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AN APPLE TODAY

keeps the doldrums away. This manual will show you how to plug in your
APPLE |l (easy) and be a guide as you learn to program it (also easy). If you
are an Old Hand at programming,you will find some new features and conven-
iences in APPLE BASIC that make programming a lot more fun. If you are a
Newcomer to programming, you will also find many features and conven-
jences in APPLE BASIC that make programming a lot of fun. But, if you are a
Newcomer, be warned that programming, though not difficult, can only be
learned by doing. More will be said on this topic later, but remember—this is a
book to be used, not merely perused.

If you purchased your APPLE Il from an authorized APPLE dealer, they will
be willing to let you set your APPLE Il up in their shop, and make sure you
know how to set it up at home. If you received it as a gift or through the mail, it
is not difficult to hook up—it is as easy as setting up a stereo system and no
technical knowledge is needed at all.

If you have not already done so, please take a few minutes to complete and
mail your Owner/Warranty Registration Card.This Registration Card will reg-
ister your APPLE Il with the factory, give you membership in the APPLE
SOFTWARE BANK, and include you in the list of APPLE Il owners. If you
don't send us this card you will not receive any newsletters, information about
new accessories for your APPLE I, nor any of the other information that is
frequently mailed to APPLE Il owners. So please mail in the completed card.



WHAT YOU WILL NEED

This manual was in the accessory box. This box should also contain:
1. The power cord (the cord that plugs into the outlet on the wall).
2. A set (2) of controllers (the boxes with knobs).
3. A cable to connect the APPLE to a tape recorder. This cable has two plugs
on each end.
4. Some cassette tapes. These tapes contain programs for the APPLE.

In addition to the APPLE Il itself and the contents of the accessory box, you
will need these two thing (neither are supplied):
1. A Cassette recorder. If you do not own one, we recommend the Panasonic

RQ309 (under $40).

2. You will need one of the following items:

a. A color TV monitor and a cable that has a phono plug (also called a
male RCA-type connector) at one end and something to match the
monitor at the other end. The dealer that sells you the monitor can sup-
ply the cable.

or

b. An ordinary home color TV and an “RF Modulator” with the connecting
cables. The RF Modulator changes the signal put out by the APPLE I
so that it matches what your TV expects. A number of Modulators are
available. There is one made especially for the APPLE Il called the
SUPERMOD II. Your computer dealer probably sold you one, or, if not, it
can be ordered from—

M&R Enterprises
P.O. Box 61011
Sunnyvale, CA 94088
The Modulator has instructions on how to hook it up. Your TV's ability to

receive normal programs will not be diminished (or enhanced) by having
the APPLE Il hooked up to it.
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HOOKING UP THE TV

If you have a color (or black and white) monitor, just connect the appropriate
cable from the jack marked “VIDEO OUT” (on the rear of the APPLE II) to
the input of the monitor.

If you have an ordinary TV, you will have to install an RF modulator. Open
the top of the APPLE Il by pulling straight up on the back of the lid using both
hands, one on each side. Then install the modulator following the directions
that come with the modulator.

PLUGGING IN THE CONTROLLERS

With the lid open, plug the controllers' rather delicate plug into the GAME
I/0 socket located in the right-rear corner (front view) of the APPLE Il board.
Be very careful and make sure that all the pins go into the socket. The white
dot should be toward the front of the computer.

THE CASSETTE RECORDER

Use the supplied cable (the one with two plugs on each end) to connect the
APPLE Il to your cassette tape recorder. Connect one black plug to the MIC or
MICROPHONE jack on the recorder, and the other black plug (on the opposite
end of the cable) to the jack on the back of the computer marked
“CASSETTE OUT". Connect the grey plug on the recorder end to the EAR or
EARPHONE or MON or MONITOR jack on the recorder (different brands use
different words) and the grey plug on the computer end to the jack marked
“CASSETTEIN", "OUT" means “out of the computer” and “IN" means
“into the computer.” Now the cassette recorder is hooked up.

Now close the top of the APPLE. Plug the APPLE end of the power cord into
the APPLE (on the rear of the APPLE, next to the Power switch), and the other
end into a three-prong grounded outlet. Now the APPLE Il is completely set up
and you have only to turn the page to begin exploring the fascinating world
of personal computing.



