





TISHUG NEWS DIGEST

REPORT

Firstly, I am happy to be able to tell you we have
successfully incorporated as from 22 September.
Our full name is TIsHUC (Australia) Limited, a public
company limited by guarantee. In the cowing weeks the
comnittee members and directors will have the task of
formally winding up the activities of TISHUG following
which final tax returns will be lodged., The company
will take over all the functions formerly provided to
you, The final cost to the club is likely to be about
$290.00 {very cheap), We could not have achieved this
without the support and assistance so generously given
Brian Graham. On behalf of all of you I extend thanks
to him.

wer Chris Buttner

Many of you are aware that Arto Heino has written an
excellent graphics/text program which is probably the
closest we will come to a Desk Top Publishing program
to the TI99/4A. T want to teil you what unfortumately
has happened to Arto and his progrem, To the best of
my knowledge, the root of the problem does not lie in
our own club but the events bear repeating, Picasso
Publishker is NOT a fairware program. Much of the work
was done at a time when Arta was unemployed. He sells
the program to quite understandably help his financial
situation. An interstate T User acquired a copy of
the pregram from sources unknown. He then sent = COpy
of the program te a fellow TI User in USA. You might
be tempted to say that sec far no great harm had been
done however the interstate user really took too much
upon himself and in sending the program stated that it
was freeware (shareware}. Arto hopes t¢ market his
program in the USA through a software publishing house

ang T hope for his sake that PICASSC rever got onto a

bylletin board over there, From what I've heard, such
things breed faster that rabbits (due no doubt to the
large number of boards, low charges, and nationwide
access). The point of this tale is quite simple. If
you send programs to others (local, interstate, over—
seas or wherever) make sure of your facts regarding
the pregram., If it is shareware/fairware gay so. If
you are unsure of its status, you probably shouldn't
esend it until you check further and finally, if it has
the circled "C" (copyright logs) on it anywhere at all
don't send it. So many of the ugeful programs we now
have for the computer were published by third parties,
If you follow these simple guidelines, you will not be
knowingly harming the interests of the author., After
all it is not very smart to bite the hand that feeds.

When your committee started out this year we had in
mind 2 number of projects which we believed would be a
major beaefit te¢ many of you. Much of the impetus for
these projects was sparked by your requests, Happily,
most of what was asked for has now been delivered. IF
there are still unrsatisfied demands, plesse tell us so
we can get the ball rolling., You can always wrike to
the Secretary, or speak to one of the committee either
at a regular monthy meeting or regional meeting.

A final plea: If you are writing to the club or one
of the office bearers, PLEASE use our NEW address; ( §
months 0ld) of P.0. Box 214, Redfern, 2015, This is
particularly important now that we are incorporated te
have all correspondence directed to the club go direct
to the Secretary, © - i

L s . -
‘Poor Arnold — what he needs is an expansion intetface for his brain!

'TIsHUG SOPTHWARE COMPETITION

,How would you like to win a great prize merely by
jputling your programsing skills to good use? You
would? Then read on because a great software
compatitien has been organised and there are some
‘really good prizes to be wan,

First, here are the rules:

'1. The sabmitted program can be in any language
capable of running on the TI9S/4A computer using
.common peripherals,

2. The completed progrem must be submitted on cassette
or disk and must contain operating instructions either
within the main program or as a separate program,

3. TIsHUG committee members, and their families, are
ineligible to eanter.

4. All programs submitted become the property of
TIsHUG,

5. Entries may be submitted either by post to the
Secretary or handed in at monthly meetings, Closing
date for entries will be the 6th February, 1088,

6. Winner{s} will be announced at the March 1988
meeting.

7. The judges decision will be £inal and no
correspondence will be entered into.

8. Entries will be accepted from nen TIsHUG members,
however such entries will not be eligible for any
prizes.

9. The submitted program must be the original work of
the suthor or joint asuthors as family participation in
the competition is encouraged.

16, The TIsHUG committes, reserve the right not to
present the major prize if entries submitted fail to
meet sn adjudged adequate standard.

THE PREZES

The overall winning anthor will be awarded a $200
voucher which can be used to purchase any goods then
avallable from the TIsHUG shop. Other minor awards, of
$20 TIsHUG Shop vouchers, will be presented as
encouragerent to other authors whose programs are

‘ad judged to have sufficient merit.

WHY RUN A SOFTWARE COMPEITTION?

Your Committee feels that TIsHUG must stimulate
interest in programming. For years we have ran
software competitions and some excellent material has
been submitted and distributed to the membership. But
the pofint now is that, apart from a handful of active
authors, the local supply is drying up, and of course,
you do not need me to tell you, that without software,
there is zero you can do with your TI.

What this boils down to is that we are relying, in the
main, on the generosity of overseas groups to supply
us with new software, with precious little to give
them in return. Sconer or later they will say, enough
is enough, as no doubt you and T would, if it was all
one way traffic,

Hence this competiticn. Hopefully a new base of
software will be established which we will be proud te
exchange with our friends around this country and
averseas.

{50 go to it. You have several menths to complete your
program, and who knows, maybe win the big prize.
°
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MEETING 7/11/87 - FULL DAY

The November weeting, a full day tutorial workshop,
wigh lunch available, will be held in the main
Woodatock Building.

Reservations have been made for the ground floor Ball
Room and Group Room 1 {oppesite the tes room) from Gam
to Spm.

Like all full day events in the past, this promises to '

be a fun day, where many things will be explained and
the latest bits and pieces demonstrated, so be there
if you can.

For those whom havea't attended a workshop at
Woodstock previously, the surrcunding grounds are very
attractive with spacious grass greas and playground
equipment for the children and it is only a short walk
from Burwood railway statiom,

Given a fine day I am sure that this will be the
highlight of events this year

MORE RUMORS FROM THE STATES

A programmer on the Fastern Coast is talking about
coming out with a flight sumulator program.

Millers Graphics has supposedy brought out a new
Extended Basic. My "spy" is attempting to obtain
further infermation.

44-DDS software now received and by all reports very
good,

5till no luck im running the TI-IBM connection due to
a non IBM formatted disk being available at the
meeting. Mere on this shortly.

A few extracts received from the ROM newsletter
(Orange County UG) suggest this is a very good
magazine. I have written to ROM to start an exchange
Program.

A hearty big TIsHUG welcome te the following 2 new
members who joined us during the past month,

J P Brooks — Croydon Park
Jason Scott - Peakhurst

I hope your stay with the group is rewarding and that
you can both attend meetings on a regular basis to gain
maximum benefit from your T1's.

During the past month 16 local and overseas group
wagazines have been received and added to the
publicaticons library. If you are not yet a member of
the library, then T recommend you join as there is some
excellent reading in the magazines as well as a2 host of
entertaining games and useful routines for you to type
in and enjoy. Remember it is only $5 to join the
publications library.

Now some news and requests from correspondence recemtly
received,

Barrie Stevenson of Fastwood asks if it would be
possible to compile a list of tape recorders that
members have found to be compatable with the 11,
Barrie's problem is that his National RQ3095 has packed
it in and it would be uneccnomical to repair. He
doesn't want to spend about $50 on a new machine to
find it wont work with his TI, I would like to hear
from members on this issue so that the Iist, as
suggested by Barrie can be compiled, For a start I have
used & National RQ2309 with very few problems for a
number of years, but I believe that this model is no
leonger made or available.

Eric Whelan of Heglesville asks does Console Writer
worle from a console, TV, XB, tape recorder set up. Eric
the answer to this one is yes, Console Writer comes on
a module and is a stand alone word processor. XB is not
required to use it. Eric also asks if the TISHUG Shop
would impert for him Wordwriter, a new cartridge based
word processor recently advertised in Micropendium, The
answer to this one, Bric is no unless & nomber of
members also requested this software, It would be
un—gcoaomical to dmport only one copy. This of course
does not stop you importing it yourself, hut remember
to add about 50% to the price quoted in US dollars to
arrive at the iikely cost in Australian dollars,

Mark Beck of Creative Filing Systen fame writes to
advise that Version 7.0 is now available and that he is
working towards Version 8.0. Anyone with ldeas or
suggestions on how CFS may be improved is welcome to
write to Mark at 8 Forrestridge Circle, Valdosta, GA,
31602 USA. I will be writing to him shortly to obtain a
copy of Version 7.0,

Any ham radio addicts may be interested in this bit of
news from John Johnson of the San Diego TI User Group.
John saye that a member in his group, John Movta
operates a ham rig in conjunction with his TI, His call
letters are KF6SE and he operates on the 20 meter band
around 14.075 to 14.100. So if your inte ham radio txy
and contact John and get the latest info on the TT
scene quickly.

A US based "mole" sends the following bits of
information,

Fortrar, offered by Tenex, appears to be quite
acceptable,

Turbe Pascal, recently advertised in Micropendium has
not yet been seen, S0 0o commenks,

A number of pecple have bought the Myarc 9640 but so
far no MDOS pecessary to get it to run. All are looking
forvard to getting their Myarcs to fly.

Any one buying a copy of Not Polyoptics flight
simulator are warned that it operates in real time so
at times it is aboul as interesting as watching paint
dry. The dogfighting, hailloon bashing and hangar
bombing can be resl fun though. An excellent manual is
provided, (Has any member yet seen this?)

Asgard Seftware are releasing a new game patterned
after Dungeons and Dragons, titled Legend. Neot yet seen
50 no comment.

Well, that's all to report for this month. Remember if
you have a piece of news or a query, thep pass it on
for publication. ©

Hardware News

IMPORTANT EVENT AT NEXT GEN. MEETING

The new PEB card, another WORLD FIRST for the land of
0Z, will make its debut at this coming TISHUG Meeting.
This is the first true multi-function PE box card
offering no less than 4 functions. There im the very
advanced AT Disk contreller with extra call commands,
32K Memory expension, a PIO printer port, and Ewo
RS232 ports, the latter is also greatly enhanced with
19200 Baud, YIATEL, 1200/75 Baud, 50 baud RTTY, and
MIDI speed interface, all available from console
BASIC, This hos been made possible by using the latest
technology advances and & 256K EPROM for the DSR,

Also each of the 4 main functions are independent and
the board will be offered in partly built-up form if
needed. A more detailed report will be offered in the
next TND so watch out for it.
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TECHO TIME

ww JoRn Paine

As some members may have noticed, I was unable ko
contribute any articles to the last edition of the NREWS
DIGEST last month. This was because of a Catastrophic
failure of my TL System, The cause of this failure
could in turn lead to a 2000 word explaimation on tt's
own. Suffice to say, I was repairing a faulty RAM DISK
and was using an extender board in the PE Box and in a
rare fit of madness, I accidently fed a 12 Volt DC
signal into the inputs of the addresa buffer chips. Not
content with destroying the buffers on the Ram Disic,
this volitage decided to make an excursion down the PE
Box bus and systematically destroy every buffer chip
and any other chip it could find on the way.

The grand total came to 15 buffer chips, 5 PAL
chips and one Disk Controller chip, I was able to
source the RS5232 and 32k PAL's from TI, in Sydney, but
had to ring CorComp and order the PAL chips for the
Disk Coantrolier from the US. CorComp, and especially
their President, responded magnificently and despatched
the necessary chips poste haste. Unfertunately all
Corlomp's good work and excellent service was negated
by lousy postal service between the US and Australia
Post, The chips were sent airmail and took some 9
week's to arrive, Verification of the post mark was
sufficient to indicate that CorComp did their part with
the utmost speed.

I have have noticed ir a number of journals that
CerComp have been accused of being unresponsive to user
problems and being generally unsupportive, I must state
that the level of suppert and help from CorComp on the
twe occasions that I have had to call them has bsen
nothing short of superb. T wish I could say that about
other Hardware suppliers I have had the occassion to
contact.,

Now lets get down to something a little more on
the technical side,

A number of wembers and others have purchased the
MINI PE SYSTEM, whichk in MOST cases will run directly
from the Expansion Port and use the internal Consolie
Power supply., The T1 internal supply will definately
cope with this extra lead if the following upgrade is
made. The upgrade consists of replacing the four IN4DOL
diodes with diedes of a higher curreat rating., If your
Console is supplying power to an internal 32K Memory
Expansion as well as a MINL SYSTEM, then the 1N4001
diodes will bhecome quite distressed, The 1N4D01-4
diodes are specified as 1 amp diodes at an ambient
temperature of 25 degrees C, I have yet to see any
piece of electronic equipment run at this temperature
and the TI Conscle is no exception. Temperatures in and
around the power board of the console can be as high as
65-73 degrees. {about the temperature of a goed cup of
coffes). At this sort of temperature, the diodes have
to be derated and can only deliver about 800-700 mA.

The Console itself, requires about 1 Amp to run
and the MINI PE SYSTEM when fully configured needs an
extra 300-400 mA. What we then have is a recipe for
disaster in the long term,

The 1N4001 diodes can be replaced with a number of
various types with the 1N5401-4 series being the most
commonly available. The existing dicdes can be easily
cut from the power board and the new diodes soldered
directly onto the pads on the PC board, The enly major
requirement is to ensure that the new dicdes are
soldered in with the same polarity as the old diodes
Just removed.

This modification is only necessary if your
console has 3 or 4 pins on the power coanector at the
rear of the console. If your Console only has two pins,
then you have a later power board which will have a 5
Amp Bridge rectifier instead of discrete diodes.

When you remove the power board you will see 5
diodes (little black things) adjacent to the power
swilch, The only diedes that need to be replaced are
CRl, €A%, CR3 and CR4. CR5 is only used Lo pencraie the
~5 Yolt power for the console and speech synthesizer if
fitted. The 32k memory and/or the MINT SYSTEM do not
use this voltage and the current capacity is morc than
enough,

Cne note of caution, however., The INS40l1-4 series
of diodes are a lot thicker than the existing diodes
therefore it may be necessary to stagger the heights of
the dicdes above the board.

. The last article submitted o the magazine
indicated that a number of modules would be released as
kits for home construction. The first module was Lo be
a Viatel terminal emulator for those members who stili
were using an uncxpanded console with some form of
standalone R3232 box. Since then,

a number of other modules have been developed for the
censole only members and as of the time of publicalion
of this magazine, a conscle based word processor which
can save it's documents to both cassette, printer and
disk will be available from the SHOP, The necessary
parts have been ordered and are available now. The
initisl modules ordered will be supplied as Fully builc
up units at no extra cost, unless specifically ordered
as & kit.

The follewing ist iandicates the availability of
the various developments and any special requirements
that would be needed to run them.

1) Viatel 1. ileeds RS232/1

2) Viarel 2. Needs RS5232/2

3) CART-Writer . Needs cassette minimum.

4) Diagnostics (Special Purpose Module for
testing expansion peripherals}

The boards that will be used are through hole plated
and can be used for custom modules or baclups of
existing modules for club members. Backups will oaly be
supplied to members who produce their original modules
to me. I will not copy modules for any other purpose.

The cost of our locally developed modules will be
around $20-§25 and backups of your modules will be
around the same price. Pleass contact the shop for the
correct pricing structure.

R&M DISK TTP

For those members who have Horizon or our local TI
Solid State Bisk Drives and are running the John
Johnson Menu program V6.0 or later, here is 2 small tip
that will allow you to run extended basic programs that
are in Int/Var 254 format. The menv loader only
recognises XB programs in progrem image format. To load
I/V format simply write a one line XB loader and load
onto ramdisk. Use the Menu loed option to load your new
loader instead. The following example may be of
assistance.

FRED .....I/V 254 (will not loag)

100 RUN “DSK* ,FRED !where ¥ represents RD Drive #
Save this file as LOADFRED on to the ramdisk and
then use the inbuiit loader to select and runm

"LOADFRED",

LOADFRED will exscute and immediately load and run

"FRED™.

The same principle can be used toe load and run
Dis/Fix BO file eg.

100 CALL INIT :: CALL LOAD{"DSK*,FILENAME")

110 CALL LINK("STARTNAME™)

Save this loader as LOADPROG and then use Menu
Loader to execute.

November 1987, Page 4 )

§
!
|
!




This month locked like being a very lean time for
the shop until two of the keenest members came te my
| rescue with some good ideas. The first was Arto Heino
with an updated versiocn of his Picasso Publisher
{version 2.0) plus a couple of disks full of
enhancements for his programme.

Bring or send your old original copy of Picasso
to the shop for a replacement copy.

The first of these disks from Arte is nearly full
of great graphic pictures and math generated contour
displays, wheresas the second disk contains 536 sector
of large character sets. Bolh these disks will be on
sale as c¢lud software along with the usual software
gupplid by Terry Phillips.

