


















































right on his steel chin. The robot falls down 
with a crash to the floor. 

"Nice shot, Elastic Girl," says Ice Storm. 
"Let me take a crack at one." He quickly 
punches out two robots . The others join in 
the fight. Without their guns , the clumsy 
robots are no match for the heroes. 

Zargo screams from the balcony above. 
"More robots!" he cries. "Attack them!" 

Out of the sliding doors come another 
dozen robots. They are followed by an­
other dozen. And still another. Soon the 
room is filled with hundreds. These new 
robots don't have laser guns, but there are 
still too many of them to fight off. 

"Leave them to me," cries Multi­
woman. She puts her arms to her sides and 
divides in two. Suddenly there are four 
Multiwomen. Then eight. Soon there are 
nearly as many Multiwomen as there are 
robots. The robots turn their metal heads 
around and around, looking at the Multi­
women in amazement. 

" Surprise , guys! " cry all the Multi­
women together. They start punching out 
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the clumsy robots right and left. 
The others are holding their own in the 

fight. But one hero isn't doing so well. Two 
robots are holding down the Human Vac­
uum. From the awful look on Vac's face you 
know he is losing the fight. You run over 
and slug one of the robots in the head. 

"Ouch!" you cry. Your hand feels as if ifs 
broken. Ifs pretty stupid to hit a metal 
robot unless you have super strength, you 
think to yourself. 

You try fighting another way .. You grab 
the robot from behind and pull him back. 
He falls over and crashes to the floor. A 
second robot turns on you. His green eyes 
are flashing angrily. You give him a strong 
shove. He falls over, too. This leaves Vac 
free to fight it out with a third robot. This 
is fun. You could push robots like this all 
day. 

But you don ' t have to. The Multi­
women and your other pals have just about 
finished off Zargo' s robot army. You look 
around. The floor is covered with fallen 
robots. The place looks like a junkyard. 
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Multiwoman brings all her separate 
selves together with a BANG! and wipes 

her hands. 
"I guess I don't know my own strength," 

she says with a smile. 
Out of the corner of your eye, you see 

Zargo running away above the stairs. 
"Quick!" you cry to the others. "Zargo' s 

running away!,, 
"No, he's not," says Super Brain. "He's 

going to turn that electro-ray of his on 

Superworld!" 
You and the others run for the moving 

staircase. Only it isn't moving anymore. 
Ice Storm is in the lead. He takes the stairs 
two at a time. As Ice Storm gets near the 
top, Super Brain sees something Ice Stonn 

doesn't see. 
"Watch out!" he cries to Ice Storm. 

"Zargo' s opened the acid pit!" 
Ice Storm freezes at the top of the stairs. 

He puts out both of his arms, attempting 
to regain his balance. It looks as if he's 
going to fall right into the acid pit. 

Elastic Girl screams. She is unable to 
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reach out in time to save him. Ice Storm 
jumps across the open pit and lands in a 
heap on the other side. 

"You okay, Icy?" cries Multiwoman. 
Ice Storm lifts himself up from the floor 

with a big grin on his face. "Sure!" he says. 
"But watch that first step off the stairs. It's 
a lulu." 

You and the other heroes jump across the 
pit. 

"Everybody here?" asks Multiwoman. 
"Let's go. We've got to find Zargo - and 
£ t i" as . 

Ahead of you on the second floor of 
Zargo's castle is a long hallway. On each 
side of the hallway are about a dozen tall, 
metal doors. 

"There are so many doors ," you say. 
"How can we tell which one leads to Zar­
go' s laboratory?" 

"I guess we'll just have to try them all," 
says the Human Vacuum. 

"There isn't time," says Super Brain. "If 
I concentrate hard enough, I should be able 
to pick out the right door." 
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Super Brain lowers his head and begins 
to think very hard. Sweat pours down his 
face. Everyone watches him tensely. 

Then Super Brain raises his head. His 
eyes are bright. "The last door on the left!" 
he cries. "That's where Zargo is! Hurry!" 

The six of you rush down the hallway. 
Multiwoman gets there first and tears open 
the unlocked door. There is Zar go. He is 
standing next to a large black instrument 
that looks like a telescope. It is pointing 
through an open window facing west -
toward Superworld. Zargo' s hand is on the 
control that fires the electro-ray. You are 
not a second too soon! Zargo is about to fire! 

