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COPYRIGHT ) 1985

Central Ohio Ninety-
Niners Incorporated
(C.ON.N.I.). Colum-
bus Chio 43212, USA,
All rights reserved,
Spirit of 99 iz pub-
lished monthly for
Central Ohioc Ninety-
Niners Inc., by C.O,
N.N.I. members and
18 the official news
letter of C.O.N.N.I,
User Group.
Editorial, adver-
tising and subscrip-
tion address is:

181 HEISCHMAN AVE
WORTHINGTON,OH 43085

Subscription rate
(USA) $20.00 /1 year
(12 issues) . Foreign
subacription rates
available upon re-
quest. Third class
postage paid at Col-
umbus, Ohio,

CHANGE OF ADDRESS:
Send both OLD and

NEW address to:

Subscription address
above, WE assume no
respongsibility for
manscripts, programs
(tape or disk)not ac
-companied by return
postage, Letters to
the Editor become
property of Spirit
of 99. If publisghed,
we reserve the right
to edit at our dis-

cretion,
OPINIONS EXPRESSED

HEREIN ARE THE AUTH-
ORS AND ARE BASED ON
VALID DOCUMENTABLE

RESEARCH,THEY DO NOT
NECESSARILY REFLECT
THE OPINIONS OF THE
PUBLISHER,
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We will not know-
ingly publish copy-
right material with-
out the permiasion
of the author and
credit due,

All programs pub-
lished herein are of
public domain unless
otherwise noted.

Other non-profit
user groups may use
material from this
newsletter only if
source and credit 1is
given.

Central Chio Nine-
ty Niners Inc. 1is a
non profit organiza-
tion comprised of ME
MBERS who own or use
the T199/4A computer
and it’s related pro
~-ducts and have paid
a yearly membership
fee of $28.00 and
whose main objective
is the exchange of
Educational and
Scientific inform-
ation for the pur-
pose of computer
literacy,

C.O.N.N.I. meetings
are held the 2nd Sat
-urday of each month
at the Martin Janis
Senior Center - East
Eleventh Ave, at the
Ohio State fair-~-
grounds ,Meeting time
iz at 9 am. Meetings
are open to the pub-
lic, Membership dues
($28.,00) are payable
yearly to C.O.N.N.1I,
and cover the immed-
iate family of the
member. (An applica-
tion has been placed
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in this newsletter

for your convenience)
Pleage address it to:

EVERETT WADE
179 ERIE ROAD
COLUMBUS, OH 43214
ADVERTISEMENT .
We do accept commer-
cial advertisement at
The following rates:
Business Card(2x3.3):
$5.00/188ue
1/4 Page: $25.00
1/2 Page: $45,00
Full Page: $75.00
Write this newsletter
for other size arrang

-ements.
All ads should be

saubmitted (camera re-
ady) to advertizing
addreas above,payment
enclozsed. Members ads
are published at no
cost. (Limit of 25
words and must not be

commercial please.)
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Dues are usually paid at or before the March meeting, and are %28 per year
for full membership, library and voting privileges, plus the newsletter.
You may also pay your dues in two installments 1f desired: $14 in March and
$14 in September. If only the newsletter is desired, then payment is $20
ner year. Those who join during other months of the year pay a lesser, pro-
rated amount:

Mar——-28. 00 Apr~—-25.79 May-—-23.50 Jun——-21.00 Jul-—18.735
Aug--—16.50 Sep---14.00 Oct-—-11.25 Nov----9.50 Dec--—--7.00
Jan—--—-4.75 Feb——-2.350

i1l out an application blank (one on the back of this newsletter),
make a check out to C.0.N.N.I. and give it to Everett Wade, the
membership registrar, at one of the meetings ar mail to him at the
fallowing address:

Everett Wade 179 Erie Rd Columbus, 0OH 43214

1 S 2888838332388 3 3388833388333 0332383833333 3332¢32333¢2833333¢¢233 2822333238232

MEETING AGENDA ————- SATURDAY 14 JAN 1989
3322883232833 3 3322338323228 3333 ¢ 88333323233 32333 3322233232322 2333233222%

? AM LIBRARIES OPFEN 10: 20 AM DEMD-S5TARTING YOUR SYSTEM
BULLETINS AVAILABLE BY SONNY GRUBB
REGISTRATION - MEMBERGHIP |

MICROpendium magazines for
sale

9:25 AM GQUESTION AND ANSWER SESSION

2:50 AM BUSINESS MEETING

N N S e R N o ¥ T ARy o N S T e

+WELCOME TO NEW MEMBERS+ + COFFEE ANYONE®? + + WEDNESDAY EVENING «+
+ AND NEWSLETTER + + SATURDAY MORNINGS + + MEETING - JAN 25 +

+ SUBSCRIBERS + +++++ A ++++++++++4+tH A+
++++++H et Call Jim Seitz- (875- 7330 PM AT MCcDONALD’S
WESLEY KINCAID 9o32) to be a host or CORNER OF CLEVELAND AVE
ARTHUR F. MORGAN hostess. SIGN UP IF AND MAIN IN WESTERVILLE

YO WANT ANY COFFEE'!
HOPE TO SEE YOU THERE!!
JAN - BOB DeVILBISS
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% PRESIDENT’ S Mb.o.ooi |
- by DICK BEEK: G

How was your Christmas? Get a modem? Ramdisk? Extra drive? Geneve?
If you have not had a modem, and just got one, give one of the
officers a call if you need help getting started., Once you are
connected to a BBS, though procedures vary widely from one to another,
you will usually, on your first visit, be assigned a user number and
asked to select a password. Write these down and keep them in a safe
place, as you will need them any time you log in later. It is usually
not a good idea to use the same password for different boards., Better
security can result from using a different one for each board you
call. It is also a good idea to dump the menu screens for your
tavorite boards to the printer. With Fast-Term you use Ctl-2; check
the documentation for your favorite terminal program to see what
keypresses to use., If you prefer not to print these, at least jot down
keypresses for the things you will do most often: read messages, ’
download and upload files, leave messages, and--very important--how to :
log off! On the Spirit of 99 and some other boards, press <G> or use |
the <$>, This latter is as important as is learning how to stop the '
car when learning to drive. I have met frustrated people who couldn’t
figure out how to get off the board, and panicked., Write it down! One
more thing to note: how to get back to the main menu when you are on a
sub-board, such as the file transfer section. Also, on most BBS’s for
whatever computer, inputting a <7?> should get you a detailed help
screen that will really smooth the way in accessing features of that
section., Knowing these keypresses can make the difference between an
enjoyable modeming experience and an unpleasant one.

If you got a Ramdisk, you can use one of the ROS disks: 6.4, 7.3,
etc., to get it set up. Too long to go into here, so give me a call or
1f T am not at home, call Irwin or Chuck for help. Once you have a
ramdisk, you’ll wonder how you got along without one, A great
convenlience, and FAST! With version 7.3, you may partition your
ramdisk into two drives, or leave it as one, whichever you find to be
more convenient,

It you added a second, third or other drive, you will enjoy the
convenience this brings to you, The second drive is especially ,
important; the person with only one drive must do a lot of |
disk-swapping when copying files or disks, or when accessing certain
programs, oSome programs, such as the speedy disk copier Rediskit, will
not work with only one drive, Three drives can be useful, especially
if you don’t have a ramdisk: Bootmenu or some other utility disk such
as Funnelweb can go in one drive; copies may then be made between the
other two,

If you got a Geneve, 1 can’t help you, but if you are that advanced
you probably don’t need much help. Chuck or Karl Romstedt can help you
with problems in that area. . \

Anyway, even if you just got a box of blank disks, you will be able
to expand your horizons, and most of all, to have fun.

