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NEXT MEETING TUESDAY, January 9, 1996 7:00 PM. Happy New Yeart!t!!!

MUNCH OFFICERS AND NUMBERS (all in 3908 area unless noted)

PRESIDENT Walt Nowak 413-436-7673

VP. /Treas. /Editor Jim Cox 869-2704 MUNCH DUES:

DEMO LEADERS: Corson Wyman 865-1213 New Membership &25.00
Jack Sughrue 476-7630 Renewal s15. 00

CLERK Ben Parda Newsletter Sub. $13.00

Advanced Programmer Dan Rogers 248~35502
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DECEMBER MEETING. I am sorry but I was not able to attend the December
meeting due +to personal and job related problems. I hope to see everyone
this wonth.

JANUARY MEETING. I expect we will also do sowme more with the Tigercub
Library. If Jack can attend he will probably have something of interest to
all, maybe Mickey’s Loaders disk.

RAFFLE. Occasionally we have a raffle to help defer ithe rental cost of our
meeting hall, it depends on the number present.

REPRINTS. Reprints are permitted as long as credit is given to M.U.H.C.H.

ARTICLES. I am always looking for articles for this newsletter, anything
which interest you will probably dinterest other members of the T.I.
community, so please share your ideas and opinions with all of us.

DISK LIBRARY. The disk 1library is at all wmeetings. We have copies of all
disks in the library and they are available to members for just $1.00 for
each disk unless othervise specified. You can order them through the wail,
please add $1.00 for the first disk and $.4@ for each additional disk
ordersd to cover postage and handling.

DISK OF THE MONTH. This month’s disk #149 is the DSSD of the Tigercub
Public Domain library and the MUNCH library, as far as I «c©an get it
updated. We will have the entire Tigercub Public Domain library very

shortly.

ADVENTURE 1I. This is our fund-raiser for 1994/95. The cost to members is
54.00 add $2.00 for first class postage. The regular price is $6.90 plus
postage. This is a two DSSD disk set, archived. There is also a special on
The Adventure Compendium and Adventure II for members it is 8.@0 plus
$3.20 for first class pustage.



*LEVBOARD" continues

recessed. fifter undoing the ecreys, the bottor shell
should come off. If ii does not, recheck end nmake sure
that you have removed all seven screws.

Once the botton shell has been removed, three compenents
will be visiblet R printed circuit board, approxinately 4"
square, uhich houses the pouer supply; the Keyboard
assenbly, which runs from the pouer supply baard to the
edge of the console; and a larger assembly which runs
parallel to Keyboard and pouer supply all the way across
the console, the motherboard.

The pouer supply is held in place by tue Phillips screus
along the edge closest to the Eegboard assembly. Renoue
theze tuo screws and gently move the power supply board an
inch or sa to the side. Don’t force angthing since there
are wires attached to the pouer supply board.

Next, locate and undo the four Phillips head screvs that
secure the Keuboard assembly. Gently 1ift the Keuboard
assembly an inch or so. VYou might have to 1ift the edee
of notherboard just a little to allow the Keuboard
assenbly to clear,

At this point you will notice that the Keyboard is
attached to the motherboard by a ribbon cable. Locate the
connector at  the motherboard side. Use a flashiight, if
necessary. OENTLY pry the connector loose by pressing
doun with 3 screwdriver, Do this in several small steps
along the length of the connector. The ides is fo renove
the connector without bending any of the pins on the
potherboard. :

Once the connector has unsnapped, remcve the old Keybeard
assesbly, Take time to take a good looK at the row of
gald pins that were uncouered shen the connector came off.
Make sure that all pins are straight and svenly spaced.
If not, very gently tru to straichten uhatever pins were
bent. If this is necessary, procsed with caution and use
a aininur anount of forcs!

Insert the new Keyboard assembly without forcing it in
place. Line up the connector of your new Keyboard with
the pins. BGENTLY start. connecting the pins uwith the
connector,  Visually double-check that all pins mated with
the connector. If not, pry the connector loose and try
again. Being too hasty at this step could result in a
broKen pin, so do be carefull Once you are sure that
everything is lined up properly, firnly but gently press

the connector doun on the pins.

Relax nou, the most ticklish part of the job is behind
you! MNext, chserve that there is aporoxinately one to two
inches of extra ribbon cable. This exira length needs 1o
be folded up and into the space betueen motherboard and

console housing as you sinultanecus seat the Keuboard
assembly in place. To seat the assembly you alse nead to
lift the notherboard edge just a bit for the edge of the
Keyboard asseably to slip under it, sinmultanscasiy try o
get the exira lergth of ribbon cable to fold as described.
If this sounds like a job for three hands, uou are right
and a helper at this point of the installation does make
things easier.

