PROGRAM
DOKUM EKI

e Sayl Oyunu

e Screen Designer
e Sprite Maker-64
e Solo Test

« Sinyalli Hata

e Kitap Takip

e Versiyon Disk

e SUper Bahcgivan
e Tank And Rockets
e Matris Oyunu

e Inter Music

e Futbol Ligi

e Disk Editor

COMMODORE

Commodore'un Ucretsiz Ekidir



PROGRAM DOKUM 1300

SAYI OYUNU

LEVENT TEKER

Anlasilacag gibi bu oyunda 6n-
ce bir sayi veriyorsunuz, ondan son-

PROGRAM ADI : SAYI OYUNU

ra o saylyl bulmaya calisiyorsunuz. ye ne dersiniz?
Yazmaya deder olmasa da gdérme-

00001 PRINT "<CLR>=== ====

00002 PRINT "=**<33SPACE>**=""

00003 PRINT "-**<7SPACE>*** SAYI1<2SPACE>0

YUNU ***<7SPACE>»*="
00004 PRINT “=**<33SPACE >****"

00005 PRINT --**<4SPACE><C> 1888 BY<2SPAC

E>LEVENT TEKER<4SPACE>***"
00006 PRINT &”**<33SPACE >****

0000? PRINT .oiiiiiias oot ».o...

===_..-.<300UN)" IPOKE 53280.2>P

OKE 53281 .0

<121>

00009 INPUT  ““<3SPACE >**SAYININ EN YUKSEK

DURUMU**™IL 1
00010 NMTINT<LI*RhO<I>>+1
00015 CN=0

<152>
<151>
<131>

00020 PRINT  "<DOWN ><8SPACE >0YUN BASLAYAB

ILIR !m

<24Q >

00030 INPUT m<200WN><2SPACE>SI2IN SAYINI

Z i*jou

<077>

00031 FOR L=54272 TO 54295iPOKE L.OThEXT <170>
00032 POKE 54277 .8IPOKE 54278.2551POKE 34

276.21
00033 POKE 54287.40
00034 FOR Z»1 TO 4

<224 >
<174>
<142>

00035 FOR F1=255 TO O STEP -6IPOKE 54273.

FHFfCXT F1

<046 >

00036 FOR FI1-0 TO 255 STEP 20iPOKE 54273.

F LINEXT F1INEXT Z
00037 POKE 54278.15
00039 CN=CN+1

<203>
<000>
<082 >

00040 IF GU>t*1 THEN PRINT "<200m><3SP
ACE>BENIM SAYIM DAHA KUCUK <6UP>"1Q

00050

00060

00065
00070

00090
00090

88178
00120

00130
00140

00145
00150
00160
00170
00180
00130
00200
00210
00220

00230

00240

0TO 30

IF Gxhf*I THEN PRINT "<2DOWN><3SP
ACE>BENIM SAYIM DAHA BUYUK <6UP>MG
0TO 30

IF GU»fM THEN PRINT "<200WN> *»
TEBRIKLER SAYIYI BULDUNUZ*» “1GOSUB

120

PRINT  "<DOUM><3SPACE>**SAOECE ‘I C
N 1 < DENEMEYLE .tt <DOWN> **

PRINT -<DOWN><5SPACE>**BIR DAHA O0OY
NAR MISIN <E”MH)? **m>

GET AN*ilF AN***< THEN 00

IF  AN* * “E“ THEN RUN

fME%;<5LA<3|iAE>ARL—2> P.S.0

FOR
J

J-0 TO 7HPOKE 53270.JINEXT

S 1=54272*FL*SIIFH-SI1+11TL*SI*2ITH=S

1+3*W
POKE
E A3
FOR N
READ
IF X-
POKE
POKE
FOR T
POKE
NEXT
DATA
0.21.
DATA
6.20.
50
DATA

=S1+4 *A“S1*5iH=S1+6 iL*S1+24
L.151POKE TH.13iPOKE TL.15iPOK
*16*15

=0 TO 42

XIREAD Y*REAO D

-1 THEN RETURN

FH.XIPOKE FL.Y

M .65

-1 TO DIhEXT

w.0

17.103.250.21.237.250.26.20.40
237.100.26.20.250.29.69.250

26.20.250.0.0.250.21.237.250.2
250.29.69.1000.26.20 .250 .0.0 .2

-1.-1.-1

Commodore

<136 >

<077 >

<099 >
<lU>

<073 >
<036>
<050>

<R
<207 >

<047>
<034>

<224 >
<173>
<133>
<221>
<192>
<161>
<065>
<168>
<220>

<176>

<116>
<044>

69



PROGRAM DOKUM 1301

SCREEN DESIGNER

Oommodore'cu arkadaslar..
Yaptiginiz programlarda ve intro-
larda grafik yaratma zorlugu ¢eki-
yorsaniz. iste tam size goére hazirlan-
mis bir program. Bu program yar-
dimi ile 40x12 karakterlik alanda
yuksek ¢ozanarliklt, karakterlerden
olusan grafikler hazirlayabilir, bun-
lari diskette saklayabilir, istediginiz
zaman tekraryikleyebilir, izerinde
istediginiz degisikligi yapabilirsiniz.

Programda kullanilan baslica 8
fonksiyon vardir. Bunlar:

F1: Kursor yardimi ile ekrana ka-
rakter yerlestirme

F2: Yerlestirilen karakterin kodunu
okuma

F3: 8x8'lik alanda karakter di-
zenleme

FA: Karakter duzenini gérme

F5: Karakter setini yiukleme

F6: Karakter setini kaydetme

F7: Karakter yerlesimini ytukleme

'F8: Karakter yerlesimini kaydetme

Ayrica diskete komut gonderebilir
ve ekranin yeniden diizenlenmesi-
ni saglayabilirsiniz.

PROGRAM AD1 1 SCREEN DESIGNER

00010 PRINT “<CTRL-6><CLR>"*GOSUB 1000iPO

KE 53290 ,01IPOKE 53201.0
00011 FOR 1-0 TO 7iU<I>=2tliNEXT
00015 D*--<HOME><MDOWN>-
00016 S**"<378PACE>"
00017 A*=>D**S**D*

00020 L-1024iR=552961Z1=RIX=01Y=CIBS-12EB

HAKAN OZGUR

1.Secgenek ile ekranin istediginiz
yerine karakterleri yerlestiriyorsunuz.

2. Segenek ile ekrana yerlestirdi-
giniz karakterlerin kodunu istedigi-
niz zaman 8grenebilirsiniz.

3. Segenek ile ekrana yerlestirdi-
giniz karakterlerin duzenlemesini
yapabilirsiniz.

4. Secenek ile duzenlemesini
yaptiginiz karakterleri8x8buyutul-
mis olarak inceleyebilirsiniz,

5. Secenek ile dnceden diskete
kaydedilmis karakter setini yikleye-
bilirsiniz.

6. Secenek ile 3. secenekle hazir-
lamis oldugunuz grafiginize ait bil-
gileri tasiyan karakter setini diske-
te kaydedebilirsiniz.

7. Secenek ile ekrana yerlestirdi-
giniz karakterlerin konumunu diske-
te aktarabilirsiniz.

8. Segenek ile daha dnceden dis-
kete kaydedilmis karakter kodlari
ve konumlari ekrana yuklenir.

Programda diskete yapilan kayit
ve okuma islemleri siral erisimle (se-
quantal) yapilmaktadir. Bu sayede

yarattiginiz grafiklere kendi prog-
ramlarinizla ulasmaniz kolay ola-
caktir.

Programin agiklamasi:

100 -200 :Basilantuskontroledi-
liyor ve gerekli alt programlara dal-
laniliyor.

500 -530 : Kursoriin x ve y de-
gerleri kontrol ediliyor.

600 -610 : Kursor hareketlerinin
yapildigi kasim

650 -660 : Disk driver'a komut
gonderme

1000-1020: Sprite'larin diizenlen-
mesi
1030-1100:
1200-1220:
1300-1310:

Ekranin hazirlanmasi
Karakter girme
Karakter okuma

1400-1770: Karaktereditori

1800-1830: Karakterin buyutule-
rek gosterilmesi

2000-2030: Karakter setinin rom'-
dan ram'e transferi

2100-2470: Disket kayit-okuma is-
lemleri

2500-
yazimi.

:Disk hatasinin ekrana

e1GOSUB 2000iGOTO 610 >11s>
00100 GET R*ilF R*>"" THEN 100 <246>
00110 IF R*="<UP>* THEN Y-Y-1iGOTO 500<040>
<003> 00120 IF R*-*<OOWN>" THEN Y-Y*1iGOTO 500<210>
<176> 00130 IF R<" m<RIGHT>e THEN X-X*HOOTO 500<206>
<078> 00140 IF R*-"<LEFT>" THEN X-X-1iGOTO 3B0<O5B>
<117> 00150 IF R#-*<F1>* THEN GOSUB 1200iGOTO 1
<241> 00 <230>

00160 IF R**"<F2>* THEN GOSUB 1300iGOTO 1



00170
00180
00190
00208
00210
00220
00230
00240
00500
00510
00520
00530
00600
00610
00650

00660

01000

01005

01010

01020
01030

01040
01050
01060
01070
01090
01091
01100
01200
01210
01220
01300
01310

01400
01410

01420
01430
01440
01450
01460
01465
01466

01470

01460

01490

00 <002 >
IF R$="<F3>" THEN GOSUB 1400:GOTO 1
00 <155>
IF R$=""<F4>" THEN OOSUB 1800:POKE 1

98.0:WAIT 198.1:GOSUB 1030:GOTO 100 <058>
IF R$="<F5>" THEN GOSUB 2200:GOTO 1
00 <023 >
IF R$-"<F6>* THEN GOSUB 2100:GOTO 1

.00 <019>
IF R$=*<F7>" THEN GOSUB 2400:GOTO 1

00 <204 >
IF R$=""<F8>" THEN GOSUB 2300:GOTO 1

00 <200>
IF R$=""<HOME >" THEN GOSUB 1030:GOTO
100 <061>
IF R$="#" THEN GOSUB 650:GOTO 100<068>
IF X>39 THEN X*0:Y=Y+1 <157>
IF X<0 THEN X=39:Y=Y-1 <090>
IF Y>12 THEN Y=0 <034>
IF Y<0 THEN Y=12 <182>

POKE V.<24*X*8) ANE 255:POKE V*16.<

£4 +X*8) /256 :POKE V*1,50*Y*8 <251>

PRINT A$;"<UP><9SPACE><9LEFT>X="X"Y

m"'Y:GOTO 100 <006>

PRINT A$;:POKE 19.64:INPUT "*:";K$:

POKE 19.0 <122>
OPEN [1.B.15.K$:PRINT AS$;ilhPUT*I_NE
_ME$.TR.SE:PRINT NE;NE$>TR;SE:CLOSE
1:RETURN <22B>

V=53248:POKE V*21_3tPOKE V*38.1:POK

E 2040 .13:POKE 2041.13:POKE V*27.3:

POKE V*40.1 <108>

FOR 1=832 TO 832*62:POKEI, . :NEXT <033>
FOR 1=832 TO 832*21 STEP3:POKE 1.2

55:NEXT <093>

POKE V,24:POKE V*1.50:POKE V*2.. <080>

PRINT "<HONE><13DOm> =-===-* - =-""==
casmamsumMmassmssmssmmmmmm>»am <068 >

PRINT "FI=ENTER CHAR <3SPACE >F2=READ

CHAR <206 >

PRINT "F3*CHAR DESIGN<2SPACE>F4-REA

© DESIGN <175>

PRINT "F5=LOAO CHAR<4SPACE>F6-SAVE

CHAR <110>

PRINT "F7=LOAO SCREEN<2SPACE>F8=SAV

E SCREEN <249>

PRINT *CLR=REDRAW<6SPACE>G -0OISK CO

T>MANO <092>
PRINT S$:PRINT S$:PRINT S$ <I1B8>

RETURN <142>
REM  ENTER CHAR <114>
PRINT A$;iINPUT "CHAR CODE SACIF

A<O OR A>255 THEN 1210 <251>

POKE L+X*40*Y_.A:RETURN <082>

REM READ CHAR <047>
PRINT A$;"CHAR CODE :'";PEEK<L*X*40*

Y) :RETURN <117>

REM  CHAR DESIGN <i06>

PRINT A$; "<DOUI™>"> :GOSUB 1800:POKE

V+16 .0:POKE V*21.3:GOTO 1600 <183>

GET R$:1F R$="" THEN 1420 <090>
IF R$=""<UP>" THEN YC=YC-I1IGOTO 1600 <252>

IF R$»"<DOWN>" THEN YC-YC*I:GOTO 16
00 <070>
IF R$="<RIGHT>" THEN XC=XC*1:GOTO 1

600 <050>
IF R$="<LEFT>* THEN XC=XC-1iGOTO 16
00 <252>
IF R$=" " THEN POKE L*XC*<YC*13>*40
-421GOTO 1420 <063 >
IF R$="<F7>" THEN POKE L*XC*<YC*13)
*40,46 <GOTO 1420 <103>
IF R$="<CLR>" THEN PRINT A$;"<DOWN>

"I cFOR 1-0 TO 7:PRINT *........ ":NE
XT :GOTO 1420 <114>
IF R$="<HOME>" THEN GOSUB 1B00:GOTO

1420 <10B>
IF R$=CHR$<13) THEN 1750 <013>

01600
01610
01620
01630
01700

01710
01750

01760

01770

01800
01806
01810

01820
01830
02000
02010

02020

02030
02 100

02110

02120
02130
02140

02150

02160
02170
02200

02210

02220
02230
02240

02250

02260
02270
02300

02310

02320
02330
02340

02350

02360
02370
02400

02410

02420
02430
02440

02450

02455
02460
02470
02500

PROGRAM DOKUM

IFXC>7
IFXC<0
IFYC>7 THEN YC=0
IFYC<O THEN YC=7
POKE V*3.50*<YC*15>*0:POKE V+2.24*X
Cc*8
GOTO 1420
FOR 1=0 TO 7:POKE K*I..:NEXT
=15 TO 22:FOR T=0TO 7
IF PEEK<L+Te¢1*40)=42 THEN POKE K*I-
15.PEEK<K*I-15> ORU<7-T)
NEXT :NEXT :GOSUB 1030:POKE
RETURN
A=PEEK <L*X*40*Y):PRINTA$:K=BS*A*8
FOR T=0 TO 7:M$="""
FOR 1=7 TO O STEP -1:IF<PEEK<K*T>
AND U<1))<>0 THEN M$=M$+"*":GOTO 18
30

THEN
THEN

XC=0
XC=7

FOR 1

V*21.1*

M$=M$*>"" .

NEXT :PRINT M$:NEXT :RETURN
REM TRANS CHAR DATA ROM=>RAM

POKE 53272 .281POKE 56334.0:POKE 1.5
1

FOR 1=0 TO 511:POKE BS*I.PEEK<V*I><

NEXT

POKE 1.55:POKE 56334.1:RETURN

POKE V+21.0:PR INT A$;:1T<f>UT "FILE N

AME :";Q$

PRINT A$;"INSERT OISK AND PRESS ANY
KEY™:POKE 188.0

GET R$:IF R$="" THEN 2120

OPEN 1.8.2.Q%+*.S.w"

OPEN 2.8.15:INPUT#2.A.Q$:IF A<>0 TH

EN 2500

FOR 1=12288 TO 1228B*2047:PRINT#1.C

HR$<PEEK<1)); :NEXT

INUTE*2.A.Q$:IF A<>0 THEN 2500

CLOSE 1:CLOSE 2:POKE V+21.1:RETURN

POKE V+21.0:PRINT A$;:INPUT "FILE N

ANE :";0%

PRINT A$)"INSERT DISK AND PRESS ANY
KEY™":POKE 198.0

GET R$:1F R$="" THEN 2220

OPEN 1,8,2.Q%+"_.S_.R"1J=12288

OPEN 2 .8 .15 : InffUT#2 .A .Q$: IF A<>0 TH

EN 2500

GET M1.L$:A=ASC<L$+CHR$<0)>:POKE J.

Ai1J=J*1UF ST=0 THEN 2250
INPUT*2_A:IF A<>0 THEN 2500

CLOSE 1:CLOSE 2:POKE V*21 .1:RETURN

POKE V*£1 _0:PRINT A$; :INPUT "FILE N

ANE :";Q$

PRINT A$J"INSERT OISK AND PRESS ANY
KEY™"™:POKE 198.0

GET R$:1F R$="" THEN 2320

OPEN 1.8.2.Q%+™.S.w"

OPEN 2.8.15:1ThFUT#2_.A_.Q$:IF A<>0 TH"

EN 2500

FOR 1=1024 TO 1543:PRINTttl_CHR$<PEE

K<1)>) :NEXT

I1hf>UTN2_A:IF A<>0 THEN 2500

CLOSE 1:CLOSE 2:POKE V+21.1:RETURN

POKE V*21.0:PRINT A$;:INPUT "FILE N

AME :";0%

PRINT A$; "INSERT D.ISK AND PRESS ANY
KEY'" :POKE 188.0

GET R$:1F R$=""" THEN 2420

OPEN 1.8.2.Q%$+".S.R*:J=1024

OPEN 2.8,15: INPUT#2.A,Q%:IF A<>0 TH

EN 2500

GET #1 .L$:A=ASC<L$*CHR$<0>):POKE J.

A:J=J*1:1F ST<>0 THEN 2460

GOTO 2450

IhPUTM2_A_G$:IF A<>0 THEN 2500

CLOSE [1:CLOSE 2:POKE V+21.1:RETURN

PRINT A$;Q$:POKE [I1S8.0:WAIT 1S8.1:C

LOSE 1:CLOSE 2:POKE V*21.UGOTO 100

1302

<1lU>
<048>
<140>
<077>

<243>
<254>

<185>
<137>
<110>

<001>
<024>

<058 >
<184>
<167>
<003>

<046 >

<000 >
<218>

<174>
<012>
<123>
<053>
<205>
<172>
<189>
<002>
<018>
<112>
<031>
<108>
<043>
<203>
<00B>
<102>
<h18>
<214>
<187>
<255>
<151>
<014 >
<110>
<204>
<220>
<058>
<106>
<066>
<251>
<073>
<085>
<235>
<048>

<071>



PROGRAM DOKUM 1303

SPRITE MAKER-64

Bitin programcilar programlariy-
la ugrasirken sik sik cesitli sprite'lari
kagit tzerinde hazirlamak zorunda
kalmislardir. Ama bilindigi gibi ¢i-
zimden sonra sekli C-64'Un kabul
edecedi datalar halinde hesapla-
mak epey uzun ve sikici bir islemdir,
iste bu hesaplardan hoslanmayan
C-64 sahipleri igin asagidaki prog-
ram oldukga kullanigh. Tabii daha
once de bu gibi programlar yayin-
lanmisti. Ama bu programin dzelli-
gi daha kisa olmasi. Buna karsilk
yaptiklari bakimindan pek asagi
kalmiyor. Yapacaginiz programi
hemen yazip kasede ya da diske-
te kaydetmek.

Programin c¢alismasiyla gelen
acilis ekranindan sonra Sprite Ma-
ker'in dizayn ekranina geleceksiniz.
Burada port-2'ye takili bir joystick

ENiS HIKMET SIMSEK

yardimiyla sprite'inizi ¢izebilirsiniz.
Ekrandaki (+) seklindeki imlecin bu-
lundugu yere bir nokta koymak igin
ates tusuna basin ve joystick'i her-
hangi bir yéne c¢ekin. Noktalari sil-
mek i¢in yapmaniz gereken tek sey
izleci o noktanin Gzerinden gegcir-
mek. Bu bazen isinizi zorlastirabilir
ama herhalde her seferinde klav-
yede bazi tuslarla oynamaktan iyi-
dir. Eger butin sekli silmek isterse-
nizyapacaginiz sey -c- tusuna bas-
mak.

Ayrica ¢iziminizin nasil bir sey ola-
cagina dair bir fikir edinebilmeniz
icin de ekranin sag alt kdsesinde
sprite'inizin bir sekli var. O da sizin
blyuk seklinizle beraber bilgisayar
tarafindan cizilecek. Her seyi bitir-
diginiz zaman programinizda kulla-
nacaginiz 63 Saylyl elde etmek icin

-return-tusuna basin. Burada seklin
hesaplanmasi sonucunda elde
edilen sayilar kaginci sayi olduguy-
la beraber yazilarak verilecektir. Ek-
randa sayilari tek tek gorip not et-
mek icin her seferinde -space- tusu-
na basin. Bu islem bittiginde size
tekrar baska bir sprite igin ¢alismak
isteyip istemediginiz sorulacak, iste-
ginize gore "y" yada "n" girin. Eger
"y" girerseniz sprite'in gosterilmesin-
den sonra program basa dénecek,
"n" girerseniz gdsterimden sonra
programdan c¢ikilacak.

iste hepsi bu kadar. E§er bir so-
run olursa telefonum programin ba-
sinda var. Artik programla elde
edeceginiz sayilari eskisinden fark-
siz olarak programlarinizda kulla-
nabilirsiniz. Bol programli gunler.