Zargo turns. " How did you find me?" 
he cries in shock. Looking for a way to es­
cape, Zargo backs up against his labora­
tory table. He knocks over a tray of beakers 
filled with water and they hit the floor with 
a smash. "You'll never take me alive!" he 
screams. Stumbling forward, Zargo grabs 
for his electro-ray gun. "And you won't stop . h ,,, 
me from destroying Superworld, e1t er. 
Zargo is about to fire the gun. In another 
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moment, Superworld will be destroyed! 
With a quick movement , Ice Storm 

points a finger at the water that spilled on 
the floor when Zargo knocked over the 
beakers. The water instantly freezes to ice. 
Zargo' s foot slips on the patch of ice and 
he falls to the floor. 

This gives Multiwoman enough time to 
leap into action. She jumps up and grabs 
the front end of the electro-ray gun with 
both hands. The weight of her body pulls 
the firing end down from the window to 
the floor. But Zargo is back on his feet now. 
He reaches for the controls once more. If 
he fires , the ray will hit Multiwoman! 

You leap at Zargo from behind. You lock 
one arm tightly around his neck. "Get off 
me, you pest,'' he screams, but you hang 
on tightly, and finally Zargo lets go of the 
controls. Multiwoman runs around to 
safety. Zargo turns to you. 

"You!" screams Zargo. "It is you and your 
infernal computer that have stopped me 
every time! Now you will be the first to 
die! " Zargo swings the electro-ray gun 
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around and points it directly at you. 
Zargo is so busy screaming at you that 

he doesn't notice Ice Storm sneaking up 
behind him. A moment before Zargo is 
about to blast you , Elastic Girl snaps out 
a long, rubbery arm and spins Zargo 's 
electro-ray gun around. The force of the 
spinning gun knocks Zargo right into Ice 
Storm's strong arms. 

"Don't try to escape," warns Ice Storm, 
"or I'll freeze you solid!" 

Multiwoman begins dividing herself 
until there are twenty Multiwomen in the 
room. All the Multiwomen go over to the 
electro-ray gun and begin to lift it from its 
base. "One, two, three, push ," yells Mul­
tiwoman. The gun rips from its base and 
the twenty Multiwomen send it crashing 
out the window. 

"My gun," cries Zargo, squirming in Ice 
Storm's strong arms. "It will be smashed 
to pieces!" 

'T d say that's a fitting end for such an 
evil weapon," says Super Brain. 
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Chapter 6 

The heroes surround Zargo. He turns 
to you with frightened eyes. You are star­
tled by his words. "Don't let them kill me," 
he pleads. "They won't if you ask them not 

to." 
"Kill you?" says Super Brain. "If we did 

that, we'd be as bad as you are, Zargo." 
"We are not killers ," says the Human 

Vacuum. "Heroes are sworn to save life, 

not destroy it." 
" Even rotten life , like you ," adds Ice 

Storm. 
Zargo looks around at all of you. "Then 

what are you going to do?" he asks. 
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Super Brain turns to you. "You and your 
Magic Micro helped us defeat Zargo," he 
says. "It's only right that you decide what 
his punishment should be." 

You think for a moment. You are thrilled 
' but also a little scared. "No ordinary prison 

could hold a super villain like Zargo for 
long," you say at last. "He would always find 
a way to escape. I say we send him to a 
distant planet far out in space where he can 
never harm anyone again." 

"That sounds like a great idea!" says Vac. 
"Yes, I agree," says Super Brain. "But 

for now we'll take Zargo back to our land, 
where I'll design a special one-man rocket 
to carry him to a far-off planet." 

"The farther the better," says Ice Storm. 
"Well, now that that's all straightened 

out, what do you say we head home?" asks 
Multiwoman. 

"We' re lucky to have a home left to go 
to," says Elastic Girl. 

"We can once again thank our friend for 
that," says Super Brain, turning to you. 
"You certainly have shown your super 
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powers. Why don't you come back with us? 
We'll call you Micro Kid! There are a lot 
more super villains out there to fight." 

You look around at your friends. You 
would like to go back with them. But what 
about your family and friends back home? 
You'll miss them. And what about school 
and your house? And your dog, Ralph? You 
know what your answer to Super Brain's 
question must be. 

