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TIsHUG SHOP.

with Parcy Harrison.

Unfortunately 1 was not ahle to attend the July meeting
as my wife and T had promised to take the two
grandchildren away for the school holidays. The weather
was rather unkind to us as it rained nearly every day but
the holiday cottage was very comfortable with great views
of the ocean and mountains and the table tennis
facilities certainly helped to keep the children
occupied.

The shop was left in the capable hands of Cyril Bohlsen
wha did an excelient job selling software for buth the TI
and IBM compatible wmachines, his only complaint being
that it prevented him from getting to see, and
participate in, the events that were going on elsewhere
at the meeting.

Progress on the TIM/SOB cards has heen very slow as Dick
Warburton is still trying io source components at the
very best price in order to keep our Tosses down to 2
minimum.  About half the components have already been
purchased and hopefully the balance wiil be in hand
hefore our next meeting. A small group will them be
established to assemble the first 20 cards. For those
members who have not already paid for the TIM/S0B cards
please note that at this stage [ do not require a deposit
but T do need a firm commitment that you want, and will
take, the cards when they become available. T will keep
you informed on the progress of these umits through this
column each manth.

Once again, on behalf of the directors, | would Tike to
apologise for the poor print quality of the July TND.
Gur usual printer was unable to de the printing for us
and subcontracted it to anmother oprister. The poor
quality was ani acticed unti) we had completed inserting
the magazines into the envelapes for mailing and by that
‘time it was too late to do anything about the probiem.
We are currently trying to source an alternate printer
who wouid be more refiable and who will guarantee a
higher oquality reproduction a3t the same or lower cost to
us,

Qur apologies zlsoc For am error in Larry Saunders July
Software File. The diskname PO83 should have been U083
as it is a akilities disk not a Page Pro Picturss disk as
the prefix would indicate. Any member who purchased this
disk expecting it to he full of Page Pro Pictures may
exchange iit ait the next meeting if they so desire.

We are having difficulty in Finding =nough suitable
articles on 1BM compatible machines and programs to
ensure a fair proportion of our magazine is ailocated to
our "other members" so come on you [BM compatible experts
fet’s have some articles from you that are suitable far
our magazine. On ithis score 1 think Ashiey Lynn is to be
commended far his July article on "Windows". To my
recollection it is the first [8M compatible article, by

one af our members, to be published in our magazine.

Firally, [ would Tike to thank one of our ex members, lew
Armadio, for his donation of several modules and books to
the club shop. Lou contributed many technical articles
to our magazine back in the days when he was an active
member and freely gave his tachnical expertise and advice
for the benefit of many of our members. 1| note that Lou
has attended our monthly meetings twice in the last three
months so perhaps with a little coaxing he can be enticed
te rejoin the club and share some of the expertise he has
on IBM compatibles with other members and so encourage
the development of this side of our ¢lub. Could some of
our Wollongong members please pass our thanks or to Lou.

PRIEE LIST.

Adventureland Cassette + Book ... . ... ....... %5
Beginners Basfc Tutor Cass. + Book ............ $4
CART-NRITER Module Only .. ... iiiviinnnnnn. $20
DIAGNOSTIES Module Only ... .o ... $20
Disk Manager 2 Module Only ........ .. ... ...... 510
Hunt the Wumpus Modulfe # Bank . ................. 58
Hustle Module + Book ... ... . oo ia,.. 48
Mission Impossible Cassatte ¢ Bank ............. $5
Munchman Module + Book ... ..............c...... 8
Paint ‘N Print Module Only ... ... ... .. ..., £23
Parsec Module + Book ... ........ e aeareaaaan 8
Teach Yourself Basic Cassette + Book ........... $4
Terminal Emulator Il Module + Bnok ............ §20
TI Invaders Module + Book ...........ccvvvernenn 8
Ti-Writer Word Processor Module + Book ........ £25
Tris Module Only ... .. £25
TE Logo Module + Book .......................... $8
Video Graphs Module + Boek ..................... $8
Yideo Chess Module + Book .......... ... ........ i3

Bye for now.

A B3P OF ARTICLE |

TREASURER'S REPORT

by Cyril Bohlsen

Income for previous month ....... 3 369.00
Expenditure for previous month .. $ 1335.84
Loss for previous month ......... $ 966.84

Mambersnip accounted for $ 105.00 of Income.
Shop sales .......ivnuuan $ 264.00 of Income.

The expenditurs was made uvp of the following

Printing & Postage of TND ........ $ 307.54
Purchase of 80 Column Card Parts $ 400.00
Purchase of B/J Printer Ink ...... $ 112.50
Purchase of Envelopes for TND . % 446.00
BBS Running Expenses ............. § 59.840
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TisHUG Software August

By larry Saunders

Diskname POBS

Tatal Sectors 358 Free Sectors O

Date AUG 1994 Files

Page Pro Pictures

BUCRLEY la
ENTERPRISE 36
F14 &7
FIAGRATSFR 14
GRANT 19
HHOUSE 25

JACKSON 26

14

COFFEEPGT 1O I 13
EPLURIBUS 20 [ 13
FIAGCANNON 14 T 13
FRANKL [N 28 113
HENDRTX 32113
HORSESIHOE 16 1 13
JEFFDAVIS 26 1 13

fiskname P0O8S

Total Sectors 358 Free Sectors |

Jate AUG 1994 Files

Page Pro Pictures,
ALASKA 48
BATMAN 25
BRUSH 7
CASPER 24
COWBOYS 1"
DECOY 10
EAGLE] 13
EAGLEZ i8
FLAG 7

Biskname PO87

17
Note

t13
[13
113
I13
[13
Iis
113
I 13
[ 13

BLTARC is Archived.

BARBECUE 19 1 13

BLTARC 27 Li28
BUCKLEY 16 113
COUPLE 27 [ 13
{upIn2 24 113
DODGERS 97113
EAGLE2 87 113

FIFEQRUM2 5 1 13

Total Sectors 358 Free Seciors &

Date AUG 1994 Files
Page Pro Pictures

L ANTERN 8
STAMP 22
STAMP] 22
TROLLEY 28
WASHINGTON 26
AGARFIELDY 15
AGARFIELDZ 1

14

(iskname POBS

Total Sectors 358 Free Sectors |

Date AUG 1994 Files

Page Pro Pictures
JEFFERSON 28
| BEEL 4
I INCOE N2 27
MADE [NUSA 5
MARFIAN 49
MRMAGOO 23
PINELL A i6
RELEFEIL 34
SATLOR 7
SOEDiFR 1

20

[ 13
[ 13
[ 13
113
[13
I 13
{13
P13
[ 13
M 57

SOLDTER3 ¥I13
STAMPZ 41 1 13
SWAN 47 1 13
USSEAL 211
WHEELBARRW 24 [ 13
XGARFTELDZ 16 [ 13
XGARFIELD4 191 13
LADYFLAG 18 {13
1 INCOE NT 22 1 13
I HONS gty
MADETNUSAZ 4 [ 13
METS o [ 13
PICARD 44 1 13
REDSOX 8113
RELEE? 28 113
SHIELD 8113
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1994

with Percy Harrison

This lesson explains the Command Mode and the Run Mode
of the computer. Perhaps it should have been dealt with
earlier in the course but | purposely put it off wuntil
now in order to get you familiar with the ather core
commands in BASIC. :

The only commands that we will use in this lessan are:
NEW, PRINT and RUN

Other names For these modes are:

Comnmand Mode: direct monde tmmedizte mnde

Run Mode: deferred moda

In some computers, the command mode is called "the edit
mode™ but TI BASIC has a Tine edit mode called “the adit
mode",

In the command mode you enter a line and the characters
g0 into the iaput buffer. When ENTER is pressed, the
computer looks to see if the line starts with a  number.
If so, it stores the line in the program space, making
room at the right location so that the lines are
numbered in order.

A line must start with a 1ine number followed by a
“statement” key word. Or it must start with no number
and 2 “command" key word, otherwisa, an error message
will be printed on pressing ENTER.

LESSOM 18 COMMAND AND RUN MODFS

Enter: NEW

You are ready to begin the lesson.

EXECUTION AND SUNNING

We mean “execution" like the soldier exacuting a command
“Left Face®, aot "execution by firing squad®.

"Execute a program" means the same as "run g program" .
PROGRAM EXECUTION

Enter and vun this program:
10 PRINT "HI"

This is the vsual way to make and run programs. You
anter program lines.

Each line starts with a number, Followed by a statement.
The computer stores the line with the other Tines in
memary. Later you execute the prngram by entering the
command “RUNY,

COMMAND_EXECUTION

Here is a short cut. Enter this (no line sumber in the
front):

PRINT “HI™

This time PRINT is used as a command. The computer
executes the cemmand righl away without waiting for you
to anter RUN. 1t does not store the command in its
HMemOry s¢ once you press ENTER the command is executed
once only and is then lost.

TisHUG NEWS DIGEST
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ASLEER_DR_AWAKT

Pegple acl one way i7 they are awake and anaother way if
they are asleep. They bave two “operating modes”.

You can tell if they are asieep because they snore.
{Well, not 331 penple snore, but te explsin how
compulers are like people, let’'s pretend that atl
sleeping people snore}. The computer has two operating
modes toc. They are called the "command mode" and Lhe
"run mode”.