— — i

So it’s January! While I rarely make New Year’s resolutions, since
] so often break them, I have decided to¢ make a couple this year. I
will try to learn more about programming——assembly, since I am in
Karl’s very fine class, and maybe Pascal later in the year. 1 also
want to get my disks better organized and to go back to some programs
I have downloaded, unpack them and really enjoy them. That’s about it! |
Do you have any computer-related resolutions? Good luck with yours!
Hope I can follow through with mine,.

S, T ST S

Till February. BR-R-R,

ol Y g W o —
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C.O.N.N.I. BUSINESS MEETING

MARTIN JANIS SENIOR
CITIZENS CENTER
SATURDAY, DECEMBER 10, 1988

Meeting opened at 10:Q00

A.M., - Meeting adjourned
10:50 A.M1

The Saturday meeting was

Preceded by a question and
answer session that ran

from 9:00 A.M. to 10:00
A.M,. Meeting was called to
order by President Dick
Beery who introduced Roger
Young, a vigitor, and also
the club librarians and
officers,

Treasurer’s report was not
given in the absance of
John Cummings,

In the order of old
business, Mall demo
ideas were discussed by
Bill Wood and a motion to

set a date was approved
unanimously.

Announcements:

MICROpendium magazines will
be for sale at each of the
monthly meetings,.

Genie Catalog will be
available from the Club
Librarian~Chuck Grimes.

Tl items available for

sale will be annocunced by
Dick Beery.,

Chuck Grimes presented Jean
Hall with a free December
Disk of the Month (a set of
two disks) for winning the
Disk of the Month Catalog
contest, The printed form
and the disk copy will be
avallable in the Club
Library,

A description of the

December Disk of the Month

was presented by Chuck
Grimes,

Meeting was adjourned at
10:00 A,M. with the

following demonstrations
given:

Educational programs and

games for younger children
presented by Jim Seitz

Speak N’ Spell presented by
Irwin Hott

Genealogy Record Keeping
presented by Jean Hall

Respectfully Submitted
Jere Singleton, Secretary

Letss start offon the right foot!
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7 GETTING THE MOST FROM ‘oo oo .a . .

BY MICKEY SCiiil.;
N NUMBER 13 "
A7 4 LA UNDERSTANDING - CREATING - AND USING - CASSETTE FILES
I A
S / " PART 1I
[
\’-f‘\f

(Ed. note: Thanks to Mickey Schmitt for sharing these articles with us,)

THIS MONTH I AM CONTINUING WITH THE TOPIC OF UNDERSTANDING - CREATING — AND
USING ~ CASSETTE FILES. MORE SPECIFICALLY, I WILL BE CONCENTRATING ON CREATING
YOUR OWN SPECIFIC CASSETTE FILES - IN ORDER TO MEET YOUR OWN SPECIFIC NEEDS.

AS I STATED BEFORE IN PART I OF THIS SERIES... UNDERSTANDING - CREATING -
AND USING - CASSETTE FILES IS AN AREA IN COMPUTER PROGRAMMING THAT I HAVE NOT
HAD VERY MUCH EXPERIENCE WITH IN THE PAST. AT LEAST NOT ENOUGH EXPERIENCE WITH
THAT I FEEL '"'COMFORTABLE'" OR ''CONFIDENT'" ENOUGH TO BE WRITING THIS ARTICLE., , .
WITH THE '""HOPE AND EXPECTATION' OF PASSING ALONG SOME OF MY COMPUTER KNOWLEDGE,
5O THAT OTHERS MAY LEARN FROM MY OWN EXPERIENCES. NEVER-THE~-LESS, I AM GOING
TO ATTEMPT TO TRY AND GIVE THIS PARTICULAR TOPIC THE ATTENTION IT SO RIGHTFULLY
DESERYES. ALL I ASK IS THAT YOU BE PATIENT WITH ME... AS I WILL BE "LEARNING"
ALOT OF THIS INFORMATION JUST PRIOR TO PASSING IT ALONG TO YOU.

BEFORE I BEGIN,.. I WOULD FIRST LIKE TO MENTION THAT MOST OF MY "MATERIAL"
FOR THIS PARTICULAR SERIES WILL BE TAKEN DIRECTLY FROM THE TEXAS INSTRUMENTS
USER’S REFERENCE GUIDE ( BETTER KNOWN AS THE "GREEN" MANUAL ) .

SINCE THIS PARTICULAR MANUAL WAS INCLUDED IN THE "INSTRUCTION PACKET'" WHICH
YOU RECEIVED WHEN YOU PURCHASED YOUR COMPUTER... YOU SHOULD HAVE NO TROUBLE
FINDING A COPY OF THIS MANUAL FLOATING AROUND SOMEWHERE. ONCE YOU HAVE LOCATED
THIS MANUAL... YOU SHOULD TURN TO THE SECTION DEALING WITH "FILE PROCESSING'. ..
MORE SPECIFICALLY,,. PAGES II-118 THROUGH II-136. PLEASE KEEP IN MIND THAT THE
USER*S REFERENCE MANUAL DISCUSSES BOTH DISK FILES AND CASSETTE FILES AT THE
SAME TIME, AS IT EXPLAINS EACH PART OF THE FILE PROCESSING PROCEDURE. 1IT IS
YERY IMPORTANT THAT YOU FOLLOW THE SPECIFIC INSTRUCTIONS THAT WERE DESIGNED FOR
THE CASSETTE RECORDER,,. AND NOT THE DISK DRIVE!

THE FIRST THING THAT WE MUST LEARN IS "HOW TO "OPEN'" UP A CASSETTE FILE",.
BELIEVE IT OR NOT - IT IS NOT AS DIFFICULT A PROCESS AS IT FIRST SEEMS TO BE, ..
ALTHOUGH I MUST ADMIT... TRYING TO READ AND UNDERSTAND THE PROCESS FOR THE VERY
FIRST TIME CAN BE QUITE CONFUSING, WITH THIS THOUGHT IN MIND... I HAVE TRIED
TO KEEP MY EXPLANATION AS SIMPLE AS POSSIBLE! '

THE "OPEN' STATEMENT PREPARES A BASIC PROGRAM TQO USE DATA FILES WHICH ARE
STORED ON ACCESSORY DEVICES, SUCH AS THE CASSETTE RECORDER. THE "OPEN"
STATEMENT DOES THIS BY PROVIDING THE NECESSARY LINK BETWEEN A “FILE-NUMBER"
WHICH YOU HAVE USED IN YOUR PROGRAM AND THE PARTICULAR ACCESSORY DEVICE, ( IN

THIS CASE A CASSETTE RECORDER ), ON WHICH THE FILE IS LOCATED.

" THE "OPEN" STATEMENT DESCRIBES A FILE’S CHARACTERISTICS TO THE COMPUTER SO
THAT YOUR PROGRAM CAN PROCESS IT OR CREATE IT, WITH SOME ACCESSORY DEVICES THE
COMPUTER WILL CHECK THAT THE FILE OR DEVICE CHARACTERISTICS MATCH THE
INFORMATION SPECIFIED IN THE "QPEN'* STATEMENT FOR THAT FILE. IF THEY DON’T
MATCH OR THE COMPUTER CANNOT FIND OR CREATE THE FILE, THE FILE WILL NOT BE
OPENED AND AN I/0 ( INPUT/OUTPUT ) ERROR MESSAGE WILL BE PRINTED.