The secoad was our old friend John Paine with a
list of modules the club will be making very soen.
The first modules will be i-

(a) VIATEL-1 {for serial port 1)

(L) VIATEL-2 {for serial port 2)

(c) CART WRITER, {similar to Conscle writer)
(d) DIAGHOSTICS (will test your TI gear)

(o) EDITOR ASSEMBLER module

The cost of these modules will be sbout $25.00 each
If you are interested in any of these wodules please
place your order early as they will mainly be made to
order,

RAM DISK CARD PARTS :--

(a) 5266L-15 RAM CHIPS {13)eeviecnnssas5 7150
{h) (24)............5132 00
{c) 256K Ram expansion kit .eseesceesaad 47,00
(d) Batteries AAA in stick form........5 14.00

PRINTER BUFFER PARTS -

{a) P-BUFF PCB,EPROH,CRYSTAL,8255,,....5 51.00
{b) 41256 memory chips (8 req’d.)..,...$ 40,00
{¢) Computer sharer board & comp.......5 15,00
(d) Priater sharer board & comp........$ 18.00
{e) Plastic box (D/S 2508) small.......§ 9.00
(£) " " (D/S 2505) large..sess.§ 9.50
(8) 9 volt Cransformereeevereenrearerasd 6,50

NOW THE STANDARD ITEIS:-

{a} New DS/DD 5 174" Disks (boX)eeeaeea§ 15.00
{b) Spike ProLECLOTS.iesencrrasesserssad 20,00
{c} T.I, Joystick handles...ieveeensaed .30

(d) Peter Schubert's mini-expansion unit
DS/DD Uisk controller card..e......5190.00
tini-PL mother board {with one of either-
32K mem i3 PIO :: RS232 port)......$ 85,00
Uxtra options on mother beard
32K MERIOTY . v erannvnerananaresnely SO00
PIO prinlel porte.sssseseraerersesad 50,00
H5232 porlecusnvarennaan
Finished painted box for vini PE...$ 35.00

SECOND HAND ITEMS :-
{a) Grom PortS.esesees
{b) Ivory Console {ases...

eerevased 12,00
sesreaend 2,00

BOCKS ¢
(a) Back issues of SNDussesreenscnnreaed 1.00
()} Technigal manual.... enseseaneed 15,00
(c) TIwwriter manual,...veverees ceeed 1500
(d) Editor Assembler manual,...........$ 28.00
{e) TI LOGO Curriculum guide...veeee..,$ 10,00
(£} TE 3 ring binderS.vssisvnisseneeeesd 4,00
(g) MAcropendiums.ssersersrvrnesesnnnnsd 3,00
1984~June to Uec,/1987-Jan.to Aug.

SOFTWARE 1~
{a) Club Software TapeS.c.eocrsrsresaesd 3.00
(b} Club Software DiskS..eveeeeveensesn.§ 5.00
{c) Picasso Publisher V2.0 (Arto Heino}§ 20,00

POSTAGE ;=
Flease NOTE that with all mail orders YOU have to
pay postage and packaging,

If you are phoning the SHOP please note that I am NOT
normally available before 7pm week days. (02)630 5847

FOR SALE

Expansion BoXesseverssvennrsensnnes
RS232 Tulausvivuverncnnvossnnsnnes
32K Memory.isreiaraavossorecnsnanns
Disk Controller Vebevesaavaney
Interface Card.siavirssrvinnersnans
2 Half Height Disk Drives DSDD.....
Speech Synthesizer.sessiisvirennerses
Key Board Pre 1983, Grefiveveveces
Cartridge Expander - Naverona......

Applications:-

Hulbiplan.sesereconanronnsnaasnnans
TI-Writer + Spell Checker...euvesses
Editor/Assembler. issciersssanannns

Hodulas:—

Bxtended BasiC.icecrsoresvsansnsasas
0
Touch Typing Tator.icoeeivvrniennse
Hini Memory.svesveeeenseannnovasans
Plato Interpretor + 9 Diske,Elect,

tiag.,0ptics.ete,

A o $=1 70 X of - 1A
Perszonal Record Keeping..esveveasns
Video GraphicSeeseveversoracrsnuans
Disk Manager l.ieivesvasrssscavsanns
Disit HanageT Ziouieioieoavnverannesy
HURCh Malesessssesvasasnnnarnarnnss
Tombstone City.e.... Wresrnrrane
line by Line Assembler Tape.......
Electrical Engineering Library Disk
Graphing Package DisKisvuvsiwavaven
Data Base 99 Diskisvsserrnvserarnves
TE Forth Disk.esssssnvrsvrnsvrsunene
Dt 1000 Diskessssiesnnsncennanans

ALL OF THE ABOVE COME WITH APPROPIATE
MANUALS,CADLES, etc.

Books:—

Intro. to Assembly Lang, for T1.
- MHolesworth.R.
Programming Basic for T, ~ Pecham. H
36 TI Programmes - Turner. L.
101 TT Programming Tips & Tricks.
- Turner. L.
TI Graphics Programmes. - Turner. L.

ALL THE ABOVE PRICES ARE NEGOTIABLE
WITH IAN J, SMITH

4, BUCKTHGHAM STREET,KINGAROY. Q&610.
Tele. 071 623075.
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SOFTWARE COLUMY

NOVEMBER 1987

Elswhere in this issue you will read about the exciting
goftware competition to be conducted with a fabulous
first prize of $200 worth of shop stock, plus other
minor awards, Now is the time to start on your entries,
and remember they must be handed in by no later thaa
the Pebruary, 1988 meeting date,

During the past wmonth there has been no new software
received, and this coupled with the fact that I will be
on holidays commencing late September means that there
will only be one disk and one tape released at the
October meeting. But the disk and tape are good ones
and I would be remiss if T did not thank George Meldrum
for the work he has done in coverting some Memory lmage
files to run out of XB., T won't tell you what the
contents are, mainly because I have not yet decided,
ber I am gure you will be impressed. As a plus on the
disk version is a working copy of a program, Inverse
Video Simuletion, that appeared in the June issue of
Micropendium. This is a real good load program, very
different and works effectively.

Both disk and tape 1987/10 will required memory
expansion.

Hopefully, in the next weeks some software will be
received to enable a bigger issue at both the November
and December meetings. I already have one in line for
December with some excellent Christmas type music.

LATE NEWS: Just received a batch of disk from Jim
Peterson with no time to look at before the publization
deadline, Watch for more news on these in the next
issue.

The above was last months offering which unfortunately
arrived too late to meet the Editors deadlina for
publication,

By now, most, or those who at least got hold of the
disk/tape, 1987/10 will kaow what was oa it. For
those who didn't these were the programs. As mentioned
above all require XB and 32K expansion,

ANTEATER -~ a fun sort of game of the burrowing/find
food type and wetch out for the quick witted
anteaters.

BLACKHOLE - a two player game where the object is to
either blast your opponent or manouver him/her into
the black hole, from which of course there iz no
escape,

CAT & MOYSE - the mouse {you) runs around the screen
eating pieces of cheese that pop up here and there.
The object of the game is to eat the cheese and avoid
a couple of nasty cats thet chase you around the
screen, Fasy at [irst but after a while look out.

CROSSFIRE ~ not a game that I am particularly fond of
but no doubt many will be. The idea is to shoot
various monsters or whatever they are as they run
around the lanes. I always found it a bit slow in
response to the joystick hence it would never go into
my top 10,

GUARDIAN - a two player space shooting game with fast
flowing graphics and good backgroumd scenarics, Again
it starts out fairly easy but as the game progreases
it becomeg difficult to play.

MOON PATROL - a one or two player game of survival

while driving a patrol car omr the moon. There are some

quite difficalt screens in this game and because of i |
this it is one of my current favourites. :

TI RUNNER - an excellent strategy jumping game with
dozens of different screens to master. Definitely not
as easy as it looks as you will find out when you
play.

STARFORCE - a fairly boring geme of lining up the
enemy in your sights and blasting with your laser. I
am not very excited about-this game at all,

VIDED VEGAS — probably the best graphics available in
a poker machine game for the TI.. But after that what
can you say? Probably drive you to the club to play
the real thing. Boringl

Now this months offerings:
ON DISK:
DISK1987/11 - contents:

Financial assistance programs all designed to help you
with your loapns and mortgages plus a calories counter
and a data base to keep track of coupons, although
could be modified for just about anything. Titles are

AMORTTZATION 1, AMORTIZATION 2, ANALYSIS, ANE,

BREAKEVEN, BUYING A HOME, CALORIES, CASHFLOW, COMPUND :
INFEREST, COUPON CATALOG, FINANCE, INVANALYST and !
LOAN. ‘

ot 5 A e T

DISK1$87/11A - contents:

Creat music, 12TH STREET RAG, BATTLING BYTES and
HARRIGAN {a sing-a-long), some more home ase
utilities, NUIRITION CALCULATOR, PHONE CALL DATA BASE
and STATISTICS plus twe educational programs, one from
the walk the plank series - similar to hangman -
AMERICAN PRESIDENTS and a very well done prograe on
guessing nationail flags.

DISK1987/11B - contents:

Video labeller program which is designed to enable you
to print out adhesive labels to stick on the sides of
your videos 5o you can see at 8 glance the contents.

A very well done program which is set up for various
printer control codes. Instructions are included on
the disk,

DISK1987/11C — conteats:

You probably have heard of Lotus 123, well this disk
containg TI 123, and on the disk you will find a
wordprocessor, 2 spreadsheets — one for 16K the other
for 32K - and a graphics program, There are no
instructions on the disk but it shouldn't be too hard
te work out how to drive the programs.

Most of the programs on DISE87/11 and 11A came via Jim
Petergon. Thanks Jim for the cpportunity to pass on
the software to our members. You may think it strange
I am thanking Jim in this cclumn, however Jim is on
our meiling List and receives this magazine., A5 a
matter of fact in his last letter he enquired if
anyone was interested in light pen software as he has
some available., I told Jim that no members as far as I
was aware have a light pen but to send some software
anyway as it might stimulate some interest in the
building of light pens,

ON TAPE:

Ropefuliy the majority of programs on DISK1987/11 and
114 will be on tape and available at the November
meeting. ¥ say hopefully, because correntiy I am right
out of blank tapes and am awaiting a further sapply
from our supplier. If they arrive in time for me to do
the tapes then they will be on sale if not then they
will be avaiisble at the December meeting. )

November 1987, Page 6 )
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THE CO

Special Interest Group for Users
of ¢he TEIPAC Bulletin Board Service,
by Ross Mudie, SYSOP, 10th October 1987.

1. USER SURVEY,

In September a survey was placed on the BBS for
members to assist with the planning of material to be
proevided on the BBS. Of the 64 active users a total of
25 replied by Sth October 1987.

Here are the results of the survey:

a} 32K memory, 25 out of 25 indicated that they have
a 32K memory expansion.

b) Satisfaction with downloadable programs.

22 indicated satisfaction, one said he
was fairly satisfied.
Members would like:
(i) New 32K assembly programs
{ii) More educational programs
(1ii} Language emclators.
{iv) More assembly utilities.
{v} Multiplan and Finance.

¢) Users with disk drive.

21 out of 25 have disk drive, The BBS
will continue to support non disk
users who are obviously dependant on
TEIT for their terminal operating
system.

d) Satisfaction with text files.

22 indicated satisfaction, l was fairly
satisfied.
Members would like:
(i) More tutorials, including prog-
ramming techniques,
(ii) More FORTH.
{i31) More on Geneve and other club
news, local & overseas.
{(iv) The ability to upload memory
image format progranms,
(v) A& games room.
(vi} MUDIE disks on BBS.
(vii) A NEWS_INFO file simular to the
PROG_INFO file.

I wish to thank those members who took the time to
reply to the simple survey as with this guide from a
small percentage of the BBS membership I will ery to
provide the type of service that the users want.

BBS members are asking for new software and tutorial
material. Clearly I personally am not in a position to
do the job of providing all the "new" material single
handedly so it is over to the membership. Your
individual progremming skills are needed to keep your
orphaned computer alive, I will be doing my bit in
maintaining and improving the BBS, will you be doing
your bit by providing some new programs, {which can be
entered in the Software Competition), and writing some
tutorial material??

The task of sorting through availahle material each
month is very time consuming. The task is not unlike
that of an editor with the end goal of providing an
interesting mix of material, hopefully something Ffor
everyone, There simply are not eavugh hours to re—type
material from overseas pubiications as well., My sincere
thanks te the major contributors of material for the
BBS namely George Meldrum, John Paine, Terry Phillips,
Cyrii Bohlsen, Robert Montgomery, Chris Buttner, Shane
Ferrett & Shane Andersen. Regular or guest contributors
are welcome,

RICATORS

Anyone willing to type up material From overseas news
letters should contact SYSOP. If necessary I can post
photocopies of suitable articles to willing typists who
¢an then send the resultant file back on the BBS as
electronic mail.

2, SENDING MAIL ON THE BBS.

The current mail facility on the EBS provides for
mail sent manually from the user's terminal. The majl
system steres the mail on 2 line by line basis to the
mail disk of the BBS. ALl the mail for an individual
user is placed in a common file for that user by a file
opened in the APPEND mode. This architecture limits
the ability to provide reply prompting or sepder delet-
ion facilities, The mail system also limits the file
transfer technique to use of the SENDMAIL series of
programs.

I am keen to see other "more convenient' methods of
file transfer provided in the BBS as time permits, When
this occurs the "Discusgion Rooms™ will alse become
available for general use,

3, COMMITTEE MEMBERS' FILES IN THE NEWS MENU.

The following TIsHUG committee members can now place
their own files directly in the NEWS menu of the 8BS
without any need for SYSOP dintervention., They are
EDITOR, CO-ORD, SHOP, TECHOTIME and SECRETARY., These
files will carry in the first line details of when the
EFile was uploaded., I recommend that users look at each
of these files when on the system as these files may be
updated at any time, not just with the monthly file up-
date. If you f£ind that you have seen the file then
just press E once to Escape the listing.

This featuve is provided to give greater freedom to
comnittee members for "up te the minute communications"
to the members, remembering that a third of the TIsHUG
membership have BBS access.

4. SENDING ARTICLES FOR THE THD.

One very easy way to submit an article for the TND
igs to send it to the username EDITOR on the BBS. The
deadline for articles for each issue 1is the Saturday
following the TIsHUG meeting, This avoids disappoint-
ment of an article not making it due to postal delays.
If you reformat the file te 53 columns & provide right
justification before tramsmission it will make the
Editer's job a lot easier,

5. HARDWARE FAULTS.

The BBS suffers an occasional failure due to hardware
faules which usually manage t¢ render it inoperative
until repairs can be made. In September the failure of
an IC in the modem caused an eveaing of unavailibility
whilst, during the Octeber long weekend, a faulty ceble
connector on the rear of the disk contreller card took
the BBS out of service for 21 hours. {1 had to make a
special trip back to the BES on the Monday morning of
the long weekend to carry out the repair).

At present if the BBS program fails then ususlly the
moder will stiil answer the call, hut there is no res-
ponse from the computer. A hardware “Watchdog" has
been designed which will prevent the modem from answer—
ing if the BRS has failed. I hope to instal the watch-
dog during November as available time permits.

6. BBES ACCESS,
The BB is open to wembers only and there is no

“public’ access to the BBS. The system is on line seven
days per week, 24 hours per day. Continted on P20
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LIMNKING EXT'D BRSIC-ASSEMBLY

WITH ROSS MUDIE.

CONTROLLING SIMPLE DEVICES WITH THE TI99/4A JQYSTICK.
By Ross Mudie of TIsHUG, 25th September 1987.

A member of the BBS has asked if it is possible to
control a simple robotic arm with the Joystick of the
TI99/4A via the Cassette Motor control lines, The
program which I developed runs in the Interrupt Service
Routine ir assembly under extended basic. This weans
that you can use the routine whilst another extended
basic program is running or in the immediate mode,

The program uses both cassette motor contreols, which
are provided on the black consoles. On the beige
conseles the printed circuit tracks exist, but the
critical seven components were omitted by TI as a cost
cutting measure in the later stages of production.
These components are possibly easiest obtsined from a
junk TIO9/4A mother board, Refer to the technical
manual for the PCB overlay and sheet 3 of the schematic
console diagram for details of physical compenent
placement.

Remove components from the old mother board and place
them in the appropiate positions in the mother board of
of the computer which is being upgraded to provide two
motor coatrols,

0Glé mother Upgraded Type Component
board Mother beard

Q401 Q403 TIS92 Transistor
Q402 Q404 TIS92 Transistor
R4S R&16 220 ohm Resistor
401 1402 TIL11G Optocoupler
C403 C405 JO01eF Capacitor
Ch04 G406 L001uF Capacitor
LAOG LAGL Ferrite Choke

Many of the consoles were provided with cassette
cords with two cables which provide access to both
motor contrel circuwits. If & suitable cable is not
available then a 9 pin female D connector may be used
with connections to pins I - 2 for (81 .centrol and 6 -7
for €82 controi.

The extended basic program loads the assembly program
in object form from disk asd then links to place the
start address of the joystick scan routine in the User
Defined Interrupt Service Routine (ISR), Every 20
milliseconds the processor branches to the program in
the I5R, scens the joy stick & outputs to the Cassette
motor control lines them goes back to the main Program.
In addition a display is given of UP , LEFT or RIGHT
on the bottom right corner of the sereen. It iz
possible to delete the screen displey lines from the
source file if display is not required or to display
differently on anotker part of the screen.

The CS motor controls are: LEFT -~ (31, RIGHT - (S2,
UP - C31 and CS2. For any other Joystick position CS1
and 52 controls are off & the screen display is —-—- .

From here on users are on their own as far as the
hardware interface is conrceraed. If you are unable to
figure out how to provide a suitabie interface then ask
around your regiomal group for someone with the
nesessary expertise. To test the outputs from the
computer I suggest two circaits as shown on page 19 of
the October 1986 TND which shows how to connect a Light
Emitting Diede, resistor and battery,

The source file is included for those with Editor/
Azsembler whilst a version completely in extended basic
CALL 10ADs is provided for those who don't have the E/a
but want to play around with the program, I suggest

that after loading and running that you then load an
extended basic music program and be awazed as both run
together without affecring each other. Remember that
the assembly program requires a 32X memory expansion to
be connected to the computer,

For further reading on the methods used for keyboard
scan and control of the Cassette Motors refer to LINE-
IT #7 on pages 19-21 of the Uctober 1986 TND,

Just 2 word of caution, if you have the interrupt
program running, don't use CALL INIT else the computer
will lock up. If you want to execute CALL INIT then
you must use CALL LINK("STOP") first. The joystick
scan routine doesn't have to operate under an ISR, I
just used the ISR because it made the program very
versatile. To use the program as a directly linked
routine just include the entry point name INTRTN in the
DEF list.

