USING ARCADIAN TAPES
PROGRAM INDEX CODE:
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ARCADIAN Your Tape
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LOADING PROGRAMS:

To load a particular precram, advance the
tape to a point just before the program you
want to load. Use the tape counter to do
this. Then use the following command: :
TUINEUEY on YGer n is the tape file #
Then start your tape recorder. The point
that you pick to start the tape recorder
can be in the previous program but only
the program you want to run will be loaded.
EXAMPLE
You want to load the Bangman program. The
program index shest tells you that Bangman
is on side A file 8 and the tape counter
reads 184 at the start of the program.
Advance tape to 95 counts and stop the tape
recorder. Enter the following command:
R INPUTS 8 SeQe
and start the tape recorder. When the
program starts to run, shut off the tape
recorder. : ;

You can also load these programs without
using the file search routine by just using
the s VINPUT™ “B0OY command.



AIVIDE tnhancement Sheet
Mastermind (ARC 2-53) revision by RMH
Change lLines

15 @(1)=RND. (10)+47
38 B(Z)=RND (18)+47
115 IF A=32GOTD 598
265 PRINT ;PRINT " PRESS 'GO' TO PLAY AGAIN

Add Lines

9 CLEAR;GOTO 284
284 PRINT ;PRINT " PRESS ‘GO T8 SaaR
ZHE ERINT PRINT * PRESS g EOR
Z88 PREHT ;PRINT ™ INSTRUCTIGNS
299 A=KP; IF A=48GOTO 648
292 IF A=13GOTO 18

294 GOTO 298

60 CLEAR; PRINT ™ INFUT 5 DIGITS WITH
SR R RINT. & EACH DIGIT FOLLOWED

G GERIRGENT Y BYS AL SG0OE CSARTER  YOUR

638 PRINT " GUESS YOU WILL BE SCORED

540 PRINT * AS FOLLOWS:

659 BOX -74,4,6,6,1

660 CY=8;CX=-59;PRINT "DIGIT IN RIGHT
POSITION

BEBE e 740 B.6,6,1: BOX —74 -5 as4 2
688 CY=4;CX=-59;PRINT "DIGIT PRESENT
b8W BRENE " PRESS ZSPACE! T0 HAVE

798 PRINT ® COMPUTER SHOW YOU NUMBER
710 PRINTE PRESS *‘'GO*' TO START

728 A=KP; IF A=13GOTO 1g@

739 GOTO 728

SUBSEARCH INSTRUCTIONS (ARCADIAN 2-83)

You must find the location of the submarine
on the 18x1® grid. If you guess the location
within plus or minus one square, you acquire
_scnar_ contact. At this time you have lccaied
the submarine within 'a 5%5 grid and now must ™
fire a missle to the correct coordinates and
also the correct depth. The depth is either
1,2, or 3. Results of the previous missile
attack are used to tell you where the sub

s Tocated. Happy Huntingl!ll

SUBSEARCH REVISED BY R. M. Heouser

Change the following lines to:

118 CLEAR ;BOX #,3,142,62,1

123 BOX -77+Xx14,-30+¥Yx6,6,2,3;PRINT"ENTER
XY COORDINATES 1-13" .

130 CY=-35;INPUT X;CV=-35;CX=8;INPUT ¥
140 FOR A=BT0 ¥X;BOX -77+Ax14,-38,2,2,3;
MU="5"sBOX -77+Ax14,-34,2,2,3;0EXT A

16 FOR A=@TO Y;BOX -77+%x14,-30%6xA,2,2,3;
MU="5":BOX -77+Xx14,-30+Ax6,2,2,3;NEXT. A
156 IF X>U=-2 IF X<U+2 IF ¥Y>V=-2 IF VY<V#2
GOTO 439

S18 J=3;K=3;L=0;D=RND(4)

SIZEL BRINT " FROME 2l k St i 2 b

548 IF J<YPRINT "NORTHY*,

558 IE IOV RRINT eslelanies

Add the following lines.

515 PRINTE "ENTER TARGET DATA™

b 16 LNPUWIE N AR MK

618 INRPUT ™Yy-AXIS™J

6'T9 TNPUT “DEPTHEE

Detete Tine 628

630 Q=RND(58);IF Q=25 GUTO 66&