THE _COMMAKD MODE

Enter: NEW

You see the ">” symbol and the flashing cursor square.

The ">" is called & "prompt” and says that the computer
is ip the "command mode” of TI BASIC.

The "s" is the "snoring" of the computer when it is in
the command mode.

In the command mode the computer just waits For you to

enter something and because it is very patient it will
keep an waiting until it receives an inpul from you.

Whila the computer is in the command mode:
You can enter programs by typing lines which start
with numbers.
You can use the computer like a pocket calculator.
Big pocket hey!
You can enter commands Tike LIST,CALL CLEAR,
PRINT, ntc.

IHE CALCULATOR

You can do arithmelic in the Command Mede. Try this:

PRINT 3+7

Prass ENTER and the compuier prints the answer "10".

THE_RUN_MODE

Enter RUN to leave the command mode and go into the run
mode.

While the compuier is in the run mode:
The screen turns green.
The program in memory runs.
When the program is finished, the computer automatically
goes back to the command mode.
Assignment 18:

I. How can you tell if the computer s in the command
mode?

2. How can you tell if ihe computer s in the RUN made?

3. What mode does the compuler enter when the program
is done running?

4. How can you tell where the nexi character you type
will appear on the screen?

ANSWERS_TO LESSON 17

Assignment Question 17-1
5 REM -- FILM STAR

10 CALL CLEAR :

15 LET C3-"DEBORAH KERR"
20 LET D3="THE KING AND T1”
25 PRINT TAB{9):CS

30 PRINT

31 PRINT

35 PRINT TAB(B):D$

40 FOR I=1 10 1]

45 PRINT

50 NEXT Z

55 CALL SEREEN{2)

90 FOR HUE=3 TO 1%

100 CALL CDLDR(5,HUL+1,2)
101 CALL COLOR{6,HUE41,2)
102 CALL COLOR{7,HUE+],2)
110 FOR DELAY=] 10 150
120 NEXT DELAY

130 KEXT HUE

140 GOTO 90

Assignment Question 17-2

5 REM -- FILM STAR

10 CALL CLEAR

15 LET C$="DEBORAH KERR"
20 LET D$="THE KING AND ["
25 PRINT TAB{9):C$

30 PRINT

31 PRINT

35 PRINT TAB(8):D$

40 FOR Z=1 70 11

45 PRINT

50 NEXT 7

55 CALL SCREEN(2)

65 REM -- MARQUEF

70 LET A$="FFFFFFFFEFFTFFFF™
80 CALL CHAR(96,A$)

81 CALL HCHAR(G,6,96,22)
B2 CALL HCHAR{15,6,96,22)
83 CALL VCHAR(5,5,96,11)
84 CALL VCHAR{6,28,96,11)
90 FOR HUE=3 TO 15

95 CALL COLOR(S,HUE HUF )
100 CALL COLOR(5,HUE+1,2)
101 CALL COLOR(6,HUE+1,2)
102 €ALL COLOR{7,HUE+1.2)
110 FOR DELAY=1 TO 150
120 NEXT DELAY

130 NEXT HUE

140 ©OTO 30

Assignment_Question 17-3

10 REM HUMPTY DUMPTY 1S S{UARF

15 CALL CLEAR
20 CALL SCREEN(2}

25 REM -- MAKE A SQUARE CHARACTER
26 CALL CHAR{42,"FFFFFFFFFFFFFEFF™)

27 REM -- 16 LETTER F'S
3¢ FOR €=3 TO 14
35 CALL CoLor(z.C,2)

40 FOR =1 10 28 30 REM -- ERASF THE OLD SQUARF

51 CALL VCHAR{({*Z2-5,J,32)

55 REM -- DRAW THE NEW SQUARE BEIOW

56 CALL VCHAR(C*2.5,J41,42)
57 FOR DELAY=1 TO 35

58 NEXT DELAY

60 NEXT J

70 NEXT €

80 60T 15
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Assignmant Question 17-4

i REM -- SINBAD’S MAGIC TARPET

2 GOTO 1¢0Q

198 REX

199 REM --MAIN LOGP
200 REM

210 FCR 1=1 T0 11
211 FOR J=1 TO 1

213 K=T+J-1

214 C=C+8

218 [F C<159 THEN 220

219 C=42

220 CALL HCHAR{I,X+5,C}

221 CALL HCHAR(K,145,C)

222 CALL HCHAR{23-1,X+5,C)
223 CALL HCHAR{23-K,[45,C)
224 CALL HCHAR(K,28-],C)
225 CALL HCHAR{I.28-K.()
226 CALL HCHAR(23-1,28-K,C)
227 CALL HCHAR(23-K,28-1.C)
228 CALL VCHAR(23-1,28-X,C)
229 CALL VCHAR(23-X,28-1,C)
290 NEXT J

291 NEXT [

455 GOTO 999

1000 REM

1001 REM -- SINBAD'S MAGIC CARPET
1062 REM

2000 CALL CLEAR

2001 CALL SCREEN(2}

3000 FCR [=2 10 16

3005 CALL COLOR(T,I,1)

3010 NEXT [

3200 C=42

3956 CALL CLEAR

3999 GOTO 200

Next month we wilil introduce you to the DATA, READ and
RESTORE statements but in the meantime please make sure
that ynu understand fully the answers to Lesson 17 above
and what makes them work the way they do.

Bye for now.

Compiling G
hy Gaaff Trotbt

i am in email rontact with Tony Mchovern as he s
at. the University nof HNewcastie and 1 am at the
University of Wollongong. He very %indly sends me Files
that. he has received From his wide contacts arnund the
warld that he thinks | may he inferested in. (One of
those packages lhat ke sant me last year was an upgrade
tn %% which included 80 column access. This came  from
Winfried Winkler in flerlin, Germany. It is an tipgrada
on the original ¢99 from Clint Pulley of Omtarin,
fanada. This interesied me hecause not only was it an
upgrade tn the © compiler hut all the spurces for  the
rampiier ware included alang with thase For the (SUP and
CFI0 suppnrt Fiies. This means that problems can he
looked at  locaily, rather Lthan relying on getting
upgrades, hui Lhe program file varsion af the compiler
has  tn  be generated.  This caused me some  head
stralching along the way, and § thowght you might he
interastad in the problems encountered and how they wera
ercome,

The files in the package included fourtern [ source
files, fiva assemhler sowrea  files  and  three
documantation files. One of the Files appears twice,
once a5 a C source File and bhen as an assembler saurce
of the same functions, ophimised hy hand. Fhere are twn
utility programs supplied, apart from the compifer. Dne
is an optimiser, for reducing the siza af the assembler
smirce produced by Lhe ceompiler, and the other is a
ubility to remove ol nf range errors an jumps  hy
ptitting in branches (B instead of JMP) insiead. Ohe of
the options in the new compilar is o use JMPs rather
than Bs which leads to a shorter program but may Tead o
rangs errors which then need to he Fixed,

According Lo the docimentation, this version of the
compijer {version 5.0, Jnly 1993} is the Firsh update
since the last one hy Clisk Pultey (ver<ion 4.0, Octoher
{987} and does the following: geaeral clean up nf cade
{re-pame, ra-groop, re-writp to use  all comp i tar
Features); improves code For &% and || operators,
incrementing and decrementing characters, do...whilse
Inaps;  corrects errar  with  comma aparator  in
conditionals (2 : ,}; extends  support  for  ‘gntn’

statemeat in inner lnops<;  implemeaks Rranch to Jlump
conversinn in Ehe compiler itsalf;  added fulbl  suppprt
for \ escapes in siring and char constants; added
suppoart. for .strings longer than ane input  iine via \;
supprasses FVEN in case of already euen addresses;
revised CSUP and CFI0 not Eo use or destroy R3, R4, RS,
R6; raquires Editor Assembler suh-roufines to he added
to program files by hand; added support for \F and \L
characters in CSUP; added 80 colume version of CSUP
(needs and Toads CHARAL); removed CSSTRI, TSFMD in CSUP
{usa  SPSTRT, SSFND imstead); added CURPOS (cursar
address) variable and BE BCSSCRI (sernll sermen)
sib-routine  definition  to CSUP; CSUP uses Cfditpr
Assembler lnader code huffer for serniling; changed
implementation of GPI linkage.

