































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































‘ Index

Al See artificial intelligence
aligning numbers 20
“Alternating” program 40
analog/digital converter 87
AND# ML instruction 70
ANDZ ML instruction 70
arcade games 38
arcade-style subroutines 38-40
array 65
artificial intelligence 220-24
ASLA ML instruction 70
assembler 48
bar graph 130-31
“Base Defense”” program 239-40
BASIC
keywords 54-55
start of, changing 5
“‘Battleship” program 199-202
“Big Screen Print”” program 62-63
bit 3
bitmapping 91, 128, 254
“Bitmapping Pixel”” program 128-29
block of memory, saving to tape 13-14
“Bomber Squadron’ program 241-45
“Boogieball” program 296-99
border color 135
chaining programs 24-25
“Challenger One” program 273-75
character sets, memory locations for control of 6
“Characters” program 79
“Chopper Lift” program 315-17
CLC ML instruction 70
CLOSE command 12
CMP ML instruction 70
CMP# ML instruction 70
“Code Game” program 189-90
Commodore printer, ““Write-On” and 155
compressed BASIC keywords 54-56
“Compressed List”" program 56
COMPUTE!"s First Book of VIC 50
COMPUTE!'s Mapping the VIC 72
COMPUTE!'s Second Book of VIC 41
COMPUTE!"s VIC-20 and Commodore 64 Took Kit
72
custom characters 5-8, 38, 78-80, 91, 178-79,
241
DATA statement 158, 327
DECZ ML instruction 70
““Diamond Maze” program 215-16
disassembler 48-49, 51-52
““Disassembler” program 51-52
disk 10, 44-45
dummy records, relative files and 12
“Dungeon Escape”” program 286-90

“8K Setup” program (VIC graph) 93

“Example 1" program (multiprocessing) 61

““Example 2"’ program (multiprocessing) 61

“Ex-blast”” program 246-48

expansion cartridge 3, 5, 46, 120, 135, 138,
167-68, 254, 264, 279, 300

“Experiment, The”" program 9

“Fasplot” program 82-83

1541 model disk drive 10

fire button 34

“Flag” program 136

“Flipper”” program 203-4

FOR-NEXT loop 23, 130

game paddles 87-90, 251

GET statement 21

“Graph Expanded” program (VIC Graph) 93

graphic pictures 105-7

graphics characters, mixing with text 9

“Graph” program 130-34

“Graph Unexpanded” program (VIC Graph)
93-94

““Heist” program 211-14

“Hide-N-Seek” program 312-14

high VIC 5, 6

“Hyper Ballshot” program 251-53

input 18-22

IRQ interrupt 57, 58, 159

JMP ML instruction 70

“Joyfast” program 82

joystick 34, 36, 81-82, 178, 185, 195, 211, 215,
217, 235, 249, 258, 267, 300, 303, 312, 321

Kernal 41, 48

“Keytest”” program 50, 52-53

keywords, BASIC 54-55

“Lap Racer” program 178-81

“Laser Command’* program 254-57

“Laser War” program 270-72

LDA ML instruction 49, 70

LDX# ML instruction 70

LDXY ML instruction 70

“Light Cycles”” program 300-302

LOAD command 13-16

logical file number 10, 11

logical line 54

“Logicolor” program 191-94

low VIC 5, 6

LSRA ML instruction 70

LSR ML instruction 70

machine language 70-73

Machine Language for Beginners 71

““Maneuver”” program 195-98

“Marquee Demo”” program 159-61

masking 21-22

“Mate”” program (Music Mate) 117-19

mazes 220-24

337



maze strategies 221-23
“Meltdown” program 217-19
memory address, loading to 1-15
memory expansion 5
memory pointers 5
“Message Board”” program 162-63
“Meteors”” program 249-50
“Microassembler” 70-77
“Move X’ program 34-35
“Moving” program 40
multiprocessing 57-61
“Multiprocess’” program 60-61
music 115-27
“Music Mate” program 116
“Music Maker”” program 140-48
“Music Mate” system 115-19
“Music Maker”” system 138-49
“Music Player”” program 148-49
OPEN command 10
ORAZ ML instruction 70
output 18-22
“Paddle Graphics” program 87-90
““Page Flip” program 3-4
“Piano Player”” program 120-27
“Pilot” program 266-69
“’Place Your Bet”” program 293-95
“Poker Challenge” program 205-8
precision, arithmetical 18-20
printer 46, 62-63
PRINT statement 24
PRINT USING statement 18
program listing conventions 329-31
programmable characters. See custom characters
Programming the 6502 72
Programming the VIC 31
quote mode 330
"“Rainbow Border” program 136-37
raster beam register 9
"“Rats!”” program 220-32
READ statement 328
relative files 10-12
““Rescue Mission” program 303-5
rounding off numbers 19-20
“S.X. Demo” program 137
SAVE command 15-17
saving memory 23-25
“Scavenger Hunt” programs 306-11
screen 9, 58-59, 62-63
and border color register 135
dump, high-resolution 46
management 3, 6, 81-83
memory 5-8
pages 3
save 41-43
split 9, 58-59
“Screen Print II” program 62-63
“Screen Saves” program 42-43
"“Scroll Demo” program 30
scrolling 29-30
“Scroll Left” program 30
"“Scroll Right” program 20-30