PROGRAM AO 1 : SPRITE MAKER-64 00014 POKE 53280 .0«POKE 33281.0iGOSUB 400 <225>
00016 PRINT m<7SPACE ><RVSON><5SPACE >SPRIT
00000 REM mnitcittiifritttasitnnit t <003> E MAKER-64 <5SPACE >m1PRINT <006>
00001 REM *  SPRITE MAKER - 64 « <176> 00018 PRINT m<RVSON> COPYRIGHT<C)1989 ENI
00002 REM 1BY ENIS HIKMET SIMSEK 1 <009> SH. SIMSEK & BYEN- <187>
00003 REM 1 * <isl> 00020 PRINT -<400UN>*1 <034>
00004 REM *COPYRIGHT<C)1989 BYEN 1 <046> 00022 PRINT -<C-7><6SPACCIU PROGRAM ILE
00005 REM = ADRESi * <149> TEK REh*L1 Sr*f<i"YT--iPRINT <207>
00006 REM iAKINCILAR SOK. NOUI/10i <058> 000t4 PRINT -LARIN SEKILLERINI EKRANDA JO
00007 REM 1 MALTEPE - ANKARA 1 <189> YSTICK YAR-w*PRINT <119>
00008 REM 1 TEL* 231 19 73 1 <252> 00026 PRINT "QIMI ILE CIZDIKTEN SONRA. PO
00009 REM  IVEVIESEEIt!IESIIIIILNnIt <012> KE OEGERLE-<tPRINT <003>
00010 PRINT *<CLR><C-6>MGOSUB <073> 00028 PRINT "Rl OLAN ALTMIS IKI ADET SAYI
00012 V*532481Ra34272*H*1104 »D*12288 <070> Yl ELDE ET-m«PRINT <106>
00013 POKE V+21.0iFOR T-0 TO 0*63*PQKE T* 00030 PRINT -htNI2 MUM<UNDUR...- <086>
0i FAXT <209 > 00032 PRINT "'<300U*<>*1 <153>



00034

00035

00036
00038
00040
00042

00044

00046

00048

00050

00052

00054

00056
00058

00060
00062

00064
00066
00068
00070
00072
00074
00076
00078
00080
00082
00084
00086
00088
00090
00082
00094
00035

00096
00098

00100

00101
00102

00103
00104

00106
00108

PRINT *<RVSON> <C=3 ><8SPACE >DEVAM IC
IN SPACE"E BASIN<7SPACE>":POKE 198.

0:WAIT 198.1 <150>
PRINT "<CLR ><C=C ><7SPACE ><RVSON ><5S
PACE >SPRITE MAKER-64 <5SPACE >*:PRINT
"<CTRL-2 >" <195>
FOR T=1 TOS1 <144>
FOR E-1 TO24:PRINT*-";:NEXT <139>
PRINT "<DOWN><UP>":NEXT <009>
PRINT *<HOME ><2DOUA>""TAB<26)"<CTRL-
8><RVSON>CIZ IM ICIN" <174>
PRINT TAB<29)"<CTRL-8><RVSON>-JOYST
ICK-"":PRINT <109>
PRINT TAB<26 >"<CTRL-3><RVSON>DATALA
R ICIN" <211>
PRINT TAB<31)"<CTRL-3 ><RVSON>-RETUR
N-":PRINT <227>
PRINT TAB<26)"<CTRL-6 ><RVSON>EKRAN
S ILMEK™" <107>
PRINT TAB<34)"<CTRL-6><RVSON>- C —*
PRINT <075>
PRINT TAB <26 >"<C=1><RVSON>NOKTA KOY
MAK ** <192>
PRINT TAB <33)"<Cm1><RVSON>-FIRE-"  <033>
PRINT "<1000HMRVSON><C=3> COPYRIQ
HT<C)1989 ENIS H. SIMSEK& BYEN" <181>
V*53248 TX=0:Y=0: <200>
POKE V*21.1:POKE 2040.192:POKE V*38
,15 <159>
POKE V.255:POKE V*1.170:GOSUB 200  <073>
REM  DONOU <218>
J=PEEK <56320 >:XE=X :YE=Y :BE=B:P=0 <222>
IF J ANESTHENX=X-1 <17
IF J ANE4THENX=X+1 <242>
IF J AND2THENY=Y-1 <058>
IF J ANDITHENY™"Y*1 <024>
GET A$ <032 >
IF A$=CHR$<13) THEN GOTO 300 <181>
IF A$="C" THEN GOTO 35 <206>
B=0:1F NOT J ANE 16 THEN B=1 <150>
: <062 >
IF X<O THEN X=0 <176>
IF X>23 THEN X=23 <104>
IF Y<O THEN Y=0 <060>
IF Y>20 THEN Y*20 <157>
HY=H+40*Y+X :HE=H+40*YE*XE : RY*H*R+40
*Y*X :RE*H +R +40*YE *XE <051>
IF PEEK<HY)=81 THEN P=1 <227>
IF BE=I THEN POKE HE.8]IPOKE RE.2:G
0TO 102 <145>
IF P=1 THEN POKE HY.BI:POKE RY.I:W=
33:G0SUB 420:GOSUB 210 <i>
POKE HE.45:POKE RE.1 <073>
IF PEEK<HY><>81 THEN POKE HY.43:POK
E RY.7 <095 >
IF PEEK<HEX>81 THEN POKE HE.45:POK
E RE.1 <078 >
IF B=0 THEN GOTO 6B <044>
POKE HY.81:POKE RY.2:W=17:GOSUB 420 <074>
(*F=D+3*Y* INT<X~ ) :POKE CF.PEEK<*F>
OR 0<X-6*INT<X/8>>:GOTO 68 <005>

00200
00202
00204
00206
00208
00210

00211

00300
00302
00304
00306

00308
00310
00312
00318

00320
00322
00326
00328

00329

00330
00334
00336
00338
00340

00342

00344
00400
00411
00412

004 19
00420
00422

00500
00502

00504

00506
00508
00509
00510

00512

PROGRAM DOKUM 1304

REM KART REAOING <234>
FOR 1=0 TO 7 :0<7-1>=2t1:NEXT <115>
FOR 1=0 TO 7:A<1>=255-0<1):NEXT <087>
FOR T*O TO D+63:POKE T.O:NEXT <140>
RETURN <010>
MF=D*3*Y* INT <X/8 >iPOKE hF.PEEK<frF>

ANE A<X-8*INT <X/8)) <181>

MF*D+3*YE+ INT<XE/8) :POKE TfrF.PEEK<(<F

) ANE A<XE-8*INT<XE/8)):RETURN <027>
REM DATA READING <147>
POKE V .130:POKE V+1.170 <210>
GOSUB 340iPRINFT "'<3UP>" <221>
PRINT "<CTRL-5 ><RVSON><6SPACE >SPR IT

E DATA OKUMA SONUCLARI<6SPACE>":PRI

NT <240>
FOR T=0 TO 62 <133>
A=12288+T <177>
A=PEEK<A> <233>
PRINT "<HONE ><6DOUH ><14SPACE ><13LEF
T>"T*J" 1 *A; <190>
POKE 198.0:WAIT 198.1:NEXT <197>
GOSUB 340:PRINT :POKE 198.0 <192>
INEUT "YENI SPRITE <E~)";A$ <090>
IF A$="E" THEN FL=1:GOSUB 340:GOTO

500 <099 >
IF A$="H" THEN GOSUB 340:FL=0:GOTO

500 <165>
PRINT *<UP>";:GOTO 326 <115>
z <056 >
GOTO 500 <042>
REM SCREEN SUBROUTINE <127>
PRINT *<CLR ><C=6 ><7SPACE ><RVSON><5S

PACE >SPRITE MAKER-64<5SPACE >":PRINT

<066 >

PRINT "<2000WN><RVSON><C=3> COPYRIG
HT<C)1989 ENIS H. SIMSEK & BYEN <HO
NE><5DOUN>"" <029 >
RETURN <148>
REM SOUNE SUBROUTINE <132>
QI=16*15+1S:Q2=16*1S+08 <120>
POKE R+24 .15:POKE R*5.QI:POKE R+6.Q

2 :POKE R#1.100:POKE R.30 <031>
RETURN <223>
REM  SOUNE! .. <006>
POKE R+4 _W:FOR T=0 TO 5iNEXT :POKE

R+4 .W-1:RETURN <215>
REM ENE ROUTINE <237>
POKE V .160:Q1=16*15*15:Q2=16*15«15:
GOSUB 412:W=130:GOSUB 420 <229>
FOR Y=0 TO I:FOR T=30 TO 200:POKE V
*]_T:POKE V*39.T:FOR 0=0 TO 30:NEXT

D.T.Y <172>
FOR T*0 TO 150:POKE V+I1.T:NEXT :W=1
29:G0SUB 420:POKE V*39.1 <236>
IF FL=1 THEN F=2000:GOTO 510 <061>
FL=0 <171>
FOR T=0 TO 3000+FINEXT :IF FL=1 THE
N RUN <046 >
ENE <006 >
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SOLO TEST

Bu program ¢ogumuzun bildigi tek
kisi ile oynanan bir zeka oyununun
bilgisayara uyarlanmis seklidir.

Oyunu tanimayanlar icin agikla-
mak gerekirse.

Oyun uzerinde 44 adet tas bulu-
nan "+" isaretine benzer birzemin
Uzerinde oynanir. Ortada bir tashk
bir bosluk bulunur, ilk hamle bu bos-
luga yapilarak oyuna baslanir.
Oyunda hamleler yatay veya dikey
olarak bir tasin etrafinda bulunan
diger bir tas Gzerinden atlatilarak
ayni dogrultuda bir ilerki bos hane-

HAKAN OZGUR

ye konmasi ve Uzerinden atlatilan
tasin alinmas seklindedir. Capraz
hareket yapilamaz. Dama oyununu
bilenler bu oyun seklinidaha ¢abuk
kavrayabilirler.

Oyun bu sekilde alacak tas kal-
mayana kadar benzer hamlelerle
devam eder, en iyi oyun en az tas
birakilan oyundur. En az bir tas bi-
rakilabilir.

Oyun bilgisayarin ikinci joystick
portuna takilan joystick ile oynanir.
Ekran Gzerinde surekli kalan tas sa-
yisi gosterilir. Oyundan ¢ikmak icin

"c" tusuna basmak yeterlidir. Kalan
tas sayisi gosterilir, devam edilip
edilmeyecedgi sorulur.

Program satirlarinin agiklamasi:

10 -50 :Ekranin dizenlenmesi

60 -120: Joystick ve Keyboard
kontrolu

130-160: Kursér koordinatlarinin
dizenlendigi kisim.

170-350: Hamle hareketinin yapil-
digr kisim.

370-550: Oyun zeminin hazirlan-
masi.

560-610: Cikis

PROORAM ADI : SOLO TEST 00150 IF X>XH<Y,"3> THEN X*XH<Y~J) <186>
00160 IF X<XL<Y~"3> THEN X=XL<Y/3) <233>
00010 T=1235:TR=54272:TF=TR+T:PRINT "<CTR 00170 2 =T+X*2*Y*60:R=PEEK<Z)IPOKE Z.<R*12
L-2><CLR>":POKE 53280.0:POKE 53281, 8) AND 255:1IF R<!28 THEN 170 <176>
0 :TS=44:J=56320 <107> 00180 GOTO 60 <142>
00020 X=4:Y=4:XL<0)=3:XL<I>"0:XL(2)=3:XH( 00190 XA=XiYA=Y:GOSUB 350:1F PEEK<Z)=32 T
0)=5:XH(1>*8IXH(@2 )*“5:GOSUB 360 <007> HEN 60 <158>
00030 PRINT " (HONE>SOLO TEST(6SPACE>DUZEN 00200 XD*X:YD=YiF=1:POKE TF+X*2*Y*80.3:GO
LEYEN : HAKAN OZGUR™ <207> TO 60 <200 >
00040 PRINT TAB<5>"<DOWN>CIKIS ICIN *C* T 00210 IF XD<>X AND YD<>Y THEN 300 <123>
USUNA BASINIZ." <086> 00220 IF ABS(XD-X)=0 AND ABS<YD-Y><>2
00050 PRINT "<HOME><4DOWN>TAS SAYISI:<3SP THEN 300 <025 >
ACE><3LEFT>";TS <219> 00230 IF ABS<XD-X)<>2 AMD ABS<YD-Y)=0
00060 K=PEEK<J> ANO 31:IF K=15 AND H-15 T THEN 300 <141>
HEN 60 <155> 00240 IF YD*Y THEto 31b <000>"
00065 H=K:IF K-30 THEN Y=Y-1:GOTO 130 <049> 00250 XA=X:D=YD-YiYA"YD-0/2iGOSUB 3SOIIF
00070 IF K=29 THEN Y=Y*1:GOTO 130 (191> PEEK(Z>=32 THEN 300 (199>
00080 IF K=23 THEN X=X*1:GOTO 130 <066> 00260 YA=Y:GOSUB 350:IF PEEK(Z>-81 THEN
00090 IF K=27 THEN X=X-1:GOTO 130 <085> 300 <143>
00100 IF K*15 ANO F=1 THEN F"0:GOTO 210 <034> 00270 YA=Y0:GOSUB. 350:POKE Z.32:YA*Y0-0/
00110 IF K>15 AND F=0 THEN 180 (088> 2 :GOSUB 350:POKE Z.32:YA-Y:GOSUB 35
00120 GET R$:IF R$="C" THEN 560 (253> 0 \Y; <233>
00130 IF Y>8 THEN Y*8 (083> 00280 POKE Z.B1:F=0:Y=YA:TS=TS-1 <142>
00140 IF Y<O THEN Y=0 <108> 00230 XA*XD:YA=YD:GOSUB 350:POKE Z*TR,tiF



00300
00310

00320

00330

00340

00350
00360
00370
00380
00330
00400
00410
00420
00430

=0:60TO 50

X=XD:Y=YD:GOTO 230

YA=Y :D=XD-X:XA=XD-D/2:GOSUB  350: IF
PEEK(Z)=32 THEN 300

XA=X:GOSUB 350:IF PEEK<Z)=81 THEN
PRINT "FF":GOTO 300

XA=XDIGOSUB 350:POKE Z,32:XA=XD-D/

2 :GOSUB 350:POKE Z,32:XA=X:GOSUB 35

o

POKE Z ,81:F=0:X=XA:TS=TS-1:GOTO 23

0

Z=T+XA*2 +YA*80:RETURN

A=16:B=10

PRINT "'<CLR ><4DOWN> ""TAB <A)"R*if*F*5

PRINT TAB<A)"-Q-Q-0Q-

PRINT TAB<A) "f5*+*+*P

PRINT TAB<A)"-Q-Q-Q-

PRINT TAB<A)"0* +*+%C3

PRINT TAB<A)"-Q-Q-0Q-

PRINT TAB<B>"**FFrFfrtrs*trs FAR*S

<026>
<245>

<203>

<254>

<176>

<031>
<08B>
<036>
<078>
<073>
<123>
<033>
<143>
<113>
<023>

00440
00450
00460
00470
00480
00490
00500
00510
00520
00530
00540
00550
00560
00570

00580
00590
00600
00610

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

PROGRAM DOKUM 1306

TAB<B)"-Q-Q-0-Q-Q-Q-Q-Q-Q-
TAB<B)'"I5* +*+* +*+* ¥ ¥ x>
TAB<B)"-Q-Q-Q-Q- -Q-Q-0-Q-
TAB <B) ""72>% 04 *+*¢* +*¢*¢ * +(C]
TAB<B)"-Q-Q-Q-Q-Q-Q-Q-Q-Q-
TAB<B) ny *r+F+ ++** ++++F+P+>?
TAB<A)"-Q-Q-Q-

TAB (A)"'S*+*+*CJ

TAB<A)"-Q-Q-Q-

TAB <A) "ff*+*+*p

TAB<A)"-Q-Q-Q-
TAB<A)"T*r+F*><0 :RETURN

"<CLR >KALAN TAS SAYISI *"TS
""<RVSON>D<RVSOFF >EVAM VEYA <R

VSON >C<RVSOFF >IK I1Sm
GET R*:IF R*="" THEN 580
IF  R*="D* THEN RUN
IF  R*<>"C"™ THEN 580

PRINT

"<CLR>"

<126>
<012>
<227>
<032>
<166>
<074>
<193>
<243>
<215>
<008>
<235>
<237>
<251>

<16B>
<082>
<238>
<168>
<030>
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SINYALLI HATA

Sinyalli Hata adindaki bu progra-
min yaptigi is herhangi bir hatadan
sonra (Syntax Error, illegal Device,
Number Error,... gibi) kisa bir sinyal-
le sizi uyarmaktir.

Hatalarin sinyalle bildirilmesi 6zel-

HAKAN KANTAS

likle grafik modunda iken faydali ol-
maktadir.

Program Basic ile yazilmistir. DA-
TA satirlarindaki makine dili prog-
ram hafizanin 53047 ile 53171 ad-
resleri arasinda yer almaktadir.

Makine Dili program SYS 53161 ile
calismaktadir. Programdan ¢ikmak
icin SYS 64738 veya Reset tusu ile
bilgisayari resetlemek yeterlidir.

Hatasiz gtnler dilerim.

PROGRAM ADI I SINYAL 54.0.168.0.169.0.145.253 <217>
00050 DATA 152,201,23,248,7,24,105,1,168
80B05 PRINT <CLR><6DOWN>BU PROGRM1 BIR H ,76,67,207,169,15,141,24 <160>
ATA MEYDANA QELDIOINDE <071> 00060 DATA 212,169,0,141,5,212,169,24711
«0006 PRINT <DOWN>BIR SINYAL ILE SIZI UY 41,6,212,169,17,141,4,212 C255>
ARIR. OZELLIKLE <189> 00070 DATA 169,40,141,1,212,169,0,141,0,
00007 PRINT <DOWN>GRAFIK EKRANLARI ICIN 212.169.0.141.166.0.141 <136>
FAYDALIDIR. <059> 00080 DATA 161,0,141,162,0,173,162,0,201
06008 PRINT <DO"N><27SPACE>HAKANKANTAS <043> ,10,240,3,76,124,207,169 <250>
08069 FOR T-0 TO 3000iNEXT <237> 00090 DATA 16,141,4,212,96,141,60,3,142,
00010 FOR A-53047 TO 5317HREAD Bi1C-C+B1IP 61,3,146,62,3,138,201,31,176,3,32,5
OKE A,BINEXT 1SYS 53161 <060> 5 <080>
00020 IF CO!3412 THEN PRINT DATA ERROR 08100 DATA 207,173,60,3,174,61,3,172,62,
ISTOP <102> 3,76,139,227,169,140,141 <015>
00030 PRINT <CLR><2DOWN>NGW ACTIVE. <142> 00110 DATA 0,3,169,207,141,1,3,96 <017>
00040 DATA 169,0,162,212,141.253,0.142,2
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KITAP TAKIP
Version Disk

Birgok kitabi olup da bunlari saga
sola 6diing verenler artik kitap kay-
bina paydos. Asagidaki program
bu ve bunun gibi birka¢ sorununu-
za ¢6zim getirecektir. Programi
yazmadan (ya da yazdiktan sonra)
aciklamayi okuyun.

Programin Calismasi Hakkinda
Bilgi: Program iki ana kisimdan olus-
maktadir. Kitap Listesi ve Kira Listesi.

Kitap Listesini se¢tiginizde karsini-
za dort segcenekli bir ment ¢ikacak-
tr.

1-Siniflandirma: Bu kisim kitapla-
rin siniflandiriimasiyla ilgilidir, ilk kul-
lanimda bu secenek segilerek her
kitap turd ile ilgili olarak degisik bir

PROGRAM AO1 1 KITAP-TAKIP

00010 GOTO 10000

00020 PRINT *<CLR ><CTRL-8><1I100WN>"
"<3RIGHT>THIS PROGRAM
FOR COMMODORE 64 rERSONAL COW>UTER

00030 PRINT

00040 PRINT

00050 PRINT V26RISHT>WV WO WW7W

00055 FOR Y-1 TO 1000:NEXT Y

00060 0 IM A$<100>.B$<100).C$<100) .0$<100>
.E$<100) .H$<100) .N$<4000) . M$<4000)

90039 PRINT CHR$<142)

""<200WN><21R IGHT>0ZGUR OINCER

OZGUR DINCER

dosya acilir. Mesela, Klasikler. An-
siklopediler vs.