I am not siare iF that list of improvements means
anything Lo you as there are anly a Few bhat | Falt werae
important to me. However T thonght it wonid be gond o
have the latest version far the fow programs [ writs,
To get a C program to run, First the program mist he
written and saved in a Fils using a pragram aditar, |
use Funnelweb and use "i0" on the end of the Filename Lo
signify a C source file. This File must ha compiled and
Lhe compiler will produce a File in assembler spurce
cnde. | owse ";8" on the end aF the same Filemame Lo
indicate  that this is the assemhler c<onrce file
generated from the C source File. Then I geb this ":5"
filename as the workfile in Funnelweh and run iL through
the assemhler. The advantage of making the ":%" file
the workfile js that an filenames need be typed into the
assembler as it will just change the lack *S" inta an
‘0% for the output of the assemhler using Cunne lweh.
The next step is te Inad the shiect filee  intn memory
which can be most easily done with the Seriptlaader From
Funnelweb. This is a way of agtomating Fditor Assemhipr
Gption 3 loading and running. Once  bhe program is
running correctly, and if it is tn he used Freguently,
it can he saved in pragram Format hy defining SFIRST,
SLOAD and SIAST {nsing N99PF¥ and L99PFF) and lnading in
the SAVE utility {FSAVF i< probably hetter}), Thic may
seem to be a long, involved pracess tn run 3 program,
bt the prodection of an infermediate Cite in the form
af the assembler source allows this file tn ha edited in
generata smaller pregrams, Far svample,

In the case of the compiler i1<pif, | ir<t must
generate the mew compiler using the version 4.0 campifer
and then generate the compifer again ucing itself tn
mike sure there were ne prohlems and to make use nf all

(Page 5
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tha new  Facilities dn  the new campiler. The
docimentation that came with the package (as a fila)
sajd to first assemble CC_SBR, CSUP8Q, and CFIQ which
were three nf the assembler sonrce Files. The Tast Ewn
of these are “library” files for the € language,
providing basic suppori for input and output and files.
The first were € compiler subroutines, Then the twa
utility programs 0OPTIM and 028 were compiled and
assembled. | found one problem here with a line of text
giving an erraor as ik went over three lines. Tt was
dane for the version & compiler hut | had to divide it
up inte multipie write statements for the version 4
compilar.  Then OPTIM required functions called match{)
and nmakoh(} for recognising when strings were the same
ar not, which T did nat have in my version of STRINGS.
T did have string compare funchions which were pasily
amandad tn hecome the match Functions and then the
programs both Toaded and ran with the new €SUPBO  and
CFI0 Files. | seb up seriph files to run heth of Ehesa
utilities. The next step was Lo compile the © compiler
itsalf.

This was dona, and generated a File of 360 odd
sectors called G55, This used 11 nf the © source files
in the package as  input wvia the #include statement.
This onlput Fife was run through the nptimiser which
reportad  thak it Bad reduced the memory requirements hy
more than 2000 hytes, When [ iried Lo load the result
I ohtaioed memory Full errars hefare it really got
going. This happened with the Edilor Assemhler wmodnle
a5 well as Funnelwsh. The dncumentation said that there
would be "out of range errars" fraom the assembler but |
did nob receivae these. T then examiped the object code
files with a sector editor. When [ looked at the
assembled Filae hefore the optimiser, ! found that the
size of the relocatable hlock was >B000 bytes or 24
Kbytes. This is ton hig as the total memory block is
only that big. After eptimising, the size dropped to
>5772 but the other Files wers of size >I130 {CC_SAR),
>482 {CSUPBG) and >400 ((FID). Also, the main program
usas same absalute code for storing data at >8330 to
>8349, »20BA to >20E5, and >FDOD to >FFD1, | edited the
assembler sgurce tn stop data being actually stored in
the absolute aress and then assembled Lthe optimised
program. [ was then ahle to Toad the programs but it
would nof run. [t wonld start, but when | pat in the
saurce  file name and ik wenlk ofF to open the File, it
went into never-never land. After a bit of thought ,
some  discussion with Ralf, and some reading of the
Editor Assembler manual, [ decided on a different

strategy.

FE was nbvious that memory was vary tight amd that
until [ gnt the naw compiler working and producing code
which used hranches (B) everywhere instead of Jumps
(P} {a saving af Lwo bytes each .Lime), it would be
difficult to load the program into the normal memory. |
was using & SuperSpace cartridge which has an aextra 8
Kbytes of memory so what I needed to do was make use of
this extra memory. The First thing [ did was ta change
the addresses where the data was stored from the >2000
area and >FN00 area  inta the »6000 area. Then the
compiler was compiled, uptimised and assembled. Then 1
wrote a small  assemhler program which used absolute
addressing  to change the contenks of >2024 to >6500 and
af >2026 to >7FFF. These twn wards hold the values of
first address and last addrass of the memory used For
the relacatable area For the loader. This was Ipaded
aftar rthe compiler program bn rhangs the addresses tn
poiat fo the cartridge memory space far the rest of the
programs.  Doing this allowed the compiler to Toad and
run <o that 1 was then ahle to compile all the programs
Aqain with the ver<inn 5 campilar. Now when the program
was aplimised and assemhled, there were a rumher nf "aut
af range arror<” <o that [ them had tn pass the program
Ehronga the J28% pragram to change those jumps bhack  to
branches,  On assembling the snurce again, there was
still nna  arrnr which then reqiired ana  more pass
through  1he 2R pragram. The sire of the aptimised
program  was  >d4MM winich  incroased to S4F0C  after
application nf the PR program, There arn a large
number af jumps generated by thae compiler.

After all this it worked. | was ahle to save a
program version of the pragram which tnok 3 Files. I[1
nraded the editor assembler cartridge ar Ffupnelwsh to
laad as the utilities are required in low memary, but I
do not think that is a prohlem Lhess days. 1 pepd to
make program fites of the optimiser and the jump to
branch copverter programs as wall as these will ha used
in the Ffuture. HNow I have an 80 cnlumn version af the
campiler [ shall have to write some more nseful
programs. 1 asually wrile them in RASIC tg gel the
Jogic eorrect and then comvert them to [ for the speed,

EHND OF ARTICLE

Lets talk
about computers

By Robert Brown

Welcome to a.HEW series of articles. Yes - [ ecan not
belteve it either! Since we have a few new members
coming into the club, 1 thought I would write some
articles aboul computing in general. The brians behind
the keyboard, the guts of the machine... you get the
idea. Ross Mudie has alse had this {dea {Did he steal
it from me... or was it the other way... anyway...}
This first article concentrates on the idea of binary
numbering and aiso hex octal numbering systems. Llets
get the show going......

Computer CPUs, the contents of memory and other storage
devices, and computer peripherals (printers, etc) work
by switching electric signals and/or circuits O and
OFF. If OFF is represented by the number 0 and ON by
the number 1, then computer circuits and their electric
currents can be used to count in binary (or base 2}
arithmetic. The term bit, which is used to represent
the smallest unit of dats held by a computer {a]l or a
§), is made from the words Blnary digT.

The bipary digits, 0 and 1, therefore represent the
ON/OFF stgnals inside a computer cireuit., For this
reison, all instructions sent are in bimary. It is
possibie to represent any number, no matter how large,
by using the binary digits 0 and 1.

While computers work in binary, humans generally do not.
Se binary values are often turned into other forms to
make them easier for us to use. The two most common
forms used are Octal (base 8) and Hexadecimal (basa 16).
Both are used instead of Decimal (base 10) because they
are more closely related to the binary number system
f.e. Qctal 8 « 2 3 (that is 2 to the power of 3, or 2 x
2 x 2 = B} and Hexadecimal 16 =~ Z 4, while Decimai 10 -
2 3.3219281.

In the binary counting system only two different digits
exist, 8 and 1. The octal system has eight digits; O,
1, 2, 3,4,5,6and 7. The hexadecimal system has 16
different digits, six more than the decimal system and
six more than we have normal numerical symbols for., The
extra symbols used are the First six letters of the
diphabet. So hexadecimal counting aoes from O to ©.
like decimal, and then A, 8, €, D, F and F.

Binary, octal and hexadecimal counting is no different
from decimal counting. The same rules applg to altl
systems. They only differ in the number of different
symbois that they use io represent their values. Once
the Tast symbol in a column has been reached, that
cotump  is reset te 0 and 1 is added to the next column
on the left. This happens when you go from § to 10 in
decimal, or from 17 {pronounced ~“one-seven"} to 20
("two-zero™) in octal, or from 3F ("three-eff") to 40
{"four-zero™} in hexadecimal.
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The table below gives values in decimal, binary, octal
and hexadecimal, \
{See Table 1)

Each digit column in all number systems represents
powers of the base number, In the familiar decimal
system, for example, the digit columns go by powers of
10. Column 0 is the right-most {er units) digit
pesition.

{SeeTable 2)

Conversions from bipary, octal and hexadecimal tao
decimal can be made by the following expansions:-
{See Table 3)

Converting from decimal to the other systems involves
dividing repeatedly by the new base number until 0O is
the answer. The remainders, in reverse order, form the
new base value.

{5ee Tahle 4)

Conversions between bimary, octal and hexadecimal
S)’StEfﬁS are even easfer:-

{See Table 5)

Bits, Nibbles, Bytes, Words:

A bit {from the words BInary digiT) is the smallest unil
of data that the CPU can handle. As its name fmplies, a
bit is a single binary digit and can be either 0 or 1.
The term nibblefmw**to four Bbits, A nibble can
therefore store a number From 0000 to 1111 binary, or 0
to 15 decimal, or ¢ to F hex.

The term byte is commonly used for indicating memary or
storage capacity in computers, floppy and hard disks,
etc. A byte is & bits or 2 nibbles - (think in terms of
a nibbie being only a small "bite”). So a byte can hold

a number from 00000002 te 11111111 binary, or 0 to 255
decimal, or 0 to FF hex, The more comnon unit of memory
is the kilebyte or "k (e.g. 64k =~ 54 kilobytes).
Because of Lhe way a byte is defined {8 bits), lk is not
1,000 bytes but is based on the calculatien 1k = 2 10
which is 1,024 decimal hytes.

The bits in a byte are numbered from 7, the MSB {Most
Significant Bit) on the left, to 0, the LSB {Least
Significant 8it) on the right.
bit 76543210
MSB LSB

A word is made of two or more bytes joined together.
The size of the words used by a particuilar CPY depends
upon how many data bits it can process at ane time.

