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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.
































































































































































































