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Introduction
This program provides the user with a convenient,
error free method of keeping track of all aspects of

Figure 1 Power on

key and the 'B' key at the same time. Then hit the
'RETURN' key. You should now see a right hand arrow 's'

his checking account. The user may enter data either
from keyboard or magnetic tape, save data onto magnetic

tape, make changes to the data, name the file, sort,
search, calculate the balance at anytime, or reconcile
to a bank statement. Instructions are provided to
assist the user while the program is being run.

System Requirements
1. Apple II - 16K Bytes RAM 4. Misc. Cables

and the flashing cursor in the lower left hand corner
(See Figure 2). Type LOAD, place the 'CHECKBOOK' program
cassette in the recorder, check the volume and tone
control settings (volume: 4-5, tone: max treble) and
press the play button. Now hit the 'RETURN' Key. Wait
for a beep from Apple's speaker. While the program is
loading, the cursor will disappear (CHECKBOOK takes

minimum 5. RF Modulator if TV display
2. TV Display (Color or B/W) does not have a direct
video input jack.

approximately 1 min. to LOAD). After a second beep the
basic prompt, '>', and cursor will re-appear in the
Tower left hand corner. Now type 'RUN' and hit the
'RETURN' key.

3. Cassette recorder

Program Limitations

1. Totals may not exceed 3. The SORT routines consider
+ 32750.99 Dollars. only the first two letters
N when sorting on the 'T0:'

2. Check amounts may not i T s
exceed + 32750.99 Dollars. field or the 'CODE' field.




Figure 2 '"Basic" Prompt and Load

If at any time you accidentally exit from the
program, you will see either the '>' sign or the
asterisk along with the flashing cursor. If this
occurs, you may return to the menu as follows:

1. From the '>' sign type RUN and
then hit the RETURN key.

2. From the asterisk '*', hold down the
'CTRL' key and hit the 'C' key at
the same time. Then hit the 'RETURN'
key. The '>' sign and flashing
cursor will appear. Then type
'RUN' and then hit the 'RETURN' key.

The computer will now display a menu of
operations to select from. (See Figure 3)
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Figure 3 Selection Menu

Entering Data from the Keyboard
To enter data, type a 'l' and hit the 'RETURN'

key. Apple will then ask if you want to enter data
from the keyboard (K) or from tape (T). (See Figure 4)
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Figure 4 Data Entry Instructions

Type 'K'. Apple will then ask if you want automatically
assigned check numbers. If you do, enter the starting
number, if~n0t enter a '0' and then hit 'RETURN'. From
this point forward, it will be understood that 'RETURN'
is hit after each keyboard entry. During data entry,

a '?' and the flashing cursor will app‘ear under the
column headers CHK#, MO, DA, YR, TO:, AMOUNT, or CODE.
(See Figure 5) Hit return after each entry to advance
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Figure 5 Column Headers

the cursor to the next column. Do not enter slashes (/).
Use the space bar to move to the next column. The
computer will automatically reject data which is
obviously wrong, such as a month entry greater than 12

or a day entry of 32. You may exit the data entry routine
simply by entering a '-1' in the CHK# or MO columns.

The CODE column may be used to indicate taxable purchases,
home expenses, food, entertainment expenses, charity,

etc. etc. The user may define his own codes to suit

his individual needs. The CODE field is four characters
wide - each character may be a letter or a number.

The T0: field should be used to indicate who the check
was written to. Any alpha-numeric sequence up to

12 characters will be accepted.
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Entering Deposits, Credits, Service Charges
& Misc. other records: To enter a deposit, or other type
of credit to your account, simply enter a '#' sign as the
first character of the TO: field. (See Figure 6) The
other 11 characters may be used to describe the type of
credit (i.e. # DEPOSIT, #BANK ERROR, etc).
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Figure 6 Entering Deposits

If you're using the automatic check number feature, a #
sign in the first position of the TO: field will assign
the same check number to the next check as it did for
the deposit. Service charges and other debits should be
entered with check #9999 assigned. For this purpose use
the keyboard data entry routine and enter a '0' when
asked if you want automatically assigned check numbers.

