity. The graphics display of the board is totally sufficient 
to play the game; however, many confirmed ~omoku players like to use a real 
wooden board and 'stones.' 

Gomoku is an ancient oriental game. The idea is to place five of your 'stones' 
(pieces) in a row and prevent your opponent from doing so. Volumes and 
volumes have been written on gomoku strategy so, for the uninitiated, they 
are the best place to learn the game. 

As said in the loading instructions, the game auto starts on loading. You will 
be asked to move first, and you will, therefore, be the black stones. The 
game has no provision for the computer making the first move, nor is there_ an 
easy way to set up special board positions. 

Enter your moves by entering a row, which have alphaoetic designations (A-J); 
and then a column, which have numeric designations (0-9). Simply push the 
letter and number keys for your chosen square, no RETURN is necessary. Be 
careful, however, as there is no way to take back any key pushed. 

After the second keystr6ke, your piece is placed; the computer figures its 
move (in less than one second); places its pieee and displays the alphanumeric 
move it has made on the bottom of the screen. Look quickly as this display 
lasts only about a second. 

The game continues until one side wins, or a draw occurs. A draw is re~ogniz­
ed by the computer wh~n -it is no longer pQsaible for ~either- -s-1-G-e- !_:.--o-- win. 

At the conclusion of the game, the computer will ask if you want to play again. 
Puehing 'Y' wjll gat-you.another game. I¥ you should aceidefttally hit BREAK 
during a game push •w• {warm start) then either typeo'RUN' and RETURN or use 
X•USR(X) in the immediate mode. This will not save the game in progress, but 
it will save you from having to reload the program 

MAKING COPIES OF 'MINI-GOMOKU' 

There are two copies of 'Mini-Gomoku' on the tape you have received. 
may, and probably should, want to make baekup copies. '-le ~are not, at 
time, releasing the program which puts machine language programs·into 
format that you received 'Mini-Gomoku' in. 

But you 
this 
the 

Probably the best and easiest way to make machine language tapes, without OSI's • 
extended monitor. was outlined by Danny Schwartz (Mini-Gomoku's author) in the 
April/~ay issue of 'Compute II.' Since we cannot print any part of that article 
here you willhavee to get a copy of t~at magazine to use that method. You will 
need to know that Mini-Gomoku starts at 2276 and ends at 3747 decimal. You 
can· reach 'Compute ~I' at P.o. Box 5119, Greensboro, N.C. 27403 • 

·. 
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L)S:T 

1 iJ 1 FPE::EJ< r5'? (.188) <: 1281 HE::IiPOKE::568:32, iJ 
11~ FORZ=546105'?0 
120 R~8DM:POKEZ,H 
13 iJ J·iE::XTZ: POKE 11 ':34: POKE:: 12' 2 
140 DAT8162,216,169,208,183,2SS,169·0,133,2S4 
150 DAl.Al68,169,32,145,2S4,200,208,251,230,255 
160 DA18228,2S5,208,245,96 

u:: •) F-'R HH ·. C~_li.{ l C '.1 2. r) .. : PR 1 HT: PR ll'il: PR I Hl: PR liH: PR ll'il 
1·;.;_, Pfi:~ 11H .. ((:) 1·=..::: ;_,·.: PR llil 
195 PR 11H ·. OR 1 [ll·i SOFTI,JftRE:: .. : PR 11H .. A:S::S:OC I ftlE:S:, 11K •.. 
19? PR 1 HT ~ PR 1 IH: PR I liT: PR I liT: PR liH 
2iJ(I FORTT=1TOlE4:1·iEXT 

2t.(l 
2?(1 
2;?,1) 

9':;1 
·;.t~i2 

·==-~·~; 
9~··) 
·;&t:.~i 

·=..?(I 
'=-'7":; 
9::: (I 
·3c:~; 

·~·;..::; 

1000 
1 005 
1 (I (I(.' 