THE APPLE KEYBOARD

The first thing to do, now that all the connections have been made, is to turn
the APPLE on. The switch is on the back of the computer. Push it into the
upward position. You will be rewarded by the light at the bottom of the keyboard
marked “POWER" coming on. This light is not a key, and cannot be depressed.
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Don’t be concerned with what appears (or doesn't appear) on the TV screen
at this point. So that you will be able to hear the computer, turn the TV's volume
control all the way down. The TV's speaker is not used.

Whenever you turn the APPLE on, you have to press the [[Z73] key located
in the upper right corner of the keyboard. Try it now. The APPLE will (if every-
thing is OK) go “beep” when you release the [} key. The screen should
show an asterisk () in its lower left hand corner, with a blinking square to the
right of the asterisk. The blinking square is called the cursor. At this point, don't
worry about the rest of the screen, nor about what colors are showing, if any.
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Study the keyboard. If you are familiar with standard typewriters, you will find
a few differences between the APPLE keyboard and a typewriter keyboard.
First, there are no lower case letters. You can get only capital letters on the
APPLE Il. This is all you need for programming.
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the keyboard has the EIli} keys is to allow for nearly twice as many characters
with the same number of keys. A keyboard with a separate key for each charac-
ter would be very large, making it hard to find any desired key.

If you press a key which has two symbols on it, the lower symbol will appear
on the screen. If you press the same key while you hold down either of the
1) keys, the upper symbol will appear on the screen. You will find that the
SHIFTed coma and the SHIFTed period are < and > respectively. You will also
find other symbols on the APPLE Il keyboard that are not on a standard typewrit-
or. Feel free to try operating any of these keys. Watch the characters appear on
the screen.



If there is no upper symbol on a key, then holding the EX’il while the key is
pressed has no effect. There are two exceptions: the [[} key and the [& key.
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The SHIFTed [[) key gives a right hand square bracket (]) . The & key
has the word “BELL" above the “G”. But EXli} {3 does not put a bell on the
screen, it just puts a “G” there. The meaning of the word “BELL" onthe [ key
will be explained later.

An important difference between using the APPLE keyboard and most
typewriters is that you cannot employ a lower case “L” for the number “1"., Of
course, there is no lower case “L” on the APPLE, but some typists will have to
break the habit of reaching for the letter “L"” when they mean the number “1".

When the Hindu mathematicians invented the open circle for the numeral
zero, they didn't use the Roman alphabet. So they chose a symbol that, while
not conflicting with their alphabet, looks just like our letter “O". The computer
(and any straight-thinking individual) will want to keep zeros and oh's distinct.
The usual method for doing this, on the APPLE Il and many other computers,
is to put a slash through the zero. Now you can tell them apart. The keyboard
and the TV display both make the distinction clear. Try them.

s - -

After a bit of typing, the screen tends to get full of stuff. To clear the screen,
you need to use the key marked [E8. ESC stands for the word “ESCape.”
Press the [ key, and then type an “at” sign (@) which is obtained by holding
down either £33 key and pressing the key marked I3. You have to operate
three keys to clear the screen. First press the ,then,while holding down the
L0, press the [ key. Instant gratification: the contents of the screen
promptly disappear.

KEYBOARD NOTATION

At this point we will introduce a simple notation.

ﬁs you have seen, whe_n a key is to be pressed, such as the key for the letter
i, i tha@ key's sy_rnbol will be shown [} .To express pressing several keys in
succession, we will simply list the keys in the order tobe pressed: [J[2M NG .

On occasion, you will need to hold down one key while pressing another key.
For example, to type a dollar-sign ($) you must hold down the E1 51 key while
you press the £} key. Whenever this dual action is required, we will show the
symbols for both keys, one above the other.

Le 9



Il doesn't go “ding,” but it does go “beep.” Whenever the computer wishes to

call your attention to something, it will sound the beeper. Control G is called

B “"BELL" for historical reasons. The present keyboard design is based on that of
I the Teletype, and on that venerable machine, Control G rings a real bell.