2- Kitap-Kayit: Bu kismi secerek sa-
hip oldugunuz kitaplar siniflarina
gore 15'erli gruplar halinde girebi-
lirsiniz. Bilgisayar hangi dosyaya ka-
yit yapacaksiniz diye sordugunda
siniflandirma kisminda yarattiginiz
dosyalardan hangisine kayityapa-
caksiniz onu goreceksiniz.

3- Kitap Listesi: istediginiz tirdeki
kitaplarin isimlerinin listelerini 15'erli
gruplar halinde gérebilirsiniz.

Kira Listesi'ni secerseniz bu sefer
ekranda bes secenekli bir meni
belirir.

1- Kira-Kayit: Bu bolim kiraya ver-

diginiz kitap ile kiralayan kisi hak-
kindaki bilgileri kayit etmenize ya-
rar.

2- Kiralar: Kiraya verdiginiz kitap-
lar hakkindaki bilgileri gorebilirsiniz.

3- Kira Listesi: Kiraya verdiginiz ki-
taplarin isimlerinin listesini ve kira
kayit no'larini gorebilirsiniz,

4- Kira Silme: Kayit no'suna gore
istediginiz kitabin kira kaydini sile-
bilirsiniz.

Bu bdlimde (kira listesinde) kayit
no'larinda ¢ok dikkatli olmaniz ge-
rekmektedir.

Ana menudeki Cikis se¢cenegini
secerek programdan cikabilirsiniz.

iyi giinlerde kullanmaniz dilegi
ile.

00100 PRINT "<CLR><CTRL-8>":POKE 53281.6:

POKE 53280.6 <017>
<230 > 00110 PRINT "<800WN ><SR IGHT>A< 2SPACE >N<2S
<182> PACE >A<5SPACE>M<2SPACE>E<2SHIFT-SPA
IS MADE CE >N<2SHIFT-SPACE >U" <085>
00130 PRINT '<OOUTJ><8R IGHTX2SPACE >1mK ITA
<163> P LISTESI<4SPACE >* <224>
00135 PRINT <237>
<194> 00140 PRINT "<8RIGHT> <2SPACE >2_KITAP KIRA
<100> SI<5SPACE>" <050>
<141> 001S0 PRINT "<RIGHT><DOUM><7RIGHT><2SPACE
>3.CIKIS<12SPACE >" <171>
<208) 00160 INPUT "'<4DOUM><5RIGHT>SECIMINIZ 1I..
<254> LL*ra <2i2>
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00170
00200

00210
00220

00230
00235
00237

00240

00250
00251
00252

00253

00254

00255
00256

00257

00259
00259
00331
00332

00393
00394
00335

00336

00397
00398
00333
00400
00405

00410

00450
00455
00460
00465

00470
00475

00476
00480
00490
01000
01001
01010

01020
01030
01040
01045

01047
01048

01050

01060
01100

01150
01200
01210

01220

ON Q GOTO 200,1000,5000

PRINT "<CLR ><CTRL-1><RVSON>KITAP LI
STESI<RVSOFF>":POKE 53201,1

PRINT "<9DOWN><12RIGHT>M E N U"
PRINT "<DOUIN><8R IGHT >1.S IN IFLANO IRM
A-

PRINT "<DOU*O<8RIGHT>2.KITAP-KAYIT"
PRINT "<DOWN><8RIGHT>3._KITAP-ARAMA™
PRINT "<DOWN><8RIGHT>4.ANA MENUYE D
ONUS™

INPUT ""<4DOWN> <4RIGHT>SECIMINIZ
.""102

ON Q2GOTO 251,391,400,100

REM * S IN IFLAND IRMA *

PRINT "<CLR ><RVSON>SINIFLANDIRMA<RV

SOFF>""

INPUT "<200WN><2RIGHT)DOSYA ISMINI

GIRIN a"/DO0*

PRINT "<DOWN><3RIGHT>"JDO*/" ISIW-1
DOSYA YARATILIYOR..."

OPEN 3.8.3,+DO<+".S,W"

PRINT "<2DOWN><2RIGHT>DOSYA YARATIL
o1..."

INPUT "<2DOWN>DEVAM EDECEKMISINIZ <
E/H>"/L*

IF L*="H" THEN CLOSE 3*GOTO 200
CLOSE 3:GOTO 253

REM * KAYIT *

PRINT "<CLR><RVSON>KITAP-KAYIT<RVSO
FF >": INPUT "<DOWN><2RIGHT>HANGI DOS

YAYA KAYIT YAPACAKSINIZ"JIDO*

OPEN 3,8,3,+D0O$+m,S,A":GOSUB 7000
FOR Im1 TO 10

INPUT "KITABIN ADI :"JN*<I>:PRINT#3
NE<D>

INPUT “YAZARL i";M*<1):PRINT#3,M*<I
)

NEXT 1

CLOSE 3

GOTO 200

REM * ARAMA *

PRINT "<CLR ><RVSON>KITAP-ARAMA<RVSO
FF>"

INPUT **<2DOUN><2RIGHT>HANGI DOSYADA
ARAMA YAPACAKGINIZ"/DO*

OPEN 3,8,3.+D0$+",S .R™:GOSUB 7000

FOR 1-1 TO 20
INPUT#3 ,N*<I>,M*<I>
PRINT N*<I>:PRINT "<UP><20RIGHT>"JM

*<|)

hEXT 1

INPUT "DEVAM ETMEK ISTERMISINIZ
oopx

IF L*="E" THEN 455

CLOSE 3

GOTO 200

REM ** KIRA **

REM

PRINT  "<CLR><CTRL-8><RVSON>KITAP K
IRAS I<RVOOFF >"»POKE 53281,2

PRINT "<9DOWN><I2RIGHT>M E N U"
PRINT *<DQWN><8R IGHT>1.K IRA-KAYIT"
PRINT *<DOUN><8RIGHT>2«K IRALAR®
PRINT "<DOUJIN><8R IGHT >3_.K IRA LISTESI
PRINT "<DOUJN><8R IGHT >4 «K IRA SILME"
PRINT *'<DOWN><8R IGHT>5 ANA MENUYE D
ONUS™

INPUT "<4DOWN><5RIGHT>SECIMINIZ
_Ujo4a

ON Q4 GOTO 1100,2000,3000,3200,100
PRINT "<CLR ><RVSON>KIRA-KAY IT<RVSOF
F>"

INPUT "KAYIT NO *"I1

OPEN 2,8,2.STR*<I) +",S,W

INPUT ""<DOUJN>K ITABIN ISMI "/A*:PRIN
T#2 ,A*
INPUT "YAZARI MB*:PRINT#2,B*

<200>

<130>
<163>

<229>
<008>
<002>

<021>

<021>
<239>
<176>

<250>
<123>

<197>
<221>

<035 >

<195>
<0l2>
<077>
<150>

<073>
<219>
<030>

<i26>

<192>
<227>
<171>
<081>
<0 10>

<193>

<173>
<007>
<220>
<003>

<125>
<044 >

<011>
<109>
<253>
<172>
<064>
<045>

<210>

<211>
<177>

<076>

<173>
<025>

<Oie>

<172>
<192>

<047>
<092>
<241>

<207>
<097>

01230

01235

01237

01238

01240

01250

01260
01270
02000
02010

02030

02040

02050

02060
02100

02105
02110
02120
02125
02130
02140
02150
02 155
02157
02158
02160

02170

02180
02130
02500
02510

02520

02530
02540
02555
02560
02570
02575
02576
02577
02587

02588
02583
02590
03000
03010
03020
03025
03030
03040
03050
03060
03070

03080
03090
03100
03200

03210

03220

INPUT "KIRALAYAN K IS1 "/C*:PRINT#2,
C*

INPUT “KIRALAYANIN AORESI:"JOCPRIN
T#2,D*

INPUT "KIRALAYANIN TEL. NO*SU>"JE*i
PRINT#2,E*

INPUT “KIRALANIS TARIHI-SURESI:"/H*
:PRINT#2 ,H*

INPUT "<2DQWN>DEVAM ETMEK 1STIYORMU
SUNUZ leee"/LF

IF L*="E" THEN I=1+1:CLOSE 2:G0TO 1
200

CLOSE 2

GOTO 1000

REM * KIRA OKUMA *

PRINT *<CLR ><RVSON>KIRA-OKUMA<RVSOF
Fyn

PRINT "<10DOWN><8RIGHT >1.S IRAL I ARA
MA™

PRINT "<OOUIN><8R IGHT>2.1SIM ILE ARA
A

HFUT "<4DOWN> <SR IGHT>SEC IMINIZ
.05

IFQQ5=2 THEN 2500

PRINT "<CLR ><RVSON>K IRAOKUMA<RVSOF
Fyn

1*1

OPEN 2.8,2,STR<<I) +",S,R-

INPUT#2,A* ,B*.C*.D*,E*,H*

PRINT "<DOUJN>KAYIT NO [I"#1

PRINT "KITABIN ISMI :"JA*

PRINT "YAZARI i"JB*

PRINT "KIRALAYAN KISI i"/C*

PR INT "KIRALAYANIN ADRESU"/0*
PRINT "KIRALAYANIN TEL. NO"SU""JE*
PRINT "KIRALANIS TARIHI-SURESH"IH*
Ir-PUT ""<2DOUJN><3R IGHT>DEVAM ETMEK 1
STERMISINIZ :-..";L*

IF L*="E" THEN I*1 +HCLOSE 2*GOTO 2
110

CLOSE 2

GOTO 1000

REM * ISIMLI ARAMA *

PRINT "<CLR><RVSON>KIRA-OKUMA<RVSOF
F>"

INPUT ""<2DOMN><2R IGHT)ARANAN KITABI

N KAYIT NO*SU em 1
OPEN 2,8,2,STR*<1) +",S,R"
IhFUT#2,A*,B*,C*,D* ,E* H*

PRINT "<DOUN>KITABINADI i"JA*
PRINT "YAZARI :"JB*

PRINT *KIiRALAYAN KISI i"IC*

PRINT *KIRALAYANIN ADRESIi*ID*
PRINT "KIRALAYANIN TEL. NO"SU:"lE*
PRINT "K IRALANIS TARIHI-SURESIfJH*
INPUT "DEVAM ETMEK ISTERMISINT2
L

IF L*="E" THEN CLOSE 2*GOTO *510
CLOSE 2

GOTO 1000

REM ** LISTE **

INPUT "KAC TANE KIRA KAYDI VAR «"1U
FOR 1=1 TO U

CLOSE 2

OPEN 2.8,2,STR*<I>+-_S_R"
INPUT**2,A*

PRINT I*-"JA*

NEXT 1

INPUT "LISTENIN TEKRARI ICIN *T*",ME
NU ICIN “MT™"IL*

IF L*="T" THEN CLO8E 2:GOTO 3020

IF L*="M" THEN CLOSE 2*GOTO 1000
CLOSE 2:GOTO 1000

REM ** KIRA SILME **

PRINT "<CLR ><RVSON>KIRA-SIL.<RVSOFF
o

INPUT "SILINECEK KIRANIN <VEYA KITA
BIN) KAYIT NO®"SUNU B IL IYORMUSUN <€~H

<048>
<042 >
<027>
<0uU>
<132>

<110>
<007>
<194>
<123>

<121>
<146>
<057 >

<08I1>
<185>

<213>
<022 >
<U5>
<24 1>
<071>
<205>
<103>
<089>
<163>
<063>
<174>

<067>

<062 >
<167>
<098 >
<242>

<113>

<233>
<025>
<151>
<159>
<095>
<001>
<075>
<230>
<085>

<127>
<145>
<068>
<246>
<090>
<109>
<086>
<250>
<017>
<140>
<037)
<094:

<23i>
<200>
<204>
<013>
<054>

<063>



03230
03240
03250

03260
03300
03310

03320
03330

03340

03350
03360
05000

05010
05020

05030
05040
07000
07010
07020
,07030

>-JL<

IF L*="H" THEN 3250

GOTO 3300

PRINT "SILINECEK KIRANIN KAYIT NO*S
UNU MENUDEKI KIRA LISTESiNDEN OGREN
N

GOTO 1000

REM

INPUT "SILINECEK KIRANIM_iLAYIT NC3"S
UNU GIRIN :"/K

PRINT "<2DOUJN><2R IGHT>S ILIYORUM. , .
OPEN 15,8 ,15: PR INTM 15 ,"'S:"ISTR<*<K) :
CLOSE 15

INPUT ""BASKA SILINECEK KAYIT VARMI<
E/H)"tL

IF L*="E"
GOTO 1000
POKE 53281 ,7:PRINT

THEN 3200

""'<CLR><8DOUJN>":P

RINT "<CTRL-7>***0ZGUR O INCER*****
PRINT "***<C) 1983 MACGAYVER SOFTWAR
E***"

PRINT "***ADRES:RAGIBBEY MAH. 219 S

OKAK NO :3<2SPACE >45210/AKHISAR****
PRINT "***TEL_:3310***"

END :NEUI

REM * HATA KONTROL *

OPEN 15,8.15

INPUTEt15,EN,EM* ,ET,ES

IF EN=62 THEN PRINT "<DOWN><2RIGHT

<162>
<177>
<196>

<255>
<152>
<058>

<188>
<153>

<002 >

<083>
<083>
<110>

<214>

<013>

<009>
<057>
<211>
<120>
<054>
<025>

07100
10000
10010
10020
10030

10040
10050

10060
10070
10080

10090
10100

10110

10120

10130
10140

PROGRAM DOKUM

>BU ISIMOE BIR DOSYA YOK...":CLOSE

15:GOTO 200

CLOSE 15:RETURN

POKE 53281,14

PRINT CHR*<14):PRINT "<CLR>"

FOR X=1 TO 6

PR INT "<CTRL -2>WW77VOWWW7Y77W
T7T7vV7IVWYYOWOWW-7 "

hCXT X

PRINT "<DOUJH><6RIGHT> <CTRL-2 >K<CTRL
-1>1<CTRL-2>T<CTRL-1>A<CTRL-2>P <CT
RL-1>T<CTRL-2>A<CTRL-1>K<CTRL-2 >1<C
TRL-I>P <CTRL-2>V<CTRL-1>E<CTRL-2>R
<CTRL-1>S<CTRL-2 >1<CTRL~1>0<CTRL-2>
N <CTRL-1>D<CTRL-2)I1<CTRL-1>S<CTRL-
2>K"

PRINT

FOR X=1 TO 6

PRINT "<CTRL-2>7wVYQY7w797WYW77
VVVVVVI7VvVvVvVIWvVV ™

NEXT X

PRINT "<CTRL-3><3DOWN>< 1IR IGHT>HR IT
TEN BY:<CTRL-8>0ZGUR OINCER™

PRINT "<CTRL-7><DOWN><9RIGHT><C)198
9 MrtCQAYVER<SHIFT-SPACE>SOFTHrtRE-

PRINT "<DOWN><17RIGHT><RVSON>BIR TU
SA BASIN"IX<

GET X*:IF X~="" THEN 10130

GOTO 20

1310

<231>
<058>
<226>
<008>
<207>

<254 >
<082>

<208 >
<000>
<001>

<048>
<132>

<011>
<188>
<009>

<184>
<164>



PROGRAM DOKUM 1311

Tamamen Basic ile yazilmis oldu-
gundan hareketleri yavas olmasina
ragmen yine de guzel bir oyun.

UPER BAHCIVAN

LEVENT TEKER

Oyun kendi icinde aciklaniyor.
PROGRAM ADI : SUPER BAHCIVAN
00000 POKE 53281,1:POKE 53230,0:PRINT CH

00001
00002
00003
00004
00005

00006

00007

00008

00017

00018

00013

00020

00021
00022
00023
00024

00025

R*<8)IPOKE 53272,20
PRINT m<CLR><RVSON><CTRL-8><40SPACE
Sr-

PRINT "<40SPACE>";
PRINT "<40SPACE>"/
PRINT "<2SPACE ><CTRL-3 ><36SPACE ><CT

RL-8><2SPACE>"J

PRINT "<2SPACE ><CTRL-3><36SPACE ><CT
RL-8><2SPACE >" t

PRINT "<2SPACE ><CTRL-3 > <CTRL-1><2S
PACE >**** SUPER BAHCIVAN <C> *****<
3SPACE ><CTRL-3> <CTRL-8><2SPACE>";

PRINT "<2SPACE><CTRL-3><3SPACE><30R
16HT><3SPACE><CTRL-B><2SPACE >"/
PRINT "<2SPACE ><CTRL-3 ><3SPACE ><30R
I1GHT><3SPACE ><CTRL-8><2SPACE >"I
PRINT "<2SPACE ><CTRL-3><3SPACE ><30R
IGHT ><3SPACE><CTRL -8 ><2SPACE >"1
PRINT "<2SPACE ><CTRL-3><3SPACE ><30R
IGHT ><3SPACE><CTRL-8 ><2SPACE >*1
PRINT "<2SPACE ><CTRL-3><36SPACE ><CT

RL -8 ><2SPACE >ml

PRINT "<2SPACE ><CTRL-3><4SPACE>BY<2
SPACE >LEVENT TEKER <C> ON 1383<4SPA
CE ><CTRL-8><2SPACE >")

PRINT "<2SPACE ><CTRL-3><36SPACE ><CT
RL-8><2SPACE>>;

PRINT "<40SPACE>";

PRINT '""<40SPACE>";

PRINT <3SPACE ><CTRL-1> S P AC E..
B AS 1N <CTRL-8><9SPACE >"1

PRINT

m<HOME><20DOUN ><CTRL -1><19SPA

<220>
<230>
<002>
<003>
<052>

<053>

<049>

<243 >

<244 >

<253 >

<254 >

<067>

<065>

<063>
<022>
<023>

<092>

Oyunda amacimiz ¢gigekler, ekmek
ve gicekleri zararlilardan korumak-
tir. Hoscakalin.

Kasette: 1Siper Bahgivan 0-71'de

00026

00100
00110

00190

00250

00260

00270

00271

00275

00280

00290

00300

003 10

00320

F1- Cicek Sayisi
F3- Oyuncu Sayisi
F7- Oyunu Bagslatir
F1- Yeni Oyun

CE ><JOY.PORT 2*E TAKIN)

POKE 2023 ,160:POKE 56295,7*UJAIT 198
-1:POKE 188,0

POKE 53280,0:POKE 53281,0

PRINT "<CLR>";CHR*<14)/"<3DOUN><CTR
L-3><RVSQN><40SPACE>"J

PRINT "'<HOF*E ><4DOWN> <CTRL~ 1><5SPACE
><CTRL-2 ><2SPACE >----<3SPACE>SUPER
BAHC IVAN<2SPACE >----- <CTRL-3>"
PRINT *<3DOWN><4SPACE>B<SHIFT-SPACE
>5<SHIFT-SPACE >L<SHIFT-SPACE >A<SHIF
T-SPACE >Y<SHIFT-SPACE >A<SHIFT-SPACE
>C<SHIFT-SPACE>A<SHIFT-SPACE>K ...<
4SPACE >BEKLE. .<3SPACE >"

PRINT ,,"<2DObJN><R IGHT><CTRL -5 >COMM
ODORE <C=1>VERSION:":PRINT

PRINT ,."<3RIGHT><C=7>0Y « <CTRL-4>
LEVENT TEKER<C=1><3SPACE >HAIT<2SPAC
E>PLEASE 11l 1lee=="

PRINT "<DOWM> F1 : OYUN B ITIRF*t----

7 1 LEVEL rtTLAVA"

RESTORE:FOR A=0 TO 47*READ B:hCXT =
GOSUB 60000

DIM PH<6 ,3):RESTOREI1FOR
6:FOR B=0 TO 3:READ
T FAXT

DIM BY(4,3>:FOR A=0 TO 4:FOR B
«0 TO 3:READ BY<A.B):NEXT [IfCXT
PRINT "<CLR><RVSON><CTRL-7>rrrTTTTTT
TTTTTTTTTTTTTTTITTITTITTITTIFFTITTTF<RV
SOFF>""1
PRINT "fiT<CTRL-8>0YUNCU 5RYISI. [1<18
SPACE >F 1<2SPACE ><RVSON> <CTRL -7 >iT"l
PRINT "T<RVSOFF>TTTTTTTTTTTTTTTTTTT

A=0 TO
PH<A,B) 1 FAX

<198>

<202>
<228>

<206>

<002 >

<188>

<022>

<156>

<122>

<033 >

<143>

<147>

<004>

<038 >



00330 PRINT "<2DOUr<><C-6 >Fi 1T

00340 PRINT "ff<C=8>CICEK SAYISI..
CE >P3<2SPACE ><RVSON><C*6 >RT""1
PRINT "tf<RVSOFF>TTTTTTTTTTTTTTTTTTT

K18SPA

00350

00360 PRINT "'<2DOWN><CTRL-3>rrTTTTTTTTTTTT

L

PRINT "K<C=7 >BASLA< 10SPACE >i F7"E<2
SPACE >BrtS .<1ISPACE ><RVSON><CTRL-3 >R’
|

PRINT "Z<RVSOFF >TTTTTTTTTTTTTTTTTTT
TTTTTTTTTTTTTTTTTTT <RVSON>N<RVSOFF>
<C-1>"J

MB=10:AS=1

PRINT "<HOME><DOWN><17RIGHT>"IAS
PRINT *""<HOME><6DOWN><17RIGHT>"/MB/""
<LEFT> "
GETA*HF A*="<FI>"
-<2 AND AS=2)
IF  A*="<F3>"
ND MB>=20)
00440 IF A*<>"<F7>" THEN 400

00450 AS=AS-1:DIM PK<AS)

00470 DIM PS(4),XK<4),YK<4) ,Al<4,3) ,AF(4

00370

00380

00390
00400
004 10
00420

THEN AS-AS+1

00430 THEN MB=MB+5-<15 A

)

S=54272:POKE S+24,15:POKE S+1.0iP
OKE S,0:POKE S+2.100:POKE S+3.0
S+5,0:POKE  S+6,240
32,32,0,27

96,96,28,29

96,96,30,31

36.33,35,37

31,92,63,64

95,120,93,94

105,106,103,104

00500

00510
00800
00810
00820
00830
00840
00850
00860
00870 !
00880
00890
00900
00910
00320
00950
00960

110,111,107,109
114.115,112.113
121.111.107.109
122.115.112.113
116.119.116.117

M*=""<RVSON><C=7 ><2SPACE ><0QWN><2LEF
T><2SPACE><UP ><RVSOFF >*:Q*=m<RVSON>
<C=7 ><8SPACE ><DOUf"><8LEFT><8SPACE ><
UP><RVSOFF>"
N**"'<CTRL-6>STS<<DOUN><2LEFT>57Ff<UP>""i
R*= m<CTRL -6 >5/5fSE7ASI3<O0MN><8LEFT>X57
R>J50<S<5< P >""
0<= "<2SPACE ><DOUJIN><2LEFT>6 t<UP >"
P*=""<CTRL-3>KT<DOWN><2LEFT>Tff<UP>"
LE=1*SP=0
GP=0 :2U3=10 :BL=0 :ZG=0 :6S=0 :BO*0
PRINT "<CLR><4DOUJN>"t :ON LE GOSUB
50100 .50300,50900,50700,50500
01200 GOSUB 50000:GOSUB 50040
01280BT*4:X-11:Y=8:GOSUB 58060:GOSUB 5
8020
01290 FOR BT=0 TO 3:GOSUB
01300 IF GP-0O THEN 1310
01301 A=PEEK<PP)*IF A=110 OR A*114 OR
A=121 OR A=122 THEN GP=0:GOTO
1305
01302 POKE PP.PH<GP,0>:POKE

00970

00980
00990
01000
01100
01110

58000 :NEXT

PPM.PH<GP.