Now, line up the screw holes and secure the Keyboard
assembly with one scres, Lift the console a little bit
(renember, everything sheuld still be upside doun) and
test the row of ¥euys with the numbers on 1t. There should
be full trauel for all Keys, particularly the Keys
numbered 4 through 8. If any of these Keys appear to hind
or feel different fron the [ or 8 Key, then the ribbon
cable is not folded properly., tndo the one screw and
recheck thz ribhon cable. Renesber, any exira length of
the ribbon cable should not touch the Keyboard assembly
but be tucked into the empty space above the motherboard.

Once the Keys check out, replace all four screus on the
Keyboard assenbly,

Relocate the pover board, make sure that the ON/OFF switch
connects properly. If nacessary, 1ift the hoard just a
little and obserye the switch action. Once the switfch
works properly, secure the pouer board with ifs two
SCrews.,

Replace the console bottom cover. Make sure that it lines
up properly with the top before replacing the screus.
Seat all seven screus and then tighten by working aquer
crass.

Your replacement Keuboard is now installed and should be
werking properly. Don’t throw your uld Keyboard away just
yet. If it is only a few Keus that refuse to wark, fake
it to your friendly radio or tv repairman. Ouite offen
the judicious application of contact cleaner and a good

genggﬁi tleaning can restore & balky Keyboard to pristine
galth.

Pleass remember - YOU try all harduare projects at your
oun risk.

THANKS AL!

Just uanted to send along a THANK YOU to Bl Bristol,My pal
and fellou employee here at work for his genercus gift of
a disabled 288 clone so our club could roh sane parts off
it 1o naKe our BBS even nicer. The main iten we are now
using Is a nice color monitor instead of the nonochrome ue
had before, Now Jim Ely can see how his colorful magic
looks right on the systen instead of logging an.

NEHS
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Replacing a Keuboard on a 93/48 is really a very sinple
Jjob that requires no special sKills beyond the use of
connon sense and ordinary prudence, nor are any special
tools or seldering required.

By the uay of tools, all that will be required is a nediun
size (1/8") Phillips-head screw driver and perhaps a
flashlight.

First off, inspect your Keyboard purchase and make sure
that the Keyboard layout is the same as your 99/4A
Keyboard, If there are any extra Keys or if the Keycaps
are lsbelled differently ST0P. Rdapting a non-89/UR
Reuboard for use with a Il home computer requires special
skills which are beyond the Ken of the average layman, if
it can be done at all.

11 had subcontracted for Keyboards from varicus sources in
Japan and Korea. Thus the shape and tfexture of the
Keycaps wmight be different. Don’t let that put you off,
the main thing is that the nunber of Keus and the layout
are the same as your original.

If your Keyboard passed this test, unpack it and test all
Keys. Look for Keys that might be binding or fesl
"sticky”, Try to get a feel for the Key action. Once usu
are satisfied that your replacenent passed this fest, gqo
on.

Disconnect all cables fron the console {pover, video, PE
box, etc.). Vour console should be cool. If you had just
used it, allow some time for it to cool down and for
whateuer residual electrical charges there might be to
dissipate.  Observe - normal precautions about static
electricityl

On a clean worKing surface turn the console ouer. There
will be seven Phillips screvs to unds, Four at the the
narrow end of the console, three are at the other end and

see "KEYELARD™, page 8
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o T
Maze Maker %
by Steve Karasek o 4

We °

This program will print mazes for you to solve. It asks for the number
of ‘'mazes to print, then for the level of difficulty, from 0 to 9.
Level O is a VERY trivial maze (a child's first maze, perhapsl), whiie

level 9 is fairly challenging. The level number is printed at the top
6f the maze.

No matter what level you select, the maze will be printed to fill as
much of the page as possible, so the lower-level mazes will have wider
pathways which are easier for young children. There will always be
exactly one path from Start to Finish.

The higher-level mazes take a while to compute. In particular, level 9
mazes take over 20 minutes each. You can always start up the program
and come back a few hours later. The program kKeeps track of how far it
has gone in computing each maze by displaying a line of the form M / N
on the screen, where N is the number of squares in the maze and M is
the number of squares the program has computed a path to. When M
equals N, the maze is done and is sent to the printer.

If your printer is not named "PIOQ", change the name in line 110. The

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

you can’t set it to 7/72 inch, set it to B or (preferably) 10 lines per
inch.