'Tm sorry, but I have to go home," you 
say. "Anyway, rm not really a hero like the 
rest of you. Without Magic Micro, I'd be 
just a normal kid." 

The heroes smile at this. They know 
better. You have saved all their lives and 
they are grateful. They are also very sorry 
to see you leave. 

"So long, pal," says Vac. "We'll miss you." 
"Take care of your stomach," you say as 

you shake Vac' s hand. 
"Be good, kid,'' says Multiwoman. 
Ice Storm shakes your hand and you 

hardly notice how cold it is this time. "If 
you' re ever in trouble, just give a holler," 
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he tells you. 'Tll come running." 
"That goes for me, too," says Elastic Girl, 

holding out a rubbery hand. 
"We'll miss you as much as you miss us," 

says Super Brain. You smile. He has been 
reading your mind again. 

" I'll never forget any of you," you tell 
them all. You take out your Magic Micro 
and press a few keys. Colored lights whirl 
around you. You seem to be spinning 
through space. You close your eyes. When 
you open them, you are standing in front 
of your house. 

You rub your eyes a few times and look 
up and down the tree-lined street. It's as 
if all your adventures in Superworld were 
nothing but a dream. 

Then you see your best friend, Freddy, 
running toward you. He is waving a comic 
book in his hand. He seems to be very ex­
cited. 

"Hi!" shouts Freddy. "I just bought this 
new comic book. It's all about these five 
new super characters. They're great!" 

"Who are they?" you ask. You are not 
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very interested right now in comic books. 
"Well, there's Super Bram," says Freddy. 

"He's the leader of the group. He can read 
people's minds. Then there's Elastic Girl. 
She can stretch her body. Then - " 

You interrupt Freddy and ask to see the 
comic book. You flip quickly through the 
pages. There are all your friends. The Hu­
man Vacuum. Ice Storm. Multiwoman. 
Even Zargo is there. One picture shows 
him going through space in Super Brain's 
rocket. 

"Pretty good, eh?" says Freddy. 
You look at Freddy. Should you tell him 

that you know every one of them? Should 
you describe how you saved their lives and 
they saved yours? You decide not to. After 
all, Freddy would never believe you. Who 
would? 
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Magic Scroll 

The Magic Scroll is here to help you. 
Flip through the next few pages. Find the 
heading for the kind of computer you are 
using. The Magic Scroll will tell you what 
lines to add and what lines to take out to 
make each program run on your com­
puter. The Magic Scroll will also tell you a 
little bit about each computer. 

Note that the Radio Shack Color Com­
puter requires extended BASIC. 
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PROGRAM 1 

Note that Commodore 64 and Apple only 
produce one sound, and Radio Shack TRS-
80 does not have sound. 

Changes: 
If you have an IBM PC or PCjr., add 
these lines to Program l. (Line 960 must 
be typed as one line.) 
900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 
930 RD=INT(RND*RX)+l:RETURN 
96r/J SH=24:SW=78:AC=39:AS=l74: 

MU=l9r/J0:RETURN 
980 SOUND RD+50,6:RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 1. Also re­
move line 60. 

900 HOME:RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
930 RD=INT(RND(l )>!'RX+l): RETURN 
960 SW=38:SH=24:AC=30:AS=33:RETURN 
980 PRINT CHR$(7):RETURN 
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PROGRAM 1 

If you have a Radio Shack Color Com­
puter, add these lines to Program 1. 
(Lines 910 and 960 must each be typed 
as one line. ) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-l)*SW+0.5): 

PRINT @HZ,"";:RETURN 
930 RD=INT(RND(RX)):RETURN 
960 SW=32:SH=l6:AC=l2:AS=l28: 

MU=255:RETURN 
980 SOUND RD,5:RETURN 

If you have a VIC-20, add these lines to 
Program l. (Lines 910 and 960 must each 
be typed as one line.) 
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900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
960 SW=22:SH=22:AC=30:AS=96: 

XT=782:YT=78l:FG=783:PL=65520: 
MU=l20:RETURN 

980 POKE 36878,15 
982 POKE 36874,RD+l28:RETURN 

PROGRAM 1 

If you have a Radio Shack TRS-80, add 
these lines to Program l. (Lines 910 and 
960 must each be typed as one line.) 
Also remove lines 60 and 70. 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-l)*SW+0.5): 

PRINT @HZ,"";: RETURN 
930 RD=INT(RND(RX)):RETURN 
960 SW=6~:SH=l6:AC=30:AS=33: 

MU=25.5:RETURN 
980 RETURN 

If you have an Atari, add these lines to 
Program l. (Line 960 must be typed as 
one line.) 