1):POKE PP+40.PH(GP.2)

01303 ‘POKE  PP+41.PH<GP.3):GP*GP+1

01304 IF GP=7 THEN GP=0:BL=BL+I*B0=BO+
100:G0SUB 50040:IF BL=MB THEN 2
000

01305 POKE S+4.33:POKE S*I_.GP*10

01310 BT*4:G0SUB 58300

01320 GOSUB 59200

01330 IF <E AhD  I)=0 AND Y>0 THEN
E=-80:Y*Y-1:G0SUB 58500:G0TO 1370

01340 IF <E AND 2)=0 AND Y<9 THEN
EaB80:Y*Y#1:30SUB 58500:GOTO 1370

<225>

<056>

<185>

<121>
<131>
<182>

<140>

<105>

<030 >
<059>
<123>

<114>

<204>
<052>
<058>
<115>
<110>
<056>
<210>
<103>
<190>
<084 >
<195>
<186>
<007>
<158>
<233>
<164>

<131>

<075 >
<241>
<251>
<070>
<250>

<102>
<003>

<237>
<151>
<156>

<243 >

<088>
<057>

<24 1>
<250>
<205>
<014>

<066>

<226>

01350

01360

01370
01380

01390
01400
02000
02010
02020

03000
03010

03020
03030

03040
03050

03060

03070
03080

03090

03100

03110

03120

03 130
03140

03150
50000
50010
50020
50030
50040
50045
50050

50060

50070
50080
50100
50110
50120
50130
50140

50150

PROGRAM DOKUM 1312
IF <€ AND 4)=0 AND X>0 THEN
E*-2:X=X-1:G0SUB 58500:GOTO 1370 <067>
IF <€ Ar*) 8)=0 AhO X<19 THEN
E=2:X*X¢1:G0SUB 56500 <034>
BT=INT<RND<TI1)*4):GOSUB 58070 <157>
GET A*:IF A*="<F7>" THEN BO0=0:G
0TO 2000 <062 >
IF A*="<F1>" THEN 3000 <069>
IF ZU<>0 THEN 1300 <074>
PK<SP)=PK<SP)+BO:SP*I1-SP:IF AS=0
THEN SP*0 <040 >
IF SP=0 THEN LE=LE+1 <225>
IF LE<6 THEN 1100 <128>#
POKE 53280 .0 :POKE 53281.0 <078>*
PRINT "<CLR><CTRL-8)<RVSON>FITTTTTTT
SOFF>"; <252>
PRINT "R-<38SPACE><RVG60ON>FF<RVSOFF>"; <254>
PRINT "ff<2SPACE ><C=4 >0<SHIFT-SPACE >
Y<SHIFT-SPACE>U<SHIFT-SPACE >N<SHIFT
-SPACE >U<SHIFT-SPACE>N<SHIFT-SPACE >
<C=6 ><3SPACE >S<SHIFT-SPACE >0<SHIFT-
SPACE >N<SHIFT-SPACE>U <CTRL-2>___.
- --- <33PACE ><CTRL -8 ><RVSON >fc<RVSOF
>/ <041>
PRINT ""R-<38SPACE><RVSON>R-""1 <125>
PRINT "#<RVSOFF>TTTTTTTTTTTTTTTTTTT
<CTRL-6><4DOUTO"" <2H>
IF AS=0 THEN PRINT "S1Z <CTRL-2>
";PK<0)/"<CTRL-5> rUAN TOPLADINIZ.™
:GOTO 3110 <089>
A=PK <0) :B*PK <1) <178>
IF A>B THEN PRINT "KAZANAN 1.0YU
MCU<R IGHT >"JPK<0)t " PUANLA.":GOTO
3110 <009 >
IF B>A THEN PRINT "KAZANAN 2.0YU
NCU<RIGHT>"/PK<1)1m PUANLA.":GOTO
3110 <060 >
PRINT *IKI OYUNCUDA "JA>"<RIGHT>PUA
N TOPLADI.* <224 >
PRINT "<3DOWN><C=1>BIR<SHIFT-SPACE >
DrtHFt<SHIFT-SPACE >0YNrtMftK<SHIFT-SPAC
E>ISTCRMISINIZ <EN4>1"/ <113>
GET A*:IF AS<>"E"™ AND A*<>"H"
THEN 3120 <105>
PRINT A*:IF A*="E" THEN RUN 280 <U3>
PRINT ""<3DOUrOOYLEYSE<SHIFT-SPACE>0
YNrtmrt<SHIFT " SPACE>."" <067>
EM) <104>
PRINT m<HOME ><CTRL-8 >nf <U9>
IF ZW>0 THEN FOR A=1 TO ZW:PR
INT P*/:NEXT <221>
PRINT "<2SPACE ><DOWN><2LEFT><2SPACE
>":GOTO 50080 <086>
: <221>
PRINT "<HOME><2DOWN>"MIF SP=0 TH
EN PRINT "tR<DOm><2LEFT>RT<UP>"IB
0i:GOTO 50050 <086>
PRINT PK<0>; <128>
PRINT TAB<16);"LEVEL :";LE/:IF AS
=0 THEN 50030 <i60>
IF SP=1 THEN PRINT TAB<37-LEN<S
TR*<B0))) ; BO/ " tR<DOWN><2LEFT>Rr<uUP>
";:GOTO 50080 <00l>
PRINT TAB<39-LEN<STR*<PK<I1>))>JPKC
1); <216>
PRINT "<HOME ><22RIGHT>";MBJBLJ" '":R
ETURN <135>
: <035 >
PRINT  fst*Q*Q*Q*Q*M*M*M* <002>
PRINT N*t47*Om*N*M*0*0*M*N*M*0*0*
rn*N*Mso*o*ra <164 >
PRINT Nmro*O0*M*N*M*0*0*M*N*M*0*0*
M*N*M*0*0*M* <174 >
PRINT N*MTO*O*M*N*M*0*0*M*N*M*0*0*
MSNSM*0$0*M$ <184 >
PRINT N*Q*Q*Q*Q*M*M*M* <042>



PROGRAM DOKUM 1313

50160
50170
50180
50130
50200
50210
50300
50310
50320

50330
50340

50350
50360

50370

50330
50390
50400
504 10
50500
50510
50520

50530
50540

50550
50560
50570

50580
50530

50600
50610
50700
50710
50720

50730
50740

50750
50760
50770

50780
50730
50800
50810
50300
50910
50920

50930
50340

50350
50960
50370
50330
50990
51000
51010
58000
58010

58015
58016

58020
58*30

PRINT RW fRIrW ttm RftW W W W

PRINT R$MS$RSrWWHRSIWi*N$Mf

PRINT  R*Q*Q#R*N*N*N*M*

PRINT R$R$MtW W 3tt3sm

PRINT R*R*N*N*N*P*RSR*

RETURN

PRINT  N*Q*Q*Q*Q<M*WM*

PRINT  NSMAA*4*N*0*0*0*0*N* M *0*0*

M*N*M*0*O*M*

PRINT N*M*0*M*M*N"Q*Ti*mtt*0*N*N*M*
N*OfM*

PRINT NMTOMN*N*M*R*M*0*0«N$N$M *
rw»r«

PRINT N*Q*Q*Q*Q*M*M*M*

PRINT rm-»M$R»»fWWN*NSM»WW »M *
rw

PRINT N*0*M*0*R*M*N*N*0*0*0*0*M*M*
N$N*M*

PRINT NACMA*REMN«N*MENECMERENEmM
PRINT R*R*M*N*Q*Q*WM*

PRINT R$R<MfH$tWSRSRS

RETURN

|

PRINT  N*Q*R*N*Q*N*Q*M*

PRINT MS$MJI0$0$tW «0*0$0$N$0*M $0*0$
N$O*M*0*0*M*

PRINT  r"NSOSmwSNSht#WMSN$MSMSRSMS
0*0*M *

PRINT AfAMNAN<AAM*W W W W R <t*ttW
NSN*N*

<01l>
<021>
<245>
<120>
<237 >
<223>
<237>
<204>

<175>
<058 >

<156 >
<244 >

<110 >

<116>
<056>
<213>
<042>

<173>

<183>
<051>

<084 >
<213>

<068>

PR INTN*Q*M*K*M*NM*M*M<rttN"Q*M*W* <150>
PRINTN*N**WOTM™*"OTtME¢N*Q*M*MER*M* <202>

PRINT NA«M*M**N*mtW «mRm*MtM$
N$0O*M*

PRINT R$M$rm;iSR$rw'VmrrfH$
PRINT NMAM*Hn<R*rn*h»>M «TWW «NSM*
W I$rntt
PRINT
RETURN

ht*Q*R*N*N*PxQ *mNSN*N*

PRINT N*Q*R*N*Q<N*Q*m

PRINT MTOWAMN*M*N*0*0"3*N*0*ra0$0*
N*0$M*0*0SM $

PRINT M$rro*M$rww$mmRSmo$o$m
PRINT Mm™M*wAN”o*mT'm "mn<R*N"m
NIN*Nt

PRINT N$QSMSIMSMENWW*tSNSr*N$Q*mm
PRINT fWWWWA"N$W NSNSQSStW t$R M«
PRINT WAMSMSMINS iISNFMRIMEM tH$
h»OW $

PRINT R*M*tsaracR*N*«W*N*0*m

PRINT NAMA*MA*Q*NAOT>Wn*N*N*N*
PRINT N$SQIRENSNEPSQ*tWASNINS
RETURN

t

PRINT  N*Q*R*N*QSN*Q*M*

PRINT MmWTO*m*N*0*0*0*N*0*m0*0*
N*0*M$0*0* M *

PRINT  M$t4$0$M *mf«Q$M $mrR$W 0*O$m
PRINT M3$mOSOFfWOTWSmmM<RW'W>tl
N*N*N*
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
RETURN
X INT<RND <T 1 )*20):Y* INT<RND <T 1 )*10)
GOSUB 58060:G0SUB 58400:IF B TH
EN 58000

POKE S+4,33:FOR L=0 TO 3*FOR N*10 T
00 STEP -10:POKE S+1.N:FOR M=0 TO
30:NEXT M,N.L

POKE S+1,0

PS<BT)=A:XK <BT)=X*YK<BT) *Y
A=PS<BT)*C=A+54272: AF<BT)=PEEK<C)iA

hrQ*MSM*MENN<SEW» F«NSQ *M*M*
R*NOTASrar«whOT*mA»A**mR*m
R*NOTAWMEAM>0TWEM* m4*N*0¢ t¢
R<EOSM*T»W*NAOT»E*N*0*M*
NAKRIEAN*P*Q<FEN*N/AN<m

<201>

<0i3>

<137>
<135>
<119>
<129>
<253>

<247 >
<105>

<014>
<036>
<148>

<147>
<221>
<241>
<081>
<065>
<073>
<197>

<230 >
<043>

<14>
<042 >
<027>
<112>
<159>
<187>
<027>
<011>
<211>

<203 >
<020>

<0B0>
<043>

58035

58036

58040

58050

58055
58059
58060
58063
58070
58080
58030

58100
58110
58120

53130
58140
58150

58160
58170
58180

58130

58200

58210

58215

58220
58230

58240

58300
58310
58400
58410

58500
58510

58520

53530
58540

58550
58560
58570

58530

53530
58535

58536
58600
58610
58620
58630
58640

1 (BT,0)=PEEK<A)
A 1<BT.1)=PEEK<A+1):A I<BT,2)=PEEK<A+
40):A1<BT,3)=PEEK <A+41)
FA=BT+6:1F BT=4 RND ZG THEN FA
*2
POKE C,FA:POKE C*I,FA:POKE C+40,
FA:POKE C+41,FA
POKE A ,BY<BT,0):POKE A*1.BY<BT,1>
:POKE A+40,BY<BT,2):POKE A+41,BY<
BT,3)
RETURN
A=1184 +2*X+80*Y : C=PEEK <A):RETURN
GOSUB  58300:B=INT<RND<TI)*4)
IF  B<>0 THEN 58110
IF  X>0 THEN C=PEEK<A-2):GO3UB 5
8230:1F B THEN X*X-1:GOTO 58200
RETURN
IF  B<>1 THEN 58140
IF Y<3 THEN C=PEEK<A+80) :GOSUB
58230:1F B THEN Y=Y+1:GOTO 5820
0
RETURN
IF  B<>2 THEN 58170
IF  X<19 THEN C=PEEK<A+2):GOSUB
58230:1IF B THEN X=X+1i:GOTO 5820
0
RETURN
IF  B<>3 THEN RETURN
IF Y>0 THEN C=PEEK<A-80):GOSUB
58230:1F B THEN Y-Y-1:GOTO 5820
0
RETURN
GOSUB 53000:GOSUB  58060:GOSUB 58
020:IF B<>2 THEN RETURN
AI<BT,0)=32:AI1<BT,1)=32:AI<BT.2)=0:
AI<BT.3)-27:1F E=105 THEN BL*BL-
1
POKE S+4.123*_.POKE S+1,20:FOR A-0 TO
400:NEXT :POKE S+1,0
ZW=ZW-1:GOTO 50000
E=C:1F C=36 OR (€=38 OR C=91 O
R C=95 OR C=105 THEN B=2:RETUR
N
B=C<>I10 AND C<>U4 AND C<>12t
AND C<>122 AND C(C<>118 AND C<>
101:RETURN
X=XK<BT)«Y=YK<BT) :A=PS<BT) :RETURN
B= C=U0O OR C(C=114 OR C*121 OR
C=122 OR (C=118 OR C=101:RETURN
A=A+E:C=PEEK<A>:IF C=101 THEN 53
530
IF C=110 OR (C=114 OR C=121 OR
C=122 THEN 58560
IF C=160 THEN 58630
C=PEEK<A+40):IF C=0 AND ZG THEN
GS=-1:ZG=0:PP=A:GOTO 58640
RETURN
IF ZG THEN RETURN
F=X:G=Y:BT*<l AND C=114) +<2 AND
C=121)+<3 AND C=122>
GOSUB 53000:GOSUB  58000:BT=4:X=F:
Y=G:GOTO 58630
IF ZG THEN FtETURN
POKE S+4,33*.FOR A=0 TO I«FOR B=I5 T
0 25 STEP 10:POKE S+1,B:FOR C=0 TO
50 :NEXT C,B,A
POKE S+1,0
ZG=-1:GOTO 58640
IF GS THEN GS=0:GP=I
RETURN
GOSUB 58610
A=PS<BT):GOSUB 53000:A-A+E:GOSUB
58020

<023>

<036>

<144>

<247>

<189>
<193>
<120>
<252>
<130>
<105>
<042>

<221>
<243>
<160>

<167>
<019>
<024>

<118>
<049>
<223>

<242 >
<073>

<182>

<033>

<218>
<023>

<099 >

<054>
<107>
<hi2>
<033 >

<186>
<053 >

<012>

<020>
<132>

<171>
<135>
<148>

<063>

<176>
<178>

<050>
<152>
<042>
<161>
<255>
<033>

<061>



58660

58680
53000
53010

59020

53200
53210
53220

59230
59240
53250
53260
60000

60003

60004

60005

60006
60008
60003

60010
60011
60012
60013
60014
60015

60016
60017

60018
60019
60020

IF GP"0 THEN POKE S*4.33:POKE

S*1.20:A=4141POKE S+1.0 <246>
RETURN <061>
C=A+54272:D=AF <BT> <067>

POKE A.AI<BT.0>:POKE AM.AI<BT.1>
IPOKE A*40.AI<BT.2>:POKE A*4l1,Al<

BT,3) <146>

POKE C.D:POKE CM.O:POKE C*40.D:

POKE C+4 1.D:RETURN <235>
: <247>

E=>PEEK<56320 ) :-RETURN <112>

E=127:B=PEEK <203>:IF B=10 THEN E

«E-1 <146>
IF B=12 THEN E=E-2 <092>
IF B=7 THEN E=E-4 <158>
IF B=2 THEN E=E-8 <040>

RETURN <133>

FOR A*49152 TO 49215:READ B:POK

E A_B:NEXT :SYS 43152 <244>

DATA 173.14.220.41.254,141.14.220.

165.1 .41.251 .133,1 .160 .0 .132.34 .132

.36 <196>
DATA 163.216.133.35,163.56,133.37.
162.8,177,34.145.36.200.208.243.230

.37 <025>
DATA 230,35,202.208.242.165.1.9.4.
133.1.173.14.220.3.1.141.14.220.163

,30 <117>
OATA 141.24.208.96 <165>
REAO A:IF A=-1 THEN RETURN <065>
FOR J=0 TO 7:READ B:POKE 14336

+A*8*J _BINEXT :GOTO 60008 <123>
OATA 0O .0.0.0.0.0.16.31.0 <140)
DATA 27 .0.0.0.0,0.8.248.0 <083>
DATA 28 .0.0.0.0.2.1.15.0 <155>
DATA 23 .0.0.0.64.128.128.240.0 <062>
DATA 30 .0.0.5.3.3.1.15.0 <169>
DATA 31 .0.160.192,192.128.128.240

.0 <089 >
DATA 35 .2.1.5.3.7.1.7.0 <136>
DATA 37 .144.160.132.208.224.132.2

24.0 <238 >
DATA 38 .0,0.0.0.0.0.0.2 <055>
DATA 33 .0.0.0.0.0.0.64.192 <108>
DATA 63 .5.3.1.31.3.3.7.0 <147>

60021

60022
60023
60024
60025

60026
60027

60028
60023

60030
60031

60032
60033

60034
60035

60036
60037

60038
60033

60040
60041

60042
60043
60044
60045

60046
60047

60048
60049

60050
60051

PROGRAM DOKUM

64 ,160.192.204.208.224.224.2

DATA

24.0

DATA 91
DATA 92
OATA 33
DATA 34
24.0

DATA 35
OATA 120
.156

DATA 33
OATA 100
224.132 -~
DATA 101
DATA 102
.182

DATA 103
DATA 104
240.0
OATA 105
OATA 106
49.224
OATA 107
DATA 109
8.0

DATA 110
DATA 111
132.192
DATA 112
DATA 113
0.0

DATA 114
DATA 115
DATA 116
OATA 117
.112

OATA 118
DATA 113
240.216
OATA 125
5

OATA 121
DATA 122
DATA -1

.0.0.0.0.4.6.1.13
.0.0.0.128.160.224.128.152
.5.7.51.31.7.3.7.0
.224.132.132.220.224.224.2

.0.0.0.58.14.3.3.57
.0.36.128.128.156.240.192

.36.86.122.58.31.7.7.3

.218.218.182.182.183.248.