The !'’s and numbers at the end of each line are the checksums for Tom
Freeman’s CHECKSUM program, and are not needed by the maze program.

HEE I FH S

¥ HAZE - THZ PROGRAR ¥
HHEHHH

100 RANDOKIZE ;1 OPTION BASE
o DIN ME39,39)0 THRUT *
HOV HARY MAZEST ":2 :: PRINT
nn3
140 INPUT *LEVEL OF DIFFICUL
TYOO-9)7 *3L 11 IF 14O OR L)
§ THEN 110 ELSE OPEN #1:*PI0
*GUTPUT 3 PRINT #1:CHR$(27
H ST P ]|
120 R=INTCL#1D)04+(Lzd OR L9
11 XZBON 11 STINT{X):f §=$
+H1:5)1138
130 PRINT o Start " ;TARI30)
ilevel®sL <2 FOR X=t TO N 2,
CFOR Y=L TO N 5 B(X,Y)=0
PNEXT Y 10 NEXT X 21 IF R=2
9 THEN 150 1174
140 FOR Xz1 TO N 3+ NN+
MR RRIYZIE 30 NEXT X 1203
150 C,X,¥=1 o1 DISPLAY ERASE
ALL ATCI2,12) 8% /73RN 22

SPIRIT OF 99

OH ERROR 290 1059

160 U=INTCRNGH4)22 DX=X+{y=0
V(41D 52 OY=YelW2)-(W=3) 12
K=M(DX,DY):: IF K THEN

160 1229

170 NEYYVIHOE V2% 50 IF
INTCU/2)#2:W THEN Uz¥4{ ELSE
Wzd-1 125

180 X=DX £1 Y=DY i3 MCX, V)N
(X, V34240 12 C:Col 31 DISPLA
Y AT(12,9)812EC4) USING *H68
#*:C 53 IF CNON THEN 240 10

53

190 IF X<N THEN IF M(Xel,1)z

0 THEN 160 1198

200 IF Y(N THEN IF H(X, Y40z

0 THEN 160 £199

20 1F Y1 THEN IF KOX,¥-1)2

0 THER {60 1117

220 IF 1)1 THEN IF K(X-1,Y)z

0 THEN 160 1116

230 X=INTERNDHN)#L 10 Y=INT(

RNORNI+1 t2 IF MOX,YITHEN 19

0 ELSE 230 1248

240 ON ERROR STOP :2 PRINT #

1 3: PRINT #13°8%5TAB(S+1) 3R
PTHC I SHON-1341) 20§28
-1 12 SE=RPTS(* *,$)18 X4<RP
TH("#*,5) 1069
250 NN H) NN, K)48 12 FOR
SLTON ST FOR W1 70§ 52
RINT #13°#° 331 FOR X=1 TO M
13 PRINT 4115451075
260 IF H(X,YIAND 2 THEN PRIN
T 813" *;ELSE PRINT H12*#73
084
270 NEXT X 12 PRINT 1 2t KE
XT ¥ oo PRINT 41:%#°310 FOR
11 T0 K 53 IF KOXY)AND
8 THEN PRINT #1:54;ELSE PRI
NT #2883 1204
280 PRINT A1:"#%3:8 NEXT X ¢
< PRINT #1 12 NEXT ¥ &8 Sz
1 s2 PRINT #1t (TAB(SHR-43
Finish*:CHR$(12)52 2221 1
IF 200 THEK 130 ELSE EXD 10
20
290 O ERROR 290 &% RETURN 1
60 1159

¥
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EXAMPILE OF A MAZE FROM ""MAZE MAKER'
by Steve Karasel

Start Level 9
b HBAHRE ######### ##### Hi# ####### ########### ##########ﬁ## ##########ﬂ##ra
vannse § sagssuy ## g é # ###### #g g ### g
sy #abs #i # B g B g #aﬁ # # !
auly E # e ### #huu ### # ## #w# #g ## f
B #a### p ### g i #g ##### :g
g ## #it g #ith Han g #g#######f
iy ## # § ey ## ## ### ﬁﬁg # # P
g % Hitt ###g Hit# ##### 4 # #g g # #### # s g## ;
# g g g H#i# Hitth i #g# g #### ## #
#H adtun Budas ### ait# ## % g# SHHH RS ##
paH ### # ## ####g g ## ###g Hpad ## #n# s §
ﬁ #u Hu ### § it g . g ﬁﬂﬁ# #ag i
### ### g #g ####### # ##### Hids n#& %
Bt ## #it H# §# it § § § ##ﬁ ﬁg 3 f fae
Hitn#g Hih ## # g g### pubpubaY #a g Hitd h#ﬁ##aéﬂre
revprpT #§ g g### #### §#§ ### # § g gratgrr O o
sl Buan e Baic # g ##g 4 ool
#et st ## ###g # § s i a8 Hell wek
i i# #n Haun § § (4t # »n;sm
i
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BUILT- IN BOOKLETS with Tracter-Feed Paper