l---..1.1.1! (I 
1012 
1015 
1017 
1 019 
1 020 
11 (1(1 

Itli1Blt(4,4,4> ,.iJI1(4,4,4>, 111(4,:?.> ,Tf1(:3> 
BA=S3379:0F=32:W1.=232:Bl=226:BB=BA 
1 FPEEK (•5? (188> < 128THEHOF=64 
F-·R liH ·.THE 6AI1E:: 1 :; L 1111 TE::il To·· : J=.·R 1 HT .. TI .•. IEIH'l 
PR 11-H: PR I IH: PP.11H 
PR1tn··REfiDY TO PLAY·?·r·?·· 
PRlHT: PRllH: PR ll·n: PR lNT: PR 1 NT 
P~1NThSHALL 1 MOVE FIRST~·· 
PR 1 NT: Pfi:: 1 NT: PR1 NT :'PR 1NT: PR1 NT 
PR nn ·· <"lE:::~:.-··tm) ·· 
INPUT A$ 
1f ff$='·'tE:i··op ft$='·'t'· THEN t~O:S:U:B :;ooo 
PRINT:PRINT:PRINl' 

PR 1 tn '·l .•. IHAT 1:::,: 'r'OUR MO'v'E'!· '· 
PRINT'·LEVEL '·:INPUT L 
If L>4 THEN 1 01)5 
PRlMThRDWh:lNPUT R 
If R>4 THEN 101(1 
PRINT •. COLIJMI'i '· : Il'iF-'UTC 
IF C>4 THEN 1015 
IFBD<L,P.,C)=Ol.HEN1100 
f•R 1 NT'· THftT :S:I)llftfi::E IS Tfti<EN '·: I;YOTD 1 0 (I 0 
MC=HC+1 

11 05 Bit (L, R, C) = 1 
11 0? ;x; =1_1:5: R C>~) 
111 o -::;o:~:ui:~::.o) iJ o 
120 0 I;YO:S:UB 2 0 i_t (I 
1300 GO:Sllll 4000 

'1400 IF MC<20 THEN 1000 
1 ~HI 0 t;YOTO 6 0 0 0 
2000 C0=1 
201<.1 FORL=1 T04 
2015 FOR R=1 TO 4 
2020 FDR C=1 1·0 4 
2025 l.F Blt(L,R,C)=i.t THEN c;o:S:Ull 290i.t 
2030 ~=l:ID(L,R,C)+H 
2 (1:35 l'iEXTC 
2038 1FH=Ol.HENGOSU113700 
a04 0 1 F H> 0 THEN GO:S:Ull3 (I f_t 0 
2045 H=o:C0=1 
2050 NEXT R 
2060 H=O:CO=l 
2i_t'(·'i_l" FOR C=1 104 
2075 F-DR R~l 1·0 4 

. 2080 lF liD<L,R,C>=OlHEN GOSUB 290~ 
2085 H=:BD(L,R,C)+H 
2 o·;.. fJ NE:X:T R 
209:?. IF H=Ol'H~NGOSU11:?.700 
2095 IF H>O 1·H~N GO:S:UB 3000 

110VE:S ·. 

• 

.. 



2100 H-o:co-t 
21 €JC:; NE:><TC 
2110 H=O:CU=l 
211:; F-"ORR=1T04 
2120 C=R · . 
2125 IF-"~D(L,R~C)=~THENGOSU~29UO 
213~ H=~D<L~R,C)+H 

. 2t40 ND.:lf::' 
2145 l FH= tJTH.E::f'~GO:~:t_t~:?.f' 0 0 
2150 lFH> OTHE:.tK::iO:SUK::OfJ(I 
215:; H=i_t: CO=l 
2161) FU~·~~='l 104 
2165 C='J-R 
21"?0 1F~D(L,R,C)=OTHENGOSUB2900 
21"?5 H=~D(L,R,C)+H 
21:::0 l'iEXTR 
2185 1 FH= UTHENGUSIJ!I:?.{' (t 0 
2190 1FH>Ol-HENGUSUB3000 
21'~5 H=O: C:O=l 
21'~(' NE:>c:TL 
2198 H=o:CO=l 
22 fJ iJ FURF::= 1 T04 
2210 FORC:;:1T04 
222(1. FORL=1 T04 
2230 1FBD(L,R,C)=01.HENGOSUB2900 
2240 H=~D<L~R,(.;)+H 
22C:;fJ NE:,::TL 
2260 IFH=OlHENGOSUB3700 
2270 1FH>Ol"HENGOSUB3000 
228 '-' H= '-': CO= 1 
229 o I'~E:=nc 
2295 I'~E:=<:TR 
229(·' H=i_•: CO=l 
2:}(10 F-T.l-RR=t T04 