Extended basic program.

160 1 SAVE DSK1.LOAD

110 CALL CLEAR

120 CALL INIT

130 CALL LOAD("DSKI.O™)

140 CALE LINK("JSC3™) -

150 DISPLAY AT(6,1):"TRY JOYSTICK 1: UP, LEFT & RIGHT
THEN FCTN CLEAR AND TRY IN IMMEDIATE MODE"™

160 DISPLAY AT(14,1):"If in immediate mode type": :"CAl
L LINK("ECHR${34)E"STOP"RCHR${24)8") before™: :"rerunni
ng lines 120 to 140"

170 1 here insert RUN "DSK1.NEXTPROG" to go to another
program with joystick coatrel routine still running

180 GOTD 180 .

ASSEMBLY SOURCE FILE.
IBT *JSCSMIR' File names: Source=S
Ob ject=0

DEF JSCS,5T0p Entry names

VMBYW  EQU »>2024 Video Multiple Byte Write

up DATA >80B5,>BO80, >8000 up
LEFT  DATA »ACA5,>A6B4,>8000  LEFT

Text moasages
with >60 added

RIGHT  DATA >B2A9,>A7A8,>B400 RIGHT  Ffor assenbly to B

BLANE DATA >8D8D,>8D8D,>800C - display under x/b
WS B33 32
*  CALL LINK(™JS¢S™)

Register Work Space
Tura ON Joystick control

JSC8 LI R1,INTRTN
MOV R1,@>83C4
RT

Address of interrupt program
Put entry point in User ISR

*  CALL LINK("STQP™) Turn OFF Joystick control

STOP  CLR @>83C4 Turn off Interrupt program
RT

INTRTN LWPI WS Load register work space
CLR R12 Set base value for CRU

SRZ 18 Set up CRU for Joystick I
SBO 19
SBG 20

™ 7 Test for UP
JEQ NEXT1 Jump if not UP
SBO 22 Turn CS1 ON
SBO 23 Tura C82 ON
LI  RIL,UP Text to display
JMP - NEXT3 Go and do it

Continued on P77
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Implanting Machine Code into BASIC Programs

by George Meldrum

This is to be a topic for the tutorial day. These
notes are meant to supplement the talk and hopefully
supply an adequate intreduction to the topic.

Te explain what we are trying to achieve imagine your
BASIC program is a suitcase. Next think of fitting a
false bottom to the case inside which you hide your
secret code. Open the case (LIST) and all leoks
normal. Carry the case (OLD and SAVE) and the false
bottom goes with it.

BASIC programs which have machine code programs
embeded behind them provide a quick and easy form for
the computer user, From a users view the advantages
are:

(1) Program loads and rups 1ike any other XB programn
(2) No special loaders are required

(3} Programs can be easily copied between tape / disk

The hardware required for this form of production
technique is : Conscle + Extended BASIC + 32F memory
then either a cassette recorder, or disk drive. The
software required is a Debugger type program such as
that supplied on the Edivor/Assembler disk. If you
do not have access to a Debugger program then you can
copy a slightly modified version available on the
tutorial day. A copy will also go to the software
library and probably make its way to the club shop,

So that no complications are introduced select a
single, Editor/Assembler option 5 file, for
implanting. Keep a nete pad handy to record the
values displayed while using the Debugger. If you
make an incorrect entry in the Debugger then type
fotr-x to terminate the command. Be careful to
include the "V" where indicated. HNow down to it ;=

(1) Load the Debugger program :
CALL INIT :: CALL LOAD(MDSK1.DEBUGX") —disk users
RUN "Cs1M ~-for cassette users

(2) Load the E/A opt 5 machine code file :
OLD DSK1.filename
OLD €81
After leading an ¥ I/0 BERROR 30 message must be
displayed.

Link to the Debugger prograa :
CALL LINK("DEBUG™")

Casselte users ignore this step.
Type @

.M 969 <enter)

0969 = kk <enter>

Cassette users ignore this step.

Type -

LH 966,kk <enter> (use the value kk from step &)
look for HisHZ=tttt

Disk users use the value tttt Ffrom step 5, and
calculate the value uuus as ttet + 5.

Type :

MoteeeV,uuueV  <enter> -disk users

M 960V,06EV <enter> -cassette users
Qutput :

0969 = 00 00 ee ee dd dd #%evdss

Find the length of code,
Type : .

.M eeee,& <enter)> (eecee from step 6)
look for Hl-HZ=nnan

(8) Caleculate where to put the code in high~memory.
Type
-i FFSC,nnan  <enter> (nnmn From step 7}
look for Hi-Hj=ssss

Cassette users ignore this step,

Work out where the code starts in vram,
Type :

H ottt 6 <enter> {tttt from step &)
look for Rl+HZ=ccce

Transfer code from vram buffer to high-memory.,
Use the value cece from step 9
value ssss from step 8
value nunn from step 7
Type :
N ececV,ssss,nnnn Centerd -disk users
N 096FV,ssss,annn  <enterd -cassette users

Calculate new last Free mddress in high-memory.
Type :

WH ssss,l

look for Hl-H2=aaan

Set BASIC's start and end of line number table
pointers,

Type :

.M 8330 <enter)

8330 = FFEV assa <{space bar>

8332 = FFE7 aasas <enter>

** Full system users see note at end of step 10,
Poke in Ehe following code { note that XYYX
displayed is an unknown and unimportant value ),
Type :
M OFFGC Center>
FP9C = XXXX 0ZEQ <space bard
FFOE = XXXX 3FC0O <space hard
FFAQ = XXXX 0200 <space bary
FFAZ = XXXX 03F0 <space bar>
FFA4 = XXXX 0201 <{space bar>
FFA6 = XXXX A0D0 <space bard
FFA8 = XXXX 0202 <space bard
FFAA = XXXX 0310 <space bard
FFAC = XXXX 0420 <space bar>
FFAE = XXXX 202C <space bary
FFBO = XXXX 0200 <space bar>
FFB2 = XXXX O8FO <space hard
FFB4 = XXXX 0420 <space bar>
FFB6 = XXXX 2024 <space bard>
FFB8 = XXXX 0200 <space bar>
FFBA = XXXX O30E <space bar>
FFBC = XXXX 0420 <apzce bar>
FFBE = XXXX 2030 <space bar>
FFCO = XXXX 0200 <space bard>
FFC2 = XXXX 0401 <space bar>
FFC4 = XXXX 0420 <apace bar>
FFC6 = XXXX 2030 <space bar>
FFCB = {XXX 0200 <space bar>
FFCA = XXXX O7F5 <space har>
FFCC = XXXX 0420 <space bar>
FPCE = XXXX 2030 <space bar>
FFDO = XXXK 0200 <space bar>
FFD2 = XXXX ssss <space bard>
(take value ssss from step 8)
FFD4 = X{8X 0201 <space bar>
FEDé = XXXX dddd <space bar>
(take value dddd from step 6}

FFDB = XXXX 0202 <space har>
FFDA = XXXX nnan <space bar>

{take vaiue noan from step 7)
XXX CC70 <space bard
XXXX 0642 <space bard
AXXX 16FD <space bar>
XXX 0460 <space bar>
XAXX dddd <space bard

(take value dddd from step 6)
FFEG = XXXX 0000 <enter>

EEIIEH!IIIIEHI(HIlRiilIiIilIillﬂl

L I | I | N I

FFDC
FFDE
FFEO
FFEZ
FFE4

nE e

Continued on P10
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(E) Exit the Debugger.
Type 3
A <enter>

(#) You are now back to BASIC. Type the following:
100 REM PROGRAM NAME
110 REM
120 CalL INIT
130 CALL LOAD(B196,63,248,"",16376,71,65,77,69,
32,32,255,156)
140 CALL LIRK("GAME"}

{10} You MUST remember to save the program now !

ype @
SAVE DSK1.filename
SAVE (SI1

You can now try RONning the program now. Not all
programs meant for the Editor/Aasembler environment
will work with Extended BASIC, You may edit the
BASIC program with the only restriction being that
you cannot RESEQUENCE (resequencing can effect the
embeded machine code).

** Full eystem users can, if they wish, gkip step D
and continue with steps E, F, and 10. They can
then create and sssemble the following code i

* Emulate EfA environment + code relocation

AQRG >FFIC = >FFEB - length of this file
VMBY  EQU  >2024
VMBR  EQU >»202C
VWIR  EQU 2030
START EQU >dddd enter load addr found in step &
LOAD  EQU >dddd enter load addr Found in step &
LER EQU >nnon enter lengrh calculated step 7
FROM EQU »>ssss enter location found in step 8
3

LWPT >3FCO my workspace

LI RO,>03F0

LI R1,>ADOD

LI R2,>0310

BLWP @VMBR read character definitions
LI  RG,>08F0

BLWP @GVMBW relocate to E/A position
LI RO,>G30E

BLWP @VWTR E/A default color table
LI  RO,20401

BLWP 8VWTR E/A default pattern table
LI  RO,>07F5

BLWP @VWTR BE/A default screen color

LI RO,FROM

LI R1,LOAD

LI  RZ,LEN
LOCP MOV #R04,*Rl+ relocate code
DECT R2
JNE  Loop

B @START execute program
DATA © .
END

This same source code can be used each time with the
only adjustment required being the four EQUate
directives at the start, Now reload the BASIC code
saved in step 10 and load the newly assembled code
above.

OLD DSX1.filename

CALL INIT

CALL LOAD{"DSK1.object_filename")

SAVE DSK1.filename

Now the code is embeded the program can be rum at
any time by: RUN"DSK1,filename”,

Debugs in de Print - by Shane Ferret

Correction to VDFUTIL3 utility
Micropendium, July 1987, page 36,

LINES SHOULD READ AS FOLLOWS
32300 CALL LOAD{9726,4,192,2
16,0,131,12&,2,224,131,224,4
+96,0,112):: CALL LOAD(8194,
39,4} ::SUBEND

NB. 9726 INSTEAD OF 3726

32320 FOR B=l TO 16 STEP 2
: C=ASC(SEG$(A$,B,1)):: D=AS
C{SEGH(A$,B41,1) )z Cm((C>57
JAF481C)¥16+ (D557 ) ¥7-484D

NB. the plus sign after 16 before bracket

32330 CALL LINX("POEEV", 767+
B%A+(B+1)/2,C):: BEXT B :: S
UBEND

NB, SUBEND ADDED

32340 5UB COLOR(A,B,C} 33 CA
LL LINK("POKEV",2065+4,(B-1)
*164C-1):: SUBEND

NB. REMOVAL OF SUBEND

ONCE THE PROGRAM IS OPERATIVE MODS CAN BE MADE SUCH AS

THE MULITPLE CALL LOAD STATEMENT CALL
LOAD(ADDR},Dl,D2,D3,D4,"",ADDRZ,DS.DE,D?) T0 SHORTEN
IT SLIGHTLY

AS A MATTER OF INTEREST FOLLOWING IS THE SOURCE FOR
THE CALL LOADS .

DEF POKEY

FAC  FQU >8344
NUMREF EQY  >200C
FMLLNK EQE  >2018
VMBY  EQU  >2024
PAD  EQU >8300°
GPLST EQU »837C
CPLWS EQU >83ED
NEXT BQU 0070
A0RG 9472 >2500
POKADD BSS .2
INFOBE BSS 16
TEMP1 DATA 100
POKEWS BSS 32
ARG 9636 >2544
# START OF PROGRAM
POKEV LWPI POKEWS GET OWN WORKSPACE
LIME O DISABLE INTERUPTS
* GET FIRST PARAMETER FROM BASIC
CLR RO
T R1,51
BLMP @NUMREF
BLWP @YMLLNE CONVERT TO INTEGER
DATA >12B8
MOV @FAC,EPOKADD  STORE AT COUNTER
AB  @PAD+18,RTEMPI4]
* GET REMAINING PARAMETERS FROM BASTC
LI R3,>2
MORINP CLR RQ
MOY R3,RL
BLYP @NUMREF
BLWP @Q4LLNE
DATA >12B8
Piiggl! ggAml,@POKADn(Rs) STORE IN BUFFER

c R3,@TEMP1 LAST PARAMETER?

JNE  MORINP NO LOOP POR ANOTHER
MOV 8POKADD,RO GET POXE ADDR IN VDP
LT  R1,INFOBF POIRT TO INFO TO POKE

MOV R3,R2 GET INFO BYTE COUNT

AL R2,-2 ADJUST COUNT BY 2~

BLWP @VMEW POKE VALUES IN VDP

#* EXIT ROUTINE

CLR RO RESET STATUS

MOVB RO,8GPLST i.e. no error

EWEL GPLYS RESTORE GPL WORKSPACE
B @NREXT GOTO NEXT STATEMENT

'RETURN TO BASIC! o
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Jemng's YOUREER SET
1&'s

Hil Gang,

Just when I thought you had lost interest, along comes
gome more mall.

This month Peter Mudie has sent in a program. Peter
ig 11 years old and his degree of documentation shows
many other programmers up. 1 am sure that if Peter
keeps this standard up he will soon be able to teach
his father a trick or two.

How many of you have read about the great software
competition that TIsHUG is running? Big prizes can be
won, so how about an entry?

I would 1ike to mee scme mail come in for next month’s
TND, preferably on a Christmas theme, Boy, time does
fly. §
DEAR JENNY,

Could you put this program in the Jenny's Younger Set
page please. This is a guess the number program.

100 1 SAVE DSK1,GUESSTHENO

110 CALL DELSPRITE(ALL) :: CALL MAGNIFY(Z) :: CALL CHAR
(96, "FFFFFFFFFFFFFFFF") | Block char for border,
120 X=0 :: CALL CLEAR :: CALL SCREEN{6):: FOR 5=0 TO 12
r: CALL COLOR(S,16,1):: NEXT 8§ !Color for normal chars.
130 CALL COLOR(9,15,15):: CALL HCHAR(1,2,96,30):: CALL
VCHAR(1,33,96,24) :: CALL HCEAR{24,2,96,30) :: CALL
VCHAR{1,2,96,24) ! Drawing the outside border.
140 RANDOMIZE !Randomizing for the number to be guessed
150 DISPLAY AT(2,6):"GUESS THE NUMBER "': :TAB(7);"BY PE
TER MOUDIF.": : : :;TAB{9);"PRESS A NUMBER 1-9"

160 Z=INT{RND*9)+1 ! Making "Z" equal to the random no.
170 X=X+l :: CALL SOUND{130,900,0}! Bip says it's ready
180 CALL KEY(3,%,8):: IF S=0 THEN 180 ! Test key press
190 DISPLAY AT(4,1) :: IF K<49 OR K>57 THEN CALL SOUND
{~140,200,0) :: GOTC 180 | Invalid key press
200 DISPLAY AT(8,1):"YOU GUESSEDY :: CALL SPRITE(#1,K,
16,49,115) ' The sprite shows the number guessed
210 K=K-48 !The 48 has to be taken from K for IF KeZ..
220 IF K=Z THEN 260 !Testing for a correct or wrong ans
230 IF K<Z THEN DISPLAY AT{8,16):"TRY HIGHER" ELSE DIS
PLAY AT(8,16):"TRY LOWER " ! Hints higher or Llower.
2640 DISPLAY AT{15,1):"THAT WAS TRY ";X 1Telling try no.
250 CALL XEY(3,KK,83) :: IF SS<>0 THEN 250 ELSE 170

260 IF X=1 THEN A%="G0" ELSE A$="GOES" ! Speliing set
270 DISPLAY AT(15,1):“CORRECT IN ";X;a$;" 1"

: +"PLAY AGATN Y/N7" | Correct & PLAY AGAIN... messege
280 CALL SOUND{100,1400,0)!Beep says computer is ready.
200 CALL KEY{2,X,S):: IF S=0 THEN 290 ELSE IF K=18 THEN
100 ELSE IF K=15 THEN END ELSE 200 !Test PLAY AGAIN Y/N

*

ADVENTURE HINTS ~ Return ta Pirate's Isie
Chapter 4
This month's clues are:

Make glue, glue lens, to mask, empty mask, go sea,
wash mask, wear mask, go beach, drop rim, go west, go
south, ge boat, go sea, hold breath, swin down, swim
west, swim opening, go boat, open box, drop amber,
drop earring, drop doublo, go pool, hoid breath, swim
down, swim east, swim up, go boat, go down, go down,
start eagine, go up, drive bhoat, go down, stop engine,
go up, press button, go up, go sea, remove mask, wash
mask, wear mask, hold dreath, swim down, go ship, get
chest, swim up, go boat, go down, press butt, go down,
start engine, go up, drive boat, go up, go dock, go
gea, remove mask...isesenvs

If Jenny's gang send in mail, by the 13th Nov, then
the final clues will be published next month.

# PICASSO TIPS - Vers 2.0 *

1. Moving lavge chunks of graphics from one part of
the large screen tec another part.eg..

o !

.r —————
|
v

One way of achieving the result is to use the Move
opticn, by putting the pic inte the bottom RH corner
then shifting the screen viewing area until it is at
the top LE corner.