THE "FILE-NUMBER' AND "FILE-NAME' MUST BE INCLUDED IN THE ''OPEN' STATEMENT.
THE OTHER INFORMATION CAN BE INCLUDED IN ANY ORDER OR CAN BE OMITTED, AS WELL,

HOWEVER, IF YOU LEAVE OUT ANY SPECIFICATION, THE COMPUTER WILL ASSUME CERTAIN
STANDARD '"'DEFAULTS' AND THOSE ''DEFAULTS'* MAY NOT BE THE CORRECT SPECIFICATION
FOR YOUR PARTICULAR FILE,
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oy Harold Hoyt * EASY GRADER *
(Thanks to St Louis User Group) * *
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Now that my daughter, Kim, is a school teacher,
I see that she can use all the help that she can
get. I see her using & ‘"slide rule table" for
grading homework and tests. You move the number of
problems on the test under a window and lookK up the
percent right as a function of the number of
questions missed. I thought that it might be handy
to have several copies of this kind of table,
produced by the computer for easy insertion in a
notebook. Maybe all of the school teachers might
find it handy. | |

In order to get a large table printed in a
small space, a printer that can do condensed 136
characters and subscripts is required. The table
covers a range of 4 to 99 problems. Some squirming
was required to get everything to fit. The table is
printed &8s three smaller tables. After each table
is printed, the program stops to allow the operator
to position the paper. After the paper 1is
positioned as desired, press any Key to continue.
Do not turn off the printer to position the paper as
the control codes to the printer are sent only once
wvhen the printer file 1s opened. The first two
tables fit nicely on one 8.5 by 11" sheet and the
third table nearly fills a second sheet.

One could make several coplies of the table
without separating the sheets and then put the paper
back 1in the printer reversed so that the tables
would print on both sides. One would have 1o
stagger the printing by one sheet to come out even.

Problems 5 through 35 are in one table, 36
through 67 in a second, and 6B . through 99 in the
third. Line 100 opens the printer. Substitute
codes as required for your printer int the string at
the end of line 100. 27 65 06 sets line spacing at
6/72". 27 66 03 sets condensed. 27 92 01 slashes
the zero and 27 83 01 sets subscripts. The 13

performs a carriage return to start a fresh line for
the header. ,

For P=0 to 2 refers to pages or passes. Could
have said T for tables? For C=4+32%F to 35+32%P
allows the three tables to be non-overlapping. The
rows are calculated to be one less than the maximum
# of problems. The whole thing was designed without
TAB settings using tricks to make each column entry
right Justified printing PRINT #1:RPT$("
", 3-LEN(C$))C$; :This function will use 3 printing
spaces if C$¢ is8 0,1,2 or 3 characters long.

The only meaningful calculation is in line 140
where CE$=STR$(INTC100*((C~-R)/C)+.5)), C |is the
total # of problems, R, the # wrong, is the row #.
C-R/C is the fraction right. Multiplied by 100 is %
right. Add 0.5 and do an INT rounds up to the
nearest percent.

i1y (= 99 JAN. 1989

* THE PROGRAM *
A EZEEELI TS TR R

| 15AVE DSK1.GRADER 1200
100 CALL CLEAR :: OPEN #1:°P
[10*,VARIABLE 136 :: FOR (=
T0 14 3} PRINT 41 :CHR$(VALLS
EG$("15276506276603279201278
01137, 23C-1,0)) 312 NEXT €
1147
110 X$:*  Easy Grader
by Harold Hoyt 10/1
1/88* 2! DISPLAY AT(10,7):X8
v FOR P=0 T0 2 :¢ PRINT £
IS TAB(60) ;"% of Problens”
1047
{20 PRINT #1:* Wrong"::: FO
R Cod4320P TO 35¢32%P 11 (8-
STRS(C):: PRINT J1:RPT$(* *,
J-LERICS))IACS 2 NEXTC 22 P
RINT #1:* Wrong" IPratHdr 1}
'k
130 FOR R=} T0 J4+P#32 & R
2STR$(R) 1. PRINT #{:TAB(8-LE
NCR$I) RE22 FOR C=44328P TO
35¢32%P 1 (4="---" I IF C
(R THEN 150 1173
140 C§=STRECINT( 100 (C-R)/C
)4.5))1238
[S0 PRINT #1:RPTS(" *,3-LEN(
C4)IEC85:: NEXT € 31 PRINT #
LIRPT$C" * ,3-LEN(RS))ARS ::
NEXT R 1135
160 DISPLAY AT(L2,1):*" 2 D
ISPLAY AT(12,1):"Press Any K
¢y To Continue® i) CALL KEY(
0,K,8)¢¢ IF §:0 THEN 160 ::
DISPLAY AT(12,1):"Vorking® !
080
170 NEXT P 3. CLOSE &1 1285

NOTCE ¢

EASY
GRADER

EXAMPILE

ON P . 8
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(B14) B99-140)

DvB0 FILES TI WRITER CAN’T
READ

{ihis tame from RAMBLED by
Stephen Shaw via the 979
User broup of Toronto,
Canada, Thanks)

Any time you see a Display
Variable 80 file on a disk,
it is always a good idea to
take a look at it with TI
Writer, as there is a qood
chance 1t is either
documentation or source
code-which may contain
documentaion. [n alaost
every case a DVBO file
should load with TI Writer,
whatever is in it, text or
data or anything.

However, there are a few
text files coming out of

PAGE B

- SUDHANSHL (PAT) PATEL

Europe that you CANNOT load
with our version of T}
Writer- our European
triends are using 2
ditterent and incompatible
version of TI Writer,
VERSICN 2.0. If their text
files are saved to disk
With PF there is no
problies, but using SF adds
tab intormation.

In order to produce those
odd European characters,
printers use ASCII codes
putside the usual range of
Vn | of Ti Writer, sa Vn 2
was aodified to accept
thea, and the tab info had
to be modified as well. And
as their tab data is
outside the capabilities of
our version to handle, the
result 1s a console lock
up. Curing the probles was

JAN.

difticult, until our
aeabership secretary dealt
with 1t..,

In the April B8 issue of
EARTY ere nemsietier, he
presented a program to
asend the tabs on a Vn 1 Ti
Writer file- largely to
gemonstrate the way the
tabs are saved, What was
interesting was that by
appending a new tab set,
the original set is
"replaced". If it works for
versioh one, why not try
appending a version one tab
set onto the end of a
version two file?

It works! The following
routine 15 3 auch modified
fors of his program. 1f you
can’t load any DVBO file,
amend it with this trifls
and try again!