Entering Data from Tape

Place the data cassette in the recorder. Starting from
the Menu, type a 'l1'. The computer will then ask if

you want to enter data from keyboard or tape. (See Fig. 7)
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Figure 7 Entering Data From Tape

Type a 'T'. The computer will then ask if you want to
Replace (erase) the data currently in the memory or Append
(add) to it. Type 'R' or 'A'. Start the recorder and
then hit the 'RETURN' key. The computer will print out
the name of the file and the first and last check numbers.

(See Fig. 8) When the data has completed loading into
memory, the selection menu will return to the screen.
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Figure 8 File Name Display

Listing Data

From the menu, type'4'. The computer will ask which
check number you would 1ike to begin listing from.
Enter a 0 to start from the lowest check number or
enter the desired beginning number. The computer
will continue Tisting to the end of the file, the end
of the page, or until the space bar is pressed. To
continue listing after the end of a page, hit the
'"RETURN' key. To return to the menu hit the 'R' key
and then the 'RETURN' key.

=)
A0

SATAN TaNTeR TN o
CDONINSD

B4 5o et i e e

1

o b0 S o Eo b fa o o fn o Bo S dnd 7
O o D IPIY G a7

Figure 9 Listing Data




Changing Data
First 1ist data from a check number prior to the check
number requiring the change. When the data you want to

opeith L

change is displayed on the screen and the listing has

stopped (either by hitting the space bar or by coming to v
the end of the page), hit the 'M' key. The computer will

ask if you want to 1.) change the data or 2.) delete

records. (See Figure 10) Type a 'l.' Use the
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Figure 11 Moving the Cursor
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Deleting Records

Use the above procedure for changing data until you're
asked: 1) Make changes or 2) Delete records. (See
Figure 12) Type a '2'. The computer will ask for a
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Figure 10 Changing Data
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control characters to position the cursor at the
beginning of the data field you want to change. Press
the 'CTRL' key & the desired letter key simultaneously.
(See Figure 11)
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UC = Move cursor up one record
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DS = Move cursor down one record
EC = Exit to menu. |

When the cursor is positioned at the desired field,
hit the space bar. A '?' will appear to accept the
new data. Enter the new data and hit 'RETURN'. Move
the cursor and make all desired changes to the
currently displayed page. Type 'CTRL' and 'E' at the
same time to exit to the menu when finished.

Figure 12 Deleting Records




starting check #. Enter the check number you want
deleted. The computer will then ask for the ending
check #. If you want to delete a range of checks,
enter the last check #. If you want to delete only
one check, enter that # for both starting and ending.
When the record(s) have been deleted, the menu will
return to the screen.

Balancing
From the menu, type a '2'. Enter the desired beginning
balance when asked. (See Figure 13) Enter the desired
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Figure 13 Balance Routine Entry
beginning check # when asked. The computer will then

calculate the remaining balance for all checks ir the
data base. (See Figure 14)
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Figure 14 Balanced Checks

Reconciling to the Bank Statement

Type '3' from the menu. Enter a '0' for starting check #.
(To insure all out checks are picked up from previous
month - more on this later.) Enter the beginning

balance from your bank statement. (See Figure 15)
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Figure 15 Entering the Reconcile Routine




The computer will then 1ist the first check in the data

base up to the point of calculating the new balance.

Check your stack of cancelled checks and the bank

statement to see if each check has been correctly

processed and returned. If so, hit the 'RETURN' key, B
if not, hit the 'ESC' key. The computer will then
automatically record the check as reconciled or
un-reconciled. (See Figure 16) When the last check

77 CHECKS
=IO

o
£

NN AN SN NN,
o

T8

4
-

e

Ao Gt EDLN

OGN CAND IV T
SN IO

5 Q0N I 5 RN eon SN
b aaL L o 10 <30 CS LR o

f.