·2305 FORC=1T04 
2:3fJ7 L=C 
231~ lFBD(L,~,C)=iJTHENGOSU~2900 
2315 H=BD(L,R,(.;)+H 
2320 NEXTC . 
2325 IF H=01-HENGOSUB3700 
2330 1FH>OTHENGOSUB3000 
2::-::::;:c:; H= i_l: CO= 1 
2340 NEXTR 
2:345 H::;;; 0: C [J;;; 1 
2:3':Ht FORR= 1 T04 
23:;5 FURL= 1 T04 
2360 C=C:i-L 
2:365 lF~lt O::L:o R, C) =i.•THENGOSU!<29(t0 
2370 H=BD(L,R,C)+H 
23.?5 NE:X:TL 
2380 1FH=Ol"HENGOSUB8700 
2385 1F~>Ol-HENGDSU~3000 
2:3·~ 0 H= 0: CD= 1 

. 2:~:95 t~E>::TR 

24(10 
24(15 
2410 

H=O:CD=l 
FOR (:;;;1TD4 
FOR R=1T04 
L=R 

2"\ 1 ~; 1 FBll (L ~ R·~ C)= OTHENl:=tOS:Ull29 (I (I 
2420 H=BD(L,R~C)+H 
2425 tiE:YTR 
2430 IF H=Ol"HE::NGOSUB3700 
24:3:• 1 FH> OlHENC::iOS:UJ:L:-:1 (.1 IJ (I 
2440 H=O:C0=1 
244':i NE::XTC 
24':il) H=O:C0=1 

I-.; 
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·24'::i5 fORC=ll 04 
246{1 FORL= 11 04 
2465 R='::i-L 
2470 IFBD<L,R,t>=Ol.HENGOSUB2900 
2475 H=BD<L,R,t>+H 
24::!. 0 NEXYL 

24';&2 
24·;,.-:; 
24';.? 
2500 
2SfJS 
2~51 0 
251~S 

2520 
2~525 
2~;:=: (l 

2~i:~:~i 

2':i:';i (I 
2~;s~; 

2560 
2565 
25'?(1 
25( .. ~5 
2~i:?.O 
2~;::::~; 

2600 
.2605 
2610 
261':i 
2620 

1FH=01HENGOSUB3700 
1FH>U1~ENGOSUB3000 
H= (.1: CO= 1 
t·iE/::TC 
H=f.t: C0=1 
FORl,= 1 HJ4 
R=L:C=L 
lFBD(L,R,C>=OTHE::NGOSUB2900 
H=liD<L~R,C>+H 
NE><TL 
lF H=OTHENGOSUB3700 
1FH>01HENGUSUB3000 
H=O:CO=l 
FORL=1T04 
R=L: C=':i-L 
1 FBII (l, R, C) =(IJHE::I'H::.U:SUB29 (I (I 
H=l:::ll <L, R, C> +H 
NE::i<TL 
1FH=Ol.HENGO:SUB3700 
1FH>Ol.HENGUSUB3000 
H=(t: CO=l 
FORL=1T04 
~·=':i-L: C=R 
IFBD(L,R,C)=01.HENGOSUB2900 
H=Bll (L, R, C) +H 
NE:::>=:TL 

....- ~~;-·1-FH= f.tTHENGO:SU:B:}'{'(.~ 0 
26:3 0 1 FH> OTHENGO:S:UB:3 0 (I (I 
26:35 H= iJ: CO= 1 
2650 FORL=11TJ4 
2t.~;5 C:=L: R=~5-L 
2660 IFBD(L,R,C>=OTHENGOSUB2900 
2665 H=BD<L,R,C)+H 
2t. 7 0 NE::<TL 
~2675 1FH=OTHENGOSUB3700 
2680 1FH>OTHENGOSUB3000 
2E:.:35 H= 0: CO= 1 
2·;,.(1(1 1M (C:o, .D =L 
2910 1M <C0,2>=R 
292 (1 1M <CD, 8) =C 
2·;.25 CU=CD+ 1 
29::::.:.• RElUF<:N 
3000 IF H=l5 601·0 3100 
3010 IF H=3 GDl·o 3200 
3020 IF Hd2 601·0 3300 
:?,(1::::(1 lF H=1 (I GOTO ::::4!_1(1 
3035 IF H=4 GDl"(J 7500 
3040 IF H=lDRH=5THENGUl.D3700 
::::tl5 (I GOTO::::"f·' 0 (I 
:;::1 (I i..r FOR F= 1 T04 
3105 IF lM(F,l)=O THEN 3700 
3115 DM~lM<F,l)flM<F,~),lM<Fi3))=100 
:3120" NE::::-n F 