19879

J0O REM WAKE VYN 2 TI MNRITER

FILE ACCEPTIBLE TO VN |
based on an idea by
Peter Walker. UK 1988
110 DISPLAY RTIZ,2)ERASE
ALL: "INPUT NAME OF FILE T0
BE":*MODIFIED:"
20 DISPLAY AT(6,2):"°DSKI."
130 ACCEPT
AT (4, 3)STTIE(-12) sFILES 3:
FILES="DSK"4FILESS
140 OPEN

- #LiFILES, DISPLAY, VARIABLE

80, APPEND

150

A$=CHRS (129) LCHRS (134) LLHRS
128) kCHRS (212} 4RPT (CHRS (213)

, 16)LCHRS €128) LEHRY {136)
160 PRINT #{:A$

170 CLOSE #1 :: PRINT
*DONE*

{80 END
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(Thanks to Stan for all of
the TI-WRITER articles in
this series that he has so
willingly shared with us
through our newsletter,)

The last sectionsg we
will]l deal with has to do

with forn letters, There
are two ways of making form
letters in T,.I. Writer., The
first way is with the
'"Values'' being entered from
the keyboard for each
inhdividual form letter. The
second method 18 to use a
value file on the disk. We
will discuss the first one
in this 1ssue,

In order to do this one,
composes the letter in the
Editor for use in the
Formatter, Let us use a
specific example,

LM 10

RM 70

FI

.IN 40

.oP 8

, DP 1:DATE

X1 ¥

,IN O

.SP 5

,DP 2:CO NAME

DP 3:CO ADDRESS

,DP 4.:CO CITY STATE AND ZIP
X ¥

X 3K

X4 %

.SP 2

. IN +35

DP S5:1ITEM NAME

.DP 6:MAGAZINE NAME
Would you please send me

SPIRTT NF 99
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information about your *5%
that I saw advertised in
¥p¥

.SP 6

.IN 40

Thank you

.SP 4

Joe Smith

11 Main St.

- Anycity, State 00000

All of the above ''dot®
commands should be known to
us by now except ".DP", .DP
is called Define Prompt, If
you notice each ,DP has a
number then a colon
followed by a phrase, This
phrase 18 what will show on
the Formatter screen. There
1s also an asterisk with a
number followed by another
asterisk (*6*), This second
number corresponds to the
first number and it puts
the value from the .DP
where you want it, When vou
go into the Formatter
answer N to mailing list
and enter the number of
form letters you want when
the number of copies is
agsked for. Then on the
bottom of the screen you
will see the word ’"DATE’
and you enter the date
which will be printed on
the printer, continue this
and you will have your
finished form letter, It
will then repeat depending
upon the numbexr of copies
you asked for, Obviously
this is not for a lot of
form letters but 1f vyou
want a few letters it 1is
fine,

19R9

PAGE 9



tish Fig

by WESLEY R. RICHARDSON
BLUEGRASS 99 COMPUTER SOCIETY, INC.

When you have a disk with several files that you
have been working on and you do a catalog and it
comes up DISKETTE IS BLANK, or DISK NOT
INITIALIZED, it can be very frustrating, There
are times when the sectors used and available get
changed to values Tlike 2389 free and 7887 used,
but you know you have a single sided, single
density (SSSD)} disk drive, with a maximum of 360
sectors, It is also possible to have a disk which
will not catalog, yet when Extended BASIC is
selected, the disk will run the LOAD program and
continue without a problem. These have happened
to me and I am sure it has happened to others, so
I thought [ would document a way which may recover
your disk for you, o

The items which you will need are your blown disk,
two blank disks, Disk Manager 1000 v3.5, Disko or
Disk Patch, and a sector or track copier program,
or the equivalent of any of the above. | will use
the Funnelweb v4,10 DISK-PATCH for the sector
editor, | | -

1) The first step is to initialize a disk in the
format which you believe the blown disk was, for
example SSSD. For the disk name, use the name
that you want on the blown disk after it is
restored.

2) Using the sector copier or track copier, make a
copy of the blown disk, 1§ you get a read error
in sector @, just tell the program to ignore the
error, If you are unable to copy the disk with
the copier programs which you have available, you
may still continue the following steps with the
original disk, but be advised that you may lose
everything on the disk.

3) Load DISK-PATCH or DISKO and then {nsert the
back-up copy of the blown disk in drive 1. Select
option 1 for disk sector editor., Then disk 1, and
sector 0. The screen should come up with the data
from sector 0. Pressing FCTN 2 will change the
screen to ASCII and pressing FCTN 1 will change it
to HEX., In ASCII, the first ten characters will
be the disk name, In HEX, at byte 12h
(h=HEXADECIMAL) wil) be 01 for single sided and 02
for double sided, At byte 13h, will be 01 for
single density and 02 for double density,

4) Press FCTN 4 to go to sector 00ih. You should

PRAGE 10

JAN. 1989

find groups of four digits of HEX numbers such as
0002 0003 0009 0015 and so on. These indicate
where the file names and file maps may be found,
Write down each of these numbers in the order
which they are found when read from left to right
and top to bottom on the screen., WNote also if the
first number is 0000, then the disk will catalog
as being blank and no file names will appear.

5) Press FCTN 4 to go to sector 002h, In the
first ten ASCII characters you will find a file
name, Write this down next to the appropriate
four digit number you had in step 4). Do this for
each of the numbers from step 4), 1If there were
several files on the disk, you may need to press

FCTN 9 and then option 1 again-to go directly to
the location. While tn sector edit mode, pressing
FCIN 6 will take you to the next lower numbered
sector, -

6} You now should have a table similar to the one
below with the file name and location of each file
on the disk.

0000 A-~SECTORZ 0000 PACMAD
0003 CENTIPEDE 0005 PINBALL
0009 DEFENDER 0006 PINBALM
000A KONG 0007 POLE/POS
0008 KONH - 0008 POLE/POT
0004 LOAD 000E TI/INVADER
000C PACMAN 00GF TI1/INVADES

7) Note in the case that we did find a 0000 but a
file was there, as 1in this case file A-SECTOR?
directory was located at sector Q02h, then use the
sector editor to view sector O00lh. Move the
cursor to the first 0000 in HEX and change it to
read 0002. Then press CTRL W to write the sector
back to the disk, and answer Y to the question

RE-WRITE SECTOR?

- " b
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8) Remove the copy of the blown disk and insert
the formatted blank disk in drive 1. Select the
sector editor, giving drive 1 and sector 0. After
the sector comes up, remove the blank disk and

insert the blown disk copy in drive 1. Press CTRL
W to rewrite the sector.

9) Load Disk Manager 1000 version 3.5 (DM1000),
and then put the blown copy disk back in drive 1,
Select option 1, File Utilities. Then select
option 2 for Recover file, Give the drive as 1,
Enter the first file name on you 1list and press
enter, The program will say SEARCHING DISK, then
RE~-BUILDING LOST FILE, then FILE RECOVERED. Press
enter and then 2 for Recover file. Repeat these
steps until all of the files are recovered.

10) Press 1 for Copy/Move/Delete.,.. and give the

disk number as 1. Your disk files should now be
restored., If the disk free and used does not
match up with the sum of the file sizes plus 2

sectors, then go to step 11), otherwise you are

done,

11} Do this step only if the disk free is not
correct. Place a D in the left column to delete
all of the files and a U in the right column to
unprotect all of the files. DM1000 will unprotect
and then delete all of the files., At this point a
catalog should show free 358, used 2 for a 3350
disk. Go back to the recover file section of step
9) and recover each file again,

One other piece of advise, if you have a disk with

-a bad directory, do not write any files to the

disk until you have a chance to fix the directory.
If you write a new file, then you are taking the
chance that part of another file will be
over-written, This can happen because sector O
may show that a location is free, when in fact it
has part of a file in it.

The other advise is to always keep a back-up copy
of anything which you do not want to lose, It is
a good idea to keep a write protect tab on your
master disk and keep it away from your work disk.
On documents or programs, save your work to disk
every 15 minutes so if the power goes off or your
computer locks up, you only lose 15 minutes worth
of work. Alternate saving to two disks when you
have a large and important program or file,

If you always keep back-ups, ! hope you will not

need to use DISK-FIX, but if that time comes when
the disk s blown, now you have something to try.

i b 1T OF 99 JAN.

