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APPIE I T ININcimmao

the MindCraft
Assembler is
a red-hot best seller.

1. Ease of Use.

2. Power.

3. Macrosoft.

9. Price

grams with this menu-driven Macro AssemblerEditor. compiete with
Ho'p screens. No memorzation! 2. Power. The more advanced user
will cppraciote the power, speed and Convenience of designing and
using Macros. 3. MacroSoff. Consider the purchase of this powertu
macro anguoge. Lets you write Applesciiike programs that are com-
plled directly into standalone maching longuoge. 4. Adaplability
Automatcally odopts 1o whataver Apple you have, whether it's 40 or
80 column display, upper o lower case, o axtended memory. §,
Advonced Fealures. Powerful Editor. Subroutine Library. Moacro col-
lections. Suppord for he 65C02 microprocessor. 6. Superior Documen-
fation. Concise. easy-1o-follcow manual with lots of axomples 7.
Suppor. You're always jus! a phone call oway from free help and od
vice. 8. Repulation Thousonds of sofisfied Assembler users have
heiped make MndCraft the leading publisher of programming oids
ke GALE, ProAmperSott and Key Partec!. 9. Price Al just $49 95, The
Assembler’s the bast value you'll find — anywhera! And you can SAVE
$12 00 off the relal price of the best selling book: Beginners Guide
0 Assernbly Language when you order The Assembler. You'l learm
the nuts ond bolls of AL programming with more than 30 hands-on
axamples!

InCludes both ProDOS and DOS 3 3 versions

MinaCraft™ & o rademark of MndCraft Publshing Corp
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@ nce Upon A
Time Only Advanced
Programmers Could
Achieve Machine
Language Speed.

But today anvone
with just a basic
knowledge of pro-
gramming can write
programs that run at
machine language
speed. It's easy with
MACROSOFT, a new
language that works
with the MindCraft™
Assembler

Using MACRO-
SOFT, you write Applesoft-like programs which are con-
verted into machine language by the MindCraft Assembler,
Like magic. You get the benefits of speed and efficiency
without the hassle and hard work of learning machine
language!

Imagine, running vour programs up to 10 times faster
than compiled Applesoft. That's up to 50 times faster
than regular Applesoft!

Create lightning-fast games and spectacular graphics.
Ideal for number crunching! For the more advanced
programmer there's the convenience of mixing assembly
language and MACROSOFT in the same program.

Now you don’t have to be a magician to move up to
machine language — with MACROSOFT!

To order fill out the attached coupon or call 1-800-888-1660

Author Alan D Floeser

Apple & a registerad trademark of Appie Computer. Inc. MnaCran "™ is a irademark
of MindCratt Publishung Corp
Copynght 1983 by MindCrai Publshing Corp
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It’s Fall 1978

I think I just paid $1200 for my first Apple I1.




No disk drives, monitor or
anything else.

But it was MY computer in MY house.




Any assembly language had to
be done by hand.

So I did what any normal programmer would do. I
decided to write my own assembler.




It was
truly a labor of love.

-

At one point, my wife said, why don't we sell your
assembler.




[ started thinking that maybe
I could make macros to do

BASIC-like functions.

People were very excited about this because of the
speed they could get from their programs.




I still have my original Apple
I1.

Some numbers on the keyboard don't work.




It was all open for you to see
and explore.

Those were exciting times.




Your name is Alan Floeter.

-




Read the full story.




The Complete Hazy Story of The Assembler and Macrosoft from Al Floeter (collected May 6, 2010)

Straight out of college | got a job working with the new microprocessor, the Intel 8080, at a small start up company. Everything was done in assembly language and | learned more in
those few years about programming than all my years in college. It was a few years later when | started hearing about personal computers. A computer in my own home! Imagine that -
every engineer 's dream! | looked around at the offerings at the time, and decided that the Apple Il was my choice - it even had color! | think | paid $1200 for my first Apple Il in the fall
of 1978. No disk drives, monitor or anything else. But it was MY computer in MY house.