This method might be OK if you haven't anything drawn
there, The other wdy is to first save the whole file,
now move it to the position without worring about what
gets in the way, now save the current screen using
option 4 on the file utilities. Load your original
file, then overlay the graphic file using option 3 on
the file utilities and voile you done it.

2. Erasing large graphic chunks is easy by using thé
Window option and pressing the ‘U’ to toggle pixels
off then press *A' to fill framed area with blanks.

3. Version 2.0 has few extra features.eg.

ICON DRAW g

ICON EDITOR ',

ICON SAVE 131

ICON LOAD 'ht
TRANSPARENT COPY 'Z'(toggle)
33 TEXTURES

4, Also 1 decided to make the alanted lines from the
brushes only 1 pixel wide, The Text cursor is now a
square to make it easier to locate the B%8 Text
letters, Area f£ill was added to Ver l.4.

5, The Icon option is & very versatile addition, you
can now have either a large letter 16%16 or if you
lond the '"ICON-Z#¥¥%® jr gives you & spray can, When
drawing with this optien the pixels will to step by 3
, just press the joy slow '-' 2 times to draw
continuos pixels, You have 5 ICONS available.

6. I have about a disk full of large character sets
that can be loaded in with option 2 & 3 of the File
utilites.

Version 2 has about 20 bytes free out of all the CPU &
VDP areas, this will mean a restriction as far new or
improved versions in the future.

One additional program that will be hopefully fimished
soon is "ANTMATOR' it will use the 24 sector files
created by Picasso.

# #* #*

1 HAVE ONE MORE THUNDERER MODEM FOR SALE.

This is a new style stand-alone modem and is a
pre-production vnit made for ACETRONICS. I will not be
waking more of these (no time). It has 300 BAUD,
1200/75 and VIATEL, complete with RS232 cable for the
TI.

1f interested give me a call om {02) 358 5602 or write
to P.0O.BOX 28 KINGS CROSS.

Peter Schubert.
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TISHUG NEWS

100 DISPLAY ERASE ALL :: OPT
TON BASE 1 :: DIM P${66,4)::
CALL TL :: CALL OP(S$,D$,N,
C):: LINPUT #1:X3
110 CALL PB(P$(,),C,N,E):: C
ALL PR(P${,),D§,C):: IF E=0
THEN 110 ELSE CLOSE #1 :: CL
OSE #2 :: CALL S("GOODBYE"):
3 STOP
120 SUB TL :: CALL SCREEN(S)
1: FOR I=0 TG 13 :: CALL COL
OR(I,16,5):: NEXT I :: CALL
CHAR( 128, RFT$("F",16)&"00000
OFE™)
130 CALL FL({7,6,"PRINTER
LISTING","N?"):: DISPLAY AT(
11,13):"from™ :: CALL FL(15,
7, "PUNNELWEB  FARM","NT")
140 CALL S{"HELLO+PARTNER TH
IS+IS+T0URF#TEXAS INSTRUMENT
S# NINETY+NINE+FOUR+A PROGRA
M+PRINTER™)
150 CALL S{"REMEMBER TURN+ON
+YOUR+PRINTER™)
160 CALL S("WHEN+#READY T0 S
TART#HPRESS4+ANY£KEY" )z : DISP
LAY AT(24,6)BEEP:"ANY KEY 70
PROCEED"
170 CALL KEY(3,I,5T):: IF ST
=0 THEN 170
180 DISPLAY ERASE ALL :: SUB
EXND
190 SUB DL{A):: FOR A=l TO A
:: NRXT A :: SUBEND
200 SUB OP{S$,P$,N¥S5,0):: S8=
YDSK1.LIST" :: P$="R3232,BA=
4800"
2i0 CALL FL{1,2,"Bdit as nee
ded and ENTER","N?7"):: CALL
S{"PLEASE4+GIVE+ME+YOUR+INSTR
UCTIONS™)
220 CALL FL{4,4,"Source file
for listing",8%)
230 IF SEG$(5%,1,3)<>"DSK" T
HEN DISPLAY AT(6,4)BEEP:"Whe
re's your input" :; CALL S("
#WHAT WAS THAT#"):: GOTO 220
240 CALL FL(8,4,"Printer dev
"icename”,P$)
250 IF P§="" THEN DISPLAY AT
(10,4)BEEP: "Cutput device ?"
1+ CALL B("UHOH YOU+ARE+#SU
PPOSED TO#+ENTER+A+DEVICE+NA
ME+FOR+THE+PRINTER™ ) : 1 GUTO
240
260 CALL YN{"Space REM, SuB"
LMENL16,5,8) 0 NS=NOT(X)
270 CALL YN{"Compress print™
,"N",18,5,X):: IF X THEN C=2
1+ GOTC 280
280 DISPLAY AT(18,5)BEEP:"#
of cclumns (3/4)7 3" :: ACC
EPT AT{18,26)VALIDATE{"34™)5
IZE(-1}BEEP:A§ :: IF.A$=x"" T
HEN 280 ELSE C=VAL{A$)
200 CALL YN(" Change mind ?"
s "NY,24,5,X)r: IF NOT(X)THEN
CALL S("UHOH #TRY AGAIN#"):
: DISPLAY AT(24,1):: GOTO 22
a
300 DISPLAY ERASE ALL :: OPE
N #1:5%,DISPLAY ,INPUT ,VARI
ABLE BO :: OPEN #2:P%,DISFLA
Y ,OUTPUT,VARTABLE 132 :: SU
BEND
310 SUB PB{PN$(,),CM,NS,E}
320 P=6 1: C=Csl 13 IF COCM
THEN C=0 :: SUBEXIT ELSE PRI
HT ™' gVa Mo Mik¥ Roading col
umn #";C: "‘_.___“ . "
330 IF 0$>"" THEN N$=0$ :: O
$="" :: GOTQ 350

34C IF E THEN PRINT "M:f *",

"exx Fod of File et " #0.0

" .. SUBEXIT ELSE CALL BL{N$
+E)

350 CALL WC{P,C,PN$(,},N$,0%
LNSY:: IF N$="EOC" THEN 320

ELSE 330

360 SUBEND

370 SUB RS(N$,8):: AS=SEGH(H

$,POS(NS," ",1)+1,4):: IF A$

="1@P+" OR A$="1@P-" THEN 8=

0 :: SUBEXIT

380 IF A3$="REM " OR SEG$(A$,

1,1)="1" TEEN S=NQT(RF):: RF

m~] t3 SUBEXIT ELSE RF=0

390 IF A$="SUB " THEN S=NOT{

S)ELSE S=0

400 SUBEND

410 SUB SL{P,C,P${,),N§)

420 P=P+l :: IF LEN(N$)>28 T

HEN P$(P,C)=SEG(N$,1,28)::

N$=SEG${N§, 29, LEN(NE}-28)::

GOTO 420 ELSE P$(P,C)=N$ ::

N$="" :: SUBEXIT

%30 SUBEND

440 SUB WC(P,C,PS(,),N$,08,N

$):: IF NC THEN P=6 :: NC=0

450 IF NS THEN 470 ELSE CALL
RS({N$),S)1: IF 8 AND P57

THEN P=61 :: GOTO 470

460 IF S AND P<»6 THEN PRINT
M oer O$=N$ r: N$=" " :: PR

INT "™":"™% pine space insert

ed #":P :: GOTO 480

470 IF P-INT(-LEN{N5)/2B)>=6

O THEN O$=N$ :: N3$="BOC" :1:

NGeml r: SUBEXIT ELSE 0§=""

480 PRINT ""™:N$:™" :: CALL S

L(P,C,P${,),N$):: SUBEND

490 SUB PR{P${,)},D$,C):: PRI

NT "M:"#% Page print startin

gIr:lm:n to "&Z)ﬂ;:““ ] CAL

L S("START PRINT")

500 IF C>2 THEN PRINT #2:CHR

$(15)ELSE PRINT #2:""

510 FOR I=2 TO 65 :: IF (P§(

L, 1)=""JAND{P$(1,2)=""JAND(P

$(T,30=""JAND(P$(T,4)=""}4ND
(I<6)AND(I>59)THEN PRINT #2:

"oer GOTO 560

520 IF C=2 THEN PRINT #2:TAB

(9):P${1,1) TAB(45);P$(1,2)

530 IF C=3 THEN PRINT #2:TAB
(14);P$(E,1);TAB(48) ;" |";TAR
(54);P3(1,2);TAB{88);"";TAB

(94);P$(1,3)

540 IF C=4 THEN PRINT #2:TAB

(8):PH(T,1);TAB(IT) ;" | " TAB(

39);P$(I,2) ;s TAB(68) ;" |": TAB(

70);P$(I,3);TAB(9G) ;" i";TAR(
101);P$(1,4)

550 P3(I,1),P$(1,2),P$(1,3),

P$(I,4)="t"

560 NEXT I s: IF C»2 THEN PR

INT #2:CHR$(L8)&CHR$(12)ELSE
PRINT #2:CHR$(12)

570 SUBEND

580 SUB BL(N§,E):: Ng="" ::

IF ¥X$="" THEN LINPUT #1:NX$

590 N$=N$&NX$ :+ IF LER(NI$)

<80 OR EOF(1)THEN NX$="" ::

E=EQF(1):: SUBEXIT ELSE LINP

UT #1:NX3

600 PX=POS(NX$," ",1):: IF P

%<2 OR Pi>6 THEN 590

610 P=POS(NS," ",1):: IF PX<

P THEN 590

620 NR=-1 :: FOR I=1 70 Pi-1
1t C=ASC{SEGH(NZ$,1,1)):: N

H=NR AND C>47 AND C<¢58 :: NE

IF T #: IF NOT{NR)YTHEN 590

530 IF SEGH(NS$,LEN(NS),1)="
" THEN 590

640 IF VAL(SEG$(NX$,1,PX-1))
S=VAL(SEG${H$,I,P—l))THEN 39

650 MS=SEGS(NS, 4, LEN(NS)-4):
: IF M$="THEN" OR M$="ELSE"
OR M$="GOTO" OR M$="OSUB" OR
M$<"RROR™ THEN 590
660 NQ, I=0
670 T=POS{N$,CHR${34),1+1)::
IF T THEN NQ=NQ+@ @3 GOTO 6
70 ELSE IF NQOPFINT{NG/2)TH
EN 590
680 SUBEND
690 SUB YN(A$,B$,R,C,%X):: DI
SELAY AT(R,C)BEEP;A3R" (Y/N)
&B%
700 ACCEPT AT(R,CHLEN(A$)+7)
VALIDATE("YN")SIZE(~1)BEEP: A
$ :: X=A$=B$ ;: R=R+2 :: SUB
END
710 SUB FL{R,C,M$,D$):: DISP
LAY AT(R+1,C):RPT$(CHR$(129)
JLEN(M$)):: DISPLAY AT(R,C):
M$ :: IF DE<MNTY THEN BISPL
AY AT(R+2,C}:D$ ELSE SUBEXIT
720 ACCEPT AT(R+2,C)SIZE(-14
JBEEP:D$ 1: IF D$="N?" THEN
DISPLAY AT(R+2,C):: GOTO 720
750 SUBEND
740 SUB S(A$):: CALL PEEE(-?
8672,8):: IF 8=06 THEN CALL
SAY(A$)ELSE CALL DL(5*LEN(AS

T
i

Tutorial Day, %am 7/11/87.
at

WOOBSTOCK COMMUNITY CENTRE
Church St Burwood.
Frogram:

Moraing: John Paine on Multiple Ramdisk
Access using version 6.3 software.

Rogs Mudie on Beginners Linked
Assembly,

Lunch provided at a small fee,

Afternoon: George Meldrum on how to put
Assembly in an x/b program.

Basic Electronics for beginners.
Peter Schubert will demonstrate the new
PE Box card which incorporates RS232,
PI0, 32K memory and advanced disk
controller on ONE card,

The SHOP will be open on the day.

Topics of future meetings...

5/12/87...Christuas Party

No Janvary meeting

6/2/88 ...Annual General Meeting
& election of committee

Regular meetings 2pm first Saturday of
the month, except January.
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100 CALL CLEAR

110 RANDOMIZE

120 A=0

130 B=12

140 C=0

150 CALL CHAR({%6,"1818181818
181818")

160 CALL CHAR(104,"6699997E5
5934543")

170 CALL CHAR(112,"3C7EFFFFF
F7E3C3C")

180 CALL CHAR(113,"3C3C7EFFF
F7E303C™)

150 CaLL, CHAR{97,"O0DCOOFFFF
"

200 FOR E=1 TG 9
210 CALL COLOR(E,16,1)
220 NEIT B

230 CALL SCREEN{2)}

240 CALL COLOR(1G,14,1)
250 CALL COLOR(11,3,1)
260 FOR BE=1 TO 10

270 B(E)=3

280 NEXT E

200 A$="SPIDER BOP"

300 F=4

310 G=il

320 GOSYR 890

330 F=22

340 6=5

350 A$="USE <ARROW KEYS» TO
MOVE"

360 GOSHB 850

370 F=8

380 G=3

300 AS<="WHAT ARE YOUR INITTA
87 "

400 GO5UB 890

410 NAME§=""

420 FOR E=27 TO 29

430 CALL KEY{D,KEY,ST)
450 TF 57=0 THEN 430

450 CALL HCHAR{8,E,KEY)
460 CALL SOUND(10,500,0)
470 NAMES=NAME$SCHR$(ERY)
480 NEXT B

490 F=10

500 A%="SET UP NEW.HIGH SCOR
E FILEIN"

510 GOSUE 890

520 CALL KBY(0,XEY,ST)
530 IF $T=0 THEN 520

540 CALL SGGND(10,500,0)
550 IF KEY=13 THEN 57C
560 CALL BCHAR(10,30,KEY)
570 CALL GCHAR(10,30,TE)
580 IF TE<>89 THEN 600
590 GOSHR 2050

600 F=24

610 G=3

620 A$="PRESS <ENTER> TO BOP
SPIDERS"

630 GOSYB 890

640 AS="PUNCH POWER:"
650 F=12

660 G=10

670 GOSUB 850

680 A$="(H)I (MIED-(L)oW"
690 F=14

700 G=8

710 GOSUB BYO

720 CALL KEY(0Q,H,I)

730 IF I=0 THEN 720

4O IF (HGOT2)HEGTTYHBOT
BYTHEN 720

750 IF H¢>72 THEN 780
760 J=1

7710 GOTO 830

780 IF H¢>77 THEN 810
790 J=2

800 GOTO 830

810 IF H>76 THEN 830

820 J=3

830 GOSUR 930

840 F=l

850 G=17

860 GOSUBE 1040

870 GOSUB 1470

880 GOTO 860

890 FOR E=IL TO LEN(A$)

900 CALL HCHAR(F,G+E-1,ASC(3
EG${A%,E,1)))

910 NEXT E

920 RETURN

930 F=l

940 CALL CLEAR

950 G=10

960 A3="SCORE: 0"

973 GOSUB 890

980 FOR E=1 TO 10

990 CALL HCHAR(3,E*3,96) .
1000 CALL HCHAR(4,E*3,104)
1010 NEXT E

1020 CALL HCHAR(24,3,112)
1030 RETURN

1040 A=INT(RND¥10)41

105G IF D{A)+J>23 THEN 1110
1060 D(A)=D{A)+]

1670 CALL SOUND{-50,110+4RND¥*

50,0)
1080  CALL VCHAR(D(A)-J,A%3,0
6,0}
1090 CALL FCHAR(D(A),A%3,104

)

1100 RETURN

1110 CALL HCHAR(D(A),4*3,32)
1120 B=Btl

1130 FOR E=A*3 0 B STEP SGN
(B-A*3) ]
1140 CALL HCHAR(24,E,104)
1150 CALL HCHAR(24,E,32)
1160 NEXT E

1170 CALL HCHAR(24,E,104)
1180 FOR E=1 TO 400

1190 NEXT B

1200 CALL CLEAR

1210 Fal

1220 G=12

1230 A$=""GAME OVER"

1240 GOSUB 890

1250 GOSUB 1810

1260 OPEN #1:"DSK1.SP",INTER
NAL,VARTABLE

1270 FOR I=5 TO 1 STEP -1
1280 INPUT #1:a1,A1%

1290 FaS+I%2

1300 (=13

1310 A$=A1%

1320 GOSUB 890

1330 G=17

1340 A$=STR${AL)

1350 GOSUB 89C

1360 NEXT I

1370 CLOSE #1

1380 F=20

1390 G=3

1400 A$="PRESS <ENTER> TO PL
AY AGAIN.®

1410 GOSUB 890

1420 CALL KEY{(0,H,I)

1430 IF I=0 THEN 1420
1440 IF H=13 THEN 100
1450 CALL CLEAR

1460 END

1470 CALL REY(O,H,I)

1480 IF I=0 THEN 1640
1490 CALL SOUNB(-10,-3,5)
1500 IF He>68 THEN 1560
1510 CALL HCHAR(24,B,32)
1520 IF B<30 THEN 1540
1530 B=0

1540 B<B+3

1550 CALL HCHAR{24,B,112)
1560 IF H<H83 THEN 1620

1570 CALL HCHAR(24,B,32)
1580 IF B>3 THEN 1600

1590 B=33

1500 B=B-3

1610 CALL HCHAR(24,B,112)
1620 IF B¢>13 THEN 1640
1630 GOSUB 1650

1640 RETURN

1650 FOR E=24 TO 5+J%2 STEP
-1

1660 TF K=D(B/3)THEN 1700
1670 CALL HCHAR(K,B,112)
1680 NEXT K

1690 GOTO 1770

1700 CALL SOUND(100,~5,0)
1710 CALL VCHAR(K-4+J,B,32,4

)

