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' Color and Sound Computer System

995

o ZB0 Based
s 12K Memory

Z80 BASED PROCESSOR UNIT

s 5 times more pracessing power than the
Z80 alone

« Completely assembled and tested

¢ 8K ROM, 4K RAM

+ High resolution color display

» Expandable to 44K system with full BASIC.

24 KEY KEYBOARD

« Adapts to different program cassettes fora
variety of applications with simple overiay
cards

INSTRUCTION MANUAL

¢ Gives clear, illustrated, step-by-step in-
structions on how to install your Bally and
start enjoying it within minutes of taking it
out of the carton

4 REMOTE HAND CONTROLS

» Determines action for each movement of
the game being played in B different direc-
tions. Squeeze the trigger for shooting in
Gunfight or for tracing on the screen in
Scribbling

* ALLFUNCTIONS OF THE CONTROLS CAN
BE ADDRESSED IN TINY BASIC!

* Pistol grip design. Each control numbered
an top

CASE

Case is 5" x 11" x 15", made of high impaet
clear plastic with storage space for 15 casset-
tes.

3 GAMES INCLUDED

* Gunfight, a 2-player game. Walk your
fighter around the screen, raise or lowar
his arm and shool

# Checkmate, 0-4 players. Crashrapponents
into your trail, their trail arthe sidesof your
TV screen.

e Scribbling; draw or writ@ aimost anything
you choose in 256 different color patterns

CALCULATOR INCLUDED

#« The Bally Professional Arcade will work for
you as well as entertain you. Its sophisti-
cated 5-function, 10 memory printing cal-
culator with scroll button and entry correc-
tion helps you reconcile bank balances,
compute taxes and the like

» Convenlent algebraic entry system allows
problems 1o be entered in the same order
written, If you want to calculate 3 + 4 —§&
press only (3] + (4] — [3

» Easy 10 operate, Add, subtract, multiply,
divide. See exactly what takes place and
how it looks on your TV screen,

e 10 Day Return Privilege
¢ Expansion Module Takes to 44K

AUDIO CASSETTE CONTROLLER

Save your programs on your audio casselte
drive with the 300 baud controller that will be
available to compliment TINY BASIC. Con-
nects up to the port for pistol grip 4. By utiliz-
ing power fromthe light pen option itrequires
no additional power supply

MACHINE LANGUAGE LOADER

A 256 byte loader allows you to load your
own programs and make more efficientuse of
storage.

EXCITING NEW FEATURES

AUTOMATIC TV PROTECTION

e Even if you forget, the Bally automaticatly
remembers to blank out the display afters
minutes of inactivity thus preventing dams=
age to your TV

e Press resel key to resume your programat
any point.

REMOTE GAME SELECTION
* Sit in your easy chair, select and start. a
game with your remote hand control,

= Ballyistheonly programmablévideo game
with this convenient feature

Tiny Basic
in ROM

» With Audio Cassette Interface
¢ Pragram Color and Sound
= Accepts Pistal Grip Inputs
* 10 Day Return Privilege
¢ 548956
In Stock Now

Tha first In.the Eunctional Series of Vid-
eocade BOM Cartridge Software, TINY BASIC
I8 loaded into the system in seconds, Your
Arcade can be programmed with an educa-
tional or game cassette one instant, and with
TINY BASIC the next, We have seen the prog-
ram and think it's the best value available
today

COMMANDS

The TINY BASIC language supports the fol-
jowing commands:

GO, FREEZE, RUN, LIST, FOR, TO, NEXT,
INPUT, GOSUBROUTINE, RETURN, ABSO-
LUTE, IF, LET, REMARK, RANDOM, GO TO,
ERASE, PRINT.

KEYBOARD OVERLAY

All commands and characters are accessed
from the 24-key keyboard with the guidance
of a color-coded plastic overlay (see fig. I).
Four shift keys are used in conjunction with
the remaining 20 keys. Upon striking one of
these color coded shift keys the screen back-
ground temporarily assumes that color.
Numbers and calculator functions require no
shift Key
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. "Flg. 1, COLORED SHIFT KEYSl

Above each Key ara 4 characters each with
their own color which are called out by hitting
the appropriate shift key (as each shift key is
hitthe screen turns that color). Black charac-
tors, numerals, calculator functions néed no
shift code —

As stated earlier, TINY BASIC commands re-
quire only a single Keystroke in conjunction
with the shift key. Alphabetic and special
characters are generated with a “shift'"" and
another Reystroke. Under program control
each keystroke generates a unique musical
note

NCE/Compumart Inc.
1250 N. Main St., P.O. Box 8610
Dept. P78 Ann Arbor, Ml 48107

FEATURES

Ti ' Grip Trigger.

« Multiple statements/line; Multiple
lines/statement

« Maximum program line 104 characters

s PEEK & POKE

= Line & Rectangle
(Horizontal and vertical lines and rectangle
commands)

* Backspace erase and space forward edit-
ing function

e Displays 11 lines x 26 characters

e Strings

MULTIPLE INPUTS

In addition to the keyboard, TINY BASIC can
address all the control functions of the four
pistol grips through the following special var-
iables.

Variable 'i"" 15 the pistol grip number 1,2, 3, or
4,

0 not depressed,
1 depressed.

-~ uDi Kndb Up Down. 0 grip control knob

neither up nor down;
1 grip control knob
up;

2 grip control knob
down

" LBi Knob Left Right.0 grip control knob

neither left nor right;
1 grip control knob

- left;
2 grip control knob
right.
Value of from 0 to 255
representing the
setting of the knob.

Pi  Knob dial.

MULTIPLE OUTPUTS

TINY BASIC programs have control not anly
of the characters, lines and rectangles ap-
pearing on the screen, but also which of 256
colors and lines that they appear in. The TINY
BASIC programmer also has access to the
music generator,

TOKEN FEATURE

Each command is specified by a shift code
and the appropriate command key as
specified by the keyboard overiay. Even
though each command code is specified by a
single code, and is stored Internally as a
single character, it is completely spelled out
on the screan.

BURN IN PROTECTION

To prevent television tube damage, the
sgreen Is automatically clearad aftar 5 mi-
nutes of inactivity. Program contants are not
lost, and will appear when keyboard activity
resumes.




Bally BASIC

INDEX
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Printing. counting and 1"
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Operating Instructions

H you sre using your Bally Proles:

REMOVE e heypad evertsy
trom i eoveispe in

e bro=t of By

maauyl, (They

savrispu it ageed

place b3 sisre yost

overiay whia you're

et gring 1)

INZERT the Baity BASIC
T2I3000 |8 e castete
ol asd press down
iy

PLACE the keypad overiay
ca Bt brypad

el

ASIC keypad i3 cinded into thive
{ inlormation. NUMBERS, LETTERS

symbcis on keypad
1 when you pus

e wms
LAASE
Words
[ — I

The GOLD shift key selects
e WORDS printed in GOLD.
14

NCE.COMPUMART - Your Esclusive Daiiy Connechion

Viosts 1he computer undersiandy are pfnded oo
the aeypaa 1n GOLD Press the WORDS key. and
hen press the koy wnded Ino words you wani &0
primt o your TY

ineeereen Hext you will learn {2 ovl programs i
YOU! COmMpu

Yiu £20 Rdw BN MrTDers, ietieis and words &

Rarvel the compyler Dy pressing Ine REBET

bution

AEALT

The RESET bution erasen all instiuctiona and
programs in the computer s memaory and clears e
BCrpen

Now you will enler a shorl program

Humber (e lirst instruction 10 Usa the WORDS
ney 1o say PAINT and then spell out "HELLD!