KA DO
b A LN DAL

AT O -
r
s

e s o o i 8
SR

R, R R e TR . 2
LI

G sm v oon s ey OO T
AKX S NIRRT
| NN NI A IOV 0 0

[YRRTARCRONTR IO -

OV €5 ITRAL (o 8 370

=

Figure 16 Reconciling

in the data base has been listed, the computer will
print out the total of out checks plus deposits not
accounted for on the bank statement, and the current
balance in your account. The last balance in the
1ist of reconciled records should match the ending
balance shown in the bank statement. (See Figure 17 &

18) If it doesn't there are only three sources for b
error:
1. One of the checks or deposits has been miss-

entered, or .
2. There are service charges or credits which

haven't been entered into the data base.
3. The bank goofed.
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Figure 18 Reconciled Listing - Last Page
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In case 1, use the 1ist and change routine to make
the appropriate corrections. For case 2, use the
data entry from keyboard routine to add in whatever
changes are missing. Then re-run the reconcile
routine. If changes are made to any record, whether
it was previously reconciled or not, the computer
will automatically flag it as un-reconciled. The
second time the reconcile routine is run, all pre-
viously reconciled records (except those that have
been changed) will 1ist through. (i.e. you won't
have to bother hitting the 'RETURN' key).

The data base should be corrected until the last
balance during reconcile matches the bank statement.
For.case 3, you know what to do.

Sorting

Occasionally it may be desirable to sort the records
into a different order or to sort an added check into
its proper sequence. A SORT routine has been included
for this purpose. To sort, type a '5' from the menu.
The computer will Tist the fields that can be sorted
on. Enter the desired number. (See Figure 19) Note:

when sorting on either the TO: or CODE fields, only the
first two letters are considered.

10U MAY SORT ON ONE OF THE FOLLOWING:
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Figure 19 Sorting

The sort routines require a short time to run. The
word SORTING will be printed on the screen each time
the computer makes a pass through the data base. One
pass is required for each record (i.e. 20 records,

20 passes). Do not interrupt the program during a
SORT as your data base may be lost. When SORT is
completed, the menu will be returned to the screen.
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Search and Total

To use the search routine, type a '6' from the menu.
The computer will ask which field you want to search
through. Answer by number. Then it will ask what
specific item you want to search for in the chosen
field; type it in, and hit 'RETURN'. (See Figure 20)
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Figure 20 Search

The computer will then search through the entire

data base and list all records which have the specified
item in the chosen field, and total up the amount.

If there are none, the computer will print 'THATS ALL
OF THEM' without listing any records. (See Figure 21)
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Figure 21 Search Completed
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Saving Data to Tape & Naming the File

Type '8' from the menu.
you want to name your file.

The computer will first ask if
Answer Y or N (yes or no).
If you answer Yes, the computer will ask you to type in
The name can be up to 40
characters long. (See Figure 22) Hit 'RETURN' after
typing the name & the computer will tell you to start the
recorder & then hit RETURN. Make sure you have a blank
Wait for
2 beeps from the speaker and the menu to return to the

the desired file name. Do so.

cassette in the recorder, and start recording.

screen. The data is then saved on tape.
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Figure 22 Saving Data to tape & Naming the File

Checking File Length
Occasionally you may want to know how much room you have “
left for more data records. Type '9' from the menu to §

find out.

Delete Reconciled Records ¢
Before reconciling the current month but after loading

in the previous month's records from tape, you will

want to delete the reconciled records from memory (i.e.

keep the 'out' checks an un-accounted for deposits)

this will be accomplished simply by typing a '7' from

the menu.
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Some users may want to make a cassette of "out checks
only" to be used in the following months reconciliation
to the bank statement.

This feature eliminates the need for double entering checks
which were written one month and don't get included in
the bank statement until several months later.