-1.5.3.1.15.31.58,122
.0.96,128.128.240.248.188

.77.7.1.0.123.207.7,0
,134.220,224,238.243,240.

.4,2,26.46.70,130,131.43
.64.206.153.176.160.238.2

,7.7.7.7.3.1,15,0
.192.132.208.240.0.128.12"

.0.7.31.15.7.7.63.47
.132.128.128.128.128.128.

.15.31.47.127.31.5.5.0
.250.252.254.254.252.80.8

.0.1.5.13.5.21.13.15
.0.0.64.64.80.80.84.216
.13.13.3.3.2.2.6.14
.200.200.132.132.64.64.36

.3.15.5.7.3.1.15.27
.132.240.160.224.132.128.

.10.160.21.64.42.128.20.6

.0.7.31.15.7.7.63.4fF
.0.1.5.13.5.21.13.15

1314

<185>
<032>
<120>
<117>

<233>
<031>

<135>
<253>

<243>
<235>

<206 >
<158>

<154>
<025>

<156)
<12t>

<017>
<153>

<113>
<14S>

<068>
<166>
<220>
<142>

<084>
<250>

<151>

<152>
<217>
<126>
<242>



PROGRAM DOKUM 1315

TANK AND ROCKETS

Bu program Basic ile yazilmis bir
savas oyunudur. Amac tanki yuka-
ridan gelen roketlere degdirmeden
képrunidn bir ucundan 6teki ucuna

OZGUR DINCER

gegirmektir. Koprinin diger tarafi-
na ulasinca atesleme digmesine
basarak sonraki diizeye baslayabi-

lirsiniz. Oyun alti diizeyi de bitirdigi-
nizde veya vuruldugunuzda sona
erer.

PROGRAM ADI : TANK & ROCKETS 01005 IF A<25 THEN A-25 <011>
01607 IF B<25 THEN B-25 <022>
00005 GOTO 5500 <057> 01810 IF B<A+48 AND B>A-48 THEN 1800<211>
00010 PRINT "<CLR>" <254 > 01820 POKE V+0.A:POKE V+2.B <228*
00020 GOSUB 4900 <144> 01900 N-N+10 <229 >
00030 POKE 53265 ,PEEK <53265) AND 239 <219> 01910 IF N>120 THEN N-0:GOTO 1800 <099>
00100 V-53248:POKE V+21,7iPOKE 2040,192:P 01920 POKE V+1,50+N<POKE V+3.50+N <183>
OKE 204 i,192:POKE 2042.194 <171> 02010 J=PEEK<56320)1J-127-<J AND 127) <037>
00110 FOR 1-12288 TO 12350iREAD A:POKE 1I. 02030 IF J-4 THEN X-X-<10-C)IK-K+10 <003>
A NEXT <016> 02040 IF J=8 THEN X-X+<10-C>iK-K+10 <138>
00130 FOR 1-12416 TO 1247B:READ A:POKE I. 02050 IF X<5 THEN X-0 <010>
Az FCXT <190> 02060 IF X>253 THEN X-253 <190>
00131 POKE V+39.15:POKE V+40.0:POKE V+41. 02070 IF X=0 AND J-16 THEN 5100 <029>
15 <022 > 02200 POKE V+4.X <031>
00150 DATA 0.0.0,0,0.0.0.0.0.127.195.254. 02210 PRINT "<HOME >PUAN «-IK <048>
127 .195 .254 .63.129.252.31.0,246 <152> 02220 PRINT "<UP><23RIGHT>DUZEY i"#C <247>
00160 DATA 14.0.112,14,0,112,14.0,112,14, 02300 IF PEEK<V+30>-5 THEN POKE V+30.0*GO
0.112,14,0,112,1? ,0,112 ,14 ,0,112 <039> TO 5200 <184>
00170 DATA 31,0,248,63,129,252,63,129,252 02400 IF PEEK <V+30)-6 THEN POKE V+30,0:G0O
.14,0.112,14,0,112,4 ,0,32.4 .0.32 <082> TO 5200 <030 >
00180 REM * TANK * <019> 02600 GOTO 1900 <144>
00240 DATA 0,0.0,0,0,0,0.0,0,0,0,0,0,0,0* 04900 POKE 53281,6:PRINT "<CTRL-1><8DOUW>
0,0,0,0,0,0,0,0,0,192 ,0,0,24 ,0,0,60 <118>
,0,0 <246 > 05000 PRINT "<RVSON><F<30R IGHT>t<7SPACE >m <155>
00250 DATA 15,127,0,3,255,128,1,255.128,0 05010 PRINT "<RVSON> *<28RIGHT>*<8SPACE>* *034>
,127 .0 .15.255 240 .63.255.252 <218> 05020 PRINT *<RVSON><2SPACE >7<26RIGHT>t<9
00260 DATA 127.255.254,127,255,254,63,255 SPACE>" <011>
,252,15,255,240 <190> 05030 PRINT "<2DOWO7Y7W7WWOWOW7WW
00265 POKE 53265 ,PEEK <53265) OR 16 <075>
00270 POKE V+33.1iPOKE V+40.1*POKE V+41,0 <010> 05035 FOR SA-1 TO 4 <173>
00231 POKE V+0.70:POKE V+1.50:POKE V+2.25 05036 PRINT *RRSRSIFASSRA{SMISSTFISITCS A<
5 :POKE V+3,150:POKE V+4.255iPOKE V+ KEAKKKK KKK g <221>
5.150 <023 >
00295 POKE V+29.4 <193> TKTXTX7HTx <104 >
01800 POKE V+1.30:POKE V+3.50iA-INT<RhO<I 05038 NEXT SA <140>
)*231) :B- INT<Rh0 <1)*231) <127> 05040 RETURN <016>



05100

05110
05120
05130
05140
05200
05210

05220

05230

05240

05250
05260

POKE V+21 ,0I1POKE 53281.6:POKE 53280
,6IPRINT "<CLR><CTRL-2>< 1000WN>< 11IR
IGHT>SIhOILIK";

PRINT ™ KAZANDIN 1 *
C*C*1
FOR 0=1 TO 200:NEXT O

X=255:N=0:RESTORE:GOTO 10

REM »PATLAMA »

POKE V+21.0:FOR F*1 TO 2:S=54272:FO0
R P-O0 TO 24 IPOKE S*P.O0:NEXT P

POKE S#1.21POKE S*5.82:POKE S*15.30
:POKE S+24_151POKE S+4.129:POKE S*4
.129

FOR G-1 TO 800:NEXT O:NEXT F

POKE 53281 .0:PRINT "<CLR><CTRL-2><1

IDOUN><9RIGHT>SEN SIMD1 GEBEROIN I

PRINT *<3DOWN><11R IGHT>PUANIN :";K
K=0:C=01X=255:N=0:FOR 0=1 TO 500:NE

<034>
<104>
<159>
<005>
<226>
<160>

<069>

<813>

<118>

<103>
<126>

05500
05510

05520

05530

05550

05560

05570

05580

05590
05600

PROGRAM DOKUM

XT G :RESTORE:GOTO 5
REM > ACILIS *
PRINT CHR$<14>:POKE 53281.2<POKE 53

280 61PRINT "<CLR><CTRL-1>"

PRINT "<1000WN><BRIGHT>WTTTTTTTTTTT
V=FTYTK"

PRINT "<8RIGHT>H TrtHK & ROCKCTS k'
PRINT "<8DOUN><8RIGHT>HUTTEN 0OYi0Z
GUR OINCER-

PRINT "<DOWN><7RIGHT><C)1989 MACOAr

VER 50FTWARE™
POKE 53269 .4 :POKE 53252.1201POKE 53
253.110

PRINT "<HONE>PRESS A KEY"JY$
GET YS$IIF Y$="" THEN 5590
PRINT CHR$<142)1GOTO 10

1316

<061>
<192>

<096>
<051>
<056>
<122>
<100>
<164>
<123>

<184>
<203>



PROGRAM DOKUM 1317

Oyun adindan da belli oldugu gi-
bi matrislerle ilgilidir. Bilgisayar rast-
gele bir situn secer ve sizden 0 ile
9 arasinda bir satir segmenizi ister.

MATRIS OYUNU

OZGUR DINCER

FROGRAM ADI : MATRIS OYUNU

00090 PRINT CHR*(14>

00100 PRINT "<CLR><6DOWN>":POKE 53201.0:P
OKE 53280,0

00110 PRINT "<RVSON><398PACE >"

00115 PRINT "<RVSON><10SPACE>M<8HIFT-SPAC

00120
00130

00135
00140

00200
00210

00220

00*230

00240
00250
00260

00270
00280

01000
01001

E>rt<SHIFT-SPACE>T<SHIFT-SPACE>R<SHI
FT-SPACE>KSHIFT-3PACE >6<3SHIFT-SPA
CE >0O<SHIFT-SPACE >Y<SHIFT-SPACE >U<SH
IFT-SPACE>N<SHIFT-SPACE >U<6SPACE >""

PRINT m<RVSON><33SPACE >m

PRINT "<600UJN>< 11R IGHT>HR ITTEN BY:0
ZGUR D INCER *

PRINT "<DOWN><8RIGHT><C)1399 MACQAY

VER SOFTWARE"

FOR U¥1l TO OOO:NEXT U
PRINT "<CLR>"
PRINT "<2DOUJN><5R IGHT><RVSON><2SPAC

E>F1<2SPACE ><RVSOFF ><2SPACE >: OILGI

""<2DOU*D<5RIGHT><RVSON><2SPAC
DILGI

PRINT
E>F3<2SPACE ><RVSOFF><2SPACE >:
SAYAR-OYUNCU™

PRINT "<2DOUN><5R IGHT><RVSON><2SPAC
E >F5<2SPACE ><RVSOFF ><2SPACE >: OYUNC
U-OYUNCU™

GET A<*IF A*-""" THEN 240

IF A*="<F1>" THENGOSUB 4000

IF A*="<F3>" THENGOSUB 1000*GOTO 1
200

IF A*="<F5>" THEN GOSUB 1000:GOTO 2
000

GOTO 250

REM OYUN EKRANI

PI-0iP2=0

<071>

<085>
<074>

<072>
<004>

<U8>
<173>

<227>
<188>

<150>

<037>

<218>
<146>
<113>

<050>

<190>
<042>
<020>
<247>

Bunlarin kesistikleri yerde bilgisaya-
rin piyonu varsa bilgisayar sizin pi-
yonunuz varsa siz 1 puan alirsiniz.
Daha 6nceden belirlenen puana

01002

01003
01005
01010
01020
01030
01040
01050

01060
01070
01080

01090
01100
01110
01120
01130
01135
01140
01150
01160
01170
01200

01210
01212
01213
01214
01216
01225
01230
01240
01250

le verebilirsiniz.

INPUT m<CLR>0YUN KAC PUANDA BITSIN*
IB1

PRINT CHR*<142>

POKE 53261 ,6:POKE 53260,2

PRINT "<CLR ><6DOUJIN>""1

FOR X=1 TO 10

PRINT "<13RIGHT><CTRL"7 >QQQQQQQQQQ "
NEXT X

PRINT "<12UP ><13RIGHT><CTRL-2 >01234
56789

PRINT "<13RIGHT><CTRL"8>i**i&i5i5iSFF*ff*"
FOR X-0 TO 9

PRINT "<10RIGHT><CTRL-2>"/X/"<CTRL-
6 ><LEFT>W

hCXT X :PR INT "<CTRL-7>"

FOR K=0 TO 9
N=N+40
FOR 1=1 TO 5

M**M*11R <M)m INT <RND <1)* 10)
POKE 1224413+R<M)+N,80

NEXT 1

M=0

NEXT K :N=0

RETURN

T=INT(RhO<I>*8) IPRINT "<HOME><17DOW
N><CTRL-2>SUTUN i"IT

PRINT "SATIR i"*A*

GET A**IF A*="" THEN 1212

FOR Z=48 TO 57

IF A*<>CHR*<Z) THEN
S-ASC<A*)-48
Y-<8*40>+T+13i1L=<S*40>+T+13

IF PEEK<1264*Y)-81 THEN P1=P1+1
IF PEEK <1264 +Y)=30 THEN P2=pP2+1
PRINT "<HOME><DOWN><3RIGHT>SEN 1i"iP
1

NEXT Z

ulasan oyunu kazanan taraf olur.
Menudeki Player-Player secenegi
ile bir arkadasiniza kargi miicade-

<142>
<140>
<006>
<208>
<012>
<024>
<228 >

<247 >
<024>
<244>

<247>
<037>
<170>
<138 >
<204>
<172>
<209>
<208 >
<083 >
<036>
<212>

<148>
<014>
<119>
<081>
<053>
<142>
<022>
<163>
<159>

<225>



01260

01265

D 1266
01267
01268
01270

01280
32000
02005
02010

02020
02040
02050

02060
02080
02030
02100
02110
02120

02130

02140

02142
02145
02150
03000
03010
03090
03100
03110
03130
03200
03210

PRINT
>C-64
POKE

""<HOME ><DOWN> <18RIGHT)<CTRL-2
i"1P2
55536+L ,7:FOR G=1 TO 100:NEXT

G :POKE 55536+L,6

IF PI-BI
IF  P2=BI

GOTO

PRINT
"#:FO
PRINT
REM

PRINT
INPUT
"JCc*
IF LE

THEN GOTO 3000
THEN GOTO 3100
1200

"'<HOME ><20DOWN>ORAS I
R G=1 TO B0O»NEXT G

"<14LEFT><13SPACE >":GOTO 1200
**OYUNCU-OYUNCU**

CHR*<142)

" <HOME ><18DOWN><CTRL-2 >SUTUN

DOLU f..

N<C*>=2 THEN 2010

F=ASC<C*)-48

INPUT
1"#A*
IF LE

""'<HOME><1900WN><CTRL-2>SATIR

N<A*>=2 THEN 2050

H-ASC<A*>-48
Y=<H*40)+F+13

IF PEEK <1264 +Y)=81 THEN
IF PEEK<1264+Y)=30 THEN

PRINT

PI=P1 +10
P2=P2+10
""<HOME ><DOWN> <R IGHT >1 .OYUNCU <

Q):-;P1

PRINT
U<2):
POKE

G:POK

IF PI=BI
IF P2=BI

GOTO
REM
PRINT
GOSUB
REM
PRINT
GOSUB
REM
PRINT

""<HOME ><DOWN><2I1RIGHT>2 .0YUNC

"1P2

55536+Y,7:FOR G=1 TO 100:NEXT

E 55536+Y,6

THEN 3200

THEN 3300

2000

HANG1 OYUNCU KAZANDI
"<CLR>0YUNU SEN KAZANDIN"
3500:GOTO 30

C-64 KAZANDI
"<CLR>OYUNU C-64KAZANDI"
3500:GOTO 90

"<CLR>OYUNU 1.0YUNCU KAZANDIm

<222>

<203>
<087>
<112>
<224>

<150>
<000>
<011>
<126>

<247 >
<063>
<024>

<112>
<169>
<210>
<254>
<041>
<037>

<182>

<158>

<107>
<020>
<043>
<066>
<131>
<010>
<054>
<175>
<175>
<154>
<214>
<054>

03220
0S0CO
033 10
03320
03500
03333
04000
04005
04060
04065
04070
04 100

04 105
04 110
04 115
04 120
04 125
04 130
04 140
04 145
04 150
04 155
04 160
04 165
04 170

04 175
04 180

PROGRAM DOKUM 1318

GOSUB 3500 :GOTCI J<*

REM

PRINT *"<CLR>OYUNU 2.0YUNCUKAZANDI"
GOSUB 3500:GOTO 30

FOR ZA=1 TO 1200:NEXT ZA:RETURN

REM  ***ACIKLAMA ***

PRINT "<CLR><CTRL-8>"

PRINT "<3DOWN>"

FOR HA=1 TO 16

PRINT "<RVSON><33SPACE>"

NEXT HA

PRINT "<HOME ><CTRL-7 >"1PRINT CHR*<1

4):POKE 53281, 1:POKE 53280.7

PRINT "<4DOWN><15RIGHT><RVSON>MrtTRI
S OYUNU"

PRINT "<14RIGHT><RVSDN>7"vYVVVv797W7
9v*"

PRINT ""<DOUN><RVSON> <5SPACE >BU OYUN

DA B ILG ISAYAR RAf*OOM OLARAK®

PRINT *"<RVSON>BIR SUTUN SECER VE SI
ZDEN YINE RASTGELE™

PRINT "<RVSON>BIR SATIR GIRMENIZI B
EKLER.GECILEN SU-

PRINT "<RVSON>TUN ILE SATIRIN KESIS
TIGI YERDE KI PI- .
PRINT *"<RVSON>SIZIN HANENIZE 1 PUAN

EKLENIR .<3SPACE >*

PRINT "<RVSON><6SPACE>0YUNU BILGISA
YARA KARSI OYNAYABI-m

PRINT "<RVSON>LECEGINIZ GIBI BIR AR
KADASINIZ ILE BIR

PRINT "<RVSON>L IKTEDE OYNAYABILIRSI
N1Z.<14SPACE >"

PRINT "<RVSON><39SPACE>"

PRINT "<RVSON><39SPACE>"

PRINT "<UP><13RIGHT><CTRL~6><RVSON>

BIR TUSA BASIN"IA*
GET A*:1F A*="" THEN 4175
GOTO 100

<184>
<058 >

<158>

<028>
<252>
<003>
<201>
<134>
<231>
<219>
<100>
<024>
<026>
<i16>
<059>
<211>
<101>
<182>
<036>
<219)
<134>
<056 >
<060>
<065>
<167>

<072>
<044>



PROGRAM DOKUM 1319

INTER MUSIC

iste sizlere Commodore 64'Qn ses
yeteneklerinin timind birarada kul-
lanan bir mizik programi. Tama-
men makine dili ile yazilmis ve inter-
rupt teknigi kullaniimistir. Yani ma-
zik galarken program yazabilir ve-
ya kendi programlarinizi ¢alistirabi-
lirsiniz. Mlizigibaslatmak icin yikle-
dikten sonra SYS 8192 yazmaniz ye-
terlidir.

Eger bu profesyonel mizik prog-
ramini kendi programlarinizin bir
pargas! haline getirmek istiyorsaniz
su islemleri yapiniz. Ancak 6nce

PROGRAM 1 INTER MUSIC

1800 UC 08 21 4C 17 21
1808 w1 C3 02 FO 07 C3
1810 113 4C ES 20 80 01
1818 116 18 EE 16 18 AD
1820 C3 3200 05 A3 01
1828 118 60 EE 42 21 EE
1830 EE 44 21 A3 IF 8D
1838 2 02 CE 73 21 10
1840 110 21 80 73 21 2C
1848 86 FF BD IE 21 8D
1850 A8 AO 73 21 CO ID
1858 112 BO Al IE 85 FB
1860 1lE 85 FC OE 27 21
1868 UC FA 13 4C OA 1A
1870 1 21 B1 FB.C3 FE FO

HAKAN OZGUR

asagidaki satir yazin. Return'e bas-
tiginizda 6144 sayisindan kiguk bir
say! ¢clkiyorsa asagidaki islemleri uy-
gulayabilirsiniz. Aksi taktirde sayi
6144'ten blyuk veya esit ¢ikiyorsa
programiniz uzunlugundan dolay:i
mizik programinin makine dili rutin-
lerini bozuyor demektir. Ya progra-
minizi kisaltma yoluna gidin ya da
vazgecin.

— Kendi programinizin son halini
ylkleyin

— Muzik programini yikleyin

Artik programiniz ve mizik prog-
rami birlesmistir, Ancak bu islemler-
den sonra programiniz Uzerinde
hicbir degisiklik yapilamaz, progra-
minizda en ufak bir degisiklik olur-
sa bilgisayar kilitlenecektir.

Program interrupt yapisi nedeniy-
le Simon's basic programi ile birlik-
te calismamaktadir. Bu nedenle Si-
mon's basic'te yazOi§iniz program-
lar icin yukaridaki islemleri uygula-
mayiniz. iyi ¢alismalar...

PRINT 256 * PEEK(46) + PEEK(45)

— Save edin.