900 PRINT CHR$(125):RETURN 
910 POSITION VT-1,HT+l:RETURN 
930 RD=INT(RND(0)>:<RX+l) :RETURN 
960 SW=38:SH=24:AC=25: 

AS=l28:MU=255:RETURN 
980 SOUND 0,RD,10,8 
985 SOUND 0,0,0,0:RETURN 
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PROGRAM1 

If you have a Commodore 64, add these 
lines to Program l. (Lines 910 and 960 
must each be typed as one line.) Also 
remove line 60. 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
960 SW=40:SH=24:AC=30:AS=96: 

XT=782:YT=78l:FG=783:PL=65520: 
RETURN 

980 POKE 54296,15 
982 POKE 54273,34:POKE 54272,75: 
984 POKE 54273,0:POKE 54272,0: 
985 FOR Kl=l TO 20:NEXT Kl 
986 RETURN 

About the program: 
When you type in your destination and 

press ENTER, the flashing lights and 
music transport you right to Superworld. 
To do this, the program generates 150 
random sounds and 150 random charac­
ters at various places on the screen. 
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PROGRAM 2 

Changes: 
If you have an IBM PC or PCjr, add 
these lines to Program 2. (Lines 940 and 
970 must each be typed as one line.) 

900 CLS:RETURN 
910 LOCATE VT,HT :RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
940 KY$=INKEY$:IF KY$="" THEN 

KY$=NU$ 
950 RETURN 
960 SW=40:SH=24 :NU$=CHR$(0):RETURN 
970 RANDOMIZE (VAL(RIGHT$( 

TIME$,2))) :N=200:RETURN 

If you have a Commodore 64, add these 
lines to Program 2. (Lines 910 and 960 
must each be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1 : 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX'~RND(l )+l): RETURN 
940 GET KY$:IF KY$="" THEN KY$=NU$ 
950 RETURN 
960 XT=782 :YT=78l:FG=783:PL=65520: 

SW=40:SH=24 :NU$=CHR$(0) :RETURN 
970 RD=INT(RND(-TI)):N=lOO :RETURN 
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PROGRAM2 

68 

If you have an Apple II + or Apple Ile, 
add these lines to Program 2. (Lines 
940, 950, and 960 must each be typed 
as one line. ) 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
930 RD=INT(RND(l)*RX)+l:RETURN 
940 KY$=NU$:KY=PEEK (KZ) 

:IF KY < 128 THEN RETURN 
950 KY$=CHR$(KY-128):POKE KW,0 

:RETURN 
960 NU$=CHR$(0):SW=40:SH=24 

:KZ=-16384:KW=-16368:RETURN 
970 N=lOO:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 2. (Lines 910 and 
940 must each be typed as one line.) 

900 
910 

930 
940 

950 
960 
970 

CLS:RETURN 
HZ=INT(HT-l+(VT-1)*64+0.5): 
PRINT @HZ,""; :RETURN 
RD=INT(RND(RX)):RETURN 
KY$=INKEY$:IF KY$="" THEN 
KY$==NU$ 
RETURN 
NU$=CHR$(0):SW=64:SH=l6:RETURN 
N=80:RETURN 

PROGRAM2 

If you have a Radio Shack Color Com­
puter, add these lines to Program 2. 
(Lines 910 and 940 must each be typed 
as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*32+0.5): 

PRINT @HZ,"";:RETURN 
930 RD=INT(RND(RX)):RETURN 
940 KY$=INKEY$:IF KY$="" THEN 

KY$=NU$ 
950 RETURN 
960 NU$=CHR$(0):SW=32:SH=l6:RETURN 
970 N=lOO:RETURN 

If you have a VIC-20, add these lines to 
Program 2. (Lines 910 and 960 must each 
be typed as one line.) 