Typical Usage

End of 1st Month
Reconcile
Save Data to tape

During 2nd Month
End of 1st week

Enter new checks from keyboard

Balance & record in check register

Save new checks - 'WEEK 1'

End of 2nd week

Enter 2nd week's checks

Balance and record in register

Save new checks - 'WEEK 2'

End of 3rd Week

Enter 3rd week's checks

Balance and record

Save New Checks - 'WEEK 3'

End of 2nd Month

Enter previous month's checks from tape

Delete reconciled records

Enter (Append) 1st, 2nd, 3rd weeks'
Checks from tape

Enter 4th week's checks from keyboard

Balance from beginning of 4th week's checks and record
in check register

Reconcile

While paying monthly bills -

Search to see if certain bills have already been paid.
Search & Total on various codes to see expenses by
category.
While preparing Income Taxes

Search & Total all taxable expenses. Calculate tax
and deduct.

Search & Total all charitable expenses & deduct.
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What To Do If

1. A1l of a sudden the asterisk and flashing cursor
appear. ’
Hit C®, RETURN, then type RUN
2. You get a SYNTAX ERR message, a beep, and the cursor

moves down the screen along with a question mark.

ke-enter the data you were trying to enter and
hit “RETOREY .
NOTE: Remember, hit 'RETURN' after each data
entry. No slashes (/) or spaces are required.
3. All of a sudden you get the right hand arrow & the
flashing cursor
(> ). - type RUN, then hit 'RETURN'.
Handy Hints
1. Don't use lower case L in place of a 1.
Don't use the letter 0 in place of a zero (g)

Do hit 'RETURN' after each entry.
Y or N may be used instead on YES and NO to answer

S woN

questions.

5. To use control characters push the 'CTRL' key and
the desired key at the same time. You may hold
down the 'CTRL' key while typing A,B,U,D to move
the cursor around during the change data routine.

16
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Data Base Management System

One of the most useful applications of the computer is
for the management of large bases of data, whether this
data is a list of customers and addresses, a cross
reference of cars versus owners, or a list of checks you
write in a month.
65,535 bytes in length.
two bytes can hold an integer, 4 bytes can hold a

The following section describes

Apple II can manage data bases up to
(One byte can hold one character,

floating point number).
some useful subroutines, all of which were used in
CHECKBOOK, Apple Computer's checkbook handling program.

First, it is essential to understand the method by which
BASIC allocates memory. When BASIC is entered with a
control-B (B€) low memory bounds are set at $08pQ, or 2p48
decimal. High memory bounds are set to the end of
continuous memory.

When a program is loaded into BASIC, whether it be via
cassette tape or keyboard entry, it is stored starting
at high memory working down. When a program is RUN by
BASIC, all variables are stored from low memory,
working up.

In order to use the following subroutines, low memory
must be set at the normal value of 2048 decimal. The
first statement of any program using these routines
must be the following:

0-A=0: DIM C$ (ddd), R(dd), D(dd):

§ A=p: DIM C$ (ddd), R(dd), D(dd): GOTO 1999

Where 'd' represents a digit from @ thru 9

The reason for the above statement as the very first
statement of your program is that the subroutines
assume that A and C$ are the first variables in the
variable table. By assuming this, values for A and

C$ can be POKE'd directly into memory since the memory
location for both of these variables is known.
R,C, and any other variables that need to be

Arrays

dimensioned may now be dimensioned.
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The following subroutines may be used via a BASIC
"GOSUB" statement. Following is a list of the sub-
routines included in the Data Base Management Sub-
-routine Package (Lines 1-1p5 from CHECKBOOK) and how
to use them. A thorough explanation of how the sub-
routines work is not included.

The following variables are dedicated pointers and
should be used only as such:

LM Low memory pointer. Note that this is the Tow
memory pointer for data storage, and cannot be the
same value as the low memory pointer for BASIC

HM High memory pointer. Note that this is the last
available memory Tocation to save data into, and must
be set to something below the beginning of the user
program, which is stored from the end of continuous
memory down. (See "Setting HM")

CM Current memory pointer. CM always points at the
last used memory location.

Subroutines for Data Management

The following list of subroutines is preceded by the
line number at which the subroutine begins. To
reference that subroutine, you should set all entry
variables as described for each subroutine, then use
a GOSUB statement to execute that subroutine.