[T

10 PRINT “HELLD(
@

The GO key 2c18 kg B CArmiage retuim on i fype-
writer and moved you 10 the next ine

2

We Have e Amazing Dasy Asads ™

Now #dd

-
WE0T0 10 : [

Now the GIOGIAm i ) T COMpUiSd mamony o
look al the compiete Drogram. Ak the compuler
WwLST i

Now you Can run 1he program. The compuler will
ptint the word HELLO! Then it will go back to the
program and star] over To sop
v hall ey () and hoid if aown
uotl the computse haits

RUN

You need 19 know how 1o ShanNge & Program 5o
thal you can fix & mistake OF MAkS your PIogram
do something different. To change an mnstruction.
just enter the number of ihe line you wani to change
and then enter tha new Instruction.

Now enter this new instruchion 10 reptacs koe 10
= your program Dan 't forget Ihe comma ol e end!

M your program matched fhe exampie. run A ang
#ow whint | 60es. Use the nait key () 10 steo

o Ei

Mow enter and fon s longed prOGEEm. Yo
computer wilt umBbet tha ines 10. 20 T2 saa 43
stomatcaly Alet RESET ana at (he end of ealh
e, press the WORDS key belors you press
GO by A

101 = AND(30) + T2
207=RNDIE- &0
JRUNEL. YD
4RGOTD 18

[TE
Checr your program 10 make SR T malches e
Fxamcle Ten run it

=]

Press the PAUSE key 10 1100 Bhe program. Press
a0y key 10 start il agan.
With thus Teaturg you £an 8150 pause witie kating
jang ams.
in the amy Secton are Many PrOgTamS you
£an select from. Remember to AESET before aach
program and to press GO aher each kae 1 you want
19 number kines autcmatically prese WORDS and
e

REVIEW
MNow make sure you undersiand how lo cperate
your computer and enler and run programs.

1. inser\ your Bally BASIC Programming Cassatte
and put the keypad averlay In place.

2. Press RESET (next to cassefte). This erases any
old programa.

Enter each instrucbon and press GO Or press
WORDS and GO 1of & new kna number

w

»

LIST ine program, and check oach instruction
carphully PAUSE key lels you pause when kslng
long programs

M inérn are any MiSIAkes entes the instruction
again using the same line numbet T0 remove
81 instruction compietely re-enter its ke number
and press GO,

& When your program matches the example presa
RUN and GO

Now you hare two Chostes You can gato LESSON
ONE and continue learming how 10 wrila your own
programs, of you ¢an go 1a the PROGRAMS section
ol thas manual and Iry out any of the plograns

you kike
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Programming Course

Lesson 1
Printing,counting and loops.

Before you Dagen these lessons pleate read and
undersiand the OPERATING INSTRUCTIONS. They
begin on page 4 and show you how ia enler, ksl
2nd run PTOGrams on your computer.

Learning 0 write yout Own PrDgrams isn't hard at
ail. S00n you will be able 10 have your computer
play your Own games. music and videa art.

Le{ s begn by wriling a shart program
First RESET ihe computer with the RESET bution

Now spell oul HI and your name. Press GO
ond the ke

The compulet s WHAT? Decause A dowsn T
now what you s words Hi and BILL are nod

u.r.:.'wnl--r e the WORDS shuft ey
10 entet the word PRINT Then spell out “He 881

Don't forpel the quotation marks.
PRINT "M BILL™ -
[*] T




Ou Fave & Cne-Lae POGTRM in [he compuler
1y You Can fun The CIOgram as many Umes as

Teuln

TUN your SOOI use the WORDS shifl way
and enter RUN

ATTLCUON 10 yOur program and

He'e's what your hew program will 0o. The com.
Puter will prinl HI BILL 0O back io the beginn "o
of your program, print M0 BILL . 9O back 1o the

NNy again. print Ml BILL | _on and on until
¥ou press the HALT key

RUN

Q

w many Lises did yOu fun your program?
" an sasy way 10 bnd cul. Make A counter o
keep trach of the rumber of dems it ran

RESET your computer, then enter and LIST iy
nw program

Eacti t'mo the compater promisd H BILL A aoced
V2 the A counter To End cal Pow many Dmes
YU DIOGIET RN, St whE! rusmber @ i The A
coumer

PRINT A
0]

rmn Date (he program ran 12

A" the compyter ponts
2 A When you say PRINT A the computer prinis
e number in the A countet

M BI20 UBe ANy Other lefter you want io be

LIST youf prograe again

The computer always Lsts the tatest version of
youl program. This bme Defors you run your pro-
S7am. Iry 1o ligure oul what it will 2o Now RUN it and
te¢ if you were right

RUN

o

The computes puts a 2ero i ihe A counter in kne 10
in kne 20.1 = added 1o A. Nexl. in ing 30, the
computer prnts he number A Then the computer

15004 Bach 10 Linve 70 and repeats. =
COUNTSG LOOP WHAT TWE COMPUTER DOES
WA=G 10 A=0

T A=A=1 ma-1

X PANT A 20 PRINT |

4 GOT0 20 40 COTD 20

20 A2

20 PRINT 2

&) GO0 20
DA-]

30 PANT )

& GOT0 20
ot pOu press R M

n

I ine 10 Me computer puts | o the A counter.
In kne 20 A 15 prantec

The wore NEXT in kine 20 meand add | 1o A and
loop back 1o word FOR. NEXT A replaces A=A« 1
and GOTO 20 whuch were Lsad i tha last program

Mow RUN your program and pend the rumbes i A
s the A counter goes from 110 12

Bg

Thes hime e progranm loop 11000ed automatcaty
a1 12. LIST your program agamn

FOR/NEXT LOOP
10 FOR A=1 70 12 HWA=1

20 PRINT A 2 PRINT "y
30 NEXT A 0 A=2.60T0 20

20 A=4GOT0 20
vl A=12

The FORVNEXT ioop adds 1 1o the counted. You

can B83d 2.3, of sy other number, Change line
10 o countby 2%

10F0R A1 TD 12 STIP 2
o]

LIsT
=

o

Now RUN your program and see if it prnts 3l the
odd numbers between 1 2na 12

83

You could also change line 10 and print all the
lens lrom one lo one hundred of all the leap years
wnce your hirthday You can even siep Dackwards
ty using negative numbers. RESET and enter tha
new program

MNow AUN your program. You're at 10 seconds
and counting!