secondary address 15
SED ML instruction 70
serial printer 153
“Sevicog’* program 264-65
6502 Assembly Language Programming 71
“Slot Machine” program 185-88
“Space Blockade” program 258-60
“Space Corridor” program 235-38
““Space Mission” program 279-85
"“Special Effects” program 79-80
“Speed Demon” program 173-77
“Speed Stick Demo”” program 37
“Speed Stick” program 36-37
split screen 9, 58-59
“Spring Man” program 318-20
“Sprite Demo”” program 104
“Sprite Loader” program 101-4
sprites 95-104
defining 96-100
grid 99
registers 97
“Strike Three”” program 167-72
string variables 23-24
strings 158
STX ML instruction 70
“Super Dump” program 46-47
Super Expander cartridge 46, 135, 254, 264, 300
checking for presence of 254
tape 13-17, 31-33, 153, 333
“Tape Catalog” program 66-69
tape header 31-32
tape programs
cataloging 64-69
copying to disk 44
“Tape Search” program 31-33
“Tape to Disk” program 44-45
text, mixing with graphics characters 9
text adventures 286-88
“Torpedo-8" program 261-63
“Trench Wars” program 321-24
typing in programs 327-31
unexpanded VIC 29, 31, 34, 57, 92, 95, 153, 158,
162, 167, 173, 178, 185, 199, 205, 215, 217,
235, 239, 241, 246, 249, 251, 258, 261, 270,
273, 279, 293, 296, 303, 306, 312, 315, 318,
321
USR function 81-82
variables 23-24
VERIFY command 16
Versatile Interface Adapter. See via
VIA 36
VIC chip 6, 62, 91
“VIC Draw McGraw"’ program 105-14
“VIC Graph” utility 91-94
“VIC Marquee”” program 158-61
“VIC Set Demo”” program 8
“VIC Set” program 8
VIC-20 Programmer’s Reference Guide 71
Video Interface Chip. See VIC chip
WAIT statement 9
word processor 153-57
“Write-On”" word processor 153-57






A VIC-20 Bargain

This huge collection of over 70 never-before-published articles and
programs has something for every VIC-20 user. COMPUTE!’s VIC-20
Collection is a potpourri of tutorials, utilities, applications, and games
collected over the past few years.

Do you like to play games? Then you'll enjoy maze games like
“Heist”” and “Meltdown’’ that challenge you to think quickly. If logic
games are your specialty, you'll find “'Logicolor” and “Maneuver”
intriguing puzzlers. And of course we've included adventure and
arcade-style games to amuse and entertain.

Do you need a simple word processor or a way to create sprites
on your VIC? Maybe you just bought a disk drive and want a quick
and easy way to transfer all your programs from tape to disk. You'll
find these and much more in COMPUTE!'s VIC-20 Collection. Here's a
sample of what’s inside:

«*Message Board,” an easy way fo create a message that will scroll

“Qcross your screen while another program is running

« “Music Mate,” a music generator

« A disassmbler to help you turn numbers intfo readable code

« Nearly three dozen games, most of which run on an unexpanded VIC

 Techniques to create your own character set

« A simple way to have two BASIC programs running on your VIC af the
same time

» Programs that let you copy the screen to a printer

« And more than 25 tutorials and ufilities

All the programs in COMPUTE!’s VIC-20 Collection are ready fo
type in and use. And to make program entry as mistake-proof as pos-
sible, we've included a program that checks your typing. Many of the
programs in this book are beginner-level programs. While they lack the
sophistication of professional software, they’ll provide hours of
entertainment and tutorial opportunities for modification and
enhancement.

ISBN 0-87455-007-6