1720 CALL HCHAR(K-5+I,B,104)
1730 D(B/3)=K-5+J

1740 C=C+1

1750 A$=STR$(C)

1760 GOSUE 890

1770 FOR B=K 10 23

1780 CALL HCHAR(E,B,32)
1790 NELT E

1800 RETURN

1810 OPEN¥1:"DSK1.5F",VARTA
BLE, INTERNAL

1820 FOR I=1 TO 5

1830 INPUT #1:HS(I),NAM$(T)
1840 NEXT I

1850 IF HS(1)>C THEN 2030
1860 HS(1)=t

1870 NAMS(1)=NAME$

1880 FOR I=1 TO &

1890 FOR J=E+I TO 5

1900 TF HS{I}<=HS{J)THEN 107
0

1910 CHANGE=HS(I)

1920 NN§=NAMS(I)

1030 HS(I)=HS(J)

1940 NAMS(I)=NAM$(J)

1950 HS(J)~CHANGE

1960 NAM$({J)=NN§

1970 REXT J

1980 NEXT ¥

1990 RESTORE #1

2000 FOR I=1 TQ 5

2010 PRINT #1:HS(T),NAMS(E)
2020 NEXT I

2030 CLOSE #1

2040 RETURN

2050 OPEN #1:"DSK1.SF",VARIA
BLE, INTERMAL

2060 FOR I=lL TO S

2070 PRINT #1:0,"

2080 NEXT I

2090 CLOSE #1

2100 RETURN

R

oy

‘No! Ne! Nald siid an antique dEsk!*

100 CALL CLEAR
110 REM BABIC NMUMBER FACTS
BY COL CHRISTENSEN,
I7 CENTAUR ST,REDCLIFFE.

120 CALL CHAR(37,™0101010101
010101™)
130 CALL CHAR(39,"8080808080
BOBOBO™ )
140 CALL CHAR(96,"O71F3F3F7F
7B717B")
150 CALL CHAR{97,"EOFSFCFCFE

]
DEBEDE"} Continued on P14
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160 CALL CHAR(98,"7E7E3F3B3C
TROPO3™)

170 CALL CHAR(99,"7E7EFCDC3C

FSFGCO") ‘
180 CALL CHAR(109,"7E7E3F3C3

B1FOFO3"}

190 CALL CHAR(1O1,"7E7EFCICD

CF8FOCO™)

200 CALL COLOR(9,16,10)

210 CALL CLEAR

220 RANDOMIZE

230 PRINT ™ BASIC NUMBER
PACTS™: : & ;

240 PRINT "1, YEAR 1 — X TO
9"y

25C PRINT "2 YEAR 1 — 4+ TO
10%; :

260 PRINT ™3, YEAR 2 - X TO

270 PRINT "4, YEAR 2 — + TO

9¢9M: 2
280 PRINT ™5, YRAR 2 — + 1§
T EXTENSION": :

290 PRINT "6. YEAR 3 — X TO

COTEGYy :

300 PREINT "7, YFAR 3 — + 2N
D & 38D E
XTENSION":

310 PRINT "8, YEAR 4 - X TO
9x9":

320 PRINT "O, EXTENDED X TO
12%12": ¢
330 IRpPOT
"+ LEVEL

340 IF (LEVELS0)*(LEVELCIO)T
HEN 380

350 PRINT ¥ PROGEAM NOT &
V&ILABLE. TRY AGAT

N

360 GOSUB 2070

370 GOTO 330

380 QUES=0

390 SCORE=10

400 CALL, CLEAR

410G REM SELECT PARAMETERS FO
R LEVEL

420 ON LEVEL GOTO 430,500,57
0,700,760,920,1060,1220,1290

430 REM LEVEL 1

440 CALL, SCREEN(11)

450 0f="%"

460 A=INT{RND*3)}+2

470 B=INT{RND*3)42

480 IF A*B>9 THEN 460

490 GOTO 1360

500 REM LEVEL 2

310 CALL SCREEN(10)

5320 0$="4"

530 A=INT(RND*B)+2

540 B=INT(RND*8)+2

550 IF A+B>»10 THEN 530

560 GOTO 1360

57C REM LEVEL 3

580 CALL SCREEN(8)

590 O$="X"

600 V=INT{RND*4)

610 W=INT(RND¥8)+2

620 INV=INT(RNDH2)+1

630 ON INV GOTO 640,670

640 A=V

650 B=W

660 GOTG 1360

670 A=W

68C B=V

690 GOTO 1360

700 REM LEVEL 4

710 CALL SCREEN(4)

720 O="4"

730 A=INT(RND*R)42

740 B=INT(RND*8)+2

750 GOTO 1360

760 REM LEVEL 5

770 CALL SCREEN{12)

T80 Of="4"

790 V=INT(RND*8)+2

WHICH LEVEL?

;. 1580 IF ANS<>B THEN 1780 ELS

800 W=INT(RND*8)+2

810 IF V#W>9 THEN 790
820 X=INT(RND*9)+1

830 YeX*10:V

840 INV=INT(RND*2)+1
850 ON INV GOTO 860,8%0
860 A=Y

870 B=W

880 GOTO 136D

890 A=W

900 B=Y

910 GOTO 1360

920 REM LEVEL 6

930 CALL SCREEN(15)

940 03="X"

950 V=INT(RND*5)+2

960 W~INT(RND%8)+2

970 IF V<10 THEN 950
980 INV=INT(RND*2)+1
990 ON INV GOTO 1000,1030
1000 A=V

1010 B=W

1020 GOTO 1360

1030 A=W

1040 B=¥

1050 GOTG 1360

1060 REM LEVEL 7

1070 CALL SCREEN(15)
1080 Of="+"

1090 V=INT{RND*7)+3 .
1100 W=INT(RND*¥7)+3
1110 IF V+W<10 THEN 1090
1120 Y=TNT(RNI*GQ)+1
1130 Y=3¥10+V

1140 INV=INT(RND*2)+1
1150 ON INV GOTO 1160,1190

1160 A=Y

1170 B=¥
1180 GOTO 1360

1190 A=W

1200 B=Y

1210 €OTO 1360

1220 REM LEVEL 8

1230 CALL SCREEN(S)

1240 0g="%"

1250 A=INT(RND¥8)42

1260 B~INT(RND*S)+2

1270 IF A*B<20 THEN 1250
1280 GOTO 1360

1290 REM LEVEL 9

1300 CALL SCREEN{11)

1310 Og="x"

1320 A=TNT{RNO#O)44

1330 B<INT(RND#O)44

1340 IF A*B<4O THEN 1320
1350 GOTO 1360

1360 CALL VCBAR(1,2,32,352)
1370 CALL HCHAR(21,1,32,128)
1380 ERROR=0

1390 QUES=QUES+1

1400 REM RANDOMIZE FORMAT
1410 P=INT(RND®A)+1

1420 ON P GOTO 1440,1500,159
0, 1440

1430 REM FORMAT #1

"1440 PRINT A;0$;B;™= 7%:

1450 INPUT "ANSWER = ":ANS
1460 PRINT : :

1470 ON LEVEL GOTO 1490, 1480
,1490,1480,1480,1490,1480,14
G0,1490

1480 IF A4+BCHANS THEN 1780 B
L3E 1680

1490 TF A¥B<OANS THEN 1780 &
LSE 1680

1500 REM FORMAT #2

1510 IF A*B=(G THEN 600

1520 ON LEVEL coTO 1550,1530
,1350,15306,1530,1550,1530,15
50,1550 .

1530 PRINT A;"+ 7 =";A+B: :
1540 GOTQ 1560

1350 PRINT A;"{ 7 =":A%B: :
1560 INPUT "ANSWER 7 ":ANS
1570 PRINT : :

E 1680

1590 REM FORMAT #3

1600 IF A%B=0 THEN 600

1610 ON LEVEL, GOTO 1640,1620
,1640,162[},1620,1640,1620,16
40,1640 .

1620 PRINT "7 4";B;"="; A4B;:

1630 GOTO 1650
1640 PRINT "? I;B;"=";A%B:

1650 INPUT "ANSWER 7 ":ANS
1660 PRINT :

1670 IF ANS<>A THEN 1780 BLS
E 1680

1680 CALL HCHAR(4,1,32,160)
1690 CALL HCHAR(10,20,96)
1700 GALL HCHAR(10,21,97)
1710 CALL HCHAR(11,20,983
1720 CALL HCHAR(11,21,99)
1730 CALL SOUND(200,740,1)
1740 CALL SQUND{-200,784,1)
1750 IF QUES=10 THEN 2100
1760 ON LEVEL GOTO 460,530,6
80,730,790,950,1090,1259,132

1770 REM ERROR ROUTINE

1780 ERROR=ERROR+1

1790 Gosus 2220

1800 CALL SOUND(200,784,1)
18I0 CALL SQUND(-200,523,1)
1820 I¥ ERROR~Z THEN 1880
1830 PRINT ™ TRY AGAIN "; ;
1840 GOSUB 2010

1850 SCORE=SCORE-1 -

1860 ON P GOTO 1430,1560,165
0, 1450

1870 REM ZND-ERROR ROUTINR
1880 GOSUB 2220

1890 CALL SOUND(200,392,1)
1900 CALL SOUNB(-200,262,1)
1910 ON LEVEL GOTO 1940,1920
,194{3,1920,1920,1946,1920,19
40,1940

1920 PRINT * SAY"; A" Ry
=" A+B

1930 GOTO 1950

1940 PRINT ™ SAY";A;"X";B;"
=" A%B .
1950 CALL HCHAR(21,3,95,19)
1960 CALL VCHAR(22,2,37,3)
1970 CALL VCHAR(22,22,39,3)
1980 CALL HCHAR(24,3,95,19)
1990 GOSBR 2040

2600 GOTO 1750

2010 FOR M=1 TO 100

2020 NEXT M

203G RETURN

2040 FOR M=] TO 3000

2050 NEXT M

2060 RETURN

2070 FOR I=1 TO 500

2080 NEXT I

2000 RETURN

2100 PRINT -

2110 PRINT "YoU HAD" : SCORE; ™
RIGHT OUT OF 10": 1 5 :
2120 CALL HCHAR(21,2,&S,29)
2130 FOR I=1 10 i0

2140 CALL SOUND(30,1000,1)
2150 CALL SOUND( 58, 20000, 30)
216 NEXT &

2170 PRINT " TRY SOME MORE,
T Y ORNM

2180 CALL KEY(0,K,S)

2190 IF S« THEN 2180

2200 IF ¥=89 THEN 380

2210 IF K=78 "HEN 210

2220 CALL HCHAR(4,1,32,160)
2230 CALL HCHAR(10,20,96)
2240 CALL HCHAR{10,21,97)
2250 CALL KCHAR(11,20,100)
2260 CALL HCHAR(11,21,101)
2270 RETURN
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100 REM ssokgddddiorigk

110 REM ®»#*%FROGGER***

128 REM *FROM ATICC*

130 REM *XB REQUIRED=

140 REM #Esokickssobkknk

150 REM

160 CALL LLEAR

170 CALL MAGNIFY(3)

180 CALL CHAR(60,"0000000018
33FFFFFFFL30180F040201192234
ABY020FOFFFEO81020E0201000")
190 CALL CHAR(136,"FFFFFFFFF
FTEFFFFF")

200 CALL CHAR(36,"000000402]1
1BIFD71F77050B183244844042C4
CE8CH1C2FCOFOS5867203018042%)
210 CALL CHAR(96,"010317151F
1FQ7CFOFDFFFFFFFFFET4380C0E8
ASFBFS8EOF3FBFBFFFFFFFFE7C2Y)
220 CALL CHAR{169,70101003C0
DAFGFFFFFHFIFOD3COCOLI0ITFEFF3
EFCFCFEFFFFFFFFFEFCFCIEFFFRE"

)

230 CALL CHAR{1G&,"7FFF7C3F3
FIFFFFFFFFFIF2AFIF7LCFF7FB0800
O3CBOFCFOFFFFFOFCBO3COGBGE0"

)

240 CALL CHAR(108,"43E7FFFFF
FFFDFDFCFO71IFIFiS5170301C2E7F
FFFFFFFFBFBF3EOFBYBABESCOE0"

) .

250 A$=RPTS(Y182442814224180
a",4)

260 CALL CHAR(112,4%)

270 CALL CHAR(33,"FFFFFFFFFF
FFFFFF")

280 CALL CHAR{A0,"0000COCGOFF
FFFFFFFFFFFFFFOCO00000000000
OOFFFFFFFFFFFFFEFFOOCOCO0O0OM)
290 CALL CHAR{116,"0000007C7
D117FFFFF7F117D7C0000000C1ITF]
FO4LYFFFPFFFFFFFFFFFO41FIFOC"

)

300 CALL CHAR(120,"0000031B3
B7BFFFFFFFF7B3B1B03000G0C0CF
FFFFFFFEFFFFFFFFFFFFFFFOO00Y

)

310 CALL CHAR{1Z4,"OOF¥BFE20F
FFFFFFFFFFFFFFF20FBFO000C0C0
03EBEBSFEFFFFFESBBEIR0D0000

)

320 CALL CHAR{128,"0708011374

99593FF9393954937110907E0100

8D4225191FF91915122D40810E0"
)

330 CALL SCREEN(13)

340 CALL COLOR(2,16,1)

350 CALL COLOR(1,54,1)

360 CaALL COLOR(14,6,1)

370 CALL HCHAR(1,1,33,128)
380 FOR I=7 TO 25 STEP 9

390 CALL HCHAR(3,7,32,3)

400 CALL HWCHAR(4,1,32,3):: N
EXT 1

£10 CALL HCHAR(17,1,45,32)::
CALL HCHAR(20,1,45,32):1 CA
LL HCHAR{23,1,45,32)

420 LIFE=4 :: HM=26 :: SP=10
32 SD=0 :: SCORE=0 :: P=Q
430 CALL HCHAR(11,1,33,96)
440 CALYL HCHAR(5,1,136,192)
450D CALL SPRITE{#2,116,11,16

8,1,0,-10,#3,116,14,160,85,0°

,~10,#4,116,7,160,170,0,-10)
460 CALL SPRITE{#3,124,14,13
6,70,0,57,#6,124,5,136,155,0
,SP,$#7,124,3,136,240,0,89)
470 CALL SPRITE(#8,120,2,112
,1,0,-10,#9,120,9,112,85,0,«
10,#1,120,16,112,170,0,-10)
480 CALL SPRITE{#11,60,16,64
,238,0,5,#12,60,15,64,256,0,
5,#13,60,11,64,70,0,3)

4990 CALL SPRITE(#14,60,11,40
,240G,0,5,#15,60,16,40,210,0,

5,#16,60,16,40,70,0,3)

500 CALL SPRITR{#17,128,16,3
8,;?0,0,S,#18,128,12,64,110,
510 IF START<>0 THEN 570

520 DISPLAY AT(8,12)SIZE{7}

"FROGGER" :: DISPLAY AT(11,5
YSIZE(22)Y:"PRESS ANY EEY TO

START"

530 CALL KEY(0,%,8)

540 IF $=0 THEN 530

550 START=1

560 GOTO 420

570 IF SCORE»=J000 AND P=0 T
HEN LIFE=sLIFE+1 :: P=1 :: CA
LL DELSPRITE(#6)

580 DISPLAY AT(1,2):USING "S
CORE ####":SCORE :: DISPLAY

AT(1,15):USING “FROGS LEFT #

" LIFE

590 IF LIFE=C THEN 1030

600 ROW=184 :: COL=128

610 CALL SPRITE(#10,96,13,18
4,§28):: CALL SOUND{100, 1047
.1

620 CALL JOYST(1,J1,J2)

630 CALL COINC{ALL,{)

640 IF C=-1 THEN 1330

650 LF ROW<32 THEN 900

660 IF ROW<S0 THEN 950

670 IF (COL>256 OR COL<I)AND
ROWCRO THEN 070

680 REM MOVE ROUTINE

600 X=J1/4+2

700 Y=J2/432

710 OF X GOTO 770,720,730
720 ON Y GOTO 840,620,810
730 FROG=104

740 COL=COL4+16

750 IF COL»>256 THEN COL=256
760 GOTD 880

770 FROG=100

780 COL=COL-16

790 IF COL<I THEEN COL=1

800 GOTD 880

810 FROG=96

820 ROW=ROW-16

830 GOTO 8BO

840 FROG=108

850 IF ROW>7C THEN CALL MOTI

ON(#10,0,0)

860 ROW=ROW+16

870 IF ROW>184 THEN ROW=184

880 CALL SPRITE(#10,FROG,13,

ROW, COL)

890 GOTO 620

900 REM CHECK POSITION ROUTI

NE

¢10 CALL POSITION{#10C,ROW,CO

L):: CALL SPRITE(#10,96,13,%

oW, CoL)

920 IF COL>47 AND COL<58 THE

N 1320

930 IF COL>119 AND COL<130 T

HEN 1320

940 IF COL>191 AND COL<202 T

HEN 1320

950 REM DROWN ROUTINE

460 CALL PATTERN(#10,112)::

CALL MOTION(#10,0,0) :

970 CALL SOUND(1000,262,1,33

0,1,392,1)

980 GOSUB 1260

990 LIFE=LIFE-1

1000 IF ROW(SS THEN SCORE=SC

ORE+106

1010 IF SCORE<O THEN SCORE=0

1020 GGTO 570

1030 REM END OF GAME

1040 IF SCORE>RIGHE THEN HIGH

=SCORE

1050 CALL DELSPRITE(ALL)

1060 CALL HCHAR(S,1,32,192)

1070 DISPLAY AT(6,10)STZE(S)

t"GAME OVER"