Line # PURPOSE
1 To write the array D of size S from CM+1 to

CM+S+S. If an attempt is made to write data
past HM, the subroutine will transfer control
to line 2PPPP, where the user error handling

routine should be located. CM is updated
to point at the end of used memory.

2 To read the array R of size S out of memory
from P to P+S+S-1. P 1is unchanged.

18

Line #

3

10

11 - 12

13
14

PURPOSE

To write the array D of size S into memory
from P to P+S+S-1. P is changed to P+S+S-1.
CM is undisturbed.

To convert string C$, of its current length
into array D from D(B) to D (B+LEN(C$)/2-1.

To convert back from array D to C$. Elements
D(B) to D(B+SL/2-1) are converted to C$.
SL is the expected string length.

Print the header.
Print C right justified at column E.

To set cassette pointers for reading or
writing a small portion of the symbol table.
For CHECKBOOK, this includes A, C$, Array D
(), and N$. These variables should hold
all header information desired.

To set cassette pointers to read or write
data from LM to CM.

Print I and F as a floating point number,
with E as the column for decimal point to
be in. If I is negative, the number is
printed in inverse mode.

Subroutine to print CHK #, Month, Day, Year,
and 'TO:' field for checkbook.

Prints a modified header.

Input a floating point number and put the
integer portion into I and the fractional
portion into F. This routine is written
mainly for inputing a dollar and cents
amount, and allows F to be no greater than
99. If a minus sign (-) preceeds the
number, both I and F will be negative.




The user should note that the variables A,B,C,E,J,Q, and
SL are used as scratch variables in the above routines
and should not be used in user programs, except also as
scratch variables where no interference with the above
routines may occur.

Setting HM

A useful trick for setting the variable HM is based
upon the following principle: By taking the start
of the program itself, and setting HM according to
that, the largest possible amount of space is
allocated. To set HM, the user should have the
following statement in his program.

Line# POKE 2@52, PEEK (2@2): POKE 2p53, PEEK (203):
HM=A: IF A <@ THEN HM=32767

Note that HM will never be set higher than 32767,

since that is the largest positive value BASIC can

hold.

CHECKBOOK PROGRAM LISTING

LINE # ROUTINE

p-1p99 SUBROUTINES

1199 SELECTION MENU

12p9 KEYBOARD INPUT ROUTINE

13pp TAPE INPUT ROUTINE

14pp BALANCE

1609 RECONCILE

1809 LIST

2009 SORT

2209 SEARCH

2409 CHANGE DATA

26pp TAPE OUTPUT

2809 FILE LENGTH

3099 QuIT

34pp DELETE BY CHK #'s

3609 DELETE RECONCILED CHKS
20

LIST

LIk

[

F0122, 00133, HE(4R
C13:,L$048 2 GOTO

fi+5+5>HM THEH 298B8: FOR
3: POKE CH+J+

£ FOKE CH+I+
: HERT J:CHM=CM+

» FEEK (28535
RETURH
FOR J=0 TO 5: FOKE 2858, FPEEE
CP+J+J-23: POKE 2853, PEEK
{P+I+I-32:ROT>=A: HEXT J: RETURHN

ra

3 BCHM=CH:CH=P-0: GOSUE 0:CH=ECH:
RETURN
F @=E TO B+ LEM{C#I-2-0: FOKE
. RECICHEIO-B+O-E+0230: POKE
= —E+E-B+230:bC
EETURHN
@=B T3 B+5L- 2-0:A=RC
2AS3+E-E+0-B, PEEK 1
+Q-E+E-B, FEEK
HT B: POKE 285%2+0-
EETURH
: THE 28— LEH{NF)
: FRIHT H#¥: PRINT "CHE# MO-DA
t T:";: THE 32@: FRINT "RMOUMT
CODE";:L RETURM
¥ THE E: IF THEM CAHLL -1893
FOR A=0 TO 4: IF ABS (1 =
18 = A THEW CALL -18@3: HEXT
F: FRIHT Cj;: RETURH
S FOKE £B,Z: FOKE &1,2: FOKE
62,188: FOKE RETURH
2 POKE 5@,LW MOD 25 FOKE &1
FOKE SCH MO 258
£3,CH-255: RETURH
SE,1
IMT ".
5 THEH FRIHT
FOEE 58,25