LN

To sxpacite your order call our lali-iree Credit card order line 1-800-521-1534. (Nots, thia line for orders saly.

Now 1o soma fun 19 end your fs] lesson
Add these three knes [0 your program

Lines 40 and 60 change the colory each Lma your
BIOGram funa and kng TO pleys & tune Al e end
Tym

AUN
603

You will leamn 8l aboul colars in letadn B, and
music is eaplained in leaton 5. The remaining
ieysons ate no move dilhicult than the one you hive
i1 compieted

How' gt onto iesson two—ar ship ahead | any
ofher berson you would Lue

n

Programming Course

Lesson 2
Random numbers, inputs,
and what if?

s often handy 10 Rave your compulsr pich out
NuMbers 3 rANGom. Mese's & progeam that salects
random numbers Detesen one 0d Taenly

-

lﬂ-lﬂm
IOPRINT A
ecato 1o
usT

(]

in Ling 10 the computer will make Mg A counier
equal 10 a random rymber betaeen one bnd twealy
in fine 20 Ihe comgpuler prints the number in A. Line
30 sends the computer back i ling 10 Tha comput
& contnuey pching 8 rEndom number. prnting o,
and 00PN Bazk Lo the beganning of the program

The nombers [he progiam selects are difersnt
sach e, §0 don'T sxpect yout NUmBens f0 match
e sxenple

Nougwmwueueu-uanmm
e 10 Ewee in tha A COuntsr

18L= RND (3
[£4]

[
=

o g

IF is a compuier word thal lets you check and see
whgther sometning is true of nol

Enter (nis program
1BA=RND (1)

20F A=) PRINT "HEADS™
J0UF A= PRINT “TALS™

Ihe computer makes [he A counter eihed 1 o1
2 Tran ol A =1 e computer “HEADS" and i

- goe
o eithes 1 o0 2. and the loop

Tha computer is using RND (D) lo change tha
numbar in the A counter on whether the
number 4 1 or 2. Iha compular prinls eithar
HEADS” or “TAILS™ Now run the program and tee
it heads or tads come up more often

o

Angthed say to cnange numbers in & pregiam 410
enter them yoursai! with INPUT A

Whin e computer reads INPUT At waita for you
12 ented & number betora (| CoNUnues running the
program™

Tha letiar A after the word INPUT telis tha campul-
o whizh counisl 1o use. In (his program e number
mnw-uunmnmnm

When you fun the prOgram. the Computes wifl 1190
and wart 161 you t0 NPl @ number

ANet you ingul 8 PUMbet. the COMPUter Prints the
number you entered and asks for 4 38CONd NUMDET

n

F

Gligw e suggetbona below of try yout Cem

The computer prints A 1o remind you fhal your
input wnll Ba 420rRd i The A counter

You can have e computer remnd Yo in Gther
wars. oo

Try thas change in [he program

™

Now enter Ihess numben

The Largest number youl compuler s Memaory can
hold is 32707 You jus! saw what happens when you
input @ numDer Larger Than that

The computar will ashk WHAT? when il doesn 1
understand you.

11 will piy HOWT whan i understands bul canTde
what you

You hgve Deen using INPUT A 10 put numbers in
he A counter. This program inguls NumBerns Into Teo
counlent and then printa their sum

The first number you INPUT goes in the A counter,
2nd the second number goes in the B counter The
computer prints thew sum A+ and loops Dack i
the begiming of yout progran

Thia program i longer 1han rour others 40 we ll
ook a1 il slep-by-shen.

Feesl e computer Ecka & MANSOM UMb’ De-
twean ona and ten and stores it e A counlec
Then you Iy 19 guess the numbec and your iapul s

10 tha begnnm 10 1371 & few GAmE.
It you GdA'| Qof T FigNt Bnswer [ha computer
120p8 Dack o e 20 80 you Lan Iy again




You can change Lne 1010 A=RND (100} ang make
10 keep traca of
tock. Any of the wonds
uce the guclaton marks. b MORE" can be
TRANPed 10 32y WhAlewe! you want

Betore you Iry your game on your triends, &
NOw '3 & gwpry e When the co u
YOLT QUEES. ust enter (he lefler A

Here's & progeem add-on that you wial ke Just
nter Ihe kna numbers @ Shown anc! INe ComEuler
el St your it N e Nght oroet

Q

NNT=23

Mow Iy (De Guessing Qame Bgasn and be ready lor
A Surpriae when you el (he antwer nght!

EH

Programming Course

Lesson3
Subroutines

I wriling OQes DIOGrams you may wanl 10 use 3
shoricut. GOSUB and AETURN maks il easy 1o Use
Mo sama insLIUCTion several places in your program

Thes program ponts the words ROCK, SHEARS
and PAPER several limes. To avoid having 10 wrile
these same instiuclions Over and over, we will use
GOSUB ana RETURN.

Enter the liret part of your program.

Here's whal 3 posng 10 Racpen. When the comput
o reacs bne 10 1t wil jump 1o bne 207 and conlinue
until i2 reaches e word RETUAN. Then the comput-
o wnll D Back to line 10 end contmue

The s3me Mung will hacoen in knes 20
computer wd rurng 10 e GOSUB s
nen retum

ndt 30. The
ctons and

e 40 the GOTO
sach fo

Thon tells e computer
wl stari the prOGrem COver

part of your program

Now 202 these addhional lines 12 your program.

Yous program i now 100 leng 10 M on the TV
screen. Press and hold the PAUSE key lo siop the
fastng ai bne 50 50 you can check . Press GO 1o
Emwml.‘“q

Here's what you ve added
in bne 40 1he compulet will select 1, 2. or 3 ot

random and put fhes number i the A counter in ine
50 the computer will ask for your choice (1, 2 or J)
and the number you INPUT wall go inio tha B counter
Al e 60, the computer will print | PICKED and at
e 7O it will GOSUB to line number 200+ A,

M A=1, the computer will GOSUB 1a line 201
A=2, it wall GOSUB 10 202. And il A=3. it will GOSUB
to 203 on the valug of the A counter,

ing
ROCK, SHEARS, or PAPER wel be printed atter the

words | PICKED.

Liney B0 and $O uss The seme GOTUD frature 1o
pral your selection. Line 100 loops fhe program
back 1o the beginning

Now RUN your progeam and INPUT 1, 2. or J 1o
select ROOX. SHEARS or PAPER

RUN

Mow you can plsy ROCK, SHEARS. PAPER wth
rowr computer. The rules are

ROCK breans SHEARS

SHEARS cut PAPER

PAPER wraps ROOCK

Bt leTs have he computar tell us who won. HALT
ihe program and 327 INxt leature with hese Lows

TRNEF A= B PRINT “A TIE,
soTo 1

TIBF An IF B2350T0 160
1298F A=2 IF §= 150TD 160
1305F Aw 3 IF B 75070 183
1EDPRINT ] WO
1306010
1EOPTINT “TOU WINT™
1786070 18

i1

2

FAUSE wall 5100 the bl 50 yOu Can Chec 1t

11 you would ks your computer 10 keep score. just
acd these lines. The computer will place Them n
FoOUr DIDQram autcmatically

1ESHnHe1

H you wan! 1o 303 mus:c. thete ingtruChons wil go
n

HiNT=19
TAIPRINT “133 = 108 10000

Now RUN your program and see o you can Deal
YOuUr COMpLLeN

RUN

Here's a complete
k3tng of your
ROCX, SHEARS.
PAPER game

~

NEW! TOLL FAEE ORDEA NUMBER (800) 811-1534  Tris ke 13 atafled with 070/ takary onty. information calis cannet be handied on tha kne 1n Michigan call (313) 943300

Programming Course

Lesson 4
Strings

11's often hangy to be abia 1o work with a sequence:
ol numbers of lellers. Thess are calied strings of
afrays and you can have a siring of numbers. pstrng
of latters or a sliing of rmusical notes.