8 bit CPUs (like the Z80 and 6502) use 8 bit {1 hyte)
units for their data inputs and outputs se they have
data words of | byte in length. Internally, many 8 bit
CPUs carn handle 16 bit (2 byte} data words for
calculations, etc. All 8 bit CPUs are abie to address
their memory in 16 bit {2 byte) units. This gives them
direct access te 2 maximum of 64k (that’s 11111111
[1111111 binary or FFFF hex or 65,536 decimal) of
memory. Computer systems based on these two CPUs
frequently come supplied with 128k or more of memory but
oniy 64k can be directly addressed by the CPY at any one
time.

The TI is a 18 bit machine. The Address 3us works at 16
bit - this is the output from the main processor ie
TMS9900. The Data Bus s also 16 bit ie communications
between the TMS9900 and the fast RAM is done in 2 byte
words, Al7l other input and/or output is done in B bits.

16 and 32 bit CPUs {like the 8088, 80286, 68000, etc)
can process larger data chunks and directly address more
memory because they can handle much larger word lengths.

Weil, that really sums up binary, hex and octal.
Bagically I do not have anything else to say on the
matter, except that you don't really have to Jlearn how
te convert numbers between say hex deciminal, as we have
calculators to do it for us. Well, it is nice to know
anyway. .

Next month, we Took at computer programming languages in
general and what languages are available.” Also don't
forget to look for that new article on GAMES... written
by the one and only.....

1000010 1011001 16001C1 {Binary) Answer
42 59 45 {Hex) Next
101 114 114 {Octal) Monthittt

[Table 1)
fhe Lable below gives values in decimal, binary, ocltal ind heragegimal,
R
Decimal Birary Octal  Hex Decimal Binary Getal Hox
0 00008090 900 L+ 1Y J00¢1010 Q12 A
1 0000646001 aal ol 1 Q00010 0t3 1]
2 0000e010 002 2] 12 Q0001 100 QL4 o
3 000064411 003 03 13 ogoeiiet 015 op
4 400ce100 004 a4 14 00001110 016 13
5 00060101 005 a5 15 0000111} at7 eF
] 00000110 008 06 18 Q0010000 220 10
7 Q000011] 007 a7 32 AGEGI000 040 0
a oQocigoa 010 08 64 01069000 10C 40
9 googlgol a1l 99 128 10040040 200 8o
..................................................................... 3
{Tabte 2}
Pecimal Hexadec imal Sinary
Column @ 10 0 = [ 150 = 1x 20+ bz
Column 1 JO 1 = I x 16 1 = 16 x 21 2x
Calumn 2 10 2 199 x 16 2 = 256 728+ 4x
Column 3 10 3 - },000 x 15 3 = 4,096 x 234 Bx
Calumn 4 104 = 0,000 x 161 - 53,536 x 2416 ¢
Colyms 5 10 8 = 100,000 x 16 5 ~ 1,048,576 « 2532«
ete nlc iz
{Fable 1}
i 4 e e e e mm e nacbee e e e R s
Converting BINARY Converting OCEAL  Convertleg HEYADEC TIAE
to decimal In decimal to derimal
o1 165 75
ftoeexd =} fre- -xt - 5 [re ~ xb - 5
HeenaxZ e D R R | R L N 11
Fauiun ¥ ~ 4 teaos xB4d - 54
L R ... 1
[[{4=eemrn xi§ - |6 17
Fremamenn 32 = 32
b ---x64 - 64
bonemaaans xiz8 - B
117
{1abln 4}
e awaee e e s e '
Humber (vide hy Roma inder Hamber  Givide by Rema inrdey
2 to qive B ln qivyn
S S .
108 53 - 1T 223 a7 T
Fevauwvush T
53 26 1oaneee ' 27 1 3
besumaan ¥ [ e
% 13 PR ' 3 0 3 .I
[ )
3 § | I 727 decimal ~ nelal 137
[ + e e e . ..
5 3 4 + Number  Divide by Romz indes
Fomennen ¥ 16 to rflve
3 H 1 -4 .- . .
Bracauet ARG ke 3 '
[ \] [ [ -
29 | i3
i06 decimal ~ hinary 1101019 [ -3 »’
1 0 [ |
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{Table 5)

aroul bipary digits watp 33 {{rom the right) thes
convert . F{ may be necessary 1o add one or twe O3
te the froni te compiete 3 trio of digils.

lerioel » OB 011 Q0¥

k 1+« 13 orta?
asy above bul group binary digils inlo 4% adding
any necessary 0s at the frant,

B » 725 hex

convert gach hexadecimad digid to four digit
binary.

hex 503 » 5

]

]

;

]

]

|

| 1oo1oi3r - o113 oote 3ojl
i 72

!

|

|

: ¢ 3

! oloy 1300 001) = 01011160001} bin

conver{ each octal digit to three digii bimary.

]
|
ootk 715« 7 i 5
i 113 001 101 « 11100187 bin
i

Ti BASE TIPS
by Bob Relyea

Greetings fellow Tlers. [ hope there are a few of
you still out there that actually read these articles
and use them. | was given the Job of organising the
students lockers at the school where 1 teach, so |
thought that it was a good time to refresh my memory on
the wvalve of thal good Tl-Base software and put it to
use on the locker situation,

1 used the T]-Base software for this job because it
is really good for ease of entry of data and for using
the sort option to heip me get everything the way 1
wanted, 1 used several fields 1in the set-up of the
school Tockers-

SURNAME NAME CLASS YEAR FEES_PAJD LOCKER_NO KEY_NO

When I finished entering a1l of the data 1 sorted
it in various ways, depending of what information [
wanted to look up. The ‘sorts’ that T found wuseful
WETE:

1. YEAR - SURNAME , 2. SURNAME - NAME,
3. {OCKER NO - SURNAME, 4. KEY _ND - CLASS

When 1 finished this a1l up 1 saved it to disk as a
DV/BO file so 1 could call it wp with Funnelweb and put
a title on it, etc. Although there is a 'Display A11f
feature with 71 Base, it is a lot easier to view the and
use the material on your file with the word processor,
especially if you have the B0-Column facility. If you
dg  not, Geoff is "hol on the trial’ with his nice pisce
of software so you will probably be able to get it later
in the year when he has it perfected. With our TI
system of software, it is easy to change a Multiplan or
Tl Base file to the 0V/80 file. It is also easy to
change a DV/BO file to 7] Base (described later), so the
only tricky part §s changing gither a DV/80 file or a
Tl Base file to a Multiplan file. That is the (only
bit) of bad news. The good news in this regard is that
it §s possible and you can also change any file to a
MeltipTan file, even from a working Basic or Extended
Basic program. ! am working on this at the moment so it
will have to be the subject of a future article. Now,
back to T Base. What follows are a few tips that 1
have for you that 1 found helpful to know about.

- Lreating 2 DV/BD file with a T Base file. 7o do

this, while in comsand mode, you type in-
SET DATDISK = DSK].filename
Then, type in ‘Print A11’ and instesd of going off to

your oprinter, it creates 2 DV/B0 file on DSK] all
ready for Funnelweb. Simpie, fsn't it?

. You may have noticed when 71 Base is hoofed up that

the ‘status’ Tine has many pre-set parameiers, sich

as the DATOISK. [f they are not what you want, then
you have to re-seil them everytime you wani to use the
program, which can be a pain. To permanently set
them the way you 1ike, use the following steps:

* Type in "MODIFY COMMAND SETUP'
* Use Fetn 4 to insert dines & type in  your
parameters, such as-

SET DATDISK-DSK2

When finished entering all your pavamelers, use
Fetn 8 {with the write protecter off the disk} to
have saved to disk. N.B. This is only saved to
disk at this stage so you will not note a change
until Lhe next time you load up the software. n
have it changed for the current session change it
the way you normaltly do from the command line,

. Have you ever noticed that after deing a ‘sort’ that

the Record Numbers (RECNUM) are Jombled? This is
because the Record Numbers are just re-assigned to
the line that the record that they were associated to
was placed in the sort file. It is possible Lo have
the sorted file with Record Numbers numbered in
ascending order from ! to whatever by following the
following procedure:

a} Right after doing a sort, from the command line
type in MODIFY STRUCTURE and as soon as  the
structure screen comes up type in feotn 8 which
brings up another screen:

ABORT - leave as it was
RESTORE data from old structure
USE data as is

You choose the RESTORE choice and after the disk
drives whirl away for awhile and does their bit,
you can call up the file that you sorted {display
all) and find that the numbering 45 now in
ascending order but the file is still sorted.
That is the way I Tike it!