~ 3130 GUl·o 3700 
3200 FOR F-'=1 1·04 
)2(t5 IF 1M q::~ D =1J THEN:3("(t(l . 
3215 DM(lM(F,1)~1M(F,~),lM(F,3))=90 
:::;22 0 NE:,<:TF 



~3UU ~U~ ~~~ IU ~ 
·j305 lF 1M Cf,l)=O lH~N 3700 

3315 ~M<lM(F,1),1M(F,2),}M(F,3))=~M(lMcF,l),}MCF,2),1M(F,8))+1~ 
~: ~:2 (I l'iEXTF 
:;; :;::;:(I t.:,[J 1"0:3 7 0 0 
3400 FUR f=l 1"rJ4 
8405 IF 1M(F,1)=01'HEN3700 
8415 ~M(lM(F,1j,lMCF,2),}M(F,3>>=DM(lM<F,1),1M(F,2),1M(F,3))+5, 
:~:42•) r-u::x:n: 
:;:4 ;: i_l GO H.J.;: i-' (I (I . 

. 870(1 FOR F=l 1'04 
3710 FOR 2=1}'0 3 
:3?2 (1 1M n::, :S:) =(I 
8?30 NEXl·s:NEXl"F 
3?40 RETURN 
4000 R~M COMPUl'ER MOVE ROUl"lNE 
4iJi.l':; T=IJM (1, 1, D 
4 i.l1 iJ. Tft ( D = 1: Tft (2) = 1: Tft <:3) = 1 
4•J15 FrJRL=1T04 
4 020 FO~~R= 1 T04 
4 iJ2':i FrJRC= 1 T04 
4030 1FDM<L,R.,C)>l.THEN4100 
4t):;:s GOT0420 U 
4100 l'=DMCL,R,(:) 
41•)'::i Tft ( 1) =L 
411 (I Tft (2) =R 
4115 Tft (:;::.• =C 
420 (I t·iE:=<TC 
42t)'::i t·iE::<:TR 
421 i.l t·iE:X:TL 
4300 1FT=0THENGOSU~5057:G01'04500 
440(1 L=Tft (1) 

4405 R=lft(2) 
44-ii.l C=Tfi c:::.. 
4.415 .itD (L, R, C) =5 
4420 GOSU~5500 . 
45t)iJ FORL=l 104: FORR=1 T04: FORC=l 1'04 
4505 DM(L,R.,C~=O 
45ll.t t·iE>n-C: liEXTR: HEinL 
4520 RETIJRti · 
:;; i.tr)(l ::-:: = U :s: R <::.:: ~· · 
'::i (105 PR 1 NT .. THERE fiRE :::,:o l•lfitiY ·-
5(11 i.l PRlNT'·CHrJlCES, 1 Cftli·· T itEClitE·· 
5i_l15 PRlNT'·t;I V~ 1·1E ft Hftliil B'r' ·. 
'::i t)2t) PR 1 tiT .. CHOO::::: ll·iG 'lOUR FftVOF:: 1 TE '· 
'::i (125 PR 1 NT·. NUMBER-- ( i_t-1) '· 
'::it):3t) PR ltiT: PR lNT: PR 1 NT: PRli'H: PRINT 
5 (.140 INPUT SE 
5041 IF SE<l l"HEN 5045 
'::i 042 PRINT'· THE NUMl:!~R ·MUST :BE '· 
5 i.t4:3 PR 1 N.l .. :BETI.~IE~N ZERO ftNlt ONE •· 
':i 044 PR 1 NT'· THAT ~1EftN:S: ft m::c 1 Mftl! ! ! '·: GOTO 5(14t) 
~; (145 PR 1 NT: F-'R 1 NT: F-·R 1 NT: PR 1 NT: F-'R I NT 
::;•)5•) PRINT'"THftNI<:S:--I NEEltE~ THAT!~ .. 
':i 1)55 PR 1 NT: PR 1 NT: F-'R 1 NT: PR 1 tn 
~j (l':ii·' FORI:-!= 1101 (I (I: .S:E=RNll (:';:~) : NE:>::T 
51)~1) L=INT(10+RNIJ(SE)) 
5065 IF L>4 OR_L<1 l"HEN 50~0 
5i.l?{t R=lNT <1 l.I+RND (S:E:.• :.• 
5~75 IF R>4 OR R<1 THEN 5070 
5080 C=lNl'(lO•RND<~E)j 
5085 IF C>4 OR C<l 1'HEN 51)80 
5087 IF ~D<L,R~C)(ji_t l'H~N 50~0 
5090 BD(L,R~C)=5 
::; .:.1·~5 .::.;o:s:u~ ~;s.:.1t.1 