1000 23G7 1378 F DO 18 A3 00 8D 27 21 27

1880 BO 21 21 30 24 21 80 72 10

1888 121 4C 6E 18 A3 02 80 74 38
A0 74 3C 1830 21 4C OB 21 80 67 21 23 A3
01 00 11 1336 180 FO OE A0 67 21 23 IF 2C
26 EE 12 18A0 B8O 4F 21 FE 21 21 40 6E 36
16 18 30 18A8 118 AD 67 21 23 40 FO OE 03
80 13 OA 18B0 WD 67 21 23 3F 3D 76 21 7B
43 21 40 13B8 FE 21 21 4C 6E 18 AO 67 46
18 D4 26 18C0O 121 OA A8 B3 A7 IE 8 FD C5
06 AO 03 18C8 t+ B3A8 IE 85 FE A3 00 3D 86
20 00 35 18D0 1 3F21 BC 24 21 3D 42 21 8E
56 21 IB 1808 I3 03 30 61 21 B1 FO 85 33
21 00 BC 18EO IF8 23 FO C3 FO 00 10 A3 OB
BO A4 EO 18E8 i01 30 80 21 FE 24 21 C8 23
30 06 A4 18F0 IB1FD 85 F8 4C 57 13 A3 57
BC 21 A8 ISFS 100 3D 80 21 A5 F8 23 FO B4
15 C3 01 1300 IC3 EO 00 2C A5 F8 23 01 BC



1300

10 63

1310 « 29"0E
1310 t21 CO
164 21
«FE 24
1A5 FO
1A5 FO

1320
1320
1330
1333
1340
1340
1350
1350
1300
1360
1370
1S70
1300
1330
1330
1330
13A0
13A0
13B0O
19B3
13C0
13CO0
13D0
13D3
19EO0
19EO0
19F0
19F0
1A00
1A06
1A10
1A10
1A20
1A20
1A30
1A30
1A40
1A40
1A50
1A53
1A60
1A66
1A70
1A70
1A90
1A00
1A30
1A38
1AAO
1AAO
1ABO
1A68
1ACO
1AC3
1ADO

A

- N e mm o BNl o e 1 omm 1 Em o omm Q

A = R

M

% m tr o=

I e B L R el = e e e

-
A
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ED 13
DO OD
21 20
2A 21
7D 4F
64 ID
21 33
33 21
21 BO
21 OA
BD OA
21 33
BO 00
FF 3D
00 33
30 4B
00 40
60 9D
24 21
A3 00
FO 05
21 21
CO B1
FO 00
FO 00
73 21
AO B9
OE 21
00 55
55 21
21 00
70 4A
29 07
FO OA
5B 21
50 21
5E 21
BD 30
F9 64
ID F3
CE 57
21 4C
64 ID
80 7D
83 30
7F 21
EO 7E
1A BO
BC 5E
7C 21
AD 7D

01 30
4A 0D
B1FD
60 23
21 CO
23 EO
23 IF
A5 FO
A5 FO
ED 13
3D 27
213D
40 B3
01 D4
00 33

3F
65
40
OF
Bl
C3
3D
23
23
4C
21
30
C4
3D
00

El

23
oD
FD
co
33
co
3F
DD
A5
21
1D
36
04

A5 FO
S1 FE 24
FO OD

FO

1A

05 FO
DO OA
21 20

C3
3D
10
FO
AO
AC
21
3D

00
2A
BD
10
B3
56
3D
3C

00 2100 46 BD 33

OA OA
2133
06 D4
2143
2D 21
02 D4
2123
21 A3
6C 21
B1FD
30 24
DE 76
4C 52
FD C3
AC 50
BD 2D
BO 33
0D 21
60 54
2129
2310
03 4C
4A 4A
6D 57
DE 5E
1014
DO 5E
DE 5B
21 AO
ID 9D
C4 1D
2130
00 IA
60 7C
218D
1030
8D 7C
218D
42 21
2168
60 7F
216D

AA
05
BO
BD
9D
3D
OF
01
FE
Cco
21
21

ID
FF
21
21
21
00
21
04
00
30
30
21
21
FE
21
21
B3
7F
7D
07
oD
21
50
AD
21
7D
co
30
21
7E

OE
D4
6C
03
70
45
33
30
24
FF
BD
10
FE
FO
BD
23
0A
53
B3
DO
05
20
50
BD
DO
5E
BO
DE
05
21
42
4A
7E
B3
21
7C
AD
21
04
16
8D
21

52
BD
21
21
21
21
03
OF
21
00
76
03
24
El
42
FE
OA
21
OF
oC
AO
40
21
5B
13
21
09
5E
ID
B3
21
6E
21
C4
4A
21
7D
4C
90
18
7C
8D

21
OB
40
AO
A9
63
D4
21
BC
12
21
FE
21
05
21
9D
0A
B3
21
AO
53
23
66
21
FE
BD
9D
21
36
c5
4A
7F
BO

ID
AO
ED
21
AO
2B
AD
21
7D

4E
20
70
CA
AD
B2
Cco
03
7F
AF
B2
A3
33
04
25
61
ID
13
F7
ED
03
F1
DC
FC
40
B5

76
34
63
02
aC
00
00
65
10
ED
7B
A3
EB
BC
A5
7B
37
46
00
6A
c4
F7
A3
ED
EC
62
2A
BB
74
D3
54

1AD8
1AEQ
1AE6
1AFO
IAFS
1B00
1803
1B10
1B10
1B20
1820
1B30
1B38
1B40
1B48
1B50
1B58
1B60
1B68
1B70
1B78
1B80
1B00
1B90
1898
1BAO
IBAS
1BBO
1BBS
1BCO
1BC3
1BDO
1BDS
1BEO
IBE3
1BFO
IBFS
1C00
1C08
1C10
1C13
1C20
1C23
1C30
1C38
1C40
1C48
1C50
1C58
1C60
1C63
1C70
1C78
1C80
1C36
1CSO
138
1CAO

«

>»

«

«

«

214C
7C21
3301
BD2A
0130
2303
2130
9D3C
21ED
0104
18B0O
3C21
6065
04AD
A888
IEDD
IBC8
2130
4E21
23FC
DO ID
2130
009D
AS 01
4521
21BD
21C9
6F 21
4B21
2129
D4 1B
4521
BD48
ADS5
FFBD
2903
3079
2129
7521
85FA
0BD1
F3BO
D1F3
6AIC
6301
SA2D
6068
8383
4C73
88BD
73 1C
OAAS
8D 16
2123
230F
ICBD
42 1IE
80B8
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c3
33
D4
21
46
c3
BD
21
65
4ac
3C
33
21
54
33
42
c8
0A
ac
8D
BD
45
48
20

18
48
OF
A3
29
01
A6
18
21
21
42
AA
21
01
A3
A6
F3
38
BO
A5
6D
68
21
80

IC
63
A5
FF
D4
10
AA
40
80

IC

7
00
A6
38
BD
01
3C
33
21
41
21
00
30
21
0A
21
B9
c8
75
4E
45
21
21
OF
60
21
90
00
80
FO
FF
69
63
23
21
BD
8C
FO
83
FF
BO
88
06
FF
68
21
8D
88
83
21
FF
A6
AC
FO
BD

IE
B7
A6

AC
D4
FF
FD
3F
FO
21
00
9D

1B
60
D4
36
FO
0A
30
35
B3

1B
21
21
BO
c3
21
4E
69
05
8D
FO
05
AC
00
00
40
c3
32
67
2A
85
BD
33
Cco
ac
0A
21
DO
17
88
88
18
CcD
FF
67
5E
3E
8D
IC
FF

56 21
AO 7D
AC 56
27 21
21 FO
IF AD
ED 64
D4 BD
36 21
AOC 64
64 21
BD 36
21 99
6C 29
A8 B3
03 4C
IEDD
35 IE
AD 54
BD 6F
38 ED
48 21
01 BO
00 IB
219D
00 9D
A9 00
D4 1B
0C BD
A9 BO
56 21
33 02
33 03
F* 14
03 90
IE A6
21 AD
A6 FF
F3 A3
42 21
AO OA
06 DO
7B IC
DO 03
AE 72
08 8A
D4 AO
88 Bl
88 88
71 F3
75 21
3D 63
21 AD
AD 53
IE 8D
BO IC
BD 44
BD 42

AD
21
21
c3
41
64
21
36
39
21
3D
21
01
07
95
63
42
80
21
21
4E
E3
22
BO
45
48
90
BD
42
8D
BD
04
D4
A6
0B
FF
55
8E
IE
AO
D1
F7
4ac
18
21
18
06
F3
68
ac
DO
21
55
21
AF
BD
IE
21

Bl
46
00
43
CE
C5
92
51
F1
BA
ocC
BA
29
43
34
2B
67
41
BB
a4
17
5C
39
90
1
74
50
82
D9
50
51
58
B1
CE
66
AC
oD
03
B4
70
A4
00
8C
75
26
47
8A
D7
76
D3
01
F8
BC
3B
06
A3
41
9E
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1CA8
iCBO
1CB8
1CCO
1CC8
1CDO
1CD8
1CEO
ICE3
1CFO
ICF8
1000
1D08
1D10
1D13
1D£O
IDE8
1D30
1033
1D40
1D43
1D50
1D58
1D60
1068
1D70
1D78
1D30
1083
1D90
1D38
1DAO
1DA8
1DBO
1DB3
1DCO
1DC8
1DDO
1DD8
1DEO
IDE3
1DFO
IDF8
1E0O
1E08
1E10
1E18
1E£0
1E23
1E30
1E39
1E40
1E48
1E50
1E58
1E60
1EG8
1E70

29

OF

1 IEA4
«IE8D
i 10 FO
1186D
«56 £1

J33
14C
«FO
Ue
33
A6
bE
BD
I£1
E1
110
FF

01
5£
34
£1
01
FF

ID
36
£3
£3
05
BD

s8541
«6541

ilD
101
i73
t4C
*51
118
B3
U7
161
«dE
ilF
t87
B3
i’D
1lE
€6
i0l
O£
03
05
t08
0D
115

t£1

35
B4
386
r4
40
Qo
Q7
ilE
&F
10
10
:10
B
&4

33
D4
£1
45
66
38
86
38
El
18
60
86
63
83
18
3F
01
0f
03
05
08
OE
16
£3
38
59
8E
El
40
00
07

IE
£3
00
80
10
F3
F4

BO
FF
63
oc
68
AD
D4

ID
A6
c3
D4
A3
BD
£1
FE
04
A3
61
A6
AA
00
A6
33
18
78
5A
BB
ED
68
EF
B5
AE
BE
D6
8B
F8
01
Of
03
05
03
OE
17
£5
3B
5E
36
EE
40
40
08
46
08
00
30
10
F8
F5

34
33
£1
A6
£1
68
A3
AD
FF
Of
A3
81
3C
33
9D
FO
Of
£1
FF
AC
D4
FF
04
60
31
7D
EO
47
F7
DE

IE
DF
4B
73
7E
£E
01
Of
03
06
03
OF
13
£7
3F
64
3F
FD
00
40
08
66
13
00
80
10
F7
F6

73
AD
FF
4ac
£1
00
55
AC
BO
00
9D
£1
01
73
£D
30

BD
56
BD
AC
D4
oC
A3
A3
30
A7
3F
C3
9C
3E
OF
73
FA
01
01
Of
04
06
OA
10

£A
43
6A
A8
40
00
40
07

IE
03
00
80
10
F6
F5

CA
£1
53
BD
4£
18
33
£1
56
14
33
73
33
D4
£1
DE
61
BD
30
£1
c4
56
CA
IC
C3
CcC
70
oC
30
C3
31
C1
ocC
c7
06
01
04
O£
04
07
0B

IC
£C
47
70
B3
40
00
40
07

IE
£3
00
80
10
F6
F4

BD
BD
£1
30

ID
63
00
£3
£1
A9
00
£1
00
BD
AD
61
£1
86
£1
BD

ID
£1
30
£D
DD
F6
B4
77
DA
D1
DF
6B
45
7C
AC
01
01
Of
04
07
0B

ID
£F
4B
77
BD
40
00
06
56
13
00
61
10
£4
F5
8l

7S
G6
£3
£1
AC
oD
D4
80
BD
48
D4
4C
D4
£D
55
£1
A6

IE
18
64
33
BD
03
3E
FA
£3
FB
E3
8F
EF
A5
3C
BF
37
F3
01
01
03
04
07
oC
13

3£
4F
7E
C8
40
00
06
76
01
00
41
10
FD
F5
41

30
B8
£7

7A
CE
D3
56
13
58
F3
03
68
6C
43
87

IC
73
13
B4
76
EE
B3
34
£3
AD
6B
04
F8
CE
37
£7
9f
6A
OF
90
cs
DE
F7
£D
35
6£

06
4A
3A
£F
E8
33
73
B5
ED
87
D9
75
8D
88
CA

1E73
1E80
1E83
1E30
1E33
1EAO
1EA3
1EBO
1EB3
1ECO
1EC3
1EDO
1ED3
1EEO
1EE3
1EFO
1EF3
1F0O0
1FO8
1F10
1F18
1F£0
IFE3
1F30
1F33
1F40
1F48
1F50
1F58
1F60
1F63
1F70
1F73
1F30

1F33
1F90

1FO8
1FAO
1FA3
1FBO
1FB8
1FCO
1FC3
1FDO
1FD8
1FEO
1FES8
1FFO
1FF3
£000

£008
£010

£013
20£0
£0£3
£030
£038
£040

40
40
s18
L0/
60
40
¥f
<££
£3
<£3
<£3
£3
tE3
£3
£3

E3
10
D1
00
©0
00
00
100
00
100
00

D0
((0]0]
00
00
00
<30

©OF
00

00
(9]0]
00
59]0]
D0
00
00
90
00
100
00
00
00
«8
3D
A3
«14
30
DO
AD
KA
188

IE

40
40
FO
oC
30
80
££
££
£3
£3
£3
£3
£3
£3
£3
£3
£3
01
00
00
00
00
00
00
00
00
00

00
00
00
00
00
Of

06
00

00
00
00
00
00
00
00
00
00
00
00
00
00
7F
DO
8D
A3
58
06
£1
AD
8E

40
40
F8
10
oC
50
IC
33
61
65
63
6D
71
75
73
7D
£6
33
00
00
00
00
00
00
00
00
00

00
00
00
00
00
33

00
00

00
00
00
00
00
00
00
00
00
00
00
00
00
8D
A3

£0
60
16
FO
53
87

40
40
FE
04
03

IF
56
5E
6£
66
6A
6E
7E
76
7A
7E
45
01
00
00
00
00
00
00
00
00
00

00
00
00
00
00
Of

00
00

00
00
00
00
00
00
00
00
00
00
00
00
00
DC
8D
A3
15
01
31
4A
£3
4C

40
00
40
AO
80
£0
££
£3
£3
£3
£3
£3
£3
£3
£3
£3
£4
30
00
00
00
00
00
00
00
00
00

00
00
00
00
00
30

00
00

00
00
00
00
00
00
00
00
00
00
00
00
00
A3

03
3D
EA
4A
Or
EB

40 73
oc 17
01 45
03 50
10 D7
00 76
83 43
5F EC
63 33
67 4C
6B FE
6F Bl
73 64
77 16
78 C3
7F 7C
6C F£
43 EC
00 03
00 11
00 19
00 £l
00 £3
00 31
00 33
00 41
00 43

00 53
00 61
00 63
00 71
00 73
43 B4

00 0C
00 31

00 93
00 Al
00 A3
00 B1
00 B3
00 C1
00 C3
00 Di
00 D3
00 ElI
00 E3
00 F1
00 F3
01 3F
DO 1£
8D D£
£0 EA
19 59
00 87
4A £E
8D 60
1A 94



£043
2050
2058
2060
2068
2070
J2078
20S0
2083
2030
2033
20A0
20A8
20BO
20B3
20C0
20C8
20D0
2006
20EO
20E3
20F0
20F8
2100
2108
2110
2113
2120
2123
2130
2133
2140
2143
2160
2153
2160
2163
2170
2178
2180
2133
2190
2133
21A0
21A3
21BO
21B3
21CO
21C3
2100

t A3
130
«05
103
s02
«20
«03
tOF
s05
s12
01
s23
35
20
s00
s00
. 20
:2E
«00
sCA
»A3
«30
s30
21
:20
iD4
*02
10E
s01

13
41
FF

13
9F
06
OE
20
03
10
20
31
33

oC
21
A3
10
00

24
CA
03
E8
80
02

tlA10
:1504

00
s03

00
03

1010
s00 00
t01 03
tFB AO

01
s01
00
100
108
03
02
108
108

01
40
00
00
41

41

17

0041
10241

101
103

1
41

A2
03
00
01
t0
1A
20
14
14
14
05
14
23
33

03
01
21
00
FA
30
21
21
10
20
EO
74
02
02

02
03
03
08
03

00
00
40
00
00
00
00
00

00
00
00
00
00

oC
04
00
oC
03
o7
13
01
03
05
18
05
33
20

0B
0D
20
A2
A3
42
A2
3D
F1
A2
18
21
02
Of
01
15
03
03
00
00

00
00
40
00
00
EE
E3
AB
C8
E8
AE
AE
AE
A3

DO
33
00
c9
01

OF
03
05
20
20
oC
36
20

20
05
20
62
BO
21
02
27
3D
00
00
60
0B
20
04
B4
20
08
41
00

00
00

IF
00
00
00
00
00

00
00
00
00
00

F1
03
00
05
0B

15
14
OE
14
28
3A
20
00

13

00
3D
8D
8D
30
21
74
8A
F8
01

1B
a1
06
A3
EO
00
81
FF
00
00
00
15
00
00
00
00
00

00

IE
35
25
00

00 00
06 0.1
ao 00
04 20
01 OE
20 20
20 03
20 OD
20 17
OF 20
03 07
23 33
33 34
00 00

OF 15
13 2E
00 00
21 21
72 21
43 21
21 21
3D 30
21 60
90 00
60 A3
00 07
27 01

04 02
IF 00
00 BO
AO 10
00 FF
00 OO

00 01
06 06
00 5D
00 00
00 00
41 81
00 10
IF 84
00 10
00 80
F1 40
83 40
IF 40
F1 34

Cc4
4D
5D
36
A9
22
DO
27

EC
43
25
D3
BF

5A
00
DB
2A
0B
10
F6
3A
3C
3D
3E

c2
04
57
30
7C
8B

04
B6
16
07
81
83

IF
66
3E
7B
62
63
71
4E
7F

2103
21EO
21E3
21F0
21F3
2200
2203
2210
2218
2220
2223
2230
2238
2240
2243
2250
2258
2260
2268
2270
2278
2280
2233
2230
2233
22A0
22A8
22B0
22B3
22C0
22C3
22D0
2203
22EO
22E3
22F0
22F3
2300
2303
2310
2318
2320
2328
2330
2333
2340
2343
2350
2358
2360

«03
10F
s02
t 03
«FF
:CO
:35
-88
82
30
«3C
100
00
00
:30
100
s27
*24
82
sC3
t27
82
1FF
s82
32
123
t22
38
:C3
2B
30
s8B
T2E
3B
s23
"27
:C7
s30
35
:2E
129
A3
2B
t24
I1FF
:Cé
s27
s 27
s2C
FF
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21 00
21 00
51 00

AE
AE
AE
AE
FF
FF
oc
85
FF
c2
c5
c5
c5
3C
c5
c5
c5
AO
85
c5
AO
85
24
85
23
24
27
32
85
30
30
2E
2B
3D
23
CA
CA
23
2B
30
CcD
2B
29
29
27
32
26
35
27
FF

00
00
00
00
FF
c1
ocC
08
ca
00
00
00
3C
30
3C
3C
82
24
22
82
24
26
26
2B
2B
26
26
26
c3
32
c5
30
2E
30
27
85
35
27
32
2E
A3
A3
24
27
82
22
26
2B
22
FF

25
34
25

IF
FF
33
82
33
82
c5
c4
ca
30
ca
c2
FF
00
85

ID
00
85
27
27
97
24
27
22
27
2B
2B
00
33
30
Cc6
82
27
24
32
2E
2B
2B
24
24
26
24
AO
24
c7
FF
FF

AA
83

IF
F1
FF
oc
0A
0A
00
3C
00
00
3C
00
00
c7
Cc6
20
27
Cc6
27
26
24
29
26
26
8E
c5
cc
2E
00
30
2E
88
2B
32
82
29
31
23
85
Cc6
2B
24
c5
24
22
24
FF
FF

40
40
40
40
FF
ocC
ocC
0A
Cc5
30
Cc5
c5
c2
c5
Cc5
85
85
20
26
85
27
24
cc
Cc6
27
24
24
00
82
97
c8
c7
c7
2B
23
24
26
27
30
2B
23
82
24
22
00
85
68
24
FF
00

3B
3A
8F
AB
F7
48
4B
50
OF
46
31
FC
OF
6B
F3
53
00
31
A7
87
38
8E
D7
44
D7
37
32
33
OF
D6
F3
c7
EO
38
48
65
06
31
EA
72
35
FF
EC
90
c1
E5
AF
51
6B
5F



PROGRAM DOKUM 1323

FUTBOL LIGI

Bu prg, adindan da anladiginiz
gibi bir futbol programidir ve tama-
men Basic'le yazilmistir. Ayrica ha-
fizada yalnizca 5 Kbayt yer kaplar.