) O/ (B o by Jack Sughrue
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Fumn IN THE GAME ROOM
by DAVID TRUESDSLE II

THE MAZE OF GROG
The ohject of the game is
to guide Woodstock through a
maze of tunnels and pitfalls
to rescue his girlfriend
Fenelope from the stomach of
brog.

The first thing I would
recommend is that you print
out the docs to this game.
They are very well written
and a hit humorous.

Each level iy divided
inte three sections. The top
section is sort of where you
practice flying and
obtaining food and prizes.
Remember to check your
energy level every now and
then or you’ll run out
before you know it. The
number one thing you want to
do in this section is to get
what is called a SNOOZE
DART. Not only do you get
230 points for this but you
can’t get past bHrog in the
second section without it.
If you forget to get this
and you make it into the
second section you can’t go
back and get it. Also, the
secret transporter is around
in this area but I'm not
telling where it is or how
to reach it. (The author
didn"t want to and I don™t
want to give away tha
secret.)

The second section is
where Grog hangs out. You
have to really watch it in
this section. There are alot
of pits to fall 1n, and as
you knew the only way out is
to slam poor littie
Woodstock into the wall and
start again at the top of
this section. If you have to
do this, trvy to remember

SPIRIT OF 99

your mistake and don't
duplicate it. Again, don’t
forget to check your energy
and keep it up with all the
Ham hocks and Perrier you
can ftind. The food supply
gets harder to find the
farther you go down.

When you finally come
tace to face with Grog you
should stand there in front
af his nose and Woodstock
will stick him with the
SNOOZE DART. If you don™t
have this and you try to go
by him while he ie awake he
will squash Woodstock like a
bug and the game ends. I¥
you stick him with the dart
vyou can then proceed safely
under his feet and advance
tno the third or bottom
section.

Remember, get all the
energy you can built up in

this section. Food is sparse

in the bottom section and
you use up alot of energy
flying from platform to
platform,

Atter you get through the
second section and enter the
third or bottom section the
fun really begins. You do
alot more flying in this
section. Food is sparse so
hopefully you built up alot
of enerqgy. Penelope is
locked away hehind five
locks. As you know,
Woadstock can only carry one
key at a time. You have to
have him find a key, then
travel to the top and over
to one of the locked doors
and unltock it., Then vou lose
the key and you must go back
and repeat this process. Now
you know why he must have
alot of energy saved up.

Once you rescue Penelope vou
get S000 points for each
level you advanced and
additional points for each
life Woodstack has left.
Then you get to do all this
again.

Ancther thing to remember
as you pick up GOLD BEATLES,
MING VASES, and even MAGIC
KEYS, you not only gain
paints but you lose 20
energy units per piece. This
can help your score but hurt
you when you reach the
bottom of the maze.

This game is very
challenging, and very
addictive. Once you play
this game a few times and
develop a pattern you should
be able to play this till
vour eves fall out. By the
way, so0 far my consocle and
rave keybord haven’t burned
out playing this game. 1
think Ray just had a bad
day. So if you can possibly
aftford it, sent five bucks
to Ray Karmer, 13223 Azeores
Ave., Sylmar CA, 71342 so he
can buy a new console.
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A CHILD'S FIRST ILOOK AT MULTIPLICATION
by Tony Falco
"Dad, today 1 heard somezone talk about three times four.
What does that mean?”
"Get that jar of pennies in your room and I*11 try to show
Three times four means three fours. Make a row of Four
Now two more rows like that one. That’s four plus four
plus four or twelve. You can see that it is also four rows of
three =ach. Four times three is the same as three times four.
Hey, we could do this on the computer."

The program listed below grew out of a conversation much like
the one above. I strongly believe that understanding numerical
concepts at all levels is aided by, or maybe even only possible
with, & physical or mental picture that gives the learner a
comfortable and familiar feeling. With this in mind, I try to
help my child build a conceptual basis for ideas that tend to
become rote with time. With a program that is conceptually sound,
the computer’s infinite patience provides an ideal means for
acquiring insight into basic numerical concepts.