900 
910 

930 
940 
950 
960 

970 

PRINT CHR$(147);:RETURN 
POKE XT,HT-l:POKE YT,VT-1: 
POKE FG,0:SYS PL:RETURN 
RD=INT(RX'~RND( 1 )+l): RETURN 
GET KY$: IF KY$="'' THEN KY$=NU$ 
RETURN 
XT=782:YT=78l:FG=783:PL=65520: 
SW=22:SH=22:NU$=CHR$(0):RETURN 
RD=INT(RND(-TI)):N=lOO:RETURN 

69 



PROGRAM2 

If you have an Atari, add these lines to 
Program 2. (Lines 940, 950, and 960 
must each be typed as one line.) 

105 DIM NU$(1), KY$(1) 
900 PRINT CHR$(125);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
930 RD=INT(RND(0)*RX+l):RETURN 
940 K=PEEK(KZ):IF K=255 THEN 

KY$=NU$:RETURN 
950 GET #l,KW:KY$=CHR$(KW): 

POKE 764,2SS:RETURN 
960 NU$=CHR$(0):SW=37:SH=24: 

KZ=764:KW=0:0PEN #1,4,4,"K:" 
:RETURN 

970 N=lOO:RETURN 

About the program: 
You are able to program a game to chal­

lenge everyone's reaction time. In this 
game you will see a grid of nine numbers, 
one through nine. A star(*) will move be­
low the numbers and pause. You must type 
the number while the star is under it. As 
you play, the star moves faster and faster. 

At the beginning of the game you can 
choose a skill level. Level one is for begin­
ners. Level 10 is for experts. 
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PROGRAM3 

Changes: 
If you have an IBM PC or PCjr., add 
these lines to Program 3. 

900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 

If you have an Apple II + or Apple Ile, 
add these lines to Program 3. 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 

If you have a Commodore 64, add these 
lines to Program 3. (Line 910 must be 
typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 

If you have an Atari, add these lines to 
Program 3. 

105 DIM YG$(1) 
900 PRINT CHR$(12S);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
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PROGRAM3 

If you have a Radio Shack Color Com­
puter, add these lines to Program 3. 
(Line 910 must be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*64+0.5): 

PRINT @HZ,"";:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 3. (Line 910 must 
be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*32+0 .5): 

PRINT @HZ, '"'; : RETURN 

If you have a VIC-20, add these lines to 
Program 3. (Line 910 must be typed as 
one line.) 
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900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 

PROGRAM3 

About the program: 
You must help Super Brain remember 

the word which reverses the force field. 
Your Magic Micro can help. Enter any let­
ter you want and the Magic Micro will tell 
you if it is in the magic word. As you guess 
letters, it will fill in the blanks on your 
screen. If nothing happens to your letter, 
try another .letter. The program has two 
magic words, so you can try the game a 
second time. 

After you guess, you may want to make 
a new word so your friends can play. Here's 
how to change the magic word: 

Let's say you want the word to be CAT: 
l. Count the letters in CAT - that's 3. 
2. Give each letter a "number." For ex­
ample: A = 0, B = l, C = 2 . . . and on to 
Z=25. 
3. Make a DATA statement in line 330. 
The first number is the letter count (3). The 
rest are the "numbers" of the letters in the 
word. For CAT the statement would look 
like this: 330 DATA 3,2,0,19 
(There are 3 letters in "CAT" and their 
numbers are 2, 0, and 19.) 
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PROGRAM4 

Changes: 
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If you have an IBM PC or PCjr, add 
these lines to Program 4. (Line 970 must 
be written as one line.) 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
970 RANDOMIZE (VAL(RIGHT$( 

TIME$,2))):RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 4. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 HOME :RETURN 
930 RD=INT(RND(l)*RX)+l:RETURN 
970 RETURN 

If you have a Commodore 64, add these 
lines to Program 4. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 
930 RD=INT(RX'l<RND( 1 )+l): RETURN 
970 RD=INT(RND(-TI)):RETURN 

PROGRAM4 

If you have a Radio Shack Color Com­
puter, add these lines to Program 4. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 
930 RD=INT(RND(RX)):RETURN 
970 RETURN 

If you have a Radio Shack TRS-80, add 

these lines to Program 4. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 
930 RD=INT(RND(RX)):RETURN 
970 RETURN 

If you have an Atari, add these lines to 

Program 4. 