Here's how strings work. The & character is your
computar's Fymbol for a sinng fient itam i AT
ocation 1. of @{1). the second iem m the sinng
s AT location 2. o (8], the Ihird ilem is AT location
3, or @(J) and sa on.

To find the number at location 4 in a string. you
would ask lor ([B{4) like this.

PRINT @4{4)
(G0}

Tha tourth location in the 1tring CoNtams & rera
Biore the number 12 al location 4 bhs Mg, (hen
chech il

e [

& -

This program lists the numbers siored af the Brst
1en locations in the @ string

When you AESET the computer sach location in fhe
siring i3 fdled wilh a revo

estr]
1BFOR A= 170 18
ZOPRINT A @{A)

i

A the A counter agvances from 1 15 10, the com-
wurptmﬁ‘.\dnuﬂmmw-dﬂmll’nf
mwn.:mmmmw-uuwmw
locaton and S0 Of uUp o 10 and tha Lenih rumber
stored in The siting

Ruh
(3

Now enier these instrucliona. (Don't press
WORDS belors you press GO because no lne
numbers are needed }

Each lime you press GO the computst foliows
your instruction il stores number 22 at string hoca-
lion 7, number 17 at string location 3, and 5 at string
location 5.

&=
6o
@)~
Eo-s
m

How AUN your program and see what numbers
are stored al the first 10 string locatons.

L1

This program prints a simpls gragh, using the
siring 1o store 1he numbers 1o B plotted

Resil]

TRNPUT N
WFORA+1TOR
SoNPUT E{A)
AONEXT A
SDFORA=1TON
SOFOR B +1T0 @{A)
TOPRINT #1 °57,
BONEXT B

Ini firve 10 you will set N equal 1 tha numbe: of
iterns in the graph. The loop in nes 20, 30, and 40
stores the value ol each lem.

Lines 50 through 100 are & FOR/NEXT lsop using
tha A counter. This 1500 prints each item i the graph.

Lines 80, 70, and B0 are 2 smaller lcop thal
“counts” each item. For example, if @(3) = a 6. this
loop will cycle six times and prinl $58355 on the
screen

L+

RUN your program and draw & Dar gragh. Enter
e number of ema. then (he value of each dem.

g.::uﬁ- “E;

In the neal legaon you will sos how Sirings can be
uned (2 store and play back mutical notes.

Programming Course

Lesson 5
Electronic Music

There are two ways you can play music on youf
_computer, MU and PRINT. This program sels MU
oqual 10 a fandom number between 31 and 67 Num-
bers in this rangs produce musical notes in your TV
peaker

Enter and RUN this random music genarator

=RND (57)+ 30
]

To chanige the speed of thé notes adjust the budt in
note timer, NT HALT your program and sel the
nots ma 1o 10,

NT=10
@
RUN

‘With PRINT and the numbert 1 through 7 you can
play a musical scale

JHESET ] T
BPRINT ~174367"

(60} 3

AUN

0]

The note timer sutamatically returns to 3
whenever you RESET

Here arn the notas you uat played
L

Your progiam now plays Dreve notes
T 3 8 T x2owd xb
2 4 8 =i x] =5 x7

LR

R R




=i

L7

4 ary NeleCind by ubng an MISIMON (phat)

72 and flats are telecing

RESET the comp:
c owm by

Ahythm c30 be 200ed Iwo ways YTou (a0 1Dace
o Of 304 a (. Bepenaing On the sound
ry these examples and hear the difler-

[restt]

YOPRINT ~100101700 + 19220113~ 11009"
PRNTS 1TV s222 -1 C
@

NT=19

Notoe thal In hold or contnue when Fou
vie A0 The spa y maket a rest RUN Tus pro-
gram again i you want to ligten 10 the difference

Thes nex! pi M combines gverything you have
learned. Hofice how the space and the Us sel the
rhythem

A sit]
IDPRINT ~24858T852310 48
- e

A0F K= "PRINT GOTD 129

SEr L="CLEAR" CITD 19

BF K=)Bh =4~ 1.GOTD 100

TORF X = “LINE™ INPUT NT
coma

B

LIST
=

__Compane youwr proge sm weth e gupeepies sorrect
B IOrL. AnG e TST e ISOTa MerLOn

TINCLEAR
TMFORC~TTOA
ATV = 4Ty
TURIITC
THIETTD 32
=

[y
0]

the Nota timg, L3e 1he word LINE, enter
te tieg pncd pewas GO

-

Vith thia program t™he GO key o oody used after
YoU erieT & new Note time

Play Cack o2 The new note Lme. using PRINT as
Selore

ProsT |

The ward CLEAR is used 1o clear the memery
80 yOU Can enle 3 New song. With ERASE you can
back up and change arvy or all el the notes.

Now eniter thig song . The RUMDes are shown hare
n groups of four DeCause thee four beats 1o &
measure Enmter the numbers in a contmuous line. Do
nat press GO at the end of each line

100+3 §vabeen e Can'tyou
1+512 workingonthe | #1232 hear ihe whistle
3000  ras- 1000 blow-

1000 roac <5000 ing?

4904 Allthe 4241 Aise up 80
1020 Inwlong 1122 earlyinthe
3000 day 3500 morn.

oodm Lo

10045 f've Deen #8000+ T Can't you
145312 work-ingonthe| 147148 hear he
Pl

ik +5000  shoul
103 rosd Justio 1000 ng
N casgthe 3040
W time s »n our
2900 way 1600
om om
18
o0}
B = Epace Hey [PRINT]
(%]

wnow mone

T 1t ana reas

Piayer
- ser

of how many notes ane

been enteved I you onter PRENT e pi
10 lne 120 10 play back the notes

I pou erter CLEAR e computer goes back &
begnneng of The program and sets e A coun
0 0. Koy 30 s B erase koy. 800 i Tt 1 pressad The
A counter i reduced by one

The word LINE 3 wsed in B program b input &
e DGt 1o W1 the nota e

Afme checking 1o e if you have ectered any
SPPCIE wOrTs T computer one 1o the A
counter Tha new note ri added 10 the @ sirng (kne
501 and shows on the TV (lne 100). GOTO 30 senas
e CompRter back 10 wad (o the nert mput trom the
e I