r:;l(tl) RETURN 

.. 

.. 

.. 

' . 
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... 

~~OU REM MUYE UUI~UI KUUtlN~ 

5505 PRlNl":PRINl:PRlNl.:PRlNT:PRlNl. 
551 i_l PR1Nl'"M'I Mm/E:: lS---·· 
C:i'::d 5 Pf.'<' 1 MT'· u::VE-:L '· ; L 
5520 PR1h1···pow ··;p 
'ti':i25 PR Hn '· CO~.JJMN .. ; C 
5530 PR1Nl":PR1Nl":PR1N1:PR1Nl":PR1N1. 
5535 1F l>=lOO.l.HEN GOSU~ 7000 
5540 RElU~N . 
t:.iJ(.I(I PRlNT"·t,.IE:: HH\·'E:: IJ:S:E::il HLL OUR 
6 0 O~i PR 1 NT·. MOVE:.S. THE r:;RME 1 :s: '· 
6iJ1 (I PR1NT""H ltRHI .•. I •.. 
6 (11 ':i GOTD86 (t i.t 
(·'(I OtJ PR 1 NT"· 1 ~EL 1.E::VE 1 HH\.'E I •. I(JI'I! ! ·. 
'? 0 o:::: PR 1 tn: PR 1 NT: PR 1 tn 
'? i.l i.t':i PR 1 tn ·. THfltH< 'lOU FOR H REh.lHRil- ·. : PF.: 1 NT·. 1 NG GHI'1E! ! ~ .. 
"?(I 0? PF.~ 1 NT: PR 1 NT: PR 1 NT: PR 1 NT: PR 1 NT 
·;.-- i_tl (I GOT0:36 (It) 
7500 PRINl.:PRlNl.:PRlNT 
;.or:;; i_t'::i P~~ 1 tn .. 1 ~EL 1 E::'v'E:: 'lOU i .• J 1 N! ! ! •· 
'?51 0 PR 1 NT .. THAtiK 'lOU FOR H RE::iJJHRlt- .. 
f"'~:d ":i PR ltn··· 1 N(:i GHME. '· 
7520 PR11'1T:PR1Nl.:PR1NT 

. -?~i2~5 r:;ol·o:=:..:. (I 0 
::::r:•;_,,) PRnn··LEvEL 1 LEvEL 2··: F-'RHn: PRliH 
:::: (lt)2 r:·R 1 tH .. LEI.-·'EL :::: LEVEL 4 •. : F-·F:: 1 NT: PR 1 tH 
::-:oo:::; F-;R 1NT: PRINT: PR 1 NT: PR 11'H: PF:' 1 NT 
::::i_t(l4 FOR:SF=1 TD2 
::::t)(15 FOR:S:E=1 TD2 
8(.11 iJ FDRSC=l T04 
8015 FORSii=OTD9STEP3 
!:::ltJc (fpOJ(E::~t=t+:S:I.l, 21 (I: PUr<EiiFt+:S::it+21 2 (t(': PDI<E.BR+Sil+ 1 , 185 
8025 PDKE.BA+SD+OF,l3~:POKE.BA+Sii+DF+2,!43 
8t)::::o PWC::Ei:H=t+:~:D+2+DF+2, 2(18; PDI<EBR+:S:D+2.UF+ 1, 128 
:;;: t):?,5 PW<E~A+:S:i1+2+GF, C: iJ9 
8(14 i_l l·~t::-n:::::D 