Programin aciklamasi ise soyle:

Prg"i ylkleyin ve Runlayin, karsini-
za 8 secgenekli bir meni ¢ikacaktir,
Simdi meninin boélimlerini incele-
yelim.

1) Takim-Takim Arama: Bu sege-
nekte birtakimla, diger birtakimin
macinin sonucu aninda alinmakta-
dir. Ayrica bu magin kaginci hafta-
da oynandigi da belirtilir.

2) Takim Tam Yil Arama: Bu sege-
nekte istediginiz bir takimin oyna-
nan tim maglarini sonuglariyla gos-
terir.

3) Hafta Arama: Bu secenek size
karsilastirma imkani saglar. Yine is-
tediginiz bir haftada oynanan tim
macglari hangi takimin bay ¢ektigi-
ni, deplasman galibiyetlerinin sayi-
sini evinde galibiyetlerin sayisini,
toplam gol sayisini ara¢ basina di-
sen gol ortalamasini gosterir.

4) Skor Yazma: Bu secenegi segin-
ce karsiniza emin misiniz yazisi ¢i-
kar. Buna "E" ile cevap verdikten
sonra araglari girmeye baslayabi-
lirsiniz.

Gireceginiz mag: "Besiktas 2 - Fe-

CAGATAY CANDAN

nerbahce 1"

Bunu aynen soyle girin:

Besiktas, 2, F.Bahce, 1 [Return]

Sakin oralardaki virgilleri unut-
mayin ve takim adlarini yanlis ve-
ya degdisik yazmayin.

Ornegin: 1. haftada Adana De-
mir Spor'u hafizaya Adana Demir S
diye islediniz, 2. hafta bunu Adana
DS diye islerseniz tim hesaplari alt-
Ust etmis olursunuz.

Takimlarin sonugclarini sirayla gir-
dikten sonra bilgisayar size cesitli
datalar verecektir. Bu satirlarin us-
tind kursoéri (ufak yanip sénen sey)
getirip [Return]'e basin. 0 numaral
satiri da returnlemeyi unutmayin.

Daha sonra da:

Save "Futbol" [Return] (diye prg.
kasete cekin)

5) Genel Durum: Bu secenegin
gorevi bir takimin deplasmanda,
evinde veya her ikisinde de basari
durumunu g0sterir. Bu secenegin
numarasi olan 5'e basinca karsimi-
za bu sefer de 3'li bir ment daha
cikar. (Evinde, deplasmanda, ikisi
de). Bunlardan birisini sectikten son-
ra bilgisayar size hangi takimi ince-
lemek istediginizi sorar. Bunu da ce-
vapladiktan sonra bilgisayar han-
gi haftalar arasini incelemek istedi-

cen
mevcuttur.

ginizi sorar.

Biz bunu (Ornegdin 2 ve 6'nci haf-
talar arasini incelemek istiyorsak) 2,
6 [Return] diye cevaplariz. (Yine vir-
gile dikkat.)

Daha sonra bilgisayar sectigimiz
takimin oynadi§! magclarinin sonug-
larini gosterir.

Daha sonraki ekranda da o taki-
min o haftalar arasi kazandigi, kay-
bettigi, berabere kaldigi maglarin
sayisini, bunlarin gézdesini, takimin
o haftalar arasi kag¢ gol atip yedi-
gini, mag basina diisen gol ortala-
masini, bay haftasinin gecip geg-
medigini gosterir.

6. The End: Bu se¢cenek programi
bana gore bitebilecek en giizel se-

kilde bitiriyor.
Bolimler: 10-50 Meni
55-75 Takim-Takim Ara-
ma
75-95 Hafta Arama
150-300 Skor Yazma
300-10000 Genel Du-
rum

10000 - Bitiris
Not: Prg'da 1988-1989 liginin (ge-
lig) ilk 3 haftasinin datalar

Bu programin tim futbolseverle-

re yararli olmasi dilegiyle.



PROGRAM ADI

00001
00003
00010
00015
00020
00025
00030
00035
00033
00040
00050
00051
00052

00053
00054

00055

00056
00062

00065

00063

00072
00075

00076
00077
00073

00080

00081~

00086

00087

00035

00036

00037
00033
00105
00110
00140

0014 1
00142

00 144

00146

00148

00150

: FUTBOL LIGI

MA =30 :BS=5020

DCF FNV2<X)mINT<X*100)/100

POKE 53280,0:POKE 53281,0:PRINT "<C
LR ><DOUt4><CTRL -6 ><43PACE >_". .HERSEY
FUTBOL ICIN.=."

PRINT ""<3DOUJN><23PACE ><C*3>1 <CTRL-
6 > TAKIM-TAKIM ARAMA

PRINT ""<DOUJN><2SPACE ><C*3>2 <CTRL-6
> TAKIM <TUM YIL) ARAMA
PRINT ““<DOUJIN> <2SPACE ><C=3 >3
> HAFTA ARAMA

PRINT *"<DOWN> <2SPACE ><C=3 >4
> SKOR YAZMA

PRINT "'<DOUJIN><2SPACE ><C=3>5
> GENEL DURUM

PRINT "<DOWN><2SPACE><C=3>6 <CTRL-6
> THE EfO

PRINT *"<2DOUFJ>"TAB<14)"<CTRL -8>0Y S
I1ZIN ?"

GET A*

A=VAL<A*):IF A<l OR A>S THEN 50
ON AGOTO 55,75,35,150,300,34

GOTO 50

PRINT "<CLR><CTRL-2><RVSON> THAT"S<
2SPACE >ALL <DOU*I><C-3> WRITTEN <CTR
L-7> BY <C=4> CAGATAY ":FOR A"1 TO
2000:NEXT :GOSUB 10000
ThPUT " .<2DOUN>HANGI TAKIM
TRL-2>"JX*,Y*
X2*=Y*:GO3UB I111l1:X2*=X*:G0OSUB 1111
FOR A=1 TO MA:READ A*,3,D*,F:WC=INT
<A/10)¢1:CW*="<CTRL-8><1ISPACE>"

IF A*=X* AND D*=Y* THEN PRINT "<CLR
><3DOUN> "A*,3,D*.F:PRINTCW*WC"_HA
FTA":GOTO 1222

IF A>MA THEN PRINT
1222

NEXT

INPUT ®HANGI

<CTRL-6
<CTRL-6

<CTRL-6

- TAKIM<C

"SORRY...":GOTO

TAKIM"JIX*:PRINT "<CLR>
X2*=X*:G03UB 1111

FOR A=1 TO MA:READ A*,S.D*,F:J=0

IF A*=X* THEN SA=SA+1:PRINT "<CTRL-
8/"A<,"<C=7""S,D*,F"<CTRL-6><"SA™)"
IF 0*=XS THEN 3A=3A+1:PRINT "<C=7>"
A»,""S,"<CTRL-8>"D<,F"<CTRL-6><"SA*
)"t

IF 3A=15 THEN GOSUB 1333:PRINT
R>"

IF A=MA THEN PRINT
":GOTO 1222

NEXT

INPUT ""<2DOt*IN>KAC INC I HAFTA<CTRL -2>
"JH:PRINT "<CLR>"TAB<11)"<C-3>"H".
HAFTA™

IF H*10>MA OR H<=0 THEN PRINT "<CLR
><RV30N> <CTRL-2 >DAHA O HAFTAYA GELM
EDIK.":GOTO 1222

H=H*10-3:HS-H+3

FOR A=1 TO HS:READ A*,3,D*,F

IF A>H ArO D*="BAY CEKDI"™ THEN PRIN
T "<DOUN><C=7>"A*_3,D*_F:GOTO 140
IF A=>H THEN PRINT "<CTRL-2>"A*,3,0
*,F:TS-TS+3+F

IF A=>H THEN GOSUB 354:J=2:GOSUB 35
4 :J=0:NEXT :GOTO 142

NEXT

PRINT "<2DOUN><CTRL-2>EVINDE GALIBI
YET SAYISI:<C=3>"/EK<0),">"_."EK<0)*10
PRINT "<DOUN><CTRL-2>DEPLASMArOA GA
LIBIYET SA:<C=3>"tEK<2) ,"5S"EK<2>*10
PRINT "<DOUFJ3><CTRL-2 >BERABERLIK SAY
1S11<C=3>")EB<0)-1,uy,“<EB<0)-1)*10
PRINT "<DOUIN><CTRL -2>AT ILAN GOL SAY
131:<C=7>"1T33PC<5)T3/9:GOTO 1222
PRINT "<23PACE ><CTRL-8> 3KOR YAZMA

"<CL

""<DOWN> BU KAOAR

<170>
<034>
<153>
<034>
<043>
<018>
<134>
<138>
<172>
<021>
<004>
<243>

<133>
<007 >

<131>

<013>
<160>

<076>

<036>

<108>
<082 >

<u8>
<217>
<041>

<138>

<101>

<076 >

<187>

<037 >

<130>

<238>
<0065
<031>
<018>
<035>

<233>
<151>

<156>

<035>

<064>

<215>

00151
00152
00153
00160

00163

00165

00173

00130

00200

00210
00300

00302
00304
00306
00350
00351
00354
00355
00356
00357
0C370
00375

00400
00401

004 10

004 15

00416

004 17

00420
00425

00430

00435

00440

0044 1

00445

00450

00451

00455
00500

00600

00610

PROGRAM DOKUM

"IPRINT "<DOUN> <CTRL-3><C=3>EMINM
I13IN7.."

GET A*:IF A*=""" THEN 151

IF A*="E"™ THEN 160

RUN

POKE 646 ,5:FOR A-1 TO 10:PRINT A".
MAC™

IF A=10 THEN PRINT "BAY CEKEN":1f*>U
T A*<A):S<A)=-1:D*<A)="BAY CEKDI":F
<A>=-1fGOTO 178

INPUT 'SKOR"JA*<A).S<A),D*<A),F<A):
NEXT

A-1

PRINT BS+A"DATA"A*<A)","S<A)","D*<A
)L UE<AYT L, TAR<E) M, "S(BE) M, "D*<E)",F
<E)

A*A+2:1IF A=U THEN PRINT
A="MA+10" :BS="BS *10:END
E=AU:GOTO 130

PRINT m<CLR ><3DOWN> <2SPACE ><C*3>1. <
CTRL-6> EVIhCE

"<DOUN>1 M

PRINT "<DOUN><23PACE ><C=3>2 <CTRL-6
> DEPLASMAN

PRINT "'<DOWN> <2SPACE ><C=3>3 <CTRL-6
> IKI3IDE

GET J*1J=VAL<J*>:1F J<1 OR J>3 THEN
306

Ir-FUT ""<DOWN><CTRL-2>HANGI TAKIM™;X

% :D IM EM<37),A*<37),5<37).D*<37),F<
37)

X2*-X*:GOSUB 1111
ON JGOTO 355,355.300:GOTO 306

GOSUB 3510:

IF J=1 THEN O*="EVINDE ":GOSUB 2000
IF J=2 THEN 0*="DEPLA3MANDA" :GOSUB
2010

IF A-HS THEN PRINT "BU KADAR"«GOTO
400

RETURN

IF J=2 AfC P=-1 THEN P=0

PRINT "<CLRMC=3>"X*"*IN GEfCL DURU
MU__ "
PRINT "<2DOWN><C=7>"0*" OYTAADIGI MA

CLAR:<CTRL-8>"
PRINT "<DOUJN>" :FOR L=1 TO EM<J):PRI
T AN<L),S<L),D3*<L),F<L) : r EXT

IF EM<J)=0 THEN PRINT *<3DOWN><RVSO
N><CTRL-8><2SPACE >DAHA HIC "0*" MAC
OYNAMAMIS <3SPACE)*:GOTO 1222

IF EM<I)=1 AND P=-1 THEN EM<J)=0:GO

TO 416

GOSUB 1333

PRINT "<CLR><C-3>"X*""IN GENEL DURU
MU....<C=6><"GI"-"G2")"

PRINT " <DOUN> <CTRL -2>"0<"OYTtMAD IG1 M

AC 3AYI31:"1"<CTRL-8>"EM<J)+P:EY<J)
=EM<J)+P-EK <J)-EB <J)

PRINT "<2DOUN><CTRL-2>KAZANDIGI MAC
:<CTRL-8>"f EK <J) ., "X"FNV2<<EK<J)*10
0)/<EM<J)+P))

PRINT "<DOUJIN> <CTRL -2 >KAYBETTIG I MAC
:<CTRL-8>"/EY<J),,"X"FNV2<<EY<J)*10
0)/<EM<J)+P))

PRINT "<DOWN><CTRL-2>BERABERLIKLER:
<CTRL-8>"YEB<J), ,*//FW2 <EB<J )*100/
<EM<J)+P))

PRINT "<2DOUN><CTRL-2>ATTIGI GOL:<C
TRL-8>"t EG<J) ,FNV2 <EG <J ) /<EM<J)+P))
PRINT "<DOWN><CTRL-2>YEDIGI GOL:<CT
RL-8>";YE<J),FNV2<YE<J)/<EM<J)+P))

IF P=-1 THEN PRINT "<DOUJN><C=7>BAY
HAFTASI GECTI..."

GOTO 1222

CF=1020:G0TO 625:PRINT "<CLR><CTRL-
6 )"

IF A*=X* THEN GT=GT+S:YT*YT+F:J=0:G

OSUB 354 :EM"EM+1tRETURN
IF D*=X* THEN YT=YT+S:GT»GT+F:EM*EM

1324

<186>
<217>
<123>
<135>

<036 >

<038>

<142>
<035 >

<057 >

<113>
<158>

<238>
<085>
<114>
<135>
<012>
<238>
<121>
<006>
<111>
<222 >
<135>
<173>
<007>
<148>
<076>

<158>

<242>

<015>
<202>

<133>

<106>

<201>

<022 >

<132>
<031>
<145>

<152>
<103>

<027 >

<084>



PROGRAM DOKUM 1325

00615
00625
00626

00661
00350

00351

00354
00355
01000
01005
01010
01011
01111

01112
01113

012s2
01223
01224
01225
01333
01334
02000

02001
02010

02020

04330

04332

04334

04336

04338

05000

#1:J=2:GOSUB 354:RETURN
RETURN
GOSUB 3510
EM<3)=EM: EK(3)=EK <0)+EK <2):EB<3)=EB
<2)+EB<0):J=3:EG<J)=GT:YE (J)=YT:GOT
0 425

GOTO 1222
L-LM:A*<L)=A*:S<L)=S:0*<L)=D*:F<L)
-F

IF J=1 AND D*<L)="BAY CEKDI" THEN E
G<J)=EG<J)e1:YE <J)=YE<J)#1:P=-1:EB<
J>=EB<J)-1

IF S*F THEN EB<J)=EB<J)+1

IF J=2 THEN 1010

IF S>F THEN EK<J>=EK<J)+1 :RETURN
RETURN

IF S<F THEN EK<J>=EK<J)+1 :RETURN
RETURN
FOR A-1 TO 10tREAD A*,U,B*.Q:IF A*-
X2* OR B*=X2* THEN RESTORE:RETURN
rEXT

PRINT "<CLR><CTRL-2><RVSON>"X2*" AD
L1 BIR TAKIM HAFIZADA YOK.':RESTORE
:6OTO 1222
PRINT "<2DOWN><C*330K. DUSTY"
GET AR*:IF AR*=""THEN 1223
CLR:GOTO 1
J=2:RETURN
GET A*:IF A**""THEN 1333
RETURN

IF A*=X* THEN EM<J)=EM<J>+I:EG<J)=S
#EG <J):YE <J)*F +YE(J):GOSUB 350:RETU
RN
RETURN

IF D*=X* THEN EM<J>=EM<J>+l:EG<JI>=F
+EG<J) :YE <J )=S+YE(J ):GOSUB 350:RETU
RN
RETURN
DATA F.BAHCE,3.RIZE,0.BE3IKTAS,3,A.
GUCU.1

DATA BURSA,2,SARIYER, 1.ESKISEHIR,O,
TRABZON,O0

DATA K .YAKA,1,G.SARAY,1,ADANA.2.ALT
AY,1

DATA SAKARYA,2._ADANADS,I,BOLU,1,K.M
ARAS,0

DATA MALATYA,3.SAMSUN,O0,KONYA,-1,BA

Y CEKDI ,-1
DATA G .SARAY,1,SAKARYA,1.A.GUCU,1,E
SKISEHIR, 2

<180>
<165>
<243>

<185>
<061>

<110>

<064>
<080>
<133>
<045>
<045>
<087>
<051>

<116>
¢106 >

<122>
<076>
<174>
<203>
<156>
<052>
<122>

<123>
<025>

<033 >

<044>

<213>

<113>

<043 >

<148>

<000>

<193>

05002
05004
05006
05003
05011
05013
05015
05017
05013
03510
03511
03512
03513
03521
03525
03530
03534
03535
09536
09538
10000
10001
10010

10100

10200
10210
10300
10310

10320

DATA RIZE ,2,BURSA,1,TRABZON.2,K.YAK
A0

DATA ALTAY,O0,F.BAHCE,3,K.MARAS,2,AD
ANA, 2

DATA ADANAD3,1,MALATYA,O0.SAMSUN.O.B
OLU,3

DATA SARIYER,2,KONYA,O0,BESIKTAS *-1.
BAY CEKDI ,-1

DATA ESKISEHIR,0,BE3IKTAS,1.KONYA,1

,RIZE.1

DATA K .YAKA,2,A.GUCU, 2,SAKARYA »1 .TR

ABZON, 0

DATA F .BAHCE,4_.K.MARAS,1 _MFtLATYA.O,
G.SARAY,0

DATA ADANA,3,SAMSUN,0,BOLU.0,AOCANAO
S,2

DATA BURSA,2_ALTAY.O.3ARIYER,-1,BAY
CEKDI,-1

PRINT "<CLR>HAFIZADA '"MA/10" HAFTA

VAR _":XIS-"<DOUN>HANGI HAFTA-HAFTA*®

NIN ORTALMASINI™

X1*=X1*+" ALACAK3IN77":PRINTX1*
INPUT GI,G2

IF GI=>G2 OR G2>MA/10 THEN PRINT "P
ARDONN7?...":GOTO 3512

H=G1*10-3:HS=G2*10

FOR A=1 TO HS:READ AS,S,D*,F

IF A>H AND S*-1 AhO A*=X* THEN GT=G
Te1l:YT=YT+1:EB<O)*EB<0)-1:P*-1

IF CF=1020 AMD A=>H THEN GOSUB 600
IF A=>H AND CF<>1020 THEN GOSUB 356
rCXT

RETURN

A=0:B=1:Q*="BE3IKTAS" :U2*="KARA KAR

TAL OLEY KARA KARTAL"SPRINT "<CLR>"
:GOTO 10100
CD=1:FOR X=1 TO 5:NEXT :BI=B:B=A:A=

BI:POKE 53290,A:POKE 53231,B

PRINT ""<HOME><1O0DOWN>"SPC<4)U2*:GOS
UB 10300:GOTO 10001

GOSUB 10300:B=1:FOR X=1 TO 40:BI=B:
B=A:A=B1:POKE 646,A:PRINT "<RVSON>

"5 INEXT

SS=SS+1: 1*=MID*<Q*,3S,1):IF SS>LEN<
G*) THEN SS"0:GOTO 10200

PRINT "<CTRL-2>"1*;:G0TO 10100

GET W*:IF Utt=-" THEN RETURN

IF CD=1 THEN POKE 53280,0:POKE 5323
1,0:PRINT "<3DOWN>":ErO

GOTO 10001

<003 >
<218>
<131>
<023>
<124>
<133>
<132>
<046 >
<017>
<024>
<061>
<068>
<107>
<215>
<053>
<134>
<200>
<140>
<148>
<138>
<067>
<217>

<2i5>

<230>

<015>
<074>
<073>

<225>
<252>



PROGRAM DOKUM 1326

DISK EDITOR

Bu utility programi size BASIC'te
var olmayan gicu ve yeni durum-
lara uygulanabilirligi saglamakta-
dir. Birkag komutla disketteki her-
hangi bir byte'l kontrol edebilir, de-
gistirebilirshniz. Disk sirticinizu belki
sadece program yiklemek ve ka-
yit etmek igin kullaniyorsunuz, sey-
rek olarak da seguentiel ve relati-
ve dosyalar igin.