TISHUG_NEWS _DIGEST

1080 DISPLAY AT(8,5):"PRESS"
;TABC11); "0 TO STOP";TAB({1L)
;U1 TO GO AGAINY

1090 CALL EEY(C,K,S}

11980 IF $=0 THEN 1090

1110 IF K=49 THEN DISPLAY AT
(2,2)SIZE(153):USING "HIGH SC

ORE ####":0IGH +: GOTO 420
1120 IF K=48 THEN CALL CLEAR
11 S5TOP ELSE 1090

1330 REM COLLISTON BETWEEN S

PRITES

1140 IF ROW»90 THEN 1210
1150 IF ROW<35 THEN 930

1160 IF ROW<SH AND SDH{>0 THE

N S=8D BLSE 8=5

1170 CALL MOTION(#10,9,58)
1180 CALL JOYST(:,J1,J2)
1190 CaLl, POSITION{#10,ROW,C

oL}

1200 GOTO 870

1210 REM SCQUASHED ROUTINE
1220 CALL PATTERN(#10,36)::

CALL MOTION(#10,0,0):: CALL

POSITION(#10,4,N):: CALL SPR

ITE(#10,36,7,M,N)

1230 CALL SOUND(1000,-7,0})::
CALL SOUND{1000,40000,30)
1240 GOSUB 1260

1250 GOTO 990

1260 CALL SOUND(250,131,1}::
CALL SOUND(50,40000,30):: C
ALL S0UND(230,131,1):: CALL
SOURD(50,40000,30)

1270 CALL SOUND(125,131,1)::
CALL SOUED(30,40000,30):: C
ALL SOUND(250,131,1%:: CALL
SOUND( 54, 409000, 30)

1280 CALL SOUXD(250,156,1)::
CALL SOUND{50,40000,30):: C
ALL SOUND{125,147,1)::; CALL
SQUND(50,40000,30):+ CALL S50
UND(125,147,1)

1250 CALL SQUND{58,40000,30)
11 CALL SOBND(125,131,1):: C
ALL SOUND(50,40000,30):: CAL
I SQUND{250,131,1)

1300 CALL SQUND(50,40000,30)
s+ CALL SOUND(125,123,1):: C
ALL SQUND{50,40000,30):: CAL
L SOUND{250,131,1)

1310 RETURX

1320 REM FROG HOME ROUTINE
1330 SCORE=SCORE+300

1340 CALL DELSPRITE(#10):; C
L=124

1350 IF COL>191 THEN CL=19&
1360 IF COL<73 THEN CL=52
1370 CALL SPRITE(#HM,108,2,1
6,CL)

1380 GOSUB 1440

1390 HM=HM+1 :: IF HM{29 THE
¥ 570

1400 S$P=8P43 :: HM=26 :: SD=
S5D+3

1410 CALL DELSPRITE(#Z6,#27,
#28):: CALL MOTION{#5,0,5P,#%
6,0,5P,$#7,0,5F,#14,0,5D,#15,
0,5D,#16,0,8D,#17,0,8D)

1420 IF SCORE>=3000 THER CAL
L DELSPRITE(#5)

1430 GOTQ 570

1440 REM FROG HOME SOUND
1450 CALL SOUND(250,26%2,1,33
4,1,393,1):+ CALL SOUND(Z30,
262,1,330,1,393,1)

1460 CALL SOUND(250,262,1,34
9,%,540,1):: CALL SOUND(250,
262,1,349,1,440,1)

1470 CALL SOUND(250,262,1,3%
2,1,494,1):: CALL SOUND(250,
262,1,549,1,440,1):¢ CALL 50
UND(500,262,1,330,1,393,1)
1480 RETURN
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IMAGINATIVE PROGRAMMING

by Jim Petarson

Most of the fun (and frustration) of programming is in figuring 6ut a way to

do something you haven’t done before. Self-taught programmers often devise some
highly unconventional methods of solving problems, and this example containg
some doozies!

This fa a greatly lmproved version of a program which appeared in Tips from

the Tigercub,

It is used to make a list of all program lines to which another line jumps, in
‘order to avoid deleting those lines when medifying a program.
‘Since it reads a program saved into a D/V 163 file by SAVE DSK (filename),MERGE
it requires s disk drive,

Line 130 lists most of the Extended Basic statements which can direct a jump.
Irn order to keep the array at less than 10 subscripts, for reasons to be
explained later, I omitted the rarely used GO, BREAK and UNBREAK.

Line 140 dimensions an array to he used to store the records, and reads the
DATA into another array. Line 150 asks for the filename of the MERGE format
program to he examined.

Note that the ACCEPT places the cursor after DSK, to make it plain that drive
nember and filename are to be entered, Line 160 opens the file and jumps over
the error routine in 170.

if the filename is not oa the disk, etc., line 170 priats the error message and
goes back te give you snother chance, ON ERROR STOP prevents an erronecus 1/0
ERROR message if some later error should occur,

Line 180 obtains your choice of output, with a default of P, and rejects
anything other than a single character P or 3.

If printer output-is selected, line 190 asks for printer desigmation, opens
printer.

Line 200 reads in a program line, nsing LINPUT rather than INPUT so as to ,
accept any and all characters. ASBCII 201 is the token code that always precedes
a line number reference, so line 210 searches for ASCII 20, starting at the
3rd character so as not to look for it in the proprem line number itself. If
POS=0 there are no jumps from this line, so to 260,

Eise, line 220 converts the tokenized 2-byte lire number, of the line being
examined, to its decimal form in L¥, and sets P to start search for ASCIT 201
at the 3rd byte. In line 230, X will be the position of the first ASCII 201,
and the 2 bytes following it will be the line number jumped ko, which is
converted to its decimal equivelant LREF, The search for the statement
directing the jump will begin at 8, one byte to left of ASCIT 201.

In line 240, Z is the ASCII code found at position S. The POS statement lists
the 3-digit ASCII codes of the words listed in line 130, in the same sequence.
If Z matches one of them, (G+2)/3 gives the subscript number of GO$ for that
word. Otherwise, if Z<]Q0 the ASCII is not a token, or if G=0 them (G+2)/3 is
less than 1, so the next search starts one byte to the left. Tf S hecomes less
than 3, the token being searched for must be that for GO, BREAK, or UNBREAK,
which are not in the POS statement, so we will use the subscript 1 for GOTO
instead,

Otherwise, go back and continue searching.

When the token is found, line 250 converts the "to" Iine number istec a strimg
followed by a period, followed by the string representation of the program line
number followed by the string representation of the subscript number of GO$.

For ingtance, if line 100 was 100 GOTO 1000, €$ would be 1000.1001, which can
be converted into'a valid decimal 1000,1001 .

Ther, the search will continue sterting at the 3rd byte after the last ASCII
201 we found, the add-on variable C$ is cancelled before being reused, and we
ge back to see if the program line contains another jump. If not, IF X=0 THEN
260, where we check EQF to see if the end of the file is reached, otherwise go
back to read in the next progrem line, until finished.

Now, the data in C{} is in program iinme number sequence, but we want to list it
in "to" lime number sequence. That's the reason for the weird method of decimal
storage, Note that tacking the subscript number, from 1 to 9, onto the end of
the decimal prevented the trailing zeros from being dropped. IE C$="1000,100"
then VAL(C$) would equal 1000.1, but VAL("1000.100t") equals 1000.1001.

So now, a simple sorting routine arranges the data inte "to" line number
sequence and, within that, into program line number seguence and even within
that into subscript aumber sequencel

Fipnally, lines 290-330 convert the C(} array back into a string so it can be
taken apart into its three components and printed., Note that if printer output
was not selected in iime 180-190, I was not given a value and still equals O
(its value.in subroutine LONGSHFLLN is not passed back to the main program} and
PRINT #0 causes output to the screen. o ’

100 DISPLAY AT(3,10)ERASE AL
L:"GO-SEARCH": :TAB(7);"by J

.im Peterson"

110 DISPLAY AT(7.,1}:" For us
e before modifying a":"progr
am.":" Searches a program sa
ved in";"MERGE format, finds
all':"lines ¢ontaining a ju
mp, " :
120 DISPLAY AT(1Z,1):"sorts
into °te' line number":"sequ
ence, outputs to screen':"or
printer,”

130 BATA GOTG,GOSUB,THEN,ELS
E,RUN,RETURN, RESTORE ,USING,.E
RROR

140 DIM C(200):: FOR J=1 TO
9 :: READ GOH{J):: WEXT J ::
A=1

150 DISPLAY AT(16,1):"FILENA
ME? DSK™ 1: ACCEPT AT{16,14)
H

160 ON ERROR 170 :: OPEN #i:

"PSK"&F$, INPUT ,VARTABLE 163
:: GOTOQ 180

170 DISPLAY AT{18,1}:"1/0 ER

ROR™ :: ON ERROR STOP :: RET

URN 150

180 DISPLAY AT(18,1):"OUTPUT
10 P":*  (S)ereen":” (P)ri

nter™ :: ACCEPT AT(18,11)SIZ

E(~1)}VALIDATE("PS") :Q$

190 IF Q3="P" THEN DISPLAY A

T(22,1):"PRINTER? PIO" :: AC

CEPT AT(22,10)SIZE(-18):P% :

: OPEN #2:P§ ;: D=2

200 LINPUT #I:43

210 IF POS{A$,CHR$(201),3)=0
THEN 260

220 LN=ASC(SEGH(A$,1,1))%258

+ASC{SEGH(A$,2,1)):: P=3

230 X=POS(A$,CHR$(201),P)::

IF X=0 THEM 260 :: LREF=ASC(

SEGH(AS,X+1,1)1%2564+ASC(SEGS

(48,542,151 S=X-1

240 F=ASC{SEG$(A$,5,1)):: G=

(POS("1341351761291691361482

37165",8TR${Z),1)+2)/3 =3 IF
Z£<100 OF G¢1 THEN 8=5~1 ::

IF S¢3 THEN G=@ ELSE 240

250 C$=STR$(LREF)&"."&STR$(L

N)&STR$(G}2: C(A)=VAL(CH)::

A=A+l 11 P=Xs3 :: C$="" :: G

0TC 230

260 P=3 :: C$="" ;7 IF EOF(2

YIHEN CLOSE #1 ELSE 200

270 DISPLAY AT(24,1):"SORTIN

G" 31 A=A-1 :: CALL LONGSHEL

LN(A,C0%

280 IF D=0 THEN DISPLAY AT(1

Z2,1}ERASE ALL:"ANY KEY TO PA

JHEA

290 FOR J=1 TO & :: A$=STR$(

C{JI)yzs X=POS(A$,".",1):: Y=

VAL(SEG$ (A%, LEN(A$),1)):: A%

=SEG$(A$, 1,LEN(AS)~1)

300 PRINT #D:SEGS$(A$,1,%~1);

TAB(7):GO$(Y) ;" FROM ";TAB(Z

1) ;SEGH(AS, X+1,LEN(A%))

310G CALL KEY(O,K,8T):: IF ST

=0 THEN 330

320 CALL KEY{0,X2,8T2):: IF

ST<1 THEN 320

330 NEXT J :: END

340 SUB LONGSHELLN(N,NN())

350 D=

360 D=INT(D/3)4+1 1: FOR I=l

TO N-D :: IF NN(I)<=NN(T+D)T

HEN 390 :: T=NN(I+D):: J=I

370 NN{J+D}=NN(J}:: J=J=D 3
IF J<1 THER 380 ::1 IF T<RN{

JYTHEN 370

380 NN{J+D)=T

390 NEXT T

400 IF D>1 THEN 360

410 SUBEND
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Loading liemory Image Files

by G.ileldrum

The term "memory image file" simply refers to a file,
such as that stored on a disk or cassette tape, that
is Lransferred in one big chunk te memory exactly as
it was stored. On a disk catalogue these files are
listed as PROGRAM type [files.

A block of wmemory saved to cassetie tape usiag the
ngP command in Mini-Memory's Easy Bug is a PROGRAH
type file, Also are the Files that load in option
YRUN PROGRAM FILEY in the Bditor/Assembler module,
And natarally most of our BASIC programs are saved
in this ferm.

When these programs are reloaded into the computer

an area is set up in the console's vram memory to
accept the incoming program f£ile. The file iz loaded
provided that there is enough space in the vram
buffer area to accept it., The interesting thing is
that any PROGRAN file will successfully load into the
buffer aresa regardless of whether it is cerrect for
the module being used or not.

Let us take, for example, a short BASIC program and
joad it into the vram buffer using the "L' command of
Hasy Bug. Whilst in Hasy Bug you are able to inspect
the hex code of the BASIC program. You will find it
starts at vram address »>1100 and car be displayed by
using the VilO0 command. For those interested the
PAB 1s at ViOCO.

If you try loading a 'non-BASIC' PROGRAM file using
BASTC!s “OLD" command then the complete file is
loaded inte a vram buffer before an error message is
displayed, With a Mini-lemory or Editor/Assembler
module it is possible to view the start of such a
file using the "CHARPAT" command.

For example!

>OLD £81

% DATA.OK

* 1/C ERROR 50

>CALL CHARPAT(128,A5%,129,B%,130,C$,131,D8)
>DISPLAY A$,B%,C8,D%

0500070%000030CF

6000001 BBAACOCDS

60B3102020434F50

505249674856 2031

The first line displayed plus the first two
characters in the second line is the PAB; there
follows the start of the input file proper. With
disk files the start of the file will be a bhit
further along because of the extra length of the
Eilename,

The first few bytes of the common memory image files
have their own standard header information, HMost of
this is to do with relocating itself from the vram
buffer to the appropriate memory location. By the
'common' Files I refer to :

(1) BASIC Files

{2y Bditor/Assembler opticn 5 files

(3) Mini Hemory Fasy Bug files

»>>>>>» Header Information

(1) For TI BASIC and Bxtended BASIC
Examples

0029 wvalidirty check

250E  end of line number table address
26F7 start of line number table address
AFFF end of memory address

TISHUG NFWS DIGEST

The firat two bytes check For a valid BASIC file. It
is caleulated by teking an Exclusive OR value of the
two values of the start and end of line number table
addresses (refer {B manual p.4&4 for XOR description).
1f the progran was saved using Fxtended BASIC's
"YPROTECTEDY feature then the validity check is two's
complemented (reverse bits then add 1}, The next six
bytes represent memory addresses of the program
location as if it were stored in vram at the time it
was saved., The "end of memery address' is always
S3FFF for cassetie opnly users, and usually 3707 for
disk users, i.e. provided a TALL FILES command had
not been executed. The length of a BASIC file can be
calenlated by:

{end of mem addr) — (start of line nr table addr) + 1

(2} For Editor/Assembler option 5 files
Example:

0000 more files flap
2000 length of file
AQDO  load address

1f there were more files to follow this one then the
'more files flag' would have been >FIFF. dext there
folleows the length of file value which includes the
six byte header. In this case the program is :

»2000 - 6 = >1FFA long. and next is the load address
to where the program code will be transferred. The
first load address in a multi-file program is alse
the starting location of the program. Hote that
muiti-file progrem files need not be loaded in a
continucus block of memory. You can use the Hditer/
Assembler "SAVE" program te save a small block at

say DACOC. Tt is then possible to use the "SAVE"
program again to save at >E000, With a disk fixer
type program you can alter the first file's 'more
files flag' to >FFFF, Neturally the. filenames need
to be identical with the last character of the seconé
filename incremented.

{3) For files saved using the Hinl Memory's
Easy Bug's "S" command
Example:

7000 load address
1000 lenpth of code

The Iengkh of code in this case excludes the four
byte header.

The DEBUGGER and Extended BASIC

by  G.Meldrum

The Dedugger program is supplied on Disk A with the
Bditor/Assembler cartridge. Although this programs
primary use was to aid in the debuging of mechine
code programs it contains features enduring to the
budding hacker.

Although being able to view reams of ROM, GROM, and
VRAM memory may not be everyones cup of tea, the

ability to easily move great chunks of memory arcund
opens up lots of possibilities, I frequently use

this feature to implant machine code programs behind
a BASIC program, You also have the ability to carry
out hex arithmetic and alter values in (ram) memory,

The assembled form of the Debugger program is called
DEBUG on the Editor/Assembler disk. Unfortunately
it is in a compressed format which cannot be lpaded
from Extended BASIC, Fortunately however the source
code for this program is also supplied oa the same
disk., This means you can easily assemble this
program in a@n uncompressed format just by following
these few steps :-

Continaed on P18
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1) Copy from the Editor/Assembler Disk A the files
DEBUGA, DEBUGB, DEBUGC, DEBUGD, DEBUGE, DEBUGS
to a new disk,

2) Insert the Editer/Assembler cartridge and sgelecs
EDITOR/ASSEMBLER., Now select option 2 ASSEMBLE
from the menu, Insert Disk A intoc drive 1 and
answer "Y' to the 'LODAD ASSEMBLER (Y/N}?' prompt.

After the assembler is loaded insert your new disk
with the DEBUGA/B/C/D/E/S Files on it into drive 1
and type your answers to the prompts as listed
below &~

* ASSEMBLER #
SOURCE FILE. RAME?
DSK1,DEBUGS
OBJECT FILE NAME?
DSK1,DEBUGK

LIST FILE NAME?
<{press enter)>
OPTIONS?

R

You should end up with zero errors at the end of
the assembly.