¥ PRANT 5 enteved, the computer goes to line 120
and siarty (he playback process The scresn i
cleared, and a FORUNEXT ioop is starled Re-
membat 1hat the A counter hewps Irack o how many
notes Mwre are. Thas pari of the progeam (Wnes 120
140 and 150} oops once Tor gach
Aoles Nave Deen writipn on he TV &

Programming Course
Lesson 6

WATh Bndy the ws

N gnieal sarely .
your TV

Hare 3 how LINE wores

Your TV screen i 155 dots wide and A7 dots high
Zora s m the Caniler. Whan you run ths progeam. the
Computer starts in e center ol your screen And
Graws 8 kne 1o & point that 3 60 dots 1o the ighl of the
i and 30 dots up oM P Center (0]

Now a8d [hese INSULCIONS fo Clear tne screen
and drgw the second line

This ime the computer moved 1o 2 ponl S0 dots o
@ left of canter (-~ 50) and 20 dots up from center
201 '0 draw the second kne

NCE/COMPUMANT - Your Estiusive Bady Connection We Have tha Amazing Baity Arcsce™

Mmmmu.mlum‘md«s
1o the (o of center {~40) and 30 doty dawn liom
center (~30],

Continue drawing in ine lower nghl section of
your screen with this ingtruction that means 40 to
the nghit [40) and 20 down (- 20}

III.-
RUN

LIST your program and check 10 pee thal you have
Bl Ihe inatructions property eotered

Bg

{3

Finally. diaw & khe Dack to the conter (0 1o
compleda your lirs] graphas detign

Now write 3 program that fifls ihe screen wilh
random lines.

TOCLEAR
T AND (162)-81
307=RND (84)-45
OLINERY,1
06070 20

usT

L0

The cempuier selgcts random numbers for X and
lmnlmnunh:nwnlmm: screen
4 dots. of left of conter snd up o

m . X and ¥ g

ARG Ihah EBALINURS drawing

RUK
G0}

The number 1 afer LINE means Oraw a black lina.
Thers arw four kinds of knes you c3n Make

LINE XX = Black
LINE X.Y2 = Whils
LINE X Y3 = Reverse
LINE X.Y4 = None

Change ling 40 and find oul whal “reverse” lines
are

ABLINE X.YI

M‘mmm,m&nhm-ﬂlﬂl
TOU BITGram

i T

Mere s how the computer drawn hbes N3l matsh
e suze cf your TV soreen

in ling 20 [he computer piis @ rumbes for X be-
twoen B0 on the a2 i#N edge of e screen snd T
o the nght edoe OF tha screen g

n uine 30 the giects a random Rumber
1or Y that s between <44 on the boliom edge of your
scieen and 43 pn tna 1op edge of your screen.

"

Now change your Rrogram and creaie “revers”
boxes ali over your screen Also change ihe
background coles {BC).

§C=22
080X X Y1230

The random numbers X 8nd Y. position the bax on
the sceeen. The nest two numbers. 12 5nd 30 tell tha
wmm—mmmmmmm.m
box The last number, 3, feverses s before.

Now make something difterent. Changa the sire
of the boxes 1o took fiae the holes in an 1BM card
Cnange the last numbet in fine 40 1a 8 1. which will
make o the boxes black ASd some compuler music
with line 50.

4080K X Y251
SOMU = RND(I0)

g‘l‘ﬂﬂ

st

Thia neal program drews a . Firsd il aaka how
many numbers you have it ashs lor esch
number. Finafly il draws & graph Mat might inok lae
e

T4

e




<@sBB-H-B;

Hos add the lnal sectio
2= -19
BCLIAR

TOOLINE X @q1)-44.8
TIFOR a=1TOA
1IUNE X @) -44.)
Do -411.11

Programming Course

Lesson7
Video Games

- han

DG e an Mde

Fartt piug & s Comtros imio e numter | gocest

mexf [0 e powes Soel), #nd then eater Mus

B

H

Now RUN your program, draw some tnes, and
CLEAR tne 3cTwen willt ihe igges

e

change the numDers on tha disl 1o .

in @ semdar way you Can weile an

you would e

=

it
TEGOTO W Nir una thir hand control 1o mave & Bea on the A
=| sorwen wilh v QIDgrarm. Teo courters (X and )
LT Emep trachk of sivere o box . Whes you mave the 60
= Bos wih e hend controls you witl be aoding 1 or
T 1o the counters. RUN the program and move the
- bax
TOX = X+ JX{T)
- WY=Y+IT(1)
5 080X X.Y10.10.1
S0COTD 19
L
= e
R s Ar
AL = and £ " Ty
Thas progre rwnbers oul Bnd mabes
‘! f easier 10
TOPRINT (1) 3 [RESET)
286070 19 = TOPRINT KN{ 1} 3 42
= £ 206070 19
AN B =
LIST
50
- =) Here 3 what you have done 15 maks @ asser XN |
] 8a & range irom — 128 10 127 When you o
ey 1) Dy 3 s range w reduced 1o 42 Gn the b 207 = RND(29)
E anct 42 on the r JRCLIAR
FON 1] =3 the hnal range 5 0 on the lelt and B4 40X =X + RND(T)-4
rght M ST =1+ AND(T) -4
- — 0T XY4A 1
//'_"-‘ 0607038
’l 1) :'.15 %s!f
o J’
5 )
N,

T8 #xpedite your erdar call our toli-ires cradit card order ine 1-808-521-1534, (Nats, thia line for srders eniy).

1arget 1o wander amound
The s&teen, in line 40 the computer adds & random
:uﬂmhrhx 'Ih-mml-wl-mmm

The number added 1o X i -4,
@ random number Detween rwm‘mwt
m;:moquﬂlnumumg._ -3
and

In line 50 AND(T) -4 i added la ¥ and ths moves

lhllﬂﬂupofﬂmm.
The BOX i drawn al X and Y. 'snd the program

loops.
Now RUN Ihe program and see that i puts a 4 1 4
black box somewhere in the shaded area.

How Bdd 2 second bos 31 the bollom of the screen.
¥ou will move this bo kel and nght wen fhe krob

Motica that will replsce the oid bne 70 with &
mmlm‘:‘

-

o (1|

_I'E I 1
SOF TR{ 1) = 060T0 30
2]

' line TO the K countar is set 1o he walue of the
knot [KN{1)] daided by two.

‘When you pull the trigget. TR{1i=1_In line 50 the
compuner gaes bach 1o 30 if e Lipger is not pulisd
and TR{1}=0 RUM e program and ses 4 you can
P0ve the S4CE00 box with the kncl

Pull the Irigger and tee wha! hagppens and then
LIST youd program

When you pulied the Irigger TR{1) =1 Thecom-
purter did not go back to line 30 al the end of your
program, @ weni on 10 the next instruction

HNow add the naxt instruction and tsll the com-
puter what 10 00 when you pull the tngger.

1088 =

TI0F - X=3IF K<X+) N=1§

vou pull the Ingger, the lasar and the target are kned
+p. and you've got a hit!