8050 BH=BA+3+Df;NEXTSC 
8055 ~H=Bf1+4+0F:NEXTSE 
8060 .BA=B~+14:NEXTSF 
:3(1(' i_l :BA=.B:B 
:=: li_tt) FD~:L= 1 T04 
81l.l5 FDRR=1l04 
::H 1 0 FDF::C= 1 T 04 
::::115 1 Fill• (L, R, C) <> i.ITHEN8125 
:::: 12t) GOTD815(t 
:3125 DNLGDSU.B8200,8300,8400,8500 
8130 1FBD<L,R~C)=5THENPDKESF,:BT 
81:35 1 FBil (l, R, C:.• = 1 THENPDKESF, WT 
:3150 NEXTC:NEXTR:NEXl"L 
:::; 15~i RETURN 
::::2(tt) SF=~~+ o::::::+R-2> +[JF+C:+-:3-2 
::::2 i_t5 F<'ETUFr:N 
~300 SF=:B:B+<3•R-2>•0F+C+3+12:RET0RN 
::::4 (I (I :S:F=ilB+ <::::+R-2> •DF+C:+:3-2+ 16+DF 
:::4 05 F::E TURN 
3500 SF=BB+(3+R~2>+DF+C+3+12t16+DF:RETU~N 
::::,; (t i_L lt1PUT"'1 .•. 1f11il TD PLH\' AGH ll't"' ; A$ 
::::62•) 1 FA$= .. Y ·. DRftii= ·.YES·. THH-ICLEHR: GOTD25•) 
8630 1FPEEK(57088><1281HENPDkE568~2,J 
:;';;64·iJ t<:=U:S:R c.;:.• : PR ltH ·. i:'lE::- .t:•l'E FOR HDi;.H ·. 

UK 

... 

... 



..... 

..... _ 

€--UBIC ERRATA 

If you:have a Cl you need"read no further, this only applies to C2, C4, and 
C8 users. We're really embaresse.d ab-out th:ls onea The very last thlng added 
to, the Cubic. program was the part of the graphics routine that scrolls up the 
ledgends- Level 1, level 2, etc. This was done on a Cl iust like most of our 
software develop~ent because df the ease of transferri~r,- from disk to tape en 
a Cl. The tape was then put aside to be checked on our C4 before mastering 
the Board Games ! tape for duplication. 1-i'ell, Murphy's Law struck. As time 
Rrew short and the first ads were about to appear; our C4's video board gave 
up the ghost. w1lile it was out fo1: repairs, we decided to go ahead and send 
~ne tapes qut to be mastered. After all, we thought, \-re had checked everything 
n...'lny t.imes on the C4. 

Matters were compounded when the trial tapes came back for approval, the C4 was 
out again; this time for a non-functioning cassette port. So the tapes were 
approved and the first production run was made, 

Needless to say, when they came back we discovered one major error. The led­
gends I mentioned before did not scroll up enotlgh on the Cl} screen. They were 
also slightly off center. 

The fix is a simple one and requires that you retype only two lines (only one . "---­
if you can live with slightly off center titles. The two H.nes are shown_belo~ · 
as they should be t'etyped. The changes frcnn the existing lines ammounts to 
adding three spaces before the first title on each line, and adding- three mch,;e 
PRINT&; to line 8002. If you do not elect to add the ~ree spaces to 4'ix ·the 
centering, just retype line 8002 to add the. PRINT'·s (there must be .six total) 

.and you are done. 
·---

If you do add the spaces line 8002 becomes rather ·long. Yo~ then have to add the 
PRINTs to line 8002 by using the shorthand form of ?:?:?:?:?:?. The machine 
will expand this to the necessary six PRINT statements. All of the last word 
PJlNT might not show when the line is li$ted, but it will work anyway. 

'h'herr· you go to save ·this long line on tape., however • 
your terminal width had been set to 80 on start upe 
15,80 to set the terminal width to 80. 

you may have trouble u·nless. 
If this is the ce.se, POKE 

'-~ 

We are very sorry about this and it is not· indicative of~ the quality of sof~,'a:re 
we intend to produce. ~-

)~(It) (1 PF<: nn ·· 
8(11)2 pr;nrn·· 

C-4, HHil ·c-::-: 

LEVEL 1-· 
LEt .. ·'EL :~ .· 

\ 

LEvEL 2··: r.·R 11-n: PR I liT 
LEVEL 4··: PRINT: PF::l HT: P~liH: PRliH; Pf<: ll'l.J: f-'F:: liH 

.. 

.. 