105 DIM A$(40),XC$(10),D$(1) 
800 XC$=A$(SB,SB+SE-l):RETURN 
900 PRINT CHR$(125);:RETURN 
930 RD=INT(RND(0)*RX+l):RETURN 
970 RETURN 
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PROGRAM4 

If you have a VIC-20, add these lines to 
Program 4. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
970 RD=INT(RND(-TI)):RETURN 

About the program: 

Even in Zargo's dark forest you can rely 
on your trusty Magic Micro to keep you 
out of trouble! You can use this program 
to tell you where the zap traps are, just in 
time to avoid them! 

You are on the south side of the forest. 
To reach safety you must get to the north 
side. You may move in one of four ways: 
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F- Forward 
B - Backward 
L- Left 
R- Right 

PROGRAM4 

Press the F, B, L, or R keys to move you 
in the direction you want to go. Each time 
you move, your Magic Micro will tell you 
in which direction the zap trap is located. 
Be careful; those little devils MOVE! Don't 
move toward the zap trap, or it will ZAP 
YOU! If you make it all the way through 
the forest, the Magic Micro will tell you. 
If you get zapped, then the game is over. 
Try again . 

. . . Oh yes, one little problem: Your 
Magic Micro only talks in terms of north, 
south, east, and west. In order to avoid the 
zap traps, you'll need to remember in 
which direction you are currently travel­
ing. If you are going north, then east is to 
your right; but if you are going west, then 
east is backwards, and so forth. Remem­
ber, the object is to keep trying to go north 
until you reach the north side of the for­
est. Good luck! 
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PROGRAMS 

Changes: 
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If you have an IBM PC or PCjr., add 
these lines to Program 5. 

900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 
960 SW=40:SH=24:NU$=CHR$(0):RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 5. (Line 960 
must be typed as one line.) 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
960 NU$=CHR$(0):SW=40:SH=24 

:KZ=-16384:KW=-16368:RETURN 

If you have a Commodore 64, add these 
lines to Program 5. (Lines 910 and 960 
must each be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
960 XT=782:YT=78l:FG=783:PL=65520: 

SW=40:SH=24:NU$=CHR$(0):RETURN 

PROGRAMS 

If you have a Radio Shack Color Com­
puter, add these lines to Program 5. 
(Line 910 must be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*32+0.5): 

PRINT @HZ,"";: RETURN 
960 NU$=CHR$(0):SW=32:SH=l6:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 5. (Line 910 must 
be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*64+0.5): 

PRINT @HZ,""; : RETURN 
960 NU$=CHR$(0):SW=64:SH=l6:RETURN 

If you have an Atari, add these lines to 
Program 5. (Line 960 must be typed as 
one line.) 

105 DIM B$(1), NU$(1) 
900 PRINT CHR$(12S);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
960 NU$=CHR$(0):SW=37:SH=24: 

KZ=764:KW=0:0PEN #1,4,4,"K:" 
:RETURN 
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If you have a VIC-20, add these lines to 
Program 5. (Lines 910 and 960 must each 
be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
960 XT=782:YT=78l:FG=783:PL=65520: 

SW=22:SH=22:NU$=CHR$(0):RETURN 

About the program: 
You can use this program in your Magic 

Micro to hypnotize Zargo so you can com­
mand him to tum off the staircase. He will 
not be able to resist the blinking star and 
the four moving circles! 

This program shows how your Magic 
Micro can do something called anima­
tion. Animation means that things appear 
to move. What is actually happening is that 
you see a series of unmoving objects (like 
the O's) flash quickly on the screen. Each 
time, they are positioned in just a slightly 
different place. Your eye and brain see it 
as motion. 
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Ready for Magic and Adventure? 

YOU join a group of super powerful heroes 
when you arrive in Superworld! 

Only YOU can help them defeat the evil 
Zargo! YOU alone must lead the heroes past 
Zargo's Zap Traps, destroy a robot army, 

and survive all the dangers that await 
in Zargo's castle. Can you do it? 

Sure you can . . . your Magic Micro gives 
you all the super powers you need for 

this exciting adventure! 

The five Magic Micro activities in this book add to the fun ! You 
can run these BASIC programs on the following computers: 
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• IBM PC 
• IBM PCjr. 
• APPLE II+ 
• APPLE lie 
.• COMMODORE 64 
• VIC-20 
• ATARI 400/800 
• RADIO SHACK 

COLOR COMPUTER 
• RADIO SHACK TRS-80 