FIYIN TCHED XBASIC PROGRAN

V/80 FILES:

bot ar adventure graphics game an disk at our last
club  weeting., After playing through several screens the
next one to load stoppzd with a syntax error,  Listing
the program shaowed several lines af code to be glitched,
Trying to edit out the glitched code caused the screen to
change from blue to red and thea Jock up the coaputer,
Not wanting to wait a sonth for the next club meeting to
exchange the disk [ decided to experisent, First copied
the disk with Jim Schroeder’s REDISEIT. The progras on
the original disk would not even load because of a bad
sector. Next saved the program to disk with the coarand
LIST *D5Kx.filename", This DY¥/80 file aust next be
printed to disk with the TI-Foraatter, It will not load

into the Editor after listing because the file still has

the qlitches in it, Next load the foraatter file into
the Editor and delete the glitched lines and print back
to disk with the comsand °C DSKx.filenase® to reaove
linefeed syabols put in by the formatter. 1UFf you are
lucky to have a printout of the progras before it gqot
glitched it will be easy to add the aissing code and the
convert it back to progras format with a DV/80 to progran
conversion utility. In my case the next screen to load
after this one had identical code except for a few lines

- that were different, so ! added the lines and thus

reconstructed the glitched progras. If neither of the
abave options are avatlable you could try guessing at the
aissing code. OF course if you knew of someone else that
bought the same disk and had a modes, he could send 3

~ replacesent for the bad File to you, but that is not such

of a challenge. The above proceedure will also work for
glitched DV/80 message files from BBS, This is a lot
pasier 45 #ost of the above steps can be eliminated.
Sometimes just printing the glitched file ¢troa the
forastter to printer is all that is neccessery if you do
not wish to save the file for later use, Have fun....XCS
tsorry | don’t know wha KCS is, 1 would like ta give hia
credit for this inforsation. ed.) .

Thanks to the Great Lakes User
Group for this article.Oct 1988

#aprpy
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o T.1. Happenings )
il by Jack SCughruwe
| E Douglas M B1516
ADVENTURING

Narathons of the Kind

From tiny little word puzzles called riddies to
elaborate puzzles called aystery novels there is really

great intellectual growth. This growth s nurtured by
fun: the fun ot solving puzzles,

In recent years probiem-solving puzzles written or
developed on massive scales have becose the intellectual
pastimg for & large nusber of young and old people
throughout the world,

On ‘the one hand such brainstorming, role-playing
activities as the Bungeon and Bragon style puzzle/games
have becoae extremely popular. These situation games
require intense researching and reading skills which are
only now Dbeginning to astound teachers. How 15 it
possible that a child who can’t read SEf PUFF RUN. can
not only read very technical books on aythology but apply
that learning to problesa-solving situations?

On the other hand we have - cosputers! - the
greatest friend a teacher (particular those of us harried
by tragmentation) ever had,

tesides being  electronic flashcards  and
word-processors and educational development tools (1.e.,
beginning brammar, Reading Raily, Dragonaix, Logo II, et
al), the coaputer can serve as an  excelient
reading/writing/problea-solving toel. = This tool gets
students inpvelved. This tool 1s known, jargon-wise, as
interactive fiction. But, to the novice, 1t 15 simply
identified as text adventures: No graphics except those
in the mind,

Most educators who have been using these gapes 1n
the classrooms with any regularity have agreed that
different approaches to the g¢ase (henceforth known as
the adventure) are varied and effective. Most teachers
prefer a group of three to five youngsters on the
adventure at one time and that there should be almost 1o
teacher intervention once the programs bhave been
explained and the classroom structure has been
established.

A gqood place to start for most computers would be
Gcott Adan’s ADVENTURES. FPirate Adventure (the text
version) is probably best to start with. With our 93/4A,
of course, we might even start with simpler adventures
like FOUR  VEDAS which aren’t available for other
toaputers. Others in that series include AINER {Yer,
FUNNOUSE, KAURTED KOUSE, and STONE A6L.

Once the game is loaded there is a certain structure
usually tollowed by most adventure programaers: At the
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high-pitched norses can be hedrd above your head.

Directions: S K U

Then there is a tlashing cursor,

The players must decide what to do. They all assume
the role of the one character. Everything is perceived
from that person’s perspective,

Now the character aay be directed to go Up or South
or MWest or take an INVentory or LIGHT CANDLE (only 1
he/she has one and matches to light 1t with) and LODK
ROOM.  (Most cosmands, a5 you can see, are given in

abbreviated fors in adventures, This helps the gase move
faster. Usually commands reguire only the first or the

first three letters: W or 1INV, To perfors specitic
actions {or reactions) wsually requires a two-word
situation: verb/noun, CLIME TREE, GO HOUSE, PICK NOSE,
TAKE KNIFE, EAT SOUP.

Very high-tevel games, such as those created by
Infocoa, allow you to write complex multiple comsands 1n
sentence form. Sose of their games (the IORK series,
Hitchhiker’s buide to the Galaxy, Suspended) aay take
adults msonths. Although they are sarvelous they probably
would not be suited to ¢lassroom use. {Many elementary
school children, alone or with their families DO these
incredible adventures.)

Meanwhile, back in the classroom, if you have one or
twe cosputers going with adventures, you will note an
enthusiastic brainstorming at a very profound level,
This is an exciting thing to watch., This kind of
experience can be easily translated into other kinds of
reading, writing, probles-solving, brainstorming
experiences.

Depending on the amount of time you allow a group to
participate will depend on how aany days it takes to
complete the adventure. It 1s an unusually rewarding
experience for the youngsters and one whith sotivates the
next group ready to start their adventure (the same or
another; it doesn’t matter)., A beautiful side ettect 1s
the sharing that goes on,

There may be individuals wno can attempt a solo
adventure for some gqood educationai reason, tou. 1he
children will volunteer to work on the program during
lunch and recess.

Adventuring turns on kids. And it’s impossible to
keep a turned-on kid from learning, (An excellent
classroom environment is provided for computer-use also.)

 §]

There are other kinds of adventuring, too., The
DkD-style slash & hack appeals to most youngsters. There
are two that stand out for the Ti: TUNNELS OF DOOK and
the extraordinary one, LEGENBS, TOD is superb because
you can get 70D Editor, which lets you create your own
adventures; and LEGENDS 1s great becawse it 1s, simply,
the best of the S&K adventures around. The graphics ire
superb, the options are excelleni, the potential tor
growth is built in, and the "real world" geography 15
unaatched by any other similar gase,
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Now, for your own adventuring. There are an
incredible nusber of adventures for the TI, depending
upon what one considers an adventure.

If 1t’s an all-text thing, then Tunnels of Doos and
the great LEGENDS would not be. Thus, some adventures
have graphics. But are all-text prograams adventures? [f
S0, one would have to include ELIZA (which all bet seven
people in the world have played) as an adventure. It
certainly 15 an adventure of the aind, though no goals
are set and no end results,  Maybe psychological
Wanderings shouldn’t be adventures.

Do adventures have to take place in the Middle Ages
(or pseudo Middle Ages}? If so, then some of the very
best adventures from INFOCOM (Hitchhiker’s Guide to the

balaxy, Suspended, Witness, etc.} wouldn’t be. But are.
One Tunnels of Doom game takes place in K-Mart.