Hilting e Larget axactly is very hand, sa line 110
alicws a naar méss to score. il K is within thres dots
eriher side of X, N= 15,

Tha Box in kne 130 is eighty Cots high and one dot
wide. Thia formna the laser beam

The N counter i set 1o 1 in line 100 If & hi! is
scoted, N=15. Then the phaser fires N limes in the
FOR/NEXT loop. For B miss the beam lires once, and

tor ahat it hies Blleen bmes,
o

MU plays music kike PRINT. but nothing i pul on
the screen

After sach shol the program koops back to the very

ing, puts a new Lagst in a random locaten
Bna then moves it around LNkl you preas the trigger
sgan

Now RUN yeur progiam and try your luek

This program could alse be & two-player pame
i you use anothes hand control ingtead of the com-
puter 5 move the target. Number 1. lor gxampla
13 JX[2), JY(2). KNT) and TR(Z)

You could alse 8dd counters 10 keep and print
the score, color the screen 12 show B hil. reverse
the Black and whits for “reght”™, and many other
vangtions

of your epaT
Aeugns

LsT
4]
Programming Course
Lesson8
Video Art

in thes lewacn you weit lsarn how 1o Lse (he power

Here's & Drogram thal shows you alf the colorn
YOu! COmpUler and Prints aach COIOr NUMDET.

The background color (BC] can be any number
you setect lrom 0 1o 255 In Inis program he com-
puter beging with color numbes 0 [Black) and shows
sach color and il's number.

Petrw nlmmm-n-—mmmm
can pelect from.

Now use (he Compute 10 drirw & Daftem of bnet

-t el You will pad Colory Lated

The compuler will ash you 10 APl & numbet for A
This actiusts Ihe 5pacing between (he dagonal ney
Trya sgacing of 3 for a start



S ——— e E

e s Yo

The computer = askmg lor 8 new A Try 3 spacing
ofs

Now wypa L]

L]
= -

By pat changmng ooe number you hive cresled
e Now et Ihe cOmputer sedect
t HALT e program belory

RUN your program and let you! computer change
Tha dagn

Compiete your Oesign and Color i with these

adadtonal Imtruchons

N
100FOR A= 1TD 359
1I0NEXT A

120CLEAR

1308C = RND (758} -1
140FC=BC+ 4+ AND (3]0
1596070 18

(Go]

LIZT

e}

Lines 60, 70. B0, and 90 draw e second half of
e
; aau';frp.u.. is adoed in lines 100 2nd 110. Thia
iets you see the patiem clearly beiore it changes
agan

Tha background color is selecied Bt fandom in
ina 130 and in e next kine the foreground colar
3 adpustad to match

Q RN
LIET
L]
- « ...
e O o ST PROGRAMS | Computer Games
and Iheer rumibers Mowng
Stetiutt el ruis sutechs Bye Here @ an zmoriment af programa can pnier
B Aty orvnrd nd buclowend selecty B and run immadistaly Prck lvt:'lnm;:nbm PHASER PHUN
ngnsty Pulng Me gves yOu 8 primtout T rew A 23 the cOmOUIer moves The larget The

on e BSreen Matl shows Tal parbicular color
mamoer [0 1o 31} color intenadty [0 10 7) and the
computer mumber (0 10 255] These numbers rpler
£ Pae BACZround color ony The foreground coler
i3 adpntnd AUIOMALCATy RO Al you Can read Me
Pty

E.&ﬂ IMH

LWl tl.shla!'

el TIS0TO 18

S 1T .-

Ll ] ST

TAC=Casel |19

Thes program e Two counters, C and | is keep
frack of the color number end ™e Mieculy NUMDer
Bom are agjusted by the hand contrl. JX(T) con-
trois £0ior 3ne JY(T) Controks sermily

Lines 20 anc 30 kewp C tetween O and 1. Lines
50 and 0 heep | Detwsen O and 7

The Bechground coler i 591 10 e ColOf Mumber

wath, if pou have any ITICUITY return 10 the Introduc
uon Section, page 4. 1o assatlance

INe INSrUCTION N [N SCTEEN WM & Quealion mark
1 Ihe DO O Ot BT 10 SROw pOU wier 8 pour
islshe in.

M yow e

ogram or twa
e Bnd e ondy.

W 8t arry e you wish L0 See YOUY PrOgTEm. Drass
UST and your computer will show you youu
have entered, up to that poent.

You can change thesa programs any way you like
Change the imlructon 1o make the computer do
something diflerent of add mstructions 1o it. When
you add nstruchons 1o youl program. number the
N bna to Il between (he sxistng lines For exam-
ple. # you want to add an instruction afler king 30
Ang bedore ling 40, NuMber your inatruction line 33
{of any nurmber Detween 31 and 391

w-mm.vwmm =

Byt player s knoh moves Dhe phaser kefl or ight snd Dw
g shoots

You £an maks (he3 & two-plsyer game Dy changing
s o

Prayer twd conirois (v Larget whils player one shosts

"

ANTI- ATRC!
Payw cre
o Iy g

Sh e LAl NG shocts

ey MDwes T S0 Rl o sl et JX(TY ane
D Loea @ Dhe kot

WS
5
<

£

]

E

a

2556 Bl
-1_:';'
H
2
(]

wdagst
2

=

w |

ROCK: SHEAR/PAPER

Crter 1,2 or 319 petect Rock, Ghears. or Pager Prem
00 803 see © you Best the cOmpuler 31 this claseic
Foeasng gama

B0 AL
¥ Eliar A

COLOR wan

OROLA TINY BASIC NOW.