At this stage you can remove the Hditor/Assembler
cartridge and replace it with the Extended BASIC
module, Select EXTENDED BASIC and icad and run the
Debugger program by entering the foliowing commands:

>CALL INIT
>CALL LOAD("DSK1,DEBUGK")
>CALL LINK("DERUG™)

To use the Debugger when entered from a BASIC
environment it is necessary to press "U" to display
a vieible "." prompt, After the dot appears you
can use any of the commands as listed in Section 23
of the Iditor/Aissembler manual. To return to BASTC
simply type Q.

I you are familiar with the Editor/Assembler Editor
then you may wish Lo modify the Debugger pragram so
as to remove Lhe need to press "U" when being called
from BASIC. Three new lines of code need to be
included in the file 'DEBUGR'.

JGT  CLRHR this is line 9

insert the three new lines of code hera

LI POINT,>G000
MOV POINT,@5CROS
HOv  POINT,@TSCROS

LWPI VREGS etc,

Note that the syntax above is correct, HRather than
use only Rl, R2, B3, stc. labels for register values,
TI chose more meaningful names, In the File 'DEBUCAS
you can find the EQlUates for these labels,
e.g. WORDFG EQU 7

POINT EQU 8

Include the three extra lines of code before you
assemble the program and you will find the message
"R 99/4 DEBUGGER *##Y with a dot prompt appearing
on the next line when using the program from BASIC,
Oh well it saves pressing "W anyvay,

One last commeni about the Debugger manual reparding
the "M" command. It quotes that accessing GROM can
alter the GROM program counter, preventing correct
return to your program. So viewing GROM memory is ok
provided you do not wish to return back to BASIC,

It is pessible te safely return to BASIC after viewing
GROM memory however, if you take the foliowing steps:-

just before you wish to exit the Debugger type :

(for Extended BASIC) M C41DG <enter» <enter> ( <enter>»
(for EfA  TT BASIC) M 68920 <enter> <anter> {] <enter>

FEOR UM

Q. I have an assembly language program which has to be
loaded using editor assembler option 3. I can not rem-
ember the program emtry point name, is there any way I
can find the entry point name,

A, Yes this is easy. Load the assembly object file
using the editor and examine the secand last line, The
entry points are found here,

Q. In some extended basic programs which contain
assembly language the following statements appear:
CALL INIT ; CALL LOAD{"DSK1.PROGRAMM) ;

CALL LINK{"START") ; what do these statements do?

A, CALL INIT loads routines from the extended hasic
Command Cartridge into the low RAM commencing from
>2000. INIT allows linking between extended basic and
assembiy.

CALL LOAD("DSK1.PROGRAM") will load an assembly
object file named PROGRAM from D3K1 into memory.

CALL LINK{"START") will allow the computer to
branch into the assembly program at the address of the
label START. 1In the assembly source file START will
appear in both a DEF statement and the label field.

Here is an example:
DEF START
START BLWP @0
END

This little routine will return to the computer's
master screen,

(LETTEES 0 TS BalTosE )

The Rditor,
TISHUG News Digest
12 October 1987

I would like to take this opportenity to say thow
pleased I was with the way the annual club auction was
conducted on Saturday the 3rd of October at Burwood,
Although I was able to sell some unwanted modules, and
for thet I am grateful, this is not the reason that I
enjoyed it so much.

The previous auction that I attended was such a
frustrating experience that I promised myself that it
would also be my last., However, I let nyself be talked
into going to this year's auction, and what a pleasant
surprise it was. Even if I had not sold a gingle item
I would still have enjoyed it because of the manner in
which it was conducted. Full marks to John Paine and
Bert Thomas for conducting the auction in a very fair
and  friendly atmosphere. A large number of items were
sold quickly and efficiently, and John did not let the
proceedings drag out { as his predecessor did op the
previcus occasion),

I believe that most attendees benefited from the
sale -~ either directly or indirectly,

I would, however, like to make Lwo suggestions to
improve the next auction:

Firstly, I belisve that mejor items - ie those
with 2 reserve of $50 or more — should be auctioned
first, followed by all other items.

Secondly, avoid holiday periods so as to improve
on the already very good attedance rate.

Thanks again to John end Bert. T am locking
forward to next year's salel

' Lou Amadio

Illawarra Regional Group
{for H-M TI BASIC) M 6916C <enter> <enter> { <enter>, A‘/)
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DEBUGGING

by Jim ?eteréon

When you have finished writing a program, the next
thing you should do is to run it. And, very probably,
it will crashl

Don’t be discouraged. It happens to the very best of
programmers, very often.

Se, the next thing to do is te debug it. And you are
lucky that you are using a cowputer that helps you to
debug better than some that cost ten times as much,

There are really three types of bugs., The first type
will prevent the program from runming at all - it will
crash with an error message. The second type will
allow the program to run, but will give the wrong
results.,

And the third type, which is not really a bug but
might be mistaken for one, results from trying to run
a perfectly good program with the wrong hardware, or
with faulty hardware. As for imstance, trying to run
a Basic program, which uses character sets 15 and 16,
in Extended Basic.

First, let’s congider the first type. The smart little
TI computer makes three separate checks te be sure
your program is correct. First, whea you key in a
program line and hit the Enter key, it loocks to see if
there is anything it can't understand - such as a
misspelied command or an unmatched quotatiom mark, If
s0, it will tell you so, most 1likely by SYNTAX ERROR,
and refuse to accept the iine.

Next, when you tell it to RUN the program, it first
takes a guick look through the entire program, to find
any combination of commands that it will not be able
to perform. This is when it may crash with an error
message telling you, for instance, that you have a
NEXT without a matching FOR, or vice versa.

And fipally, while it is actually running and comes to
something that it just car't do, it will crash and
give you an error message - probably because a
variable has been given a value that cannot be used,
such as a CALL HCHAR(R,C,32) when R happens to equal
Q.

The TI has a wide variety of error messages to tell
you when you did something wrong, what you did wrong,
and where you did it wreng, But, it can be fooled!
For instance, try to enter this program line (note the
missing quotation mark). 100 PRINT "Progrem must be s
aved in:"merge format."

And, sometimes you may be told that you have a
STRING-NUMBER MISMATCH wher there is no string
involved, because the computer has tried to read a
garbled statement as a string.

Also, the line number given in the error message is
the line where the computer found it impossible to rua
the program; that line may actually be correct but the
variables at that point may contain bad values due to
an error in some previocus line.

If the error occurs in a program line which consists
of several statements, and you cannot spot the ervor,
you may have to break the line into imdividual single—
statement: lines. This is the easiest way to de that -
Be sure the line numbers are sequenced far enough
zpart. Bring the problem line to the sereen, put a !
just before the first :t, and enter it. Bring it back
to the screen with FCIN 8, retype the line number 1
higher, use FCIN 1 to delete the first statement and
the ! aad ::, put a ! before the first ::, and
contianve. Then, when you have solved the bug, just
delete the ! from the original line ard delete all the
temporary lines.

Pages 212-215 of your Extended Basic manual list
almost all the error codes, and almost all the causes
of each one - it will pey you to consult these pages
rather than guessing whet is wrong.

You may create some really bad bugs when you try to
modify a program that was written by somecne else -
especially if you add any new variable names or CALLs
to the program. Your new variable wight be ome that
is already being used in the program for something
else, perhaps in a subscripted array. I have noticed
that programmers rarely use & irn a variable name, so T
always tack it onto the end of any variable that T add
£0 8 Program.

Algo, the program that you are modifying may have ON
ERROR routines, or a prescan, already built in. The ON
ERROR routine was intended to take care of a different
problem than the one you ereate, so it could lead you
far astray - you had better delete that ON ERROR
statement until you are through modifying.

The prescan had better be the subject of another
lessor, but if the program has an odd-looking command
!@P- up near the front somewhere, it has a prescan
buiit in. And if g0, if you add & new variable name
or use a CALL that isn't in the program, you will get
a SYNTAX ERROR even though there is no error. One way
to solve this iz to insert a line with 8P+ just
before the problem line, and another with !@P- right
after it.

When a program runs, even though it crashes or is
stopped by FCIN 4 or a BREAK, the values asmigned by
the program to variables up to that point will remain
in memory until you RUN again, or make a2 change to the
program, or clear the memory with NEW. This can be
very useful, For instance, if the program crashes
with BAD VALEE IN 680, and you bring line 680 to the
screen and find it reads CALL HCHAR(R,C,CH) just type
PRINT R;C;CH and you will get the values of R, € and
CH at the time of the crash. You will find that R is
less than 1 or more than 24, or C is less than 1 or
more than 32, or CH is out of range.

In Exteaded Basic, you can even enter and run a multi-
statement line in immediate mode (that is, without a
line number), if no reference is made to a line
mmber. So, you can dump the current contents of an
array to the screen by FOR J=1 TO 100::PRINT A(J);: :
NE{T J - or you can even open a disk file or a printer
to dump it to,

You can also test a program by assigning a value to a
variable from the immediate mode. If you BREAK a
program, enter A=100 -and then enter CON, the program
will continue from where it stopped but A will have a
value of 100.

You can temporarily stop a program at any time with
¥CIN 4, of course {the manual says SHIFT C, but it was
written for the old 99/4), and restart it from that
point with CON. Or you can insert a temporary line at
any point, such as 971 BREAX if you want a bresk after
1line 970. Or, you can put a line at the heginning of
the program listing the line numbers before which you
want breaks to occur, such as | BREAK 960,970,980 Note
that in this case the program bresks just BEFORE those
listed line numbers. You car also use BREAK followed
by one or more line nambers gs a command in the
immediate mode.

The problem with using BREAK and CON is that BREAK
upsets your screen display format, resets redefined
characters and colors to the default, and deletes
sprites. So, it is sometimes better to trace the
assignment of values to your variables by adding a
temporary line to DISPLAY AT their values on some
unused part of the screen, If you want to trace them
through several statements, it will be better to GOSUB
to a DISPLAY AT. And if you need to glow up the
regulting display, just add a CALL XEY routine to the
subroutine.

Continued on P20
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Sometimes, your program will appear to be not flowing
through the seguence of lires you intended (perhaps
because it dropped out of an IF statement to the next
lire!) and you will want to trace the line number
flow. This cen be dome with TRACE, either as a
comtand from the immediate mode or as a program
statement, which will cause each line number to print
to the screen as it is executed. If used as a
command, if will trace everything from the beginning
of the program, so it is usually better to imsert a
temporary line with TRACE at the point where you
really want to start. Once you have implemented TRACE,
the only way to get rid of it is with UNTRACE.

TRACE has its limitations because it can't tell you
what is going on within a multistatement line, and it
will certainly mess up any gcreen display, Sometimes
it is better to insert temporary program lines to
display line numbers. I use CALL TRACE{ ) with the
line number between the parentheses, and a subprogram
after everything else 30000 SUB TRAGE(X)::DISPLAY
AT(24,1):X ;: SUBEND

Some programwers use ON ERROR combined with CALL ERR
ag z debugging tool, but T can't tell you much about
that because I have mever uged it. ON ERROR can give
more trouble than help if not used very carefully, and
I cannot see that CALL ERR gives any information not
available by other means.

Sometimes you can debug a line by simply retyping it.
It is only very rarely that the computer is actually
interpreting a line differently than it appears on the
screen, but retyping may result in correcting a typo
error that you just could not see. In fact, most bugs
turn out to be very simple errors.

When you are debugging a string-handling routine,
don't take it for grented that a string is really as
it appears on the screen — it may have invisible
characters at one or both ends, Try PRINT LEN(M$) to
see if it contains more characters than are showing;
or PRINT ™™"§M$&"™*" to see if any blanks appesr
hetween the asterisks and the string.

There is no standard way to debug a program. FEach
problem presents a challenge to figure out what is
going wrong, to devise a test to find out what is
really happening.

Don't debug by experimenting, by changing variable
values just to see what will happen, etc., Even if you
succeed, you will not have learned what was wrong so
you wiil not have learned anything — and if your
program containsg lines that you didn't understand when
you wrote them, you will have real problems if you
ever try to modify the program. (Believe me, I speak
from experience!} o

¥ * ¥*

Continued from F7

Members of TIsHUG pay an additional $5 membership
fee to gain access to the DBS., A1l requests for BBS
membership should be sent to the SECRETARY TisHUG, FO
Box 214, Redfern, N.S.W. 2016. You should nominate your
preferred user name (a nickname is usually suitahle),
The minimum system for BBS sccess is a TIGY/44, TV, TE2
module, RS232 card or stand alone and a Modem, with
ready access to your telephone line. Other computers
can be used for access to the file areas but  memory
image bssic and extended basic pregrams can only be
downloaded to a TI99/44,

To assist new members, and sometimes older members,
files called BBS HELP and SENDMAIL are provided which
give information on how to best use the facilities of
the BBS. The BBS provides memus which assist users in
all aspects of operation, o

PUTTING IT ALL TOGETHER #2
by Jim Peterson

The hardest part of learning to program is not in
learning what the various commandés do - it fe in
learning how to put them all together ts do what you
want them to dol

Rey in this simple routine and run it, to see what
it does. Then read the explanations of each line and
see how they do what they do!

Your computer won't take that 6th line in line
110? Just type 5 full lines and enter, bring it back by
typing 110 and FCIN X, ase FCIN B to scoot the cursor
to the end of the line, and type some more,

11 2-LINE GAME

by Jim Peterson
~ use S5&D keye to paint the
white line on the highway
100 CALL CLEAR :: A$=RPT$(CH
R§(143),6):: CALL COLOR(14,2
12,2,16,18):: CALL SCREEN(4)
tt T=1} :: C=14 :: CALL HCEA
R{22,C+2,42):: RANDOMIZE
110 T=T+INT{3*RND-1 )+{T=21)~
(T=1):: PRINT TAB(T);A$ :: C
ALL KEY(3,K,8):: C=CH(X=83)~
{K=68):: CALL HCHAR(22,C+2,4
2):: IF C<F OR C>T+5 THEN ST
OP ELSE 110

This is not a finished program, bub an example of
the ways that efficient programeing caa accomplish =
great deal in very Iittle memory. The screen is
cleared and A§, which will be the highway, is defined
as ASCIT 143 repeated 6 times. A single CALL COLOR ig
used to color set 14 (the highway) black on black and
set 2 (the painter) white on white, T sets the first
line of the highway to begin at TAD 11 and C places the
painter 3 spaces to the right, in the middie of the
highway, CALL BCHAR places the painter on row 2% and
colunn C+2 because an HCHAR colamn is 2 spaces to the
lefr of a TAB or PRINT column. RANDOMIZE makes &
different highway for each game,

INT(3*RND} gives 2 random value of 0, 1 or 23
subtracting 1 from this gives -1, 0 or 1, so the tab
position for the next line of the high~ way shifts one
space left or right or, if Q, remains the same,
+{T=21)~(T=1} uses relational valwes. If tab is
already at 21, adding one would cause the 6-line road
to print one line tower and at the left of the  screen,
S0, if T=21 then (T=21) has a true relatiopal value of
~1; +(~1) = -1, so 1 is subtracted to keep the tab from
going beyond 21. 1If the tab is already at i, {T=1) has
a trae value of -1; ~{-1) = 1, 30 1 is added to keep
tab from reaching 0. If T is not 21 and T is not I,
both have a false value of O and no change is made.

A lire of the highway is printed, and CALL KEY
looks for a keyboard dinput; the mode 3 accepts any
input as upper case even if the alpha lock is up.

C=Cr(K=83)-(X=68) is another example of the use of
relational values for compact programming. K is the
ASCIT value of the key that was pressed; 68=D and 83=S,
If 8 was pressed then C=C+(~1)-(Q) and C=—1-0 and the
painter moves one space left, IEf 0} was pressed,
G=C+{0}-{~1) and C=C+G+l and the painter moves right;
if no key was pressed (K will equal -1) or any other
key was pressed, C=C+(0)-(0).

S¢, the new position of the painter is printed by
HCHAR; if it is less than the current tab position or
more than 5 spaces to the right of tab, he is off the
road and crashes; otherwise execution goes back to
calculate the next ran~ dom tab position and start
over, :
And ail that in two lines of programming!

Now, what twe values ¢ould you change to make the
game more challenging? Try changing the 6 to a 5 in
AS=RPT$(CHR$(143),6) and the 5 toc a 4 in C>T+5. How
could you offer the option of an easy or difficult
geme? How could you restart after a crash? Improve the
graphics? o
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SPRITES PART I

by Jim Peierson

The sprites of TI Extended Bagic are mostly used in
fastwaction arcade-type games, but they have other
uses as well.

Up to 28 sprites can be placed on the screen at one
time, but there is one very serious limitation - if
more than 4 of them are in a line horizontally, only
the 4 lowest-numbered ones will be vislble. That is
why, if you have numerous sprites moving about the
screen, one of them will occasionally disappear and
reappear, or a horizontal slice of a magnified sprite
will become transparent.

A sprite is placed on the screem by the statement CALL
SPRITE{#N,ASC,COL, DOTROW, DOTCOL )

N is the sprite number, between 1 and 28, and it must
be preceded by the # sign. ASC is the ASCII code of
the character that you wish the sprite to have, It
must be between 32 and 143 - the ASCII characters 33
through 126 are the keyboard characters, the others
will be blank unless you redefine them, COL is the
color you wish the sprite to have, using the same
color codes, 1 to 16, as are used for CALL SCREEN or
CALL COLCR.