The above key is to be held down while the bottom key is pressed. Here's how

to clear the screen using the new notation:

T T
AR AN

Now type
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et
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DB & 0
_ L ": By our conventions, this means to press the i3] key , hold down the
Try it. I [\l% key while pressing the [} , and then press the **'“1 key . As
H lt you can see, our new notation is easier to read than the written instructions.
CONTROL, AND OTHER UNSAVORY CHARACTERS § !!:
: I When you press
When you press the B key, the numeral 5 appears on the TV screen. I'm
sure you believe this is true, but try it anyway. If you hold the EXlil key down (= -
while pressing the ) key, a percent sign (%) should appear on the screen. l m
Does it? The £l key permits some of the keys of the keyboard to have two |+ =i -
different functions. Several of the keys also have a third function. The third | m B ==
function is obtained by holding the [Ei key down while olher keys are press- (= - = e
e e A L e ehe e b ¢ !t a right-pointing arrowhead () should appear at the bottom of the screen. The
ing certain actions. Control characters never appear on the screen. l :2’:;}'22 ?r?:g::t (::‘H:Le"{g:;;?m- remember?) will be to its right. If this doesn't
= =
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4 il'.
Hold the [Ei8 key down and press @ = o
| Another key that is not usually found on typewriters is the
= ‘T o
1
@ ¥ I which stands for *REPeaT." Holding down the [Zi} key while you press
10 t {r— 11



any other key just makes that key's character appear repeatedly on the
screen. Experiment with it. If you happen to press

you will sometimes get a “beep” and the message

will appear on the screen. For the time being, ignore this message.

The only keys left unmentioned are the right-and left-pointing arrows on the
keyboard. They move the cursor to the right and the left. They will be
explained more fully later. Test out these keys and any others you can find.
There is nothing you can do by typing at the keyboard that can cause any
damage to the computer. Unless you type with a hammer. So feel free to
experiment. With your fingers.
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GETTING INTO BASIC
To put the APPLE |l into a mood to be receptive, press the keys

o8

which not only gets you the prompt character (the right-pointing arrowhead: >)
and the blinking square cursor, but also puts the APPLE Il into the BASIC
computer language. (More about what this means later.) For practice, turn the
computer off; then turn it back on, and get it back into BASIC. If you don't get the
arrowhead the first time, just try it again. Notice that you don't have to type in
either the prompt character or the cursor. They are both generated by the
computer for your use.
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Now that you are “in BASIC” or have BASIC “up” (as they say), you are ready
10 set the volume control on the tape recorder.

SETTING THE TAPE RECORDER

When you play a tape recorder, it is usually with the intent of making sounds
that you can hear. If it is too soft, you miss some of the words or music. If it is too
loud, it is annoying. When you play the tape recorder into the APPLE, it is with
the intent of putting the tape’s information into the computer. If the volume
sefting is too soft, the APPLE will miss some of the information, and it will

complain by giving an error message. If the volume setting is too loud, the
APPLE will also complain.

To find the right volume setting, you will use a trial-and-error method. You will
play a tape softly to the computer and see if the information got in OK. If it
doesn’t work, you will try the tape again, a little louder this time. If that doesn't
work, you will make it a little louder still. Eventually the volume will be just right
for the APPLE and it will say so.

Put the computer in BASIC and clear the screen for action:

@
00

Place the tape marked “COLOR DEMOS" into your recorder. For each posi-
tion of the volume control you are going to do the following:

1. Rewind the tape to the beginning.
2. Start the tape playing.
3. Type:

88868 E

When you do this, the cursor will disappear. It may take up to 15 seconds
before something happens. There are these possibilities:

a. The message - iTH — =< appears.

b. Nothing at all happens.

¢. The message appears (with or without a beep).
d. The message “K or

appears (with or without a beep).
e. The computer goes “beep” and nothing appears.

13



fifteen seconds. Either you will get an error message (case c. or d.), or ine
prompt character (>) and the blinking cursor will reappear. If they do reap-
pear, stop and rewind the tape. Then type

The screen should look like this:

Computerniks call this list of numbered descriptions a “menu.” It works like a
menu at a roadside cafe. If you want scrambled eggs with hash brown potatoes,
toast, jelly and coffee you can just say,”l'll have a number 5.” Try selecting one
of the color demonstrations by typing its number (followed by a [Hiti), of
course). When you are viewing one of the demos, just press the space bar to

14
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To stop the computer, type

This will cause the prompt character and blinking cursor to appear. The prompt
character tells you that it is OK to proceed with typing information to the com-
puter. That is why it is called the prompt character: it “prompts” you to type
something.

Once the computer is stopped, it may be started again by typing

(and, of course, a , but you hardly need to be told that anymore. In
fact, you won't be, from now on.)

Use

to stop the computer, and
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