COMPOSITION iN F
E’mnkmu"c Juat enter ™e 1ota rumtw of notes. peew GO ang the
s e T
Erter £ Pt pou with Lo husas and e erter PRONT , for aulert The ¢ .
Thm..'.:;mk“" tres 131 8 ecang et e Baladt, 39 you well haew 8 BRO/ 1 mie] Lofger To-
:llm.m‘.v-lan and 42 on wetd @ plays o Cxadang ¢ an L3hs several mauted 10 precars
T «~
SFOITTIN i t-iH?'q"
=t g g
114070 %0 i)
pe (A= r
Y0 [
Pl ="
) ﬁ
g B4 \niTs 8
b [P
1 13
i s 51
i3 L4} ut-m
COMPOSITION A-Z l-o;.llll.-
ITION A=I i?l e r
[F- 1L} 'ﬁ:‘ e &
@ ifeaih ! “ ’
(98E b,
a? s
PLAYER PUNO PLAYER PIANG
Bagpipes
Masch
=)
~Texlx108 2000
Anaese M
51300 808
e ABxIn1H 15
~Ti=Ix106 Ex1x20xl am
wdx2x 1884 B3+
L
w390x1
x 1989
DEmlmd
1009
I TRC S BeCtn Tor compiete Marine ¥ bymn
Saw e HEWAMT w300
o Gontrols for Wie peterm are | S [ ] chiar 3 3088
LAl bl
FRINT 15 ciay Ihe Aolet Jou snteved ot 159 r'll —-n
ERASE o back 1 and remave notes 1rom I scrven 400 : - ;
UNE 10 enter 3 new note time (Press GO afiet you snter 300 w589 or o
a ' =, x5 008
CLEAR 10 cledr the notes Irom memory 5o that yow can 290 i o privy
ket Pew Mus 10 De Dlayed. - e v -_'“
To=3 =330 m1 s
Lo L b T 5000
Ls00 0
=1000
e 2 Al
PLAYER FIaC PLAYER PIANO courosmoNmL
wrter [ rumbeer of e rotes = (Me verse, Tan
Gokden Stopers. Stary and Stripes Forever “ntas (he notes 1 Try ertenng 8 g
of 10 Press GO an aboet 20 Aotes A8 & $I871 P press
m = REST (USE SPACE KET) o0 w4 0 PRNT The computer wel 303 0ne Rote =0 BO7 1 o0y
“ » tosoemea -
LO808345 et 8412
tasasmis ko ) o032
Bosoass-7 . -Toseszem 2000
st 20 MM *30+x2xd
) AR %30+ %13
ot a1 Rs=t] %19=10
55-Tme0Sd £20cotEm »2000
2pcocoee st e
10eiadd [0 ]
- T500000
- Ths0sI0m o000
Rt ] ~T080-T0x 18
So000m - 10 - 2IR000cH
fmimiase 40000m -T0
Rl ] = 10-Tiom
4so0em -0 so000m = 10
=0 10-740m ~uJ0nI0x10W
—xJx20x 150 606080 - T0
600080 -T0 = 100008 — x 38
wT0x10-740m nI0n IO 1Ox10
So000m = 10
L i m

A
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SCAQLL ONE
These Frms [FOQEET™L 270 haa Desngs The imager
eroive shtwty 27 [ vaus FIDeree Change Cver b

SCROLL THREE
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R
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o
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AUBBER BAMD

Draw & connect Me ooty RAtarm on the acreen Moving
P Lrat controls Caection of the hne Aotating the Ancd
10 e NG Sremd & lve Ad rotatng IMe NSO 13 the et
taaven 8 soace The trigger prints each section of the re

Learning Skills

Tha learning program becomed saser o mers diffs

LETTER MATCH
Cult, 15 Match the pleyer s sbull
LETTIR MATCH
"!g % “CRY YOU DR
LU Tl lElll:l“"
IP""I.r 1’l Fedd
i
]
oo

I

L
W17l &

i 20
1l s |

s J

OLL PREE ORDER NUMBER (906) 5211834 Tris ke s stattecd wit crcer takars oty Informution catis Eannol ba handied o s Sne. in. Michigan cafl (Y135 904-3200,

Terms and Symbols
soxxeany  Ccomputer Words

means draw a black box thatl's centered al the
jpoent X, Y. The boa is A dots wide and B dots high
You can drsw:

maans (orgel e last hey you pushed. This

‘means hall the program and returmn contrel 1 you.
w

means B saw whether something i lrue
or nol. [F A=5 GOTO 20 medns if the numser in
Ihe A counter ks B, po 1o fine 20; I it ian'1 5 then go
0 the naxt instrucion
INPUT A
means siop And wadl for you 10 enler B RUMBer
which is put into the A counter when you press
GO

) INT = INPUT "HOW MANYT" A
io o doennl work il Iha last key was RUN. H, or GO means Srind “HOW MANY7™ on the screen and
) i IE" 3 FORTO/NEXT/STEP then inpul & numntes for the A countet.
A% [T R e ﬂ“"mml “an‘mmps 10 Mmake a loop. LINE X, %1
ie - the screen (o The
IM!“%.“"“ % GSTE m-.:!:nauuhknm
1% JO0MEXT A You €30 dram
This loop prints 1, 4. 7. 10, 13, 18 LINE X1 black kne
NUMBER MATCH Go LINE X.2 whits line
meant go. Prass GO aher sach instruchion UME XY reversa line
P ¢ GO+ 10 LINE X, Y4 o line
S means go to the next Ene and add 10 1o the kne
gl 1724 T means print on the TV i the inslructions now in
maans go 10 line number 20 and contmue running w..,u nchisband,
S popme Feans star] with lne rumber 100and kst
m 122
LIST 100.5
means start with line 100 8nd bal the nest fve Inputs, Outputs, and Controls hoslo, 2 letier or oiher characies on the TV
s . The che " ne cre e number
mumltupch-m!‘nmumkm int‘i] 2 ~ @ ill.;‘-A couniac Set KFY
running of kst 8 program. Press any o a number. malches position the =
continue ok <t number one hand comre. “'-mem"-_m poch.
PRNTA Lett {;‘“‘i‘a‘ MU=“A" :
masns prnt the character A on (he screen. Canter o,
PRINT A Right  JX{1)=1 means play & note in The TV soeaker thals e

point the value ol the A counter an the screen.
74

maans return 19 the line following the werd
GOSUR. The computer remembars which GOSUB.
o retum lo.

RND [A)

means pick a random number between one &nd

the numbmer in the A counter,

RND(5)°

"!'llﬂlni:ll A random number between one and

el

RUH
MERS run the program ater press GO.

SPACE i

means leave a space on the screen. Spaces don't
matter ko the complter, but they can make your

m"wmmw-mn-mm'

2

ST &3 (he nole you hear when you press e
lefler A

-_lnnu-ni_rplnmm

4 e rombes of the bachground ssksr
NT
 the note time. Alter RESET the note teme 13 sat
a1 thres. Note Lmes are sipwer i NT = larger
than three.

i the number that places the curscr (Dlach
Sauare) befl or nignt.

B e number thal ulu:n'm curasr (black
3GUAre) LD o7 Sown.

PRINT #A.B
maans leave A 5paCes and Mhen print e momber
i e B counter

instructions easer lof you 1o read. e - =
+ The comma means conlinue. in PRINT A, the
comma after A means continue
comee Pekng e e ; Control Words |  Arithmetic
The loilowing comrol words sre used with the
i The semi-celon means the same thing a3 a line Bally Audio Tape Interface Accessory.
number PRINT Your computer is designed to

You can usa the semi-colon 1 pul two &r more
insiructions on the same kne, 3
>

means “is gredier than.” as 5>3
<
Mmedns “id less than.” as in 8<12.
‘n:-u‘iomh.‘
means put the number 5 in the A counter
.
meant “not equal lo.™
« means "REMARK to follow";
it will not affect the program

Ry

mhuwm:nmmmm'
means l2pe inpul or playdack data from tape fo
memory.

ALIST 2y
means list the
k lage list or playback date on the screen

l!wﬂibo mnummww
mode.