.

o

-
=

it F=F SiE=d4:C=ROO0:

PRINT
: IF A<1G THEW PRINT
"ovp: PRINT R;"on;
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12 I= RES
1@ THEH PRIHT "

UE &: WTHE Z: TRE ©
HT EALAHMEE";: RETURH

Z: IMFUT “7",L#: IF HOT
LEMIL$» THEHM 14: IF L
#"-" THEH 15: IF LEH(L
", LEHILFDX

1v6: IF R<Z <
5 THEW 1&:I=I#18+A+50:
J: RETURH

15 IF A#-2 THEH 14: IF LEHIL#$:

T

HEXT K
J+0= LEHIL#%>» THEHM F=F#1@
THEW 14: RETURHM

IF HOT.A THEH
LEHE
=0: IF %

SG=-0: RETURH
>4 THEH

0
&8 IHPUT "7"
0,4

THEH
C#: IF LEMOCH

LEHICF
THEH

THEH C#c

FETURH

THEW RETURH

sL=L+0:
GOTo 1

24 IF PEEK
: FOKE -1¢
GOTO

38 YTRE TAE
EAR TO STOF
L: RETURH

43 RETURH

18 FOR

435128 THEW RETURH
FOF :L=L+0:

]

TO
RETU
A0 RETURH

REETURH

22

—
&
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1118

1111
11ed
WHICH
1178
1128

1265

183 THEH C=R:i1

FLE
K FROGEAM":
EMTER DATA": FRIMT
FRINT ™ 3.
ATEMEHT":
R CHAMGE DRTA"

FRIMT " 5. SOpRT"

i FRINT " 6. SEARCH": PRINT

" 7. DELETE RECONCILED RECUORDS"

FRINT " &. =AYE DATA TO TAFE"
: FRIHT " 3. LCHECE FILE LEHGTH"
: PRIHT "i&. @uUIT"

FEINWT

IHFUT

e

IF @<o *18 THENW 1188
GOELRe 2OE+1EEE: GOTO 1i@a

CALL -935: PRINT “ARE ¥OU GOING
TO EHMTER DATA FROM": IHPUT

"THE KEYBORARD 'K' OR TRFE 'T' 3"
¥

IF C$="T" THEN 1388: IF C$#

"E" THEH RETURH

23




1211 PRINT "IF YOU WAHT AUTOMATICALLY
ASSIGHED CHECK#'S EHTER THE 5TA

RTIMG #, IF YOU WANT":52=Z

121 IMPUT "TO ENTER THEM YOURSELF., E
HTER A 'B'",S1: IF 51<2 THEH
iz12: IF

1212 PRINT : PFRIMT "TOD ENMTER A DEFOSI
T, TYFPE A '#' SIGH FOR THE FIRST

CHARACTER OF THE 'TO:' FIELL"

: PRINT

1814 PRINT "WHEH YOU'RE THROUGH EHTER y
IMG DATHR, EHTERA '-1' FOR C
F MO TO RETURH TO THE HEHU."
: PRINT : GOTO 1215

1215 FRINWT "RERDY TO GO TO THE H
AGE *"

1216 IHFUT "HIT 'RETURH' KEY WHEH RER

D" LLE

GOSUE &

IF HOT S& THEHM

2=51: WTRE L:

THEH 118&@:
=0 E=d

A OR

I

AT F

S

"CHECK # ToOO HIGH": GOTO

L: TH
OR C:2
7 PRI
GoTo 1

JCF
1,108 #" THEW 1268
1261 IF 52 THEM 51=51
ig6® GOSUE 14: YTAE L: TAE 27: CALL
Le1@a=1:00 11 3=F:E=32: GOSUE 1
T TRTH! .
1274 2@: WTAE L: TAE 3&: CALL L IF LS="R" THEH
FRINT " ";C#; T
1275 5 4 16@E P=LE