To use the program you pick the highest factor the child is
to work with. For sxample, for products up to 6Xé or 3I& pick b.
The program randomly picks problems and displays the problem with
an array of asterisks to show the factors to be multiplied. The
user types an answer. If wrong he tries again until correct. The
format in which the array appears on the screen encourages the
child to try repeated additions or, as a last resort, counting.
Te end the program enter <@> instead of an answer. The
interaction between computer and learner is reinforced with
speech. I +feel this makes a program more friendly and familiar.
The TI-99/4A has been, and continues to be, the only machine for
inexpensive, high quality and easy to use speech.

yOu .
pennies.,

10 FOR 8=1 TOD 14 :: CALL COL
OR(5,2,12):s NEXT S

20 CALL SCREEN(12)rs CALL CO
LOR{2,2,1&):5: CAlLL CLEAR

IO INPUT " HIGHEST FACTOR=)>
!l;H

40 RANDOMIZE :: CALL CLEAR
50 A=INT(HXRND)+1 g: B=INT(H
ERND)+1

&0 IF AXB>HEH THEN 50

70 P=STRS (A) "% "&BTR$ (B) & =
" 3: DISPLAY AT(S,12)iF$

BO S%=RPT#("%",B)

90 FOR T=1 TO A

100 DISPLAY AT(T+7,14-LEN(5%
Y/2):8% 351 NEXT T

110 K=12-LEN(SS) /2+ (A>F)

120 DISPLAY AT(B+INT(A/2) ,K)
SIZE(-2)1STRE(A)

130 DISPLAY AT(9+AR,13):B

140 ACCEPT AT(S,12+LEMN(FP%))B
EEF: ANSS

150 IF ANS%="G" OR ANS$='g"

THEN 180

150 IF VAL (ANS$)=A%E THEN R=
R+1 : CALL SAY("GOOD*):: GO
TO 40

170 CALL SAY("SORRY TRY ABAI
N")ss Wel+l 33 GOTO 140

180 CALL CLEAR 3: PRINT s3::
£322 PCT=INT(100XR/ (R+W}+.5)

190 PRINT " ";W+R;"TRIED"
200 PRINT “ “3Rg"CORRECT"
210 PRINT " ";PCT;"%"

220 CALL SAY("G0OOD BYE™)
230 END



A SHORT HISTORY OF M.U.N.C.H.

"In the Beginning..."

Our group started through the efforts of John Deery of the Video
Cennection, at the time, the primary outlet for T.I. hardware and
software. The first organizational meeting was held in May 1982 and in
attendance were: John, Peter Blackford, Mike Porter, Steve Spector,
Howard Drake and myself. We continued to meet during the summer to plan
what the group would be, how it would work and what we wanted to
accomplish. Craig Lippman, Ken Quan and Eric Drewery also got involved
and by the end of the summer we had a name, a constitution and an outline
of what we wanted to do. We were now ready for our first meeting.

On September 21, 1982; at the Worcester Public Library, we held our
first meeting. There were 32 peopie in attendance. The first order of
business was the selection of interim officers, who were: Howard Drake,
President; Craig Lippman, Vice-President; Jim Cox, Treasurer and John
Deexry, Secretary. Most of those present signed up for membership.

By our third meeting, with the help of Ren Nicheolas, we were meeting
at +the U. Mass. Medical Center in a large conference room. This was to be
our home for almost five years. We continued +to promote our group
throughout that winter and by the Spring of 1983 we had over 80 members.
In March we held the first M.U.N.C.H. Olympics, which consisted of kids
of all ages playing five different T.I. Games. There was a great turn out
for this event with prizes and certificates being given to the winners.
In April Ota Jirocutek was elected President and the group continued to

prosper.

At the end of our first year we had over 100 members, our newsletter
was circulated throughout the c¢ountry and we helped to make the T.I.
computer the #1 home computer in our area. Included in our membership
were people who would, and still do, make a lasting impression on the
T.I. community. Tony Falco and Howard Drake had articles published in
9%er Magazine, Tony continues to write short programs which are reprinted
in many user dJgroup newsletters. Bernie Miller and his friend Chris
Bobbitt, of Asguard fame, gave demos, conducted training sessions and
wrote for the newsletter. A gentleman started to attend meetings, ask
guestions, write articles and reviews for this newsletter and quickly
gained an understanding of this computer which continues to be a great
benefit to the T.I. community: Jack Sughrue had joined M.U.N.C.H.

Then Qctober 30, 1983 came and went.
WE ARE STILL HERE. {(to be continued)

by: Jim Cox



