






















5000 LO-PEEK(129):HI-PEEK(130) 
5010 POKE 129,5:POKE130,212 
5020 A$-"(48 SPACES)!! 

• FORI-l TO 20 :A$_AS ... u ":NEXT 
5040 POKE 129,LO:POKE130,HI 

Mark Minssi 
Stony Brook. NY 

ofC-. ED: 

Maybe you can help me with a mystery. 
Quite often l a tely I have been getting the 
following error code - B -. It is not 
anywhere in osr;s documentation. It is 
really baffling me 88 to what this error 
could meaD. 

Well, the most frustrating thing I have 
found in the OSI documentation is their 
SCATTERING of Pokes throughout the manual. 
So, I took it upon myself to list all the 
Pokes I could find, most of which were not 
shown in your last issue . If this helps 
anyone please pass it along. 

Valerie Winer 
Chestnut Hill, HA 
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OSI OSI 
SOFTWARE 

FOR 
OHIO SCIENTIFIC 

Over 50 programs for C1, C2, C4 & Superboard, on tape and disk. All 
come with listings and compete documentation. 

GAMES· 4K • Tape UTfLiTIES 
CHESS FOR OSI • C1P CURSOR CONTROL $9.95 
specify system $19.95 
STARFIGHTER 5.95 
Real time space war. 
SEAWOLFE 
Floating mines, three 
target ships, etc. 
LUNAR LANDER 
With full graphics 
TEN TANK BLITZ 
A sophisticated real time 
tank game. 
8K GAMES 
BACKGAMMON 
BLACKJACK 
Plays all Vegas rules 

5.95 

5.95 

9.95 

9.95 
6.95 

Add $1.00 each for Color/Sound 

gives real backspace, one key 
screen clear, and midline edltlnll 
RENUMBERER 5.95 
SUPERUTILITY 12.95 
Has Renumberer, Variable table 
maker and Search 
BUSINESS 
SMALL BUSINESS ANALYSIS 15.95 

Does profit and loss, quick ratio, 
breakeven analysis and more. 13 
pages of documentation. 
STOCK PORTFOLIO 8.95 
Keeps track of your Investments 

Alien Invaders $6.95 
Our $1.00 catalog has free game 
and utility listings, programming 
hints and a lot of PEEKs and 
POKEs and other stuff that OSI 
forgot to mention - and a lot more 
programs for sale. 

DISKS 5" COLOR/SOUND $29.95 
DISK 1. STARFIGHTER, ROBO­
TANK, SEA WOLFE, BOMBER, 
TEN TANK BLITZ 
DISK 2 BREAK'THROUGH,LUNAR 
LANDER, ALIEN INVADER, KILL­
ERROBOTS, SLASHBALL 

AARDVARK 
1690 Bolton, Walled Lake, Michigan 48088. (313) 624-6316 



~ave you noticed that 
~ork under 0565-U Ver 
fstch from D & H 
~ould restore it. 

RUNIICllANGEII. "PASS 

your 430 board ~on~t 
1.21 Here 18 8 

Hicroproducta which 

DISK CHANGE UTILITY 

HODE: HEX(H). DEC(D) ? H 
UNIT 1 A 
ADDRESS OFFSET ? COO 
ADDRESS 1 3CC8 
00003CC8 A2? AD 
00003CCC IE? 06 
00003CCD A9? F8 
00003CCE 03? A9 
00003CCF 9D FF 
00003COO OO? 8D 
00003CDI F8? 05 
00003CD2 A9? F8 
00003C03 II? 4C 
00003CD4 90? 08 
00003CD5 OO? 3C 
00003CD6 F8? 
ADDRESS ? JCE9 
00003CE9 AE? AD 
00003CEA FA? 05 
00003CE8 < 3C ? FB 
00003CEC 80? 4A 
00003CED OO? 90 
00003CEE F8? FA 
00003CEF J 4A ? AD 
00003CFO 9O? 03 
00003CFl FA? F8 
00003CF2 8D? 80 
00003CF3 01? 07 
00003CF4 F8 1 
ADDRESS 1 3D5E 
0000305E AE? AD 
00003D5F FA? 05 
00003D60 < 3C ? F8 
00003D61 8D? 10 
00003062 OO? F8 
00003D63 F8? AD 
00003D64 J 4A ? B6 
00003D65 J 4A 38 
00003D66 90? 80 
00003067 F9? 04 
00003D68 AD? FB 
00003D69 86? 4C 
0000306A CE? 6E 
00003D68 90 1 3D 
00003D6C OJ? X 

OK 
the patch is permanent. to the disk. 

THE GRAPHICS CHIP 

E.8. Carlson 
3872 Raleigh Drive 

·Okem~B. HI 48864 

What do you make of (or with) the 128 non­
ASCII characters available from the 
graphics chip? Pull out your G~aphic8 
Reference Manual and puzzle along WIth me. 
Or perhaps better. use the little program 
below to put pairs of graphics characters 
on the screen. because many of thea do Dot 
look the 8ame on the graph paper 88 on the 
screen. 

10 Q-53248 
15 POKE 56900.0 
20 D-Q+I024+16 
30 INPUT A,B 

40 POKE O.A 
42 POKE D+l,B 
50 PRINT 
99 GOT010 

There are some very good characters in the 
set. For example, the eight orientations 
of the tank of the arrow probably can't be 
beat by anyone . But.. .• there are allo 
some real wonderments! 

Characters 0 and are two race cars, 
always going straight ahead. The road 
will have to be curvable to make an action 
display with them. I think 5 and 6. 7 and 
8 are submarines going right and leLt. 
But what are 9-121 Perhaps 9 and 10 fora­
the spaceship ~NTERPRISE. On the other 
hand, 9 and 12 may be a biplane awaiting 
the Red Barron's bullets. 

Now chess: 4 is the queen and perhaps 24 
is the knight and 30 the rook. But here 
my imagination peters out. Where are the 
king and bishops? The pawns can be fudged 
in many ways, for example, by the up arrow 
16. What are 25 and 28 supposed to be? 
Part of the chess set somehow? 

The line segments 128-135 sllow 
adjustments of a horizontal line by 1 
pixel step. Likewise, 136-143 for 
vertical lines. The set 135, 145, lSI, 
155. 162-164. 158-161. 154. 150. 144 Bnd 
128 allow vertical bar graphs whose 
heights and base are sdjustable to 1 
pixel. The corresponding horizontal let 
is quite incomplete. 

With 175-182 we are back to war, small 
gunboats. Larger ships can be made by 
tacking 'on the tails of the submarines. 5 
or 8. 
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