24 25




FRIMT

et

REI-
EI+O:

GOTO

: PRINT °T
M T3 THE HMEHU.
RECOMCILIMG" 5z
L

IF L#="R" THEH RETUEH : GOTO
igi@

26

1648 FRINT " -—————-— "i;: GOSUB 1425
1 HEXT L: GOTO
i8%@ PRIMT : CALL - IHPUT “THAT'Z
ALL THE CHECKS IN HMEMORY....HIT
'RETURM' KEY TO GET BARCE ToO TH

E MEMU..",L$:H=3: RETURH
1288 IHMFUT "EWTER THE CHECK HUMBER YO
U WoULD LIKE THE LIST T4 START

IF P>=CHM THEHN
IF RCODJ<C THEM 1382

HEXT

F<CHM THEMW 1241: FRINT
"THAT'S ALL THE CHECKES IN MEMORY
» MOW..": GOTO 13

1241 PRINT "THERE ARE MORE CHECKS IHM

MEMORY, NOW..."

FRINT "'M' MAKE CHAMGES, 'L' LIS

T FRM HMEW CHE#,";: CALL -353

1343 IMFUT "'R' RTH TO MEHU, OFR 'RTH'
COMT. LISTIHG",L#

1266 IF L#="" THEHW 181@&: IF L¥="RE"
THEH 11@&@: IF L#¥="M" THEH
2448: IF L#¥="L" THEHN 157V8:
L: TAE 0: GOSUE GoTO

WTHE

2

FETURHN
FRIHT : FRIWT "NO CHECKS IH MEMO
FOR H=1 TO 388: HEXT H:

: WTAE 5: PRINT "YOU MA
SORT OW OME OF THE FOLLOGWING:"

ZEE1 PRINT

zE1E PRIMT 1. CHECE #": PRIHT "2. DA

TE": PRINT 'To:' FIELD™

: FRINT "4. AMOUNHT": PRINT

"S. CODE": PRINT

IHFUT "WHICH ",@: IF &<0 OR

@xS THEW 2828

FOR F1=LM TO CHM-5-5 STEP =+

Z:I=F1:F=1: GOSUB Z: GUOSUE

27




Fl+s
GOSUE
o THER

"SORTIMG ";:
"DOMED": FO

FRIMT

OHE O
FRINT
2. HOH

"

i
FREIHT "5, 7o
S. BMOUHT":

FRIHT *4.
FIELD":

=

HUIMEER "

IMPUT "WHICH FIELD B
¥ THEM EETURH

OF F1:7

IMFUT "HIT 'RETURH' TO GET BRCE
TO THE HEHU",L#

. GOTO 1188

"CHECKE HUMBER":;: GOTO

PHOMTH" ;2 GOTO
IMFUT "IHFUT MOHTH,DAY,YE
SHLBLDOZ5: IF RIO OR A
1531 THEW Z283:Di2:=
Se+i: RETURH

384 PRINT "YERE";: GOTO 2356
385 FPRIWT "TO FIELD LOOKIHG FOR™

;: GOTO 13

28

2388 FRIHT "AMOUHT LOOKING FOR";
: GOSUB 14:D0182=1:00110=F:

EETURH
2287 FRIMT "CODE LOOKIMG FOR";: GOTO
fds}

RETURH

S5: REETURH

AHD D = HRBZ
231 RETURH
CRO3D MOD 256

EETUEH
FOR J=4 TO 2:U=(U RHD
FECJ32: IF U THEH HEXT
RETURH
Cl@ C
RETURHN
(12 3=R012) AHD Do53=R
s: RETURH
2358 IHPUT " LOOKING FOR™,DIFI-(
F RETURH
S4@E GOTO 36688
2448 Y¥TAE L: TAB 0: CALL -3252
: PRIMNT "¥OU MAY HOW
E HAEOYE DRTARY
2441 FREINT © 2. DELETE
BY CHECE #"
FEIMT
IHPUT "WHICH ",&
IF @=g