| obviously spent a lot of time learning all about what could be done with it. BASIC was fine, but | wanted the speed of machine language. There was no assembler you could buy for it
at the time. Any assembly language had to be done by hand. So | did what any normal programmer would do. | decided to write my own assembler.

| had to start somewhere so | wrote a simple editor in BASIC. (Remember there was nothing, not even a way to enter text.) Because BASIC was slow, | used a pointer system that
would add new lines to the end of the memory block and then when | saved it (to tape, of course) | had to re-arrange everything in the right order. When you hit save, you went to bed -
no reason to wait for it.

| then started to write my assembler in BASIC. | called the Apple's ROM mini-assembler from my BASIC program to help with the decoding. | used to call it the world's slowest
assembler because it would assemble at the rate of about two seconds per line. But | had a start. | then began re-writing pieces of the BASIC program with assembly code, assembled
of course with my assembler. In this way it kept getting faster and more full featured. It was truly a labor of love. | spent my evenings adding features as | thought of them or needed
them for my own projects. Around this time my wife and | started writing articles for computer magazines, Call-Apple, Nibble, Kilobaud, a few others. Nibble was our favorite. Mike
Harvey was wonderful to us and encouraged us to write more for him. I'd create a handy utility or program and then we'd explain how to use it and the thoughts behind how | did the
code. Applesoft renumbering, disk speed up tweeks, graphic routines and the like. | think | wrote a very fast Life program at one point.

| saw a sample of an airplane fighting game somewhere so | wrote a game called Skybombers Il. (All using my assembler of course.) Use to play that a lot. | was never beaten (|
wrote it after all.) Instant Software started selling software and | inquired if they wanted to sell my game and they said, yes. | still have some original tapes of the program.

My wife and | kept writing articles and | kept improving my assembler. | used my lunch hour at work to write code that | took home and typed in at night. At one point, my wife said, why
don't we sell your assembler. | remember saying to her, "Why try? There're a lot of other assemblers out there now. Why market another?" And she said, "The world can always use
another assembler." (We still sometimes say that to each other.)

So we asked Nibble if they might be interested in selling an assembler. To my surprise they said yes. Well, it took another year of hard work polishing my assembler so it was good
enough for others to use (I knew what to avoid doing, but that wasn't good enough for the general public.) and with enough documentation to make it easy to use.

| think The Assembler was sold by itself for a while, without Macrosoft. | remember when | created the macro concept for The Assembiler. | heard that another competing assembler
had macros. | thought, well, | can do that. So | add that capability, and once that was in, | started thinking that maybe | could make macros to do BASIC-like functions, but you'd
assemble it and the result would be almost assembly like speed. | came up with a list of commands that would be useful and started creating the macros for those commands. Kind of
like a crude compiler. People were very excited about this because of the speed they could get from their programs.

In the spring of 1983, my wife and | were asked to speak at a Boston Applefest about Macrosoft. My wife was 6 months pregnant with our second child at the time. We were able to
visit with the Nibble staff in person because they were from the Boston area. It was nice to personally meet them all.

| still have my original Apple Il. Some numbers on the keyboard don't work. | was always going to fix that. Over the years | bought a lle, a llgs, a Mac, a Mac Plus, Mac llci. As | write
this, a Mac Plus is sitting on the table behind me. | have a number of II's in the basement that people gave me over the years. Can't bare to part with them. | wrote the code for the
Happi printer board. | built a bubble memory disk drive. (Too expensive to market.) All this in my spare time while holding down a real job.

Since my real job uses PC's, | have more PC's in my house now. Makes it easier to work back and forth. | still like Apple's. | have many, many fond memories of those days. Didn't
have to worry about the blue screen of death or anything - it was all open for you to see and explore.

Those were exciting times.
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(set the software.