What then are adventures? Well, I think they aust
altow the user to sake decisions that can cnange the
course of the game., That’s §: player decisions. [ think
there has to be reactions to those decisions that are
logical f{even 1n a nonsensical fantasy a certain kind of
logic sust exist). 1 think there has to be a
pre-determined (early in the game) wmission, A goal,
There has to be a set of tasks successfully cospleted to
reach that goal. There has to be punishaent of sose kind
tor tailure for failure to take risks). Thers aust he
reward for achievesent of the goal.

Basically, that’s it. But there’s still a prables,
If you have Art Auction or Car Dealer or Lemonade or bone
Fishing or any nuamber of swall programs like these that
have you amake decisions (usually built upon other
decisions), sost of the above would apply; text, decision
aaking, reaction to decision, goals (to achieve so much
aoney or fish}, punishaent (bankruptcy or drowning),
remard for successful achievesent. MNost throw in a
thwarting agent, too. (Storm in Gone Fishing, other
bidders in Art Auction, rain in Lesonade.

S0 are these adventures? Certainly sore than ELIZA
(which [ consider a fors of adventure), but they are not
what sany adventures nlayers consider adventures.
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fhere sust he wmore - er - exotic environsents:
space, jungles, funhouse, battlefields (Natch it! The
gase Civil ®ar might be considered an adventure,),
Konderland); exotic times (the 30’s, prehistoric times,
the future): exotic characters (pirates, bugblatter
beasts, k-Mart customers); exotic situations (saving the
world, getting a cup of tea, understanding a cosputer
poet, finding treasurel.

Which brings us to the mazes which are adventures
(Iork being the sost famous) and wmazes (Cat and Mouse)
which are not; treasures which are adventure goals
(Dungeons) from treasures which are goals but not
adventures (Blackbeard’s Treasure),

The criteria for “true® adventures, if there is such
a thing, 15 vast and not always something which people
agree on.

All this, as you probably figured, is leading up to
something.

Mickey Schaitt, the world’s leading expert on TI
hdventuring, 15 putling together fur publication the
ENTIRE adventure world on the TI, Every adventure ever
written for the TI - Comsercial, Fairware, and Public
Domain. This 1s a vast undertaking.

1t any readers have any Fairware or Public Domain
adventures, please qather them on a disk or two
(preferably with a Tl WRITER file to go along with it,
giving the title, whether it requires the XB, ADVENTURE
MODULE, TUNNELS OF DOOM, E/A, or just plain BASIC), and a
short description {in crase | have the game under a
ditterent title or want to categorize thes by thesel and
pail thes to wme. 1 will see that Mickey gets thea, |
will also send you back an equivalent number of disks
with suitable PD and/or Fairware games for your efforts
in this sonuaental task.

banes released by Scott ARdaes, Asgard, Infocos,
Steve Davis, A.5.D.% E., Donn branros are all copyrighted
aaterials and a3y not be copied and sent. They have been
purchased for this coapilation.

[Jack Sughrue, Box 459, E.Douglas MA 015141
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THE K1DDIE CORNER

by Sue Harper

For kids of all ages - a series of articles on how

to get started making your own computer prograns.

in the last two articles we talked about how to get
the cosputer to erase the screen - yse CALL CLEAR - how
to print anything we want - use PRINT and * * around the
words ~ and how to get the computer to do math - uyse
PRINT and + to add, - to subtract, ¢ to multiply, and /
to divide,

Now let’s put this together in a progran,

Prograas are very simple. You use the same commands
- PRINT, CALL CLEAR and others. The only difference is
that you put a nusber in front of the command, This
nuaber s called the LINE NUMBER, and it tells the
cunputeg to wait until you use another coemand - RUN,
Type in the prograa below:

10 CALL CLEAR

20 PRINT *HELLO®

JO PRINT *[ AM A COMPUTER"
40 PRINT "I AM SMART®

90 END

be sure to press ENTER at the end of each line,
Now, with no line number type the word RUN and press
ENTER,  The screen will clear, and this will appear at
the bhottoa of the screen:

HELLD
| AN A CONPUTER
[ AN SMART

PIDONENS

DONE tells you the computer is finished and ready
for the next command. Change the program above, and make
the computer print other things, MWrite a program that
Will print your name and address, Write a progras that
will print the names of your classmaies, or friends, or
people in your family,

Now, let me qive you another program. It has one
new Comaand, |

10 CALL CLEAR

20 PRINT "WHAT IS YQUR NAME™®

30 INPUT AS

40 CALL CLEAR

90 PRINT *HI®iA$;"HON'S 1T GOING?®
40 END

Make sure you qet the punctuaticn right on line 30,
RUN the program. Rhat does it do? It asks vou what your
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nadrE 1% dno .
name Wheie. .,
NOT inside quotation marks’
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(Thanks to PUG User Group)
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EXCHANGE NEWSLETTER
LOOK AND LEARN

by Jean Hall

[f any of the follawing
titles strike your fancy,
see Curt Borders at one of
the seetings or call hia at

279-5208 and have him bring
the newsletter you would
like to check out to the
next seeting, The Exchange
library has many excellent
newsletters, take advantage
of this resource that is
available ta all seabers,

N.0.¥,A. 9Fers-Nov 1968

Desk Top Publishing, part |
This 1s the first part of a
series of articles to
desonstrate how products
like TI-ARTIST,
FONT-NRITER, BRAPHI,
PICTURE 1T and others can
be used alone or together
to create a useful product.
by Jim Lugque

Part 2 appears in Dec B8
jssue of this newsletter

CIN-DAY-Oct 1988 page B

A tutorial on converting
Graphx to TI-ARTIST by
Chris Bobbitt

TISMES-AUTLIMN 1988 page 11

Console only corner. This
is written to heip those 7]
users that work only with
the console,
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This program will print mazes for you to solve.
tor the level of difficulty,

Level O is a VERY trivial maeze (a child’'s first maze, perhaps), while
The level number is printed at the top

mazes to print,

of the maze.

No matter what level you select,
of the page as possible,
pathways which are easier for young children.

much

then

9 is fairly challenging.

Maze MaKer

by Steve Karasek

exactly one path from Stert to Finish.

The higher-level mazes take a while to compute.
mazes take over 20 minutes each.
and come back a few hours later.

In particular,
You can always start up the program
The program Keeps track of how far it

o

AlpY

It asks for the number
from O to 9.

the maze will be printed to fill
so the lower-level mazes will have wider
There will always

has gone in computing each maze by displaying a line of the form M /

on

the number of squares the program has  computed

the screen, where N is the number of squares in the maze and M is
a path to. When

equals N, the maze i3 done and is sent to the printer.

If

your printer is not named "PIO",

change the name in line 110.

last part of this line sets the printer line spacing to 7/72 inch.

you

do not have an EPSON-compatible printer,

you will have to change

this to the codes needed by your printer to set the line spacing.

you can‘t set it to 7/72 inch, set it to B8 or (preferably) 10 lines per

i nch.
t’3 and numbers at the end of each line are the checksums for
Freeman’s CHECKSUM program, and are not needed by the maze progranm.