E

Error Messages
WHAT?
The computer says WHAT? when it deesa'l
tand you
The computer -h HOWT when it understands
Mmmmmmmmmumn

The computer says SORARY! when thare ien'l
enough room in its memaly 1o do what you want:

work the multiplication and div-
ision portiens of a problem first,
and the addition and subtraction
portiona last

3x5-2=13(not 8)
Parenthesis will change
3x(5-2)=8 (not 13)
Whole numbers only are used.
16-2=T(not T§)

this order.
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Exciting Program Cartridges

CASSETTE RECORDER

Cat No. BMK-CAS-M2522 Price $55.00
AC/Battery Recarder selected to work with
computer data in audio format Features au-
tomatic stop al end of lape. automatic record
leve! control, wide audio bandwidth, bullt-in
condonser mike for voice, and a digital tape
counter for quick program location. It s all
you need for the Kansas City Standard format
used in the Bally Cassette Interface

VIDEOCADE ROM
CARTRIDGE SOFTWARE

FUNCTIONAL SERIES
BALLY BASIC —

Allows you (0 entar and run programs as de-
scrbed in this brochure

Cat. No. MSC-CAS-6002

BALLY BASIC CASSETTE
INTERFACE —
Store and ratrieve the programs you enter
into the Arcade using the Bally Basic car-
tridge. You simply break out the cover tor the
ligh! pan power connector and plug the intar-
Iace into this connector and into the connec-
tor for joystick number three. The other side
of the interface connects 1o a slandard cas-
satte lape recarder microphone and ear-
phone jacks. The commands to run the cas-
sette interface are simple and easy to use
1. Tosaveaprogramtypea colon (i) followed
by the ward PRINT
2. To see it being saved, add a semicolon (i)
and the ward LIST to the above command
3. Toseell it was saved on the tape (or to gel
by a program you don't want lo lose), type
acolon lollowed by the word LIST and the
tape s contents will be listed on the TV
4. Ta load a program from tape into the
memary, type a colon followed by the word

Price §49.95

INPUT, i
Ta'gets program to bring itse!! back from

i

The Bally Arcade™ is just one of the many microcomputer products which NCE/Compumart has IN STOCK NOW!! Check the
appropriate box on the order form to receive one of our giant catalogs and receive future mailings.

To expedite your order call our toll-free credit card order line 1-800-521-1534. (Note, this line for orders only). i

COMPLETE
" TINYBASIC

NCE/Compumart™

1280 # Main Sueet, PO. Bax B610 - Depl CCO8

Ann Arbor, Mictegan 42107 0 (313 994-3200
TEAMS AND COMDITIONS: A2 o, sl e segred Ly an 3t
For ogt 30 diys. 2Dp/oved open &
w full e Cusiomes

amapes Mewman Computer Exchange &

ACTION/SKILL SERIES

VIDEOCADE 2001 —
280 ZXZep and Dodgem (one player games)
Cal. No, M5C-CAS-2001 Price §19.95

260 ZZZap —

Do yau have a stnady hand behind the wheel?
You'll get your chance to find aul when you
play 280 ZZZap.

The following display will appear on your TV
scroan showing speed, mileage and time

The object of this game is to accumulale as
much mileage as possible by traveling as fast
as you can without crashing inla the while
road pegs. Every time you crash, you lose
valuable time

Dodgem —

Do you think your driving ability is Grand Prix
calibar? Play Dodgem and you'll get your
answer. The object of Dodgem (like 280
ZZZap) is 1o obtain as much mileage as you
can, but you have an additional hazard of
crashing ino the other cars in the race (and
thay are terrible drivers)

VIDEOCADE 2002 —
Sea Woll, Bombardier (one piayar games)
Cat. No. MSC-CAS-2002 Price §19.95

Sea Woll and Bombardier

These arcade gamas are the most popular in
history. Boats float across your TV screan al
different speeds. You then try fo torpedo the
subs using your pistol grips. Bombardier re-
places your boats with airplanes and your
subs with cilies.

VIDEQCADE 2003 —
Panzer Attack and Commie Baron (two player
gamaes)

Cat. No. MSC-CAS-2003 Price $19.95

Panzer Attack
Two tanks navigate around ot les and fire
ateach other with lethal intent C with

EDUCATION SERIES

VIDEOCADE 4001 —

Bingo Math and Speed Math (lwo or one
playen

Cal. No, MSC-CAS-4001 Price §19.95
Bingo Math (two players)

Each player is prasented with a 5 by 5 Bingo
board which (s filled with numbars lo be used
as answaors to the math problems shown at the
bottam of the screen. You score an aslorisk
on the board whan you move the cursar to the
correct answer and pull the trigger before
your opponent. When you ling up 5 asterisks
you score a BINGO

Speed Math (one player)

Speed Math is designed (o davelop arthmati
cal skills by giving you thirty problems and a
ten second intarval sach in which 1o answer

Each sacond of the len second period s
worth one point. Answering the prablem in
|ess than the initial 5 second interval will give
you 10 points. As your scOre increases, the
difticulty of the problems increases. Con-
versaly, It you continually glve a wrong ans-
war, the lollowing problems will have the
same answer or will be avariation ol the sama
problem

VIDEOCADE 4002 —

Letter Match, Word Hunt, and Scramble (iwo
to tour playars)

Catl. No. MSC-CAS-4002 Price §24.95
Letter Match (two to (our players)

This game barrows from the long running TV
game, Concentration. You get (o set the diffi-
culty by deciding how many letiers are used in
the game. Once you stari, the object is 1o
choose a pair of squares which hide the same
latter. Il you malch, you score a point; il you
don'l, your opponent gets a chance to maich
a pair.

Word Hunt (two to four players)

You and your (ellow contestants try to make &
word out of the randomly generaled choices
provided by the Arcade.

the sounds of tha tank motors and artillery.
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MANUAL INSID

STRATEGY SERIES

VIDEOCADE 5002 —
Blackjack. Poker, Acey-Deucey
Cat. No. MSC-CAS-5002 Price $24.95
Blackjack, Poker and Acey-Deucy (ane 1o i
fouc players)

These tamiliar games are great fun experi-
enced card players and novices allke. The
cards appear in color showing their suit for
easy identification. The action is fast and il
you re nat prudent, you'll quickly lose your
electronia shin.

SPORTS SERIES

VIDEOCADE 3001 —

Tomado Baseball, Tennis. Hockey and Hand-
ball (two or lour players) %
Cal No. MSC-CAS-3001 Price §24.95 §
Tornado Baseball (two players)

Your team runs anio the field to take their

positions; batter up. As the pitcher, you can

throw fas! balls, slow balls, curves outside or 1
inside, balls or strikes, You caneven changa a
pitch alter you throw It. The batter pulls his
trigger 1o swing the bat. If the ball is hit, the ]

pitcher can rotate the knob to position the
oulfielders to catch the ball. Double plays and
walks are possible and just like the real thing,
every lime you think you're throwing your
best pitch, the batter hits a home run

Tennla

Two or Tour players actually run around tha
eourtto hitthe ball. I it gets by you, tha oppas-
Ing player(s) score a point.

Hm‘

Muzh lie tennis bul

ﬁ‘» lm; unru- - { that the playars are
excop ‘

standing in the same end of the court.

CRMEDIT APPLICATION
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L) Add myname (o your malling listlo receive
your Free summer and winler calalogs and
regular monthly mailings
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