DOTROW and DOTCOLUMN are the dot row and dot colummn at
which you wish the sprite to appear. You know that
the monitor screen consists of 24 rows and 32 columns.
Using HCHAR or VCHAR, you can place a character oa any
one of those 768 spaces {PRINT and DISPLAY start at
colwm 3 of the graphics screen). Each of those
spaces consists of a grid of 8 x 8 dots, totaling 64.
By turning varicus of those dots off (blank)} or on
(colored), a character is displayed on the screen,
Therefore the screen is 8 x 32 or 256 dotceolumns wide
and the visible screen is 8 I 24 or 192 dotrows deep.
Actually dotrow can be anything up to 236; dotrows 193
through 256 are hidden below the bottow of the screenm,
and sprites can be hidden there.

The upper left hand corner of your sprite will be at
whatever dotrow and dotcolumn you specify.

To convert an graphics screen (HCHAR) position imto
dotrow and dotcolumn, use DOTROW=ROW#S-7 and
DOTCOL=COL#8-7; to convert a PRINT/DISPLAY positiom,
you must use DOTCOL={COI+2)*8~7.

So, CALL SPRITE(#},42,16,89,121) will place sprite #1,
in the form of the asterisk (ASCII 4Z), colored white
(16) in the middle of the screen, If you went, you
can give it motion when you create it, by giving it a
row-velocity and & column-velocity, These velocities
can be from -128 to 127. A positive row velocity
moves the sprite down, negative moves it up; a
positive column velocity moves it right, negative
moves it left,

Velocity O is a standstill,and speed increases from 1
upwards ané from —1 downwards.

So, CALL SPRITE{#1,42,16,89,121,5,5) will place that
white asterislk in the middle of the screen and start
it moving slowly at a 45 degree angle downward to
right {since the values 5 and 5 are positive and
equal). It will continue moving at that direction aad
speed until you tell it to do otherwise, all by itself
and without program contrel. When 1t reaches the
right edge of the screen, it will "wrap arcuad" and
appear at the left, Wher it reaches the bottom, it
will disappear briefly while it passes through those
hidden dotrows, and Mwrap around" to appear at the
top.

If you want to change the pattern of the sprite, there
are three ways to do so. You can CALL SPRITE again
with the sameé sprite number but a different ASCII
character - but if the existing sprite is not in the
position of the dotrow and dotcolumn you specify, it
will disappear and reappear in the mew positioen. Or
you can reidentify s character by CALL CHAR, and aay
sprite having that character will change accordingly,
without affecting its color, position or movement. Or
you can uge CALL PATTERN(#N,ASC) to change the pattern
of sprite #N to the pattern of the specified ASCFY
character, without affectirg color, position or
motion.

There are also two ways to change the color of a
aprite. CALL SPRITE with the same sprite number and
ASCII but a different coler code will recreate the
sprite with the new c¢olor, but in whatever position is
specified, CALL COLOR{#N,COLOR} will recolor sprite
#N to the specified color code without affecting its
pattern, position or motien.

If you want to change the position of a sprite, CALL
LOCATE(#N,DOTROW,DOTCOL) will make it disappear at its
old location and appear at the new location. The
pattern and color will be unchanged, and if it was in
motion the same motion will continue from the new
position,

To change the motion of a moving sprite, or to start a
stationary sprite into metion or vice versa, use
CALL MOTION(#N,RV,CV) - RV and CV being the same row
velocity and column velocity optionally used in CALL
SPRTITE. CALL MAGNIFY will change the size of your
sprite. You do not specify a sprite number with this
CALL, because it affects all sprites that are on the
screen or are subsequently placed on the sereen. CALL
MAGNIFY(2) enlarges the sprite 4 times so that it
Fills & of the graphic screen spaces, 256 dot spaces.
CALL, MAGNIFY(3) causes the sprite to consist of 4
characters, occupying 4 graphic screen positions. The
upper left of these characters will be the ASCII
specified in the CALL SPRITE or CALL PATTERN, provided
that the ASCIT is evenly divisible by 4 - otherwise,
it will be the next smaller ASCII evenly divisible by
4. The next higher ASCII will be in lower left, the
next in upper right, the next in lower right. Im
other words, if you use CALL MAGNIFY(3) and CALL
SPRITE(#1,64,2,10,10) you will
get a sprite looking like this ~ @B
AC

— and tf you
CALL SPRITE(#1,65,2,10,10) you will gpet exactly the
same thing, because the compater will substitute the
next lower number, &4, which is evenly divisible by 4.

Naturally, you will not have much use for sprites
consksting of four characters, unless you redefine
them into a single pattern, and in that case you must
remember that they will appear in that upper
left/lower left/upper right/lower right sequence.
Fortunately, there are sprite editor programg to take
care of this for you.

CALL MAGNIFY(4) will enlarge that 4~character sprite
so that it fiils 16 graphic screen positions. Note
that magnification options 2 and 4 actually enlarge
each dot to £i11 4 dot positions, so that the sprites
have a more angular, blocky appesrance.

And £inally, CALEL MAGNTIFY(1) will return magnified
sprites to their normal single-space size,

Programming with sprite motion is unlike any othex
programning, because you do not contrel the program
execution step-by-step. When you set a sprite in
moticn, it continues in motion while the program goes
on to do whatever it is supposed to do next. When you
want tc control the sprite again, you must catch up
with it ard find out where it is, There are three
ways te do this.

Continned on P24
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EDITOR/ASSEMBLER TIPS— AUTO START.
From Mack McCormick

Have you ever wanted to have an object code assembly
language program execute automatically saving the user
a few keystrokes? Most folks already know if vou add
the label of your program entry point to the END
gtatement that the program will execute automatically
using the LOAD AND RUN options of Editor/Assembler or
Mini-Memory. Right? We usually refer to this as an end
start. Suppose you want it to exscute sutomatically
from E/A BASIC or Extended Basic, How would you do
that without a CALL LINK statement? As you know the
Extended Basic loader does not recoginize an end start
tag but will read it im without an unrecognized tag
error. After the CALL LOAD statement executes it goes
back to the GPL workapace register R11 to find out
where to go next. Whatever address you place in this
register is where the program will return. The GPLWS
is located at >83F0 in scratchpad RAM inside the 9900
CPI chip. Just AORG the program counter to >83E(22
and follow it with a DATA statement containing your
program entry peint. Follow with an END START and the
program will execute automtically From any
eavironment.

Example: !

ENTRY LWPT MYREG
<YOUR PROGRAM HERE>

AORG >B3E0+22 THIS IS THE ADDRESS
FOR GPLWS R11

DATA ENTRY
END ENTRY

HOW TO REDEFINE THE SHAPE OF THE CURSOR IN EXTD BASIC.
by Ross Mudie of TIsHUG,

The cursor in extended basic can be redefined by using
CALL COLOR{0,F,B), since it is in colour set zerc, The
CHAR subprogram however will not alliow access to the
curgor which is ascil character 30,

This small assemwbly routine will allow vou te define
a new pattern for the carsor in the line with the label
CURPAT, The DATA uses the same pattern information as
is explained in the User's Reference Guide in section
1I, pages 76 to 79,

The assembly information provided is the source file.
Type the source file using the editor/asembler editor,
then save the file with the file pame DSK1,CSR . Load
the Assembler., Use DSK1.CSR for the source file name
and DSK1.CURSOR for the object file name. Press enter
for the list file name and use R for the options.

Go to extended basic and type: CALL INIT :: CALL
LOAD("DSK1.CURSOR™} :: CALL LINK("CURSOR"] <enter>.

Your extended basic cursor will now be redefined until
you leave extended basic or turn the computer off.

source CSR 16.11.85
ebject CURSOR

IDT 'CURSORam’
BEF CURSOR
VMBW  EQU  >2024

CURPAT DATA »0018,>2442,58142,%2418 Tiamond cursor
* You can design your own cursor pattern, refer to
* User's Reference Guide page II1-76.
CURSGR LI RO,1008 VOP address of char table entry
Ll  R1,CURPAT Where to get the new pattern
.I  Ek2,8 Number of bytes to write to VDP RAM
BLWP @VMBW - Do it !
RT Return to extended basic

END

Another short article on MQDULES.:ﬁ.

This article is on TERMINAL EMULATOR II and how to:get
a bit of extrs text without getting hung up between
Control 5 and Control Q.

The Terminal Emulator IY actually has a continucus
buffer that holds about 3 full screens.

To recycle the stuff, you have got to get the other
system to stop sending. If it does not obey a Control
8, get about 3 screens and then do an BSC. It should
give a selection meau but if ESC will not do it,
sometimes Contrel C works. Control 1 and Control 7
will stop some BBSs. If necessary, carefully pull the
MODEM out. You can still save to tape. The Function Up
Arrow will now give access to the "lost" material, so
¥ou can print it screen by screen, using the Function
Up Arrow to scroll it around to the postition that you
want to print, {or save to tape if you pulled the
MODEM out of the computer, taking care to pull it
STRAIGHT out avoiding a RESET) now with practice you
cep save or print the text JUST THE WAY YOU WANT IT
without having to get the system to re-send fore you
have to an ESC or a Contrel C and get the rest of the
PAME or whatever text you are trying teo dig out of the

i t
BBS you have leogged intol D.N.Harris

* *

Continued from P23

CALL COINC(ALL,C) will give a value of -1 te C if any
two sprites on the screen are overlapping, even
Blightly, or 0 if they are not, CALL
COTNC(#1,#2,TOL,C} will give C a value of -1 if the
upper left hand corners of sprives #1 and #2 are
within TOL dotrows and dotcolumns of each other. TOL
may be any number you want, depending on whether you
want to catch them only when they are right on top of
each other, or just getting close. ¥f mot within
tolerance, C will equal 0.

CALL COINC(#1,DOTROW,DOTCOL,TOL,C) will give C a value
of —1 if the upper left corner of sprite #1 is within

TOL dotrows and dotcolumns of the specified DOTRGW and
DOTC.. .

CALL CDINC is not foolproof. IF you give the sprites
a fast motion, a coincidence may not be caught. And
when you alternate your CALL COINC with other
statements such as CALL JOYST, a coincideance will be
missed if the program is executing some other
statement at the time,

CALL POSITION(#¥,DOTROW,DOTCOL) will give the dotrow
and dotcelumn that the uwpper left corner of the sprite
is occupying at the instant it is called. This one
again is not foolproof because the sprite will have
moved from that position before another statement can
be executed to do anything with the information,

CALL DISTANCE(#1,42,D) or CaALL

DISTANGE(#1,DOTROW, DOTCOL,D) will give to I a value
depending on the distance between the two sprites, or
between the gprite and the location. The value, as T
understand it, is the square root of the toral of the
squares of the difference betwsen the dotrows added ta
the squares of the differences between the dot
columns, I'm not sure how useful all that is, and I
have rarely seen this CALL used by programmers.

Finally CALL DELSPRITE(#Y) will delete sprite #1 from
the screen aind CALL DELSPRITE(ALL) will delete them .
all.

Those are just the basics of sprite programming. What
can be done depends solely on your ingenuity. o
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-jf_'@:'gra?m's That Write Pro'gw’amg

Part 3

Jim Peterson

Let's start learning how to actually write a program
that writes a program,

A MERGEd program is a D/V 163 file, so — QPEN
#1:"DSK1.(filename), VARIABLE 163,00TPUT

Every program line beging with a line number, of
courge, 1In MERGE format the lipe number, whether 1 or
32767, is squished into two characters. We don't need
to get into how this is done, but you can accomplish
it with CHRS(INT(LN/256))&CHRS(LN-25 6%*INT(LN/256)),
where LN has ben predefined as the line number.

Te print a statement or command, snything thet is
represented by a token in the tokea list, just print
the CHR$ of its token ASCII. For instance, the token
for DATA is 147, so you would print CHR${147),

To priat & variable name, either numeric or string,
just encloge it in guotes, "A" or A$".

To print a value, or a string which is not in
gquotation marks (such as in a DATA statement), or the
word which follows a CALL, you must print CHR$(200)
followed by a token giving the number of characters te
follow, such as CHR$(5)}. for a S5~letter word such as
CLEAR, then the value in quetes. For instance, the
token for CALL is 157, so CALL CLEAR is

CHR${ 157 )&CHR$(200)&CHRS (5)&"CLEA R" .

Similarly, tokens for paren- theses are 183 ard 182,
so the variable name A(1) is "A"S&CHR$
{183)4CHR$(200)&CHR$(1)&"1"&CHRS( 182).

A quoted string is handled in the same way except that
it i preceded by token 199, so PRINT "HELLO" is
CHR$(156)8CER$(199) RCHR${5)&"HEILO", Don't worry
about the quotation marks, the computer will handle
that,

If you need to refer to a line number, as in GOTO 500,
ase token 201 followed by the line number formula,
thus CHR${134)&CHR$(201)
SCHR$(INT{500/256))&CHRS{ S00-256% INT(5D0/256)).

Don't print more than 163 characters in a record, You
can print meltiple-statement ¥Basic lines, but be sure
to use the double-colon token 130 as the separator,
not two of the 181 colon tokens.

Each program line must end with CHR${0) as the
end-of-line imdicator, and the last record you print
must be CHR$(235)&CHR$ (255) as the end-of-file
indicator.

1f you get an I/0 ERROR 25 when you try to merge your
program, it means that you left off the fimal
double~255. If the program merges, but crashes when
you run it, you will probably be able to spot an
obvious error in the line whea you LIST ic. If the
iine looks OF but gives you @ DATA ERROR or SYNTAX
SKROR, you left off a CHR$(0) or gave the wrong count
of characters after token 199 or 200. The program
published in Part 2 will help you te track down these
bugs.

Now let's write a program. What is the longest
possible one-liner program?

Well, RANDOMIZE is the longest statement that can
stand alone. It is represented by the single token
149, and to repeat iL must be followed by the
double—colon token 130. Since any line namber will
take two bytes, let's use a S5-digit line number. And
don't forget that final CHR${0). That still leaves us
160 of the 163 bytes, so we can rapeat tokens 149 and
130 for 79 times, followed by a final 149,

100 OPEN #1:"DSK1.LONG",VART
ABLE 163,00TPUT

110 FOR J=1 TO 79 :: M$=MSEC
HR$(149)8CHR${130): s NEXT J
13 M$=CHRS(254)RCHRS( 2564 )aMS
&CHR${149)8CHRE(0)z: PRINT 4
1:M$ :: PRINT #1:CHR$(255)3%C
HR$(255)

120 CLOSE #1

RUN, NEW, MERGE DSK1.LONG and LISY ~ over 34 lines
long! But that- one-liner doesn't do anything, so try
this one -

100 OPEN #1:"DSK1.LONG",VART
ABLE 163,0UTPUT

110 FOR J=1 TO 52 :: M$=M$aC
HR$(162)&"K"§CHR$(130) :  NEX
T J 1: M$=CHR$(254)ECHRS(254
JEMS&CHRS (162 )& T RCHR$(0) : :
PRINT #1:M$

120 PRINT #1:CHR$(255)8CHR$(
255):: CLOSE #1

Again RUN, enter NEW, then MERGE PSK1.LONG, then RUN.
You'll get a message BREARPOINT IN 32510 (don't ask me
why!) but just enter RUN again,

Well, if you have tried your hand at any MERGE format
program writing, you have already discovered that it
is slow work, asd you need to cram more onto a line
thar will fit., When a littie CALL KCHAR(24,12,32,5)
turned into CHR$(157}ECHR$( 200)ECHR$(5 )& " HCHAR"&CHRS
(183)&CHR$(2 00)&CHRS(2)&"24"&CHRS (179 )&CHRS (200} &CHR
$(2)&"1298CHRS( 1 79)8CERS( 200) RCHR$ (2)&" 32" ECHR$(179)8C
HR$(200)2CHR$( 1 )&"5"4CHR$ (182) you gave up? There is
an eaater way! Eaing DEF can maske the job so simple
that you might decide te do all yoar programming in
MERGE format — well no, it's not quite that easy.

The DEF does slow up program execution time
considerably, especially when DEFs call each other,
but we can tolerate that here.

For instance, that complicated mess of parentheses to
squish a line number c¢an be written just once as DEF
LINESS(X)=CHR$(INT(X /256))}&CHR${X-256¥INT(X~256)) and
then, whenever you need a line number, just write
LINE$(100} or whatever.

The flag token and counting of characters and all for
an uaguoted string can be BEF'd as

{1$(X$ ) =CHR${ 200 )RCHR$(LEN{1$) )8X$ Then, to write
YHELLOY just write U${"HELLO") and let the computer do
the work. For a numeric value in the unquoted string,
vge UN${X)=CHR$(200)&CHRS (LEN(STR$(X)))IESTR$(X), and
then 999 becomes UN$(999).

CALL HCHAR can be DEF HCHAR$=C HR$(157) for CALL and,
since one DEF can call another, U$("HCHAR") and, since
it i always followed by an opening parentheses,
CHR$(183) - but wait, let's define that cpen
parentheses as OP§=CHR${183). Now DEF
HCHAR$=CHR$(157)&U${"HCH AR™)&0P$, and you can use
HCHAR$ for CALIL HCHAR(.

Let's also DEF the comma with DEF C$=CHR$(179} and the
closing parentheses with DEF CP$=CHR$({182). Now that
long HCHAR that had you discoursged can be abbreviated
vo CHARSSUNS( 24)ECHRUNF(12)&CS8UNS(32)ECHEUNS
{5)8CP%.

I have written a program of 162 of these DEFs, and
another program to print out a handy lock-up chart of
them, It would take 4 pages to print them, so if you
want them just ask me for a copy. o
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