W

The

FERRHERNRR 4RSS

b HAZE - THE PROGRAN ¥
H T H I RS

100 RANDONI2E 33 OPTION BASE
I o3 DIX N(39,39):: INPUT ®

HOW NANY NAZ2ES? *:2 :: PRINT
1223

110 INPUT *LEVEL OF DIFFICUL

TY(Q-337 *:L <2 IF L0 OR L)

3 THEN 110 ELSE OPEN #1:*PI0

*,OUTPUT i3 PRINT #1:CHR$(27

1 AT CHRE(T) 2131

120 N=IKT{L+1)4L4{L=d OR L:29

Yot X=BO/N 1: SINT(X):: =8

+{1:5)1138

{30 PRIRT #10"Start® 1 TAB(30)

s Level®sl 10 FOR Y=l TON ¢,

¢ FOR Y21 TO N &2 M(X,¥)20 3
¢ NEXT Y &0 NEXT X 2¢ IF K23
3 THER 1% N1

140 FOR X=1 TO N ¢ H{NeL D)
ML Ne1)216 20 NEXT X 1203

150 C,X,¥=1 :¢ DISPLAY ERASE
ALL ATEE2, 12088 /7:N8N 1

SCTRIT OF 99

OM ERROR 290 1059
160 Y=INT(RND#4) e DYX=Xe(V:=0

J-(¥=1)ee DYzY#(W=2)-(M=3) o2
K=N(DX,0Y):: IF K THEN

{60 1229

170 NCX Y)=M(X,Y)e2% 50 IF
INT(W/2)#2:=V THEN V=W+1 ELSE
w=d-f 1125

180 X=0X i¢ Yz0Y 13 N(X,Y):N
(X,Y3+2*¥ 32 C=Cel 2! DISPLA

Y AT(12,9)S1ZE¢4) :USING * 480
“iC i1 IF CoNN THEN 240 10

83

130 IF X{N THEN IF NCX#D,Y)z

0 THEN 160 1198

200 IF Y(N THEN IF MCX,Y¢D):

0 THEN 160 1199

210 IF Y) 1 THEN IF (X, Y-1)=

O THEN 160 t117

220 1F X)1 THEN IF M(X-t V)=

0 THEN 160 1115

230 XSINT(RND#N)#1 3¢ Y=INT(

RNO#N) 41 1 IF M(X,YITHEN 13

0 ELSE 230 1248

240 ON ERROR STOP :: PRINT

JAN. 198%

L 12 PRINT #12°4*:TAB(S+1) R
PTS("#* SH(N-1)#1} 24 §28
-1 33 SH:RPTS(® * 6033 T8RP
T$¢°1°,5)1069
250 MOV, NYHON,K)48 52 FOR ¥
I TON SSFOR V1 TOS 12 P
RINT #1:%8° 2322 FOR X1 T0 N
ts PRINT 4135831076
260 1F N(X,Y)AND 2 THEN PRIN
T 813" *ELSE PRINT #1:"4°;)
084 :
270 NEIT X &2 PRINT #1 2 NE
IT ¥ 21 PRINT #1:5°07::3 FOR
121 T0 N 32 IF HCX,YIAND
8 THEN PRINT 91:S$:ELSE PRI
NT 0320830244
200 PRINT 41278323 NEXT X ¢
t PRINT 41 32 NEXT ¥ ¢ S:§+
I s¢ PRINT 43¢ sTAB(SIN-4):®
Finish? :CHR(12) 328 2:2-1 18
IF 2)0 THEN 130 ELSE END 10
20
230 ON ERROR 290 ¢: RETURN !
60 1159
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THE TIGER DOESN'T SLEEP TONIGHT!

Staying vp nights for Graphics

By Paul E. Scheidemantle :ﬁ;g."

Gut side of programing I
find graphics the most fun,
Please forgive me 1if 1 don't
rention your favorite program
here as unfortunetly space 1s
imited as well as the fact that
I can't afford to own all of
them! I'd like to cover the
interfacing of different
graphics programs... But first
d hittle Bt of remimiscing.

Look at what we bhave gone
through.  The first graphics 3351 CoE
program that I can remember for [S:i NPT R oad. |

the TI i3 ofcourse Video braphs, [oingl - OPBNgl 3
and how much fun it was to play [ -7 0, i3 %
with...  but alas you were :

really limited to very simple
graphics aed 1t only saved to
cassette, as well as the fact
that you coulde't print it
out... fun but not enough!

Then ‘Draw-A-Bit' came along... here we could finally do
troally beautiful  drawings with the Duilt-in bit-wmp wode of
the computer, and behold save our picture to disk. But not
print to the printer yet. Along came ‘'Print-R-Bit' to
conpanion this program. Both of these programs were fantastic
at the time, dut were not overly freindly with as 1 remember
something }ike 150 ditterent keys strokes to get the program
to do things you wanted to do (a bit to much to remember, but
still & boon for our computer).

Rext Graphx came atong and “WOW®... here was a truely
freindly program that you could use to draw, save, and print
out. Easy to use menues and instructions for it's vse. Still
one of my favorites because of 1t's ability to give you a grey
and white background to work with, as for setting up fonts or
oiher  graphics that you need fo ¥eep track of the height and
width of what you are working on. And it's ability to rotate
itens on the screen (a newer version} which to my knowledge at
this time no other program will do.

About the same time TI Artist came along. R truely
landvark program for TI graphics! A standard today which many
programs use for interfacing of graphics. With it's selection
screen making it easy to use, and ofcourse it's ability to
save and vse instances {a bit of cut-and-paste), as well as
fonts (fantastic in itseif), this program has helped to set
pany standards for doth ease of use and what is needed In 3
graphice program. Rut like many people {(wanting everythingl,
it didn't quite do everything I wanted it to do... ke
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printing single size graphics amywhere oer the page that I
vanted it to, a5 well 3% giving me the ability Yo prist fhiers
in single size graphics. But darn it was the best and there
i3 always nothing like looking a gift horse in the mouth
(grin). Guaranteed ! would not be without it in my graphics
library? Especially for those tonts, and 1it's ability to
transfer 6Graphx and other formats in and out of it's own
format!

Ther Joy Paint comes in to try and 13}l the gap,with a
bigger screen, and the ability to enlarge and reduce segpents
of your picture. These funtions were again a leap for TI
graphics.  Though the screen width was wider 2t dido’t quite
hapdle the 8 inch width of the paper. An interesting program
and has it's own ability to interface with Graphx and Ti
Artist pictures {allowing you to use the vast library already
available for these two programs}!

Now Picasso 1s on the block! And what & fantastic program
it 1s. Allowing you to print gqraphics anywhere vyou'd like
them on the page, with a 60 by 42 graphic characters per
screen {1t requires 2 screens per full page}. Here agayn 1t
has the ability to load and use TI Artist Pictures (as well as
save in the Artist format}! Mso wath little preparation Tl
¥riter files can be loaded and used with it. 1t has 1t's own
font sets which can be edited on the spot with a towch of a
key (which can then be saved if you wish), as well as all the
other norpal functions that you would expect of an excellant
graphics program. Such as: draw, lines, circles, fall, move,
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invert, mirror, use textures, different brush strokes, and a
zoon mode that incompasses the entire screen. But whem you
come right down to it it is the ability to print single size
graphics anywhere on the page that really makes this program a
star!