-

www.nibblemagazine.com



http://www.nibblemagazine.com
http://www.nibblemagazine.com

Demo

* KFEST 2010 Demo by Peter Neubauer
USE MACROSOFT.3.1
USE HIRES.3.1
UEN
MUL
BEGIN ; Start of code.
HGR2
HCOLOR 3
HPLOT 20,20
LINE 20,100
LINE 100,100
LINE 100,20
LINE 20,20
PAUSE 100
TEXT
PRINT "Hello awesome world."
DIM NAME(40)
PRINT "Enter your name:",
SINPUT NAME
PRINT "Hi ",
SPRINT NAME
PAUSE 100
DIM MAGIC(20)
SLET MAGIC="Peter"
SIF NAME#MAGIC, GOTO DONE
HGR2
VAR X
VAR Y
VAR C
FOR Y=0,191
FOR X=0,191
RND C,8
HCOLOR C
HPLOT X,Y,Y,X
NEXT X
NEXTY

DONE CLEANUP
END
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Tips

e Case matters. Commands must be upper case.

e Use decimal number. Don’t try hexadecimal,
octal, or binary:.

e Declare variables before use.

e No two dimensional arrays.
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Tips

e Line numbers are only for convenience in the
editor and not part of the code. Use labels
instead.

e Start labels in the first column.

e Start commands in the second column.

cc*”

o Start full line comments with a

.

o Start side-bar comments with a

Thursday, July 22, 2010



Tips

o Use “#” for testing inequality.

e Beware commands that accept specific data

types (e.g. INPUT/SINPUT, PRINT/
SPRINT, LET/ALET, IF/SIF).

Thursday, July 22, 2010



—

APPIE I T ININcimmao

the MindCraft
Assembler is
a red-hot best seller.

1. Ease of Use.

2. Power.

3. Macrosoft.

9. Price

grams with this menu-driven Macro AssemblerEditor. compiete with
Ho'p screens. No memorzation! 2. Power. The more advanced user
will cppraciote the power, speed and Convenience of designing and
using Macros. 3. MacroSoff. Consider the purchase of this powertu
macro anguoge. Lets you write Applesciiike programs that are com-
plled directly into standalone maching longuoge. 4. Adaplability
Automatcally odopts 1o whataver Apple you have, whether it's 40 or
80 column display, upper o lower case, o axtended memory. §,
Advonced Fealures. Powerful Editor. Subroutine Library. Moacro col-
lections. Suppord for he 65C02 microprocessor. 6. Superior Documen-
fation. Concise. easy-1o-follcow manual with lots of axomples 7.
Suppor. You're always jus! a phone call oway from free help and od
vice. 8. Repulation Thousonds of sofisfied Assembler users have
heiped make MndCraft the leading publisher of programming oids
ke GALE, ProAmperSott and Key Partec!. 9. Price Al just $49 95, The
Assembler’s the bast value you'll find — anywhera! And you can SAVE
$12 00 off the relal price of the best selling book: Beginners Guide
0 Assernbly Language when you order The Assembler. You'l learm
the nuts ond bolls of AL programming with more than 30 hands-on
axamples!

InCludes both ProDOS and DOS 3 3 versions

MinaCraft™ & o rademark of MndCraft Publshing Corp

@ nce Upon A
Time Only Advanced
Programmers Could
Achieve Machine
Language Speed.

But today anvone
with just a basic
knowledge of pro-
gramming can write
programs that run at
machine language
speed. It's easy with
MACROSOFT, a new
language that works
with the MindCraft™
Assembler

Using MACRO-
SOFT, you write Applesoft-like programs which are con-
verted into machine language by the MindCraft Assembler,
Like magic. You get the benefits of speed and efficiency
without the hassle and hard work of learning machine
language!

Imagine, running vour programs up to 10 times faster
than compiled Applesoft. That's up to 50 times faster
than regular Applesoft!

Create lightning-fast games and spectacular graphics.
Ideal for number crunching! For the more advanced
programmer there's the convenience of mixing assembly
language and MACROSOFT in the same program.

Now you don’t have to be a magician to move up to
machine language — with MACROSOFT!

To order fill out the attached coupon or call 1-800-888-1660

Author Alan D Floeser

Apple 5 a registerad trademark of Appie Competer. Inc. MnaCran ™™ is a rademars
of MindCratt Publishung Corp

Copynght 1983 by MindCrai Publshing Corp

—

Thursday, July 22, 2010