RHD D11 3=F(

: PRINT
1. IZHAMC

24462 4
2446 YTRE L+0: TRE O: CALL -958:
FRINT “TYFE 'CTRL' & DESIRER KE

¥ SIMULTAHEOUSLY" ;
2447 FRINT "R=ADYANCE  EB=BACK UF®

FRINT "U=UpP D=DOWH" 3

2443 THE FPRIMT "E=EXIT TO MEHU"
: FPRINT "«HIT SPACE BAR BEFCORE E
HTERING HEW DATA#";

2458 F=F-S-5:L=L-0: VYTAB L:51=0

Z468 CALL 2:A= FEEK (255 IF RAX
154 THEH 2586: IF A>123 AHD
124 AND A#121 THEN GOTO 2351

IF A=149 THEN £433: IF
A=144 THEN 18186: GOTO 24Ed

2458 IF 51=F THEN 51=Z:51=51+0: GOTQ

242

IF =1=0 THEM 24&£8:51 -0

TAE S1+3#(51=2)+3%(51=3)+7+

51=4 (51=53+21#(51=5+29

GOTO 458

2

29




w

254
25548
2

558

886
3266

IF L=13 THEH 246@:L=L+0: ¥THE
L:P=F+5+5:5G=02

RETURH

IF L=2 THEH 24&8:L=L-0: YTHE
L:P=F-

GOSUE 2: =
TTr: HERT J:D{32 2
a3: POKE 35,L: POK H
GOSUE 2580+51+18: .

24: FOKE 34,2
YTRE L: GOSUE 3:

IHFUT (O
IHPUT A:D
256: RETURH
IHFUT A:Di2:
RETURH
IHFUT DC30: RETURM

GOTO 18

UE 14:001@3=1:0¢113=F: RETURH

GOTO 28

IHFUT *00 %0U WAMT TO HAME THIS
FILE ©%sH>» 7",L%

IF L$="%" THEW 2&i18: IF =
"HY THEM 2€28®: PRIMT "": GOTO
2oEE

INFUT "0k, TWPE IT IH--",H#

DEOs=BALI:D(E 2=BALF:D<
D4 3=REF: P=LMZUE Z2: IHFUT
"START RECORDIMG, THEH HIT RETUR

GOsSUE

IF A<Z THEM RETURH
:+ CALL Z: GOsUe 9:
CALL Z: RETURH
A={CH-LH+01-5-2

S5

E=CHM-LM-02

PRIWT FA;" RECORDS USER OUT OF *
;Bs™ TOTAL": PRIWT “LE HE "
3B-A;" UMUSED.": FOP @ GOTO
116@

REM

IMPUT "0Q YOU WAHT. TO
DATH o iF
O C THEW GOZUE

30

8 FOF @ FRIWT *
EHD

¥THE 18 2 PEINMT
IHFUT E",
I: INPUT “EHD CH

¥ FOKE 8@, FE

=3

YTAE 21: TAE 0O: IHPUT "MORE (¥<HN
PoTULLE

3445 IF L#¥="%" THEH 34
"H" THEM RETURH :

GOTO 3448

FRINT "ERD RAHGE!!!": FOR A=

a To HEXT A

GOTO 244&

F=LH

GOSUE

=F: GOZUE 343

GUTO 2618
FRINT : PRINWT "DOHE!": GOSUB
c FOR H=1 TO 288: NEAT H:

RETURH
ZEEEE FOF : FOF : PRINT * MEMORY
FULL ###": FOR A=1 TO 2@8: NEXT
A: GOTO 1158
FEHM COFYRIGHT 1377 EY AFFLE
OMFUTER: WRITTEH BY R.WIGGIMTON
JULA

% HA.C. MAR
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USER CODE LISTING

Use these pages to record your
check codes.
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Apple
Software
{ Bank

"apple computear inc.”

10260 Bandley Drive
Cupertino, California 95014
) (408) 99641010
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