. Finally, a word abowt comverting files to TI-Base

files. T tried this recently with a DV/80 file and
had instant success. You have to do a bit of ground
work to get it to come out the way you want, however,
If fact, you have to do exactly the same thing that
you would do if you were going to sort a fW/B0 file
with TI-50RT. Incidentally, comverting a DV/BO file
to TI-Base is only useful for fixed records, that is,
ones that Hhave been created using {For example) the
TA8 function where each record is in the same place
on each Time. FEven though it will converf aay DV/80
file, i is only sensible tn do it for fixed records.
Te have work out right you have to connt the number
of columns {with of field) for each field you want
and note it down on paper. Make swre that it tetals
80 sg that it exactly matches the TI-Base system.
Then, boot up T1-Base and Lype in-

CONVERT {imput file) (output file} [Go]
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The 'Go" only has ta be typed in if you have to
change disks, in other words, if you do not have two
disk drives. The instructions in the manual on page
3-27 are clear {for a change!) and there are several
other things that you have to do after typing in the
above. The first thing is to type im all your fields
and widths, etc when they are asked for using the
exact same format that you use when you are creating
a file from scratch with TI-Base. The rest of the
instructions are clear encugh not to need repeat them
here. I made a DV/80 File out of one of the sorted
locker files mentioned above and then converted it
back Lo TI-Base Ffor practice. There is a bonus in
doing this as 1 noticed that the record numbers
assigned to each record was in ascending order- just
the way 1 Tike it! In spite of the fact that the
Tocker file had 200 entries it converted it Fairly
guickly. A Multiplan file could he converted to
TI-Base the same way and with the same speed.

Well, that is ail For now folks.

~ZZ4 . END OF ARIICLE

MODULLE REVIEW
From Stephen Shaw in England

MODULE REVIEW- 4A FLYER- GAME-DATABIOTIC

The author was told to writz a flight simulator within a
tight time Timit, in machine code, tec fit entirely
within 8k. Under the circumstances it is probably not a
bad Jjob, but it is instruments ONLY, and if you point
your plane at the ground, there comes a point where you
reach a maximum speed evan with the throttie wide open -
and it is not that fast 2 speed. There are various
angmolies and the issirument only Flying gets rather
boring quite quickly. Far very Tittle more {in dollar
terms anyway) you could have the so very much superior
Spad XIII, so get that one and enjoy some sceneryl

MODULE REVIEW- FROGGER- PARKER BROS.

This module is an excellent reproduction of the very
popular (weil, some years ago...} clagsic arcade game.
1t plays very much like the arcade machine. What more
praise can there be! If you like Frogger, buy it.
HMMM. .. dont remember Frogger eh! You must guide a frog
over several lanes of busy road without being squashed,
THEM across a river, without falling in, being saten by
cracs, or dumped by submerging turtles... and so on.

MODULE REVIEW- D STATION i- DATABIOTILS.

This started off 1ifa as a disk program from the Bethany
based Intermatiopal User Group, and is a VERY simple
program, although well written. From i fixed base at
screen ceatre you  must  shoot  down flyers and
parachutists. Thats about it. Graphics are extremely
barren but the ogame can be diffFfculi. VYou aim hy
rotating your gun {180 degree capability) which makes g
change from moving left and right at screen bottom.

MODULE REVIEW- DEFENDER- ATARISOFT.

This {s possibly the best Atarisoft module, and is a
first rate emulation of the classic arcade game, with a
small wide range radar scan at screen top showing where
all aliens are, and a playing area to move your ship
arogund while being attacked from all sides from all
sorts. The piay cam become really Frantic. This module
should be in your game collection. Supplies are
qeneraily good bul you may need to pay 3 slight premium
price.

MODULE REVIEW- T!1 INVADERS- T MODULE

A quick check of the museum piece arcadeart off a littie
too slowly fov machines shows that they too start wery
slowly and take a while to speed up- this does NOT make
it easy te clear the first screen incidentally!

This TI Module is almost certainly the very best version
of Invaders an ANY home computer. The graphics are if

anything better than on the arcade machines, and all the
arcade play is there.

This is one of only two modules Lhat Ii officially
released on disk- the disk version had a TEST mede not
in  the moduie which atlowed you to really slow the game
down, and to start at any level UP TO LEVEL 50 (and it
went on after Tevel 50 too).

Ancther wmodule which you really should have in your
cotlection i¥ you dont have it. You may not play it too
much, but it s a Jovely sxample of what T! could do.
Not hard to find.

MODULE REVIEW- JUMPY - TI MODULE

Possibly the ONLY TI Module actually WRITTEN an a
TI99/4A system- the others were developed and assembled
on larger 9900 computers. You control a cute Tittle
Kangaroo who pushes boxes around trying to trap
monsters- trapped monsters die and score points. The
game becomes surprisingly difficult at level ten. Nice
game, Fairly difficult, good game action. Reasenable
graphics.

MCOULE REVEEW- MS PACMAN- ATARISOFT.

Remarkably Tike PacMan..., Hs PacMan if you forgot is
the one with the ribbons! This version has a Faster
screen  set uwp {PacMan as a module for the Tl had a very
slow screen set up!} and more varied screenm fayouts,
Also intreducing the bouncing sirawberry -so mich more
difficull to-collect tham a static bonus Fruib. You eat
dots and avoid monsters in a maze, clear all the dots
for next maze, go over gower points to Lemporarily gain
the strength to shoo the monsters back home.

Better than PacMan, comparable to MunchMan, which seems
to play faster.

MODULE REVIEW- MUNCHMAN -TI MODULE

Way back when, when PacMan was a}l the rage and PacMan
Fever failed to make the pop charts, TI were thinking of
modultes for their new Home Computer. A variant of
PacMan came out, and Atari jumped on it hard. Gobbiing
dots was OUT! So a quick rewrilte and we instsad eat 4p a
trail while the requisite monsters chase us around the
maze! This one can get incredibly Fast, and you need
same pretly good Joysticks to play well, keep trying.

MODULE  REVIEW:  MUNCHMAN [1.
modute. 1987,
Source: Try offering Database a suitable bribe to import
some or try TexComp. Supplies scarca.

A Triton/Databiotics

It has been brought to my attention that some TI ewners-
especially disk owners- have entirely the wrong
impression of what this module {s! You will see From the
above review that the original Munchman module was
actually version 2 - which makes this one Yersion 3!

This is a complete rewrite by {former?} TI employee John
Phillips, responsibie for so much module work. Here he
has married the two connected screens of Sewermania with

the First Munchman variant in which instead of laying a
trail you remove one! Yes there is a screen Lo the right
of the First one which you enter through two passages-
OR yow can use a roving teleport machine! And you must
ciear BOTH screens to go on! The hoonos are FASTER than
you are 350 you camnot outrun them - except after going
aver 3 power dot when you can outrun them and gain good
points! You must use skill and tactics in this versian.
A worthwhile addition to any collection of PacMan
variants!

B>
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SHAKE-OUT IN THE HARDWARE
WARS

Retyped by Loren West
A fierce pricing battie ¢laims a major casualty

AL olympic sales in downtown Los Angeles last week,
an Atari home computer that cost 3630:0C three years age
carried a price tag of §77:85. At Lechmere Sales in
Cambridge, Mass, Texas Instruments micros that retailed
for $525:00 in 1981 could be had for less than $100:00,
Gemct stores in Lalifornia were selling Commodore 64
computers far $199:00 each, two-thirds off their price
of six months ago. In Chicago, K mart was unloading
tiny Timex Sinclair 1000s, last year at 3$99:95, for
$29:97 each.

The market for the smallist computers, always
competitive, has finally biossomed into a full-scale
price war. Manufacturers bhave been trumpeting price
cuts and rebates and spendind heavily on TV ads. Until
recently the high-pressure sirategy seemed to be paying
off, sajes of 5 miliion home computers were predicted
for 1983, a huge increase over last  year's
record-breaking 2.5 million.

Lately however, there have been signs that the
market may be approaching saturation. Consumers are
beginning to complain that with out expensive printers
and disc drives, many of the low-priced machines are
titile more tham video-game players with built-in
keyboards. Talimis Inc, an Oak Park,IIl, market research
firm, estimates that small computers have been selling
at a monthly rate of 275,000, but manufacturers have
been shipping more than 450,000 a month.

Last week the fragile market c¢racked. Reacting to
NEWS that Texas Instruments, suffering from
disappointing hardware and software sales, had predicted
a 5100 miilion loss in iLs current guarter, Wall Street
turned negative on the company’s stock Shares of TI, ane
aof the worid’s Jargest manufaciurers of silicon chips
dropped 40 points in pne day, trimming nearly $1 billion
from the company’s paper value. On the heels of Atari's
muitimillion dollar loss last guarter, it looked as if
one segment of the computer revolution was wobbling.

Fortunately for the indrustry, bhigher priced
microcomputers have not succumbed te the price cutiing
that has bedeviled the bottom portion of the market.
Apple and IBM continue to sell full gprice personal
computers (51,500 to $4,000) as fast as they can ship
them. Even among the 1low-end companies there have

cecasionally been flashes of rational pricing strategy.
Timex, for example, has systematically reduced its
prices on the Timex Sinclair 1000 to help clear the way
for more powerfull and more expensive models due later
this year.

Not  so Commodore and Texas Instrements, Says
William Bowmen of Spinnaker Software, a  leading
publisher of home computer software. "They aren’t
responding to the market buil to each other.” The
Commodore - TI donnybrook began Jast Auqust, when Texas
Instruments offered a $100:00 rebate on the T199/4a,
bringing the machine's price down to $149:00, Commodore
answered with a $50:00 trim on its VIC 20, making iis
tag 5145:00. Then as Christmas approached, Commodore
sticed an additional $20:00 of f the VIC 20 price. Then
330:00 more.  "The bottom Tine,* says Sowman, “is that
the VIC was cheaper than the TI during the height of the
Chrismas season.” Commodore Founder Jack Tramiel, a
veteran of the pocket calcuTator wars of the 1§70s
adopted the slegen “"Microprocessors for the masses" and
boasted that he had sold more tha 1 millien YIC 20s in
the 1982, nearly double the sales claimed by his nearest
competitors, Timex and Ti.