BASIC her program turini kullan-
mak icin basit komutlar Gretmistir,
6rnegin SAVE yazdigimizda disk si-
riciiye programi diske yazmasini
sdylemek zorunda kaliyorsunuz.
DOS bitin bu islemleri otomatik
olarak kendi yapar. Fakat bu ko-
mutlari kullanmanin dezavantaji ise
disk direktorisine ulasim sirasinda-
ki giic ve kontrol eksikligidir. Orne-
gin DOS bir scratch komutuna sa-
hiptir, fakat unscratch komutu mev-
cut degildir. Ornegin disketten yan-
lishkla bir programi sildiginizde
program hala diskette oldugu hal-
de onu geri getirecek bir komut
yoktur. DOS bir programi Kkilitleyip
onun silinmesini 6nleyebilme 6zel-
liine sahiptir, fakat higbir komut bu
Ozellige sahip degildir.

Diske dogrudan ulasabilmek ¢ok
daha fazla gig ve kullanislilik sag-
layacaktir. Black read ve black wri-
te komutlar ile bir sector veya blo-
gun icerigini degistirebiliriz, fakat
bu komutlari kullanmak oldukca
zordur.

DiSK EDITOR'l etkili bir sekilde kul-

HAKAN KANTAS

lanmak igin bir diskin nasi! organi-
ze edildigini bilmek ¢ok dnemlidir,
bir C>4 diski, icinde belli bir sayi-
da sector'lerin yer aldigi 35 Track'a
bélinmustur. Her sector 256 byt'e
saklar. Bir disk toplum olarak 683
sector'diur, fakat 664'u kullanilabi-
lir, ciinki kalan 19 sector 18track’-
ta yer almakta ve bu track'ta direk-
toriyi olusturmak icin kullaniimakta-
dir.

DiSK EDITOR track $ 12 (desimal
18) ve sector O'dan itibaren okuma-
ya baslar ve bu sector'deki 256
byte ekranda gosterir. Disk editor-
deki biatiun sayilar daha iyi ekran
formati icin hekzadesimal olarak
yazilmistir. Kursor Ust sol késede bu-
lunmaktadir. Kursér tuslari ile bu kur-
sort ekranin Gzerindeki track ve
sector'un karsilarinda yazan sayila-
rin bilgileridir. Kursoru hareket ettir-
diginizde bayt numarasinin degis-
tigini farketmissinizdir. Kursort Ust sol
kdseye ¢cabucak gotirebilmek igin
sadece HOME tusuna basiniz. De-
gisiklik yapmak icin kursort degis-
tirece@iniz bayt'in Gizerine getirip is-
tediginiz degisikligi yapiniz. Bu de-
gisikligi yaptiginizda disk Uzerinde
hicbir degisiklik olmamaktadir. Bir
sector'de yapmak istediginiz tim
degisiklikleri yaptiktan sonra bu de-
gisiklikleri disk'e yazmak icin CTRL-
W tuslarina ayni anda basiniz.

Baska bir sector'i ekranda go-
rintilemek i¢in + ile track numa-
rasini, — ile sector numarasini de-

Gistirebilirsiniz. Hatali yazarsaniz
INST/DEL ile hatanizi giderebilirsiniz.
CTRL-R ile sector'u komutunu iptal
edecektir.

DiSK EDITOR biitin komutlardaki
bitin hatalar kontrol eder, eger bir
hata olursa bu hata ekrana yazilir
ve komut iptal edilir.

DiSK EDITOR Komutlari:

CTRL-A: Sirayla Hekzadesimal ve
ekran kodunu cevirir.

CTRL-J; Kursoriin altindaki track ve
sectore sigrar.

CTRL-R: Ekranin en ustiinde yazan
track ve sector'u okur.

CTRL-W: Ekranin en ustiinde ya-
zan ve sector'u yazar.

CTRL-X: Programdan ¢ikar.

CTRL-$: Diskin direktdrisini ekran-
da gorantuler. (SHIFT ile durdurabi-
linir.)

SHIFT-COMM: ASCII veya Ekran ko-
du olarak gosterir.

SHIFT-+: Bir sonraki sector'ii gos-
terir.

SHIFT— : Bir dnceki sector'l goste-
rir.

+:Track numarasini degistirir.

—: Sector numarasini degistirir.

INST-DEL: Ekrana yazilan track ve-
ya sector numarasini siler.

HOME: Kursori sol tst kbseye gon-
derir.

Disketten scratch ile silinmis bir
programi tekrar elde edebilmek
icin su islemleri yapiniz:

1) Programi yanlislikla sildiginiz
diskete hicbir sey kayit etmeyin.
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¢unkl programin ya da bilginin ka-
yith oldugu sector'lere yanlislikla bir
seyler yazabilirsiniz.

2-) DISK EDITORUNU yiikleyin, de-
gisiklik yapacaginiz disketi yerlesti-
rin ve SYS 12000 yazin.

3-) Track $ 12sector $ 00'i ekran-
da goriuntileyin CLR/HOME ile ekra-
nin Usttarafina ge¢ip CTRL-J'ye ba-
sin. (Director'iinin yer aldigi ilk
Track'l ekranda gorintilemek igin)

4-) Hex'den ASClI'ye gegin. $ 05,
$ 25, $45 gibi giden adreslerde yer
almasi gereken program isimlerine
bakin. Eger geri alinacak program

bu sektérde degilse CLR/JHOME ile
ekranin Usttarafina gecip CTRL-J'ye
basin. (Bir sonraki sektéri okumak
iCin.)

5-) Silinmis olan programi buldu-
gunuzda soldaki 3 bayt'a bakin, -$
02, $ 22- eger burada $ 00 varsa
programiniz "Scratch" ile silinmis
demektir. Bu sayiy ($00') Eger prog-
raminiz BASIC veya makina dili ise
$ 82 olarak sirasal b r dosya ise $
81 olarak degistirir.

6-) Degisiklik yaptiginiz sector'u
CTRL-W ile diskete yazip CTRL-X ile
programdan ¢ikin. BAM'in yenilen-

mesi i¢in disketi OPEN 15,8,15,"VO"
ile Validate yapin. Bu biraz zaman
alabilir, fakat islem bittiginde silin-
mis programinizi tekrar geri almis
olacaksiniz.

TABLO-1
Track basina sector sayisi

PROGRAM : DISK-EDITOR
2EEO w0 EC 2E 20 7B 32
2EES8 2F 4C 32 30 A2 00
2EFO ‘AD 32 03 C3 ED FO
2EF8 00 AO OC A8 00 85
2F00 08 85 06 A9 88 8D
2F08 ‘A3 30 8D 54 03 A9
2F10 83 34 A3 05 8D 84
2F18 5F 8D 76 34 A9 A4
2F20 34 A3 08 8D 3B 05
2F28 ‘A9 00 85 05 A9 D8
2F30 A9 06 8D 21 DO 8D
2F38 ‘A8 OF 3D 20 DO 8D
2F40 A8 IE 8D 53 03 A3
2F48 54 03 86 03 84 04
2F50 8D 52 03 60 A9 93
2F58 FF A5 05 85 F7 A5
2F60 8 A0 00 A2 03 A3
2F63 F7 88 DO FB E6 F8
2F70 F6 A3 63 A0 35 20
2F78 A3 8F A0 35 20 80
2F80 DF A0 35 20 80 33
2F88 2F A5 03 18 63 CB
2F80 85 43 A5 04 69 00
2F38 85 4A A2 00 A0 00
2FAO IB5 62 A8 04 85 63
2FA8 85 64 BD 43 36 20
2FBO £8 FO 16 C6 64 DO
2FB8 ‘01 20 05 30 C6 63
2FCO A9 04 20 05 30 C6
2FC8 D3 20 11 30 4C B3
2FDO «“40 03 CO 01 FO 10
2FD8 91 F7 A3 01 20 05
2FEO 20 31 F7 4C FF 2F
2FE8 48 4A 4A 4A 4A 20
2FFO 68 29 OF 18 63 30
2FF8 900 03 38 E9 33 91
3000 01 20 05 30 60 18
3008 85 F7 A5 F8 69 00

2EE0 3650 3010 60

3018 8

3020 2F
20 54 78 3028 2F
A0 04 85 3030 2F
31 A2 21 3036 AD
05 A9 14 3040 03
53 03 CA 3048 A8
43 6D 8D 3050 3F
34 A9 D9 3058 F0
8D 77 47 3060 F0
DO 22 8F 3068 i1
85 06 57 3070 03
86 02 FB 3078 330
21 DO 70 3080 0B
AB 8D 0D 3088 86
A9 4C C7 3090 40
20 D2 31 3098 11D
06 85 EC 30A0 DO
06 81 B5 30A8 A2
CA 10 D8 30B0 :18
80 33 66 30B8 33
33 A3 DE 30C0 40
4C 83 E7 30C8 68
85 F7 48 30D0 :85
85 F8 42 30D8 4A
A8 10 BC 30E0 85
A9 04 63 30ES8 A0
CF 2F FA 30F0 A0
F3 A9 5F 30F8 €9
DO E6 A9 3100 20
62 DO 78 3103 DO
30 AC A8 3110 :AC
A0 00 F4 3118 66
30 A9 2E 3120 AS
A0 00 4C 3128 111
F3 2F 05 3130 iFE
C9 3A 67 3138 FO
F7 A9 A8 3140 27
65 F7 A5 3148 03
85 F8 BO 3150 CE

Track Sector sayisl
1-17 21
18-24 19
25-30 18
31-35 17
A5 03 e5 F7 A504 85 7C
AO OB AD 67 0320 E8 BA
AO 15 AD 68 0320 E8 8B
AO ID AD 63 0320 E8 A5
60 AD 67 03 8D5D 03 00
68 03 8D 5E 03 CE 48 56
DO 12 CE 43 03DO OD 14
OA 8D 43 03 AOOO Bl IB
48 80 31 3F 20E4 FF OF
D3 C9 31 DO 08 A6 42 CD
OF C6 42 4C B630 C3 Al
DO OE A6 42 EOOF DO 43
4C 78 32 E6 424C B6 ID
C3 9D DO 1A A641 DO 8C
A6 42 FO 12 AE5C 03 9B
41 D0 D2 A5 4138ED  5E
03 85 41 4C B630 C9 AA
DO 5D A6 41EC5C 03 3C
0C A6 42 EO OFFO 50 53
00 86 41 FO BD A5 41 2A
6D 40 03 85 4120 B3 3A
A5 43 85 3F A54A 85 16
A6 42 FO 10 A53F 18 5D
28 85 3F A5 4063 00 31
40 CA DO FO A541 4A 18
4A 18 85 41 1865 3F E3
3F A5 40 69 0085 40 A3
00 B1 3F 8D 3E03 20 F4
33 20 1130 4C32 30 E3
12 DO OA A3 0085 62 B5
04 33 4C D2 31C3 13 7D
03 A3 00 85 4185 42 C4
B8 30 C3 DB DO 26 EE B7
03 AE 67 03 AC68 03 D8
01 85 62 20 BB33 30 C5
A3 00 A3 00 8D68 03 57
67 03 AD 67 03C3 24 46
2B 4C FC 30 C8DD DO DB
AD 68 03 DO OACE 67 20
FO 1A A3 16 8D68 03 F5
68 03 AS 01 8562 AE 6B



3158
3160
3168
3170
3178
3180
3188
3190
3188
31A0
31A8
31BO
31B8
31CO
31C8
31DO0
31D8
31EO
31E8
31FO0
31F8
3200
3208
3210
3218
3220
3228
3230
3238
3240
3248B
3250
3258
3260
3268
3270
3278
3280
3288
3290
3298
32A0
32A8
32B0O
32B8
32CO0
32C8
32D0
32D8
32EO
32ES8
32F0
32F8
3300
3308
3310
3318
3320

167
- BO
:C9
:BD
:36
:D2
=32
:A9
:C9
:03
:FF
:6C
:33
:03
: 06
:5C
-89
: 0D
:8D
:DO
134
:40
90
:BD
:33
163
168
41
:C6
164

:B1
t4C
:90
:85
147
t4C
142
- 8D
136
:AO
- 20
:A8
- 60
A2
:02
:CoO
01
:DO
120
:03
134
:AO
120
168
02
:FF
:CC

03
DF
OA
48
6D
31
4ac
02
FF
20
A8
00
34
49
41
03
2F
A2
67
oD
8D
03
61
3E
A5
AD
oD
aA
63
A8
06

29
03
84
BO
32
A9
5C
20
OF
B1
00
A9

16
A2
FF
B9
F7
cc
A9
A2
38
B1
03
20
929
FF

AC
4c
DO
36
68
co
D2
20
A8
cc
93
03
co
03
AD
20
4c
00
03
A2
68
EO
co
03
3F
40
49
80
ceé
B1
64
20
32
36
60
05
30
o1
03
BD
20
32
8D
02
AO
08
A2
49
AD
FF
32
01
20
32
A3
ce
49
60

68
FC

16
8D
03

17
31
c3

17
FF
20
cs
o1
8D
5C
9B
78
AO
4ac
00
03
02
3A
91
85
03
36
08
62
62
06
5B

18
E9
co
38
A9
8D
A9
FF
BA
A9
68
20
36
A8
02
36
49
AE
20
20
52
60
31
FF
36
8D

03
30

67
20
DO
c9
FF
AO
A8
D2
oF
DO
40
03
34
32
oB
D2
A0
4c
Fo
BO
3F
62
c9
4c
A5
68
20
64
32

39
41
E9
00
40
02
A9
FF

12
03
c3
20
20
20
20
36
87
23
(o]
03
AE
20
AO
cs8
0A

20
4c
AO
03
04
06
18
A2
36
o1
FF
DO

1F
03
49
BO
co
20
31
17
D2
08
5D
48
A5
02
9B
62
A9
5B
06
8D
09

18
80
40
85
03
A2
o1
20

20
FF
8D
BA
co
D2
20
03
33
FF
20
67
23
00
DO
36

BB
32
33
BD
33
20
DO
o1
20
20
A2
03
AD
46
o1
03
2B
DE
Cco
20
31
Cc9o
AO
20
40
DO
30
DO
00
32
64
3D
Cco

09
DO
41
A9
17
A2
co
67
04
A9
FF
FF
FF
FF
D2
AC
20
A9
cc
03
33
20
F7
20

33
30
AA
an
4c
CA
23
20
52
c3
80
4c
40
41
8D
4c
DO
34
2D
DE
AE
30
00
AO
85
07
A5
02
85
06
cs
03
39
64
co
926
85
1F
A0
08
FF
03
33
01
A8
4c
AO
cs
FF
68
98

17
FF
AC
A2
CF
20
38

00
41
56
2B
77
93
A2
14
8F
91
1D
3B
D5
92
FF
97
DB
E8
AB
FO
EB
11
7B
A7
FE
cs
26
70
8D
63
23
30
41
70
c1
69
5B
8A
oc
83
23
8C
69
4E
97
88
02
F1
E8
4E
D4
2B
6A
1D
BO
FE
30
F9

3328
3330
3338
3340
3348
3350
3358
3360
3368
3370
3378
3380
3388
3390
339B
33A0
33A8
33BO
33B8
33CO0
33C8
33DO0
33D8
33EO0
33ES8
33F0
33F8
3400
3408
3410
3418
3420
3428
3430
3438
3440
3448
3450
3458
3460
3488
3470
3478
3480
3488
3490

3498
34A0

34A8
34B0O
34B8
34CO0
34C9
34D0
34D8
34EO0
34ES8
34FO0

:33
:AO
: A9
148
: 30
- 8D
164
: 08
:FF
138

T AA
- FF
:FD
A5
: 0A

- 81

: 1C

: 12
- 06
162
- 80
:AD
- 03
168
:48
163
: DO
:AO
:FO
: A8
:FF
:BD
- BO
:CF
: D2
:CF
: FF
: A9
:FO
:D2
: A9
:4cC
120
: A9
: 08
:FF
: 68
. CF
I FF
134
:FO
A4
:FF
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o1
20
85
20
13
36
30
8D
64
OA
38
84
B1
FC
(0]6]
4A
OA
60
60
06
18
12
ocC
11
1F
20
03
68
38
62
AO
60
20
60
A2
02
20
A2
20
20
05
20
20
AE
4C
20

2E
FF

20
20
CF
oD
C3
60
ocC
AO
D2
64

20
52
62
66
36
68
8D
11
85
BO
E9
FD
FC

18
A8
85

18
AO
EO
Cco
BO
EO
90
BO
A8
23
8D
03
60
A5
A9
20
80
A9
08
A2
Cco
03
CF
CF
62
CF
D2
8D
7D
C3

A2
Cco

D2
FO
FF
DO
oD
20
34
00
FF
20

co
03
20
33
A5
20
10
36
65
Fo
01
AO
A8
69
88
62
65
00
00
15
08
1F
08
02
1D
34
67
68
A5
04
20
58
33
83
AO
1A
FF
20
FF
FF
FO
FF
FF
02
34
FF

o1
32

FF
FF
48
F4
DO
cc
38
20
A8
E4

FF
4c
BB
A5
65
66
36

60
68

18
BO
00

18
02
4c

A5
62
AD
FO
BO
co
60
EO

18

AO
20
03
68
03
69
91
35
20
20
00
AO
20
cé
A9
85

1F
20
20
DO
20
20

20
90

A2
68
20
FO
F9
FF
80
58
9D
FF

A9
cc
33
64
03
33
A5
48
E8
69
F9
B1
20
48
52
42
AA
3E
28
20
13
06
24
80
36
oc
AD
68
18
03
62
A9
E4
D2
20
36
9B
FF
(o))
62
20
cb
CF
FB
cc
23

c8
20

18
20
D2
ocC
20
20

18
35
20
A4

09
FF
8A
09
30
A5
65

A9
64
0A
60
FC
FO
A5
03
0A
8D
03
EO
20
BO
co
BO
A5
20
34
5E
68
69
85
88
39
FF
FF
BA
20
34
20
20
20
CF
BD
FF
20
FF
34

FF
48

AO
D2
FF
20
CcC
23
20
A9
D2
64

46
03
51
AD
D4
CF
13
E2
F2
50
9A
2F
50
B7
97
9A
6C
33
o7
3C
C5
EO
D1
4E
8F
53
c8
81
64
OB
52
52
C3
F1
ocC
A8
FD
1F
EB
2A
ED
7A
D4
82
94
31

63
9A

AA
54
8C
B1
A2
8B
CD
ES
FE
F8
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34F8
3500
3508
3510
3518
3520
3528
3530
3538
3540
3548
3550
3558
3560
3588
3570
3578
3580
3589
3590
3598
35A0

: 30

: C9

Cco
20
34
08
DO
Cco
35
OA
18
OA

. 4C

A2
04
60
20

1D
43
1D
00

oD
00
53
Cco
Cc9
20
02
Cco
85
65
90
D2
06
8E
00
1C
1D
54
1D
90
11

9D33

FO
FO
35
30
41
D2
DO
01

62
62
02
FF
AD
3B
00

12
1D
4F
42
30
9D
30

30
oD
20
30
90
FF
BB
FO
A5
60
E9
A9
32
05
13
54
1D
52
59
30
9D

1

C9
83
53

D4
99
A5
OE
63
38
07
9D
03
62
20
52
1D

54
11
32
9D

14 DO 11
20 4E35
35 4CE7
C8 3A80
C9 47BO
62 00C8
62 2044
OA OAOA
20 44 35
E9 30C9
60 A920
4CD2 FF
C9 EDFO
8A 8602
20 2020
41 434B
1D 53 45
1D 1D 1D
45 0005
9D 9D31
30 11 9D
9D 34 30

2D
CB
03
6D
81
F3
oB
91
05
D7
B2
c2
Cc7
B3
EF
80
Al
75
69
C1
90
FD

35A8
35B0
35B8
35C0
35C9
35D0
35D3
35E0
35E9
35F0
35F8
3600
3608
3610
3618
3620
3628
3630
3638
3640
3648

11 9D

: 36
: 9D
: 30
: 9D

30
9D

11
42

119D

1 45
: 00
1 32
. 20
: 39
: 20
: 00
: 30
: 30
192
: 20
: 52
: 00
41
: 00

30
20
20
36
20
44
55
30
00
49
54
20
18
4E
00

9D
11
38
9D
30
9D
11
20
33
20
41
20
31
20
24
4C
52
53
OF
53
00

35
9D
30
9D

11
44
9D
20
20
37
20
45
20
30
30
4C
41
45
12
20
00

30 11 9D

9D

11
41
9D
30
9D
30
20
20
42
20
32
30
00
45
43
43
48
4B
00

37
9D
30
9D
11
46
20
34
20
20
46
20
00
16
a7
4B
54
49
45
00

30
9D

1
43
9D
30
31
20
38
20
20
30
23
0A
41
20
4F
54
59
00

9D
11
39

30
9D
04
20
35
20
43
82
20
49
1C
4C
4F
52
20
92
00

D3
6D
1F
A9
E9

02
06
8A
3F
Cc2
CD
28
89
69
20

C9
AB
6C
49