A tew utility programs that enhance the wuse of these
prograns are the public domain program MAXRLE... another
significant break through for our community! Allowing you to
veiw, print or convert pictures from other computers as well
as our own' Two other utitity programs that are a fantastic
help are Graphics Expander and Artist Enlarger. Both programs
allow you to enlarge or reduce TI Artist Instances and fonis.
¥hile OGraphics Expander is completely written in assembly and
is super fast {2lso allowing you to see what you're working on
on the screen}, it has it's drawback in that the size of the
picture is linited to what is displayable on the screen. It
also allows coavertions to and from CSGD fonts and small
graphics. Artist Enlarger on the other hand handles any size
instance, but i3 written in extended basic and thusly siower
(very slow), but when considering the time required to do any
pf these " functions it is comparably faster than we are! And
generally I'w a lazy person and would much prefer to let the
corputer do the work! Another source of pictures came about
with MacFlix, a new program that allows you fo veiw, print,
and save portions of Mac Paint pictures. Openming & new source
of graphics for us.

The Tiger {a MacPaint picture) was converted for use here
with the MacFlix program by saving portions of the screen to
the TI Artist format and then loading and matching them up 1n
Picasso. This way I could seiect what portion of the picture
that I wished to use and where on the page it would be
printed. One of the biggest things here 1s not to be afraid
to experiment! You can have alot of fun making up fliers and
other things like greeting cards if you only give it a try!

The Tiger picture that 1 wished to use was in the
NacPaint format, and I wanted to use it in the Picasso format.
It should be noted here that when experimenting like this to
always use a backup disk! So the first thing to do was bring
it up on the screen with MacFlix. To save ap Artist format
vhich is compatidle with Picasso was my initial goal. The
first thing needed after loading the picture was to set the
save name {in this case TIGER! P) and then go to the picture
and select what portion would be saved with that nase. I
alvays start in the upper side of a drawing, as it usually
pakes it easier to remember my starting point.  After
determining ny starting iocation and that I can only take
totally for my use with Picasso a 60 character width versus
the 72 character width of the MacPaint picture, I then save it
to disk by pressing enter. Ofcourse at this time I get an
Artist screen which is 32 characters wide and 24 characters
high. So it will require 4 screens saved to make up my
Picasso picture {see Picasso Screen Map). After the save has
been completed... return to the main screen and change the
save name to TIGER2 P and return again to the picture.  Now
press "4' on your console so that when you press the arrow
keys that the picture moves in increments of 2 characters at a
tine. As I returned to the same point as I left 1 now press
the right arrow ey 14 times thus woving the screen 328
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characters to the right (be sure aa¢ wai: .-

poves, 50 that you know that the wmove &3~ s

before pressing the key again). Here we we.ed fo -2 i
over because when we load it into Picasso 3t wall have & @
character overlap (and dome correctly it will not require apy
picture manipulation). Now press enter and save your second
picture. To return to your starting location press the left
arrow key 14 times again, and you should Dbe back where you
started,

Now at this time we should have 2 screens saved to disk
(representing the top halt of our picture}. Agaln return to
the main screen and change the save name to TIGERI_P for the
pext seqment. After returming to the Tiger picture at your
starting point... we want to move down 18 characters {as you
can see in the chart there is a 6 character overlap). Do this
by pressing the down arrow 9 times. Save your screen and
return to make your final save name change to TIGER4 F.  Here
vhen you return to the picture press the right arrow key 14
times; and you should have your last section of picture that
you need. Save it and leave the MacFiix pregram and load
Picasso. .

Once in Picasso clear the screen with the function 4 key.
Now press funtion =, which will bring you to a menu. On the
neou you can use items 2 or 3 (load a graphic, or overiay 2
graphic). After making your selection type the disk drive and
file nape., such as DSK2.TIGERY P and press enter. This will
load your first screen. Move to the far right and retura to
the menu and load picture 2. Now move to the left side to the
botton of the screen and return to the menu to toad your 3rd
screen. And then to the far right bottom to load your last
and 4th screen. If everything has gope to plan you should now
have transfered the picture you want to Picasso. It would be
a good idea at this time to save you picture. Now ofcourse
you can maaipulate the picture anyway that you please! Note if
the picture that you want is longer than the 42 character
beight then you will have to use an additiomal Picasso screen
and ofcourse move down on the HKacPaint picture to save
additional screens.

Now something that alot of people may be conserned about,
and that is transfering a picture from one format to another.
Usually there are two ways to accomplish this. One would be
to load the 6raphx or Artist picture into MAXRLE and then
press the *S" key to save it. Here after you press the 5% 1t
is necessary to press the space bar to select the correct
format, and then type in the disk number and file name, such
as DSK1.FILENAME (if you are saving to the Artist format it 1s
not necessary to include the *_P"). The other method for
doing this 1is to wuse the Enhancement section of TI Artast.
Here at the menu select *4° conversions. You will get a short
penu showing Syave L)oad and Vdiew say we have an Artist
picture that we wish to convert to a OGraphx picture. First
press *L" to load... you will then have to select TI Artist
from a selection list and then type in the name of the fale
and drive number {the * P" is not used). After loading the
picture you may view it first to be sure 1t is th one that you
vant (press the space bar to return to the menu}. Now select
the "S* ftunction and select 6raphx and enter the disk number
and save [ile name.
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[f you would like to redwce or enlarge it you could use
Joy Paint. To tranfer into Joy Paint use the Joy Pal disk and
the load any from the menu. Be sure to use the " P® here.
After making your change save 1f again with save any (which
brings you back to the Artist format). Using these functions
to allow you free access to from different graphics programs
can be alot of fun! If you wanted to rotate an Artist picture
convert 1t to Graphx and then back whem it 15 done.  Likewise
1f you wanted to wuse an Artist font or it's advanced fill
functions you might convert your picture to Tl Artist and back
dgain when you have completed what you wanted. In many cases

one¢ program does something alittle better than the other. It
you don't like one thing why not use both or all' Like I said
1t can be fun, and with alittle practice you may not be
perfect but you can have the best of all worlds. Just give 1t
a try!!! As you can see the TIGER doesn't sleep!

(Thanks to Feoal E. Soheidemantle for Lhe abiowve

SEEK & FIND

by U2l b (e 3 fm e =5

COMFUTER TERMS#H#1
1308885033380 880 83380308033 833003008338333388538308¢8048%:

¥ CDEOHAV LOBALEBERKWIXRRIATIGEL/HY X
FGMECAFRETNIEWSGRAFHICSKSALU X
FAUFGRCFILEVNYLRIITIGMEMORYLNEX
¥ TLDTCGFFCXEDNIFFASRSLZIFJEDGX
XEUWT~-QLINFUTNYTNEMERCNIFRTI ¥
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*rFSHEBEIOMTBGXLSWUUJTLXAGNETCX
¥ X TEDOSYSHAKCITS-YOJAIXDTLHNRNX
rMRALEIFBUGURITOGLHUMNVHEDTUX
¥TEDILMFNAVIOTXZIEEISOFIGFF X
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PICRASS0D

artiele., )

DVERLAP
SCREEN MRP

MENL
MEMORY
MEMBRANE
MEGARYTE
LL5E

LSI
LOOF

| OGO

LOGIC

LIGT

RUN

LET
LANGUAGE
FILOBIT
JOY~STICE
INTERFACE
INTERACTIVE
INTEGRATED
INSTRUCTION
INSERT
INFUT
QUTFUT
INITIALIZE
INDE X

INCREMEMT
HOLLERITH
-EXADEC ITMAL
HEAD
HARDWARE
HARD~DISH
GRAFHICS
OSUE
GLOBAL
GIGOD

GATE
GAMES
RARBAGE
FORTRAR
FUNCTION
FORMAT
FILE

FIFD
RASIC

END
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