Tramiel moved again early this year, cutting prices
on his ¥odel 64 computer snd offering rebates for
trade-ins on his comptitors machines. He had also
putied out of indepedent  computer  stores  and
concentrated on mass market outlels such as K mart and
Teys R Us. TI machines. hobbled by second rate
software, suffered a further blow in february, when the
company disclosed that users were vuinerable to possible
elactrical shoeks. T1 corrected the defecl, but the
damage to the machine’s image was nol so easily
repaired.

Many analysts believe thal an industry shake.out is
due. Atari, trying to stage a comeback with a series of
tightweight, foreign-built modeis, remains heset by
shipping delays and management turmpil, Timex, having
cut back production on iis mode! 1000, will face tough
competition in the under 3200:00 market for its new
line. Tandy, whose Radio Shack TRS-80 <{alour {omputer
sold sTuggishly at §399:95, has drapped its price to
$199:95, & leve) some ebservers believe is still not low
enough  to ensure the machines survival. Says Talmis
Prosident Jeaznne Dietsch. “"They seem Lo bring in new

-products with total disremard for their competifors’

pricing.”

More complicatiens are on the horizon, [arlier
this month Coleco, a vigorous competitor of Atari in the
videg-game business, introduced a $600:00 home computer
and word-processing system that includes a typewriter
quality printer. Coleco’s entry, named Adam, may signal
the spread of the price war from basic compuier units to
plug-in peripheral devices. And last week 3 Consortium

of 14 Japanese manufacturers, led by KEC and Matsushita,
announced a technical agreement that will result in
interchangeable game cartridges and programs for their
home computers. The new standards were developed by
Microsoft, a programning house based in Bellevue, Wash.,
that designed the software specifications for 1BM when
that giapt firm ertered the medium price personal
computer market two years ago. 1BM, interestingly, s
guietly workimg on its own low-end machines developed
under the code name “Peamut.” While it is not clear
which standards IBM’'s machine will foliow, one thing is
certain, whichever way 1BM goes, a good portion of the
industry is sure to follow.

From the editor.

This article was given to me recently by Xari
Leskinen, who thought that other members would be
interested in reading about our trusty ¥I.

I would 1Tike to point oul that this article is
dated 1983

w7 END OF ARTICLE ]

ACCOUNTANCY

16 CALL CLEAR

15 DISPLAY AT(3,5):"™*ACCOUNT
ANCY QUIZ**

20 DISPLAY AT{5,14}:"BY"

25 DISPLAY AT(7.8):"VINGENT
MAKER™

30 DISPLAY AT(10,13):"FOR"
35 DISPLAY AT{12,12}:"SCHER?

40 INPUT "PRESS ENTER Y0 G&
ON": A%

45 RIGHT=0

50 WRONG=0

55 CALL CLEAR

60 DISPLAY AT(3,5):"1.WHICH
IS THE ACCOUNTANCY EQGUATI
DR?"

65 PRINT
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70 DISPLAY AT{8,3):"A)A=P-L
BIE=T4E
£)50

D)A=1/2

BH™

75 GOSUB 260

80 IF J=65 THEN 95

85 GOSU 285

90 GOTO 100

95 GOSUB 315

106 DISPLAY AT(3,5):"COMPLET

E THE SENTENCE*"DEAIT THE CR

EDITOR AND CREDIT THE... °

105 DISPLAY AT(9,3):"A)CLERK

eI

far

TYPING FOR ACCURACY

a B)DERTO

NTANT ggégggy i found this programme on one of my favouriie disks

110 G amongst  other games. The disk was marked "Best of
0SUB 260 99ER "

115 IF J=66 THEN 130

120 GOSUR 285

125 6at0 135

130 GOSUB 315

135 DISPLAY AT({3,5):"IN A TR
TAL BALANCE WHAT ~ COMES B
EFORE "*LEDGFRS™"?¢

140 DISPLAY AT(8,3}:"A}JOURN

[t is a typing game for all ages and for those of us who
use all of two pointer fingers, iF you wish to increase
your Lyping skill and show your agther fingers what they
should be deing them type in this programme and give it
a go, {ED}

100 REM * TYPING FOR ACCURAC

ALS 8)LEDGE v+

RETTES C}8 ALA 110 REM

:gESHEET D)NOTHE 120 DI A${20)
; 130 ¥=20

145 GOSUB 260
150 IF J=65 THEN 165
155 GOSUB 285

160 (0YT0 170

165 GOSUB 313

170 DISPLAY AT(3,5):"4.WHAT
1S AN END OF BUSINESS (NOT C
OMPANY) CALLER?®

175 DISPLAY AT(8,3):"A}TERMI

140 DATA 15,FABR,A.AS,DAD,AB,
SAD,LAD,FALL,ALFALFA, SASS, LA
S5,DADS,LADS ,FALLS,FADS

150 DATA 16,HAD,HAS,CAS,SAG,
HALL ,HALLS ,LADS,SAGS ,HAG,LAG
LAGS, SLAG, SHALL , SASH, DASH, F
LASH

160 DATA 18,DEAF,DEED,SEE,FE
ED,HEED,LIKE KILL,FILL,FEEL,

NATION BIENDIN

G

C)Dis30

LUTICN DNOTHI

NG
180
185
140
195
200
205

GOSUS 260

IF J=67 THFN 200

GOSUS 285

GOTD 205

GOSUR 315

INPUT "PRESS ENTER TO SE

FEES,LIED,DIAL,SLIDE,FLIES,L
[FE,SL1D,GLIDE

170 DATA 17,TAG,HAT,TALL  THY
DAY HAY, JAY , GAY, LAY, TAR,RAT
,9TAR,STAFF ,FAST,TRY ,SAY, YAR
D

180 DATA 20,WISH, EXAM,EXALT,
TEXT, TWO, WON, SOW, WASH, WORLD,
OWE,WORD,LOOK ,LOSE , 500,508, F
OW, TEXAS, OXEN,MIX. WORSE

£ WHAT YOUR GRADE 1S...":F$
210 F RIGHT=4 THEN AS="EXCE
LLENTE!. . 4/4.. . .GRADE A®
215 IF RIGHT=3 THEN A$="VERY
GOOD. ..3/4. . .GRADE 8"

220 IF RIGHT=2 THEN AS="FAIR
225 IF RIGHT<2 THEN AS="HOPE
LESS....LESS THAN TWO CORREC
z’ﬂ

230 CML CLEAR

235 PRINT "YOU GOT ";RIGHT;”
RIGHT AND " ;WRONG;" WRONG.*
240 PRINT

245 PRINT

250 PRINT A$

255 sTQP

260 PRINT “PICK A LETTER..."
265 CALL KEY(0,d.K)

270 TF K=0 THEM 285

275 PRINT

280 RETURN

285 PRINT " INCORRFCT™

290 WRONG=WRONG |

295 PRINT

300 [NPUT “ENTFR 10 60 CH”:L
5

305 CALL GLFAR

310 RETURN

315 PRINT "CORRFCT™

320 RIGHT<RIGHT+!

190 DATA 18,0QUAKE,QUIZ,QUEP,
ZAP,QUIT,PIQUE,PLAQUE, PUZZLE
.PLAZA,SAP,ZIPPER,PRIZE,QUIC
K,SQUEEZE  ZEAL,ZIP

200 DATA 18,CALM,CAN,MEN NIM
BLE,EXAET,EXAM MIX, NIX,BUZZ,
ZOOM,NAVY . CAB, BACK ,BOMB , 7OMB
IE,CAVE, VACATE  YARMINT,

210 GOSUB 920

220 GOSUB 1540

230 GOSUB 1690

240 CALL KEY{D,KEY,STS)

250 IF KEY<49 THEN 240

260 IF K>56 THEN 2490

270 ON {KEY-48)GOTO 280,300,
3r(, 340,360, 380,400,910

2B0 RESTORE 140

290 GOTO 410

300 RESTORE 150

310 GOYO 419

320 RESTORE 160

130 5070 410

340 RESTORE 170

350 GDTO 410

360 RESTORE 180

370 GOTO 410

380 RESTORE 190

390 GDTO 410

400 RESTORE 200

410 CALL CLEAR

325 PRINT
" . " 429 CALL COLOR{!,2.1)
%32 INPUT "FNTTR 70 GO ON.. 430 cALL SCREEN(é}
; ) 440 GOSUB 1890
335 CALL CLEAR
340 RETURN 450 READ N
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460 FOR [=1 TO M
470 READ AS{I)

48 NEXT 1

490 SCORE=0

500 RANDCMIZE

516 FOR K=1 70 10

520 W=]NT{N*RND}+1

530 IF A$(W}="0" THEN 520
540 XC=24-K

550 CALL SOUND{1500,-1,2)
560 FOR J=1 TO LEN(AS(H))
570 CALL HCHAR{XT,dr17,ASC(S
EGS{AS{¥}.J,1})}}

580 NEXT J

590 INPUT 8%

600 IF BS=AS(W)THEN 630

610 CALL SOUND{1000,-7,1)
620 COTO 650

630 CALL SOUND({1000,-2,1)
640 SCORE=SLORE+]

650 IF K<l THEN 710

660 CALL HCHAR(23,Y-4,98)
670 CAL: HCHAR(23.Y+4,98)
680 CALL HICHAR{23,Y-3,99)
690 CALL HCHAR{23,Y+3,100)
700 COTO 740

710 [F K<»2 THEN 740

720 CALL MCHAR(23,Y-4,99)
736 CALL HCHAR({23.Y+4,100)
740 CALL HCHAR{23,¥-1,105,3)
750 CALL SOUMN{I,44000,30)
760 CALL HCHAR{XC-1,Y-2,98,7

)

770 CALL HCHAR(XC-1,Y+5,32,3
)

780 CALL HCHAR{23,1,32,15)
790 AS(W)="0"

800 NEXT K

BIO CALL CLEAR

820 FOR =2 T0 8

830 CaLL COLOR([,2.1)

840 NEXT |

B850 SC=10*SCORE

860 PRINT : : : : :*YOUR SCO
RE [5";SC,"PERCENT ACCURALCY.
870 PRINT : : :

880 CALL KEY{O,KEY,ST}
890 [F KEY<>13 THEN 880
900 GOTO 230

910 END

920 CALL CLEAR

930 CALL SCREEN(S)

940 T=500

950 CALL SOUND(T,880,3.698,8
294,10} :
960 PRINT : : (TAB{11}:"T ¥
PINGE"

970 CALL CHAR({104,"FFFFOOFFF
FOOFFFF")

980 CALL SOUMD(T,932,1,784.8
, 196,11}

980 PRINT : :TAB(15):"FOR"
1000 CALL COLOR(10,16,8)
101G CALL COLOR(11,13,1)
1920 CALL SOUND(T,784,3,653,
8,262,10}

1030 PRINT : :TAB(1Z);"ACCUR
ACY™

1040 CALL CHAR(112,"0Q0EOFBFE
FFFFFFFF"}

1050 CALL SOUND{T,880,3,698,
8,175,12)

1060 CALL CHAR(113,"0000000C
BOECFBFE"}

1G70 CALL CHAR{ 114, "BOEUFCFF

FFFCEDS")
1080 CALL CHAR({115,*FEFS£08"

)
£090 CALL SOUND{T,598,3,587,
8,233,10)

1310 PRINT 1 : :
1120 CALL CHAR{16,"FFFFFFFF
FEFBE™)
§}30 CALL SOUND(T/2,784,3,16
, 10}
1140 CALL CHAR{96,"BOCOEQFSF
B8EDCOB")
1150 CALL SCUND{T/Z,698,3,18
5,10)
1160 CALL CHAR{S7,"80COEQFOF
BFLFEFF")
§E70 CALL SOUND(T/2,659,3,27
+10)
1180 CALL CHAR{98,"FFFFFFFFF
FFFFFFF")
FI90 CALL CHAR{ 117, "FFFRFFFF
FFFFFFFE")
;200 CALL SOUMD{T/2,784,3.27
y10)
1210 CALL CHAR(9S,"FFFFFCEGY
DEDCOB" )
12290 CALL SOUND{I+2,.698,2.58
7.8,147,12)
1230 CALL HCHAR[IS,7.1
1240 CALL HCHAR{i&,7,!
7.7,1
)I r

LS
.

1250 CALL HCHAR{l
1260 CALL HCHAR(i6
1270 CALL HCHAR(IS,!
1280 CALL HCHAR(17,15,
1290 CALL HCHAR(1S,1d,1
1300 CALL HEHAR(17,14,11
1310 CALL SOUND{T,466,4,1
10}

1320 FOR XX=15 T0 17

1330 CALL HCHAR(XX,!,104.8)
1340 NEXT XX

13?0 CALL SOUND(T,440,3,175,
10

1360 CALL COLOR(Z,16.1)

1370 FOR YY=18 10 26 STEP 2
1380 CALL HCHAR(16,YY,42)
1390 NEXT ¥Y

1400 CALL SOUND(T,698,3,440,
8,294,10)

1410 CALL HCHAR{16,28.49}
1420 CALL HCHAR({16,29,48,2)
1430 CALL HCHAR(16,31,37}
1440 CALL SOUND(T,784,2,587,
8,233,10}

1450 CALL CHAR{180,"7F3FIFOF
grgielt}

1460 CALL CHAR{1O1,"0COLG307
OFIF3F7F™)

1470 CALL SOUND(T/Z,698,3.39
2,8,262,10)

1480 CALL CHAR(102,"00001818
JCACTEFF™)

1430 CALL SOUND({T/2,659,2,26
2,10}

1500 CALL CHAR{10S5,"DBOBCBOB
NBOBDBDB" )

1510 CALL SDUND{4*T.698.2,44
0,8,175,10)

1520 CALL SOUND(!,44000,30)
1530 RETURN

1540 €At CLEAR
1550 CALL SCREEN(7)
1560 CALL COLOR{2,2,1)

1570 PRINT "PICK A TYPING CA
TEGORY. ™

1580 PRINV : : :"YOU WILL SE
E A WORD"

1590 PRINT "IN THE ROCKET.”
180G PRINT :"TYPE AND ENTER
[T BEFCRE THE TONE ENDS.”
1610 PRINT :*IF YOU ARE CORR
ECT,”

1
1
y 1
g,1
5.1
1

7
7
7
1
3
1
|

RS LG S
0 i e it e s ek Y

5,
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1620 PRINT “ANOTHER TONE SOU

NDS, "

1630 PRINT :"IF YOU ARE INCO

RRECY

n

1640 PRINT "YOQU WILL BL BLAS

1650

X

PRINT "PRESS ENTER 7O £

ONTINUE."

1660
187G
jgac
1680
1700
17310
1720
1730
1740
1750
NEY:
1760
1776
1780

CALL KEY(D,KEY,ST)

IF KEY«<>13 THEN 1660
RETURN

CALL CLEMR

CALL SCREEN{12)

CALL COLOR(1,2,12}

FGR 1=2 70 B

CALL COLOR{1,1,12)

KEXT §

PRINT : @ @ :" CHOOSE Q

PRINT :* 1 HOMT KEYS"
PRINT :* 2 HOME ROW"
PRINT :" 3 TOP ROW, MID

DLE FINGER"

1790
NTER
1800
1810
R “

1820
1830
1840
1850
1860
iB70
1880
1890
1800
1810
1820

)
1930
)
1980
)
1950

)

1960
1870
1980
1990
2000
2010
2020
2030
2040
2050
2080
2070
2080
2080
2100
2110
2120

PRINT :" 4 TOP ROW, POI
FINGER"

PRINT :".5 RING FINGER™
PRINT :" 6 LITTLE FINGE

PRINT :" 7 BOTTOM RQUW“
PRINT :" B END PROGRAM®

CALL SCREEN{5)
FOR I=2 T0 8

CALL COLOR(I,2,12)

NEXT [

RETURN

CALL COLOR(S,I,1}

CALL COLOR(10,1,1)

CALL VCHAR(12.Y,98,13)
CALL VCHAR{13,Y-1,98,12

CALL VCHAR{13.Y+1,98,12
CALL VCHAR{14.,Y-2,98,]11
CALL YCHAR{14,Y+2,98,11

CALL VCHAR(13.Y-2,101)
CALL VCHAR(13,Y+2,37)
CALL VCHAR(12,Y-1,101)
CALL VCHAR({12,Y+1,97)
CALL VCHAR(11,Y,102)
CALL vCHAR({Z22Z,
CALL VCHAR(22,
CALL VCHAR(23,
CALL VCHAR(23,Y+
CALL VCHAR({22,Y-
CALL VCHAR(22,Y+4.97)
CALL VCHAR(21,Y-3,101)
CALL VCHAR{Z},Y+3,97)
CALL LOLOR(9,7,1)

CALL COLOR{10,16,1)
RETLRN

END

+

Nt S gt A

¥-3,98,3
¥+3,98,3
Y-4,98,2
Y+4,98,2
¥-4,101)
4.9

*
L
L3
1
]
L

OUTDENTING and THDENTING
WORD PROCESSING TIPS
by Boh Rrlyea

N.8. In this articke the following abhreviations are
used:

i{f = }inefesd [R - carriage return

[ used to admire how some authnrs could make each
first word of a sentence in a document be placed exaclly
where it should be without a lat of untidy-looking
overlapping. Yo my shame, [ never thoroughiy lonked
into it un{il recently when ] was writing up the minutes
of the recent AGM. Prior top that | just tidied up a
document manually by using the fixed mode. So, [ said
to myself- "Right! ! am gaing tn gef this document right
by using formatting commands if | have ta sit here all
night.” 50, with an occasional look into the Ti-WRITER
manual, a coupie of guestions to a  knowledgeable
individual, and a Vot of practice, | Finally got it
right!

If T may digress for a moment, [ was grateful that
my mini-system has FunnelWeh on eproms as il made it
easy to go back and forth hetween Fditor and farmatter
te see how it looked. As you may know, you do not have
to send 3 formatted text off to a printer. You can
format it to disk when it asks you for ‘print device’
name and then call it up like any other file and have a
look at it. This is called ‘preview’ {or paper-saver)
in the PC world, and if you have FunnelWebh on eproms it
is Jjust as fast to execwte. This method eliminates the
problem of sending a text to a printer only to discaver
that something did not come out the way you wanted it to
and must be done again. While | am on the topic, if you
do format something to disk and call it up for 2 look
then you will notice that there is a Tlinefeed (LF)
symbol at the end of each line, even a blank line. So,
if you want to print this formatited text right then and
there off the editor then you must put a linefeed symbol
at the end of your printer parameters ta avoid doubie
spacing. The reason is thet the editor already has a
Hinefeed build into it and with the Jlinefeeds on the
document you get two Tlots. One, therefore, must be
suppressed and, as indicated above, this s done by
typing in something Tike the following after invoking
the PF (printfile command}:

PiO.LF or
R5232.BA=4800.LF

Before I get back to the origina) topic, a couple
morg  thoughts. If you have used eilher the @ or the &
in the text tp overstrike (embold) or to underline then
you will notice on the formatted text that something
tike the following will result:

overstrike underline
overstrike —.LF
averstrike

overstrikelF

Any word that 1s overstruck will appear four (4)
times in the formatted, only the last of which will have
a Tinefeed. So, the printer will gn over the same space
four times before being instructed after the fourth one
to linefeed. That {s why is becomes darker- the same
word has been printed four times in the same place. For
the undertine there appears only the word (with no
linefeed) and the underline itself is op the next Tine
with a linefeed. S0, after printing the ward, the
printer does not . advance but goes right back aver the
same place with an underline befare it advances to the
next 1ine. OF a1l the things in the ¥ord Processor bag
of tricks, T use this feature the most. Finally, if you
format a text to disk, you can keep the same name if it
is sent off tg a drive cther than the one that the
original text i4s on. If not, then you must change the
name as {t will not format onto itself,
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Now, back to ithe origiaal topic. I am going tio
i1lustrate what I mean by having the first gord "in the
right place’ by using an exampie out of the index of a
Muclear Physics text book. [ will place the usual
formatting commands at the beginning so you can see the
rasult., Later [ will show what must be done if you are
to get it to look like it does in the book.

Example 1:

Chapter 1 £arly Observatiens of Radioactivity
1.1 The discovery of radioactivity
1.2 The jonising ability of radigactivity
1.3 Other radicactive elements
1.4 Exgrcise

Chapter 2 Types of radicaciive emissions
2.1 The main emissians
2.7 The nature of radicactive emissions
2.3 The relationship between penetrating and
ionising ability
2.4 Exercise

Sez how nice and neat the text appears with
everything Tined up perfectly? That is the way that it
appears in the book and what you would get printed if
you typed it in the editor and just printed it without
going through the farmatter. Howsver, many times we
wani it to pass through the formatter, and if we do so
with the above text with the formatting commands as
given below what follows is what you get:

-F1;AD;LMO;RM55; IN4+5CR

Chapter 1 Farly Ohservations of Radioactivity
1.1 The discovery of radigactivity

1.2 The jonising ability of radiocactivity

1.3 Other radioactive elements

1.4 txercise

Chapter 2 Types of radicactive emissions

2.1 The main emissions

2.2 The nature of radicactive emissions

2.3 The raelationship between penetrating and
fonising ability

2.4 Exarcise

Pretty yukky isn’t it? Well, the main point of this
articie is to axplain how to pass the above text through
the formatter and get the original text ali Tlined up
nicely. Outdenting and indenting is explained, in
brief, on pages 54, 103, and 143 of the TI Writer
manual, iF you have gne. The INDENT (.IN} command is
used with the LEFT MARGIN [.iM} command. [n the mapual
it states:

LEFT MARGIN = .LM n (LM [+:-]n}- This command sets
the left margin. The “n* in the command is replaced
with the column number st which the left margin is to be
sef. This number must be smaller than the number at
which the right margin is set. The left margin may he
reset with this command as many times as desired.

[NGENT = .IN n (.IN [+:-]r)- This command indents
the first lines of paragraphs. The Text Formatter
interprets the beginning of a2 paragraph as the Ffirst
character after a carriage return symbol or the First
character after a blank line or lines. When am absolute
valug is used {i.e. without a + or -}, text is indented
to that column number regardless af the left margin.
When relative values are used, the indent point is
calculated From the Taft margin value. For sxample, if
the left margin ts 10, .iN +5 sets the indent point at
10 +# 5, or 15 and ,IN-5 set the indent point at 10-5, or
5. The command .IN +0 can be used to nullify the {ndent
command, but another Indent command must be inserted
where indenting is to resume. Each lime the left margin
is reset, indentation mist also be reset.

Nermally then, the Indent command is used in
conjunction with the Left Margin command. So, to set up
proper commands to indent and outdent attention must be
given to Doth tithe Indent and Left Margin numbers.
Indent, of course means that the first 1line of the
paragraph is set to the righi of the normal Left Margin,
and is normally achieved by using the + sign. Outdent
means that the First 1ine of the paragraph is set to the
left of the normal Left Margin and is mormally achieved
by using the - sign. The emphasis of the following
discussion will be on OGutdenting.

the ‘trick’ in understanding outdenting is teo
realise that, in & paragraph, the Left Margin deals
mainly with the second line onwards, while the Indeni
command deals exclusively with the first line.
Remember, a paragraph ends with a carriage return symbol
ne matter how long or short the ‘paragraph’ is. So, in
the above text that we are dealing with, thers would
normaTly bae a carriage return symbol at the end of sach
part of the outline, which virtually means at Lhe end of
each line.

Let’s TJook at the first three Tines of the taxi we
are working with. To get this right you must do a bit
of counting. You may also have to consider that, when
passed through the formatter, there are at least two {2)
spaces placed afFter each full stop and at least one
(space) after all other symbnls or letters. So, if we
want the Following text to end ap correctly, we notice

that there are tiwelve (12} spaces fram the 'C’ of
chapter to the ‘E’ of Farly. This means that thers must
be 12 to accompany the Outdenting command. The OQutdent
comand must be twelve (12} to the left of Lhe left
Margin. So, your document may ha seb as Follows:

M2 EN-T2CR
Chapter I Early Observations of Radioactivity
1.1 The discovery of radicactivity
1.2 The ionising ahility of radipactivilty

Notice [ said ‘may be” set out. It omly really
matters that the Indent command is -1Z and that the |eft
Margin is less than the right one and is at least 12 in
this case. So, I could have writien in LM20;IN-12 and
the result would have been hasically the same. The only
difference is that in the second case the whole text
will be 8 units further to the right on the page than in
the first case.

The Tast thing te consider is what to do if a paint

in the outline is jonger than one line. If care is not

taken you will get an ugly-inok ing averlap.

Let’s consider the second part of the outline.
Notice that point 2.3 cannot be Fitted nnto one line.
The following two examples show firstly what tha result
should be and secondly what will happen if you dao not
set the commands properly.

Chapter 2 Types of radicactive emissions
2.1 The main emissions
2.2 The nature of radicactive emissions
2.3 The relztionship between peneirating and
ignising abhility
2.4 Exercise

Chapter 2 Types of radicactive emissinns
2.1 The main emissinns
2.2 The nature of radicactive pmissions
2.3 The relationship hetween penetrating
and fonising ability
2.4 Exercise

Notice that second line ip point 2.3  starls
directly under number 2.3, which appears untidy io me,
One way around it is to place the commands as fo.lows:
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LLHIZ;TN-12ER ) .
Chapter 2 Types of radioactive emissions
LLM16; IN-4LR
2.1 The main emissions
2.2 The nature of radioactive emissions

H-31LER

Written by
{0l Christensen

17 Centaur Street

13t jonship between penetrating and
2.3 The relationship between p [+ REDCLIFEE AT 4020

jonising ability
2.4 Exercise

You will This program is shareware and may be freely
distributed by any means at 21l except that a fee for
the program itself must mot be charged. If you 1like
TI-TILER and hope ;o make sufficient use of it in the
3 5 . You 3ust set the Left future, then & contribution towards the time and effort
::itinﬂgtd?gt;:g D;idpzli_q?bOUt ou Jus put  into producing it would be apprectated. For
g ' convenience, any remittances from USA could be in  the
form of notes as they can be easily converted to
Austraiian Dollars and used (if | ever get enough) to
order software etc from the States. The program is
availabie through the TIsKUG club shop.

A gquick hit of counting will explain why.
notice ihat all of the words follewing the numbers 2.1,
gic are at Lefi Margin 16 and that the numbers are 4
units 1o the left of them. Need I say more? That s

The next thing is tn peint oul thalt because of the
Adjust command that wsually accompanies a formatted
text, you ncassionally notice more than two spaces after
a full step and wmore than one space after other
symbalis/wards., The fallnwing is am iTlusiration of what

TI- i itity of -
I mean. Keep your pyns on the words after numbers 2.3. I-TILER provides the facility of producing neat

electronics circuit diagrams or a variety of graphs on
the T1-89/4A, saving and Joading to and from disk and

.LM12;IN-12CR finally emerging as a hardcopy through a printer.

Chapter 2 Tynes of radioactive emissions

.LM]1&; IN-4CR Ti-Tiler executes quickly in all modes. This speed

is achieved by using "tiles”, predefined characters, as
the building blocks for the circuit diagrams.

2.1 The main emissions

2.2 The nature of radicactive emissions

2.3 The vrelationship between penstrating
and ionising ahility

7.4 Exercise The program is not limited to producing electronic

circuitry or graphs only, but can be adapted for many
other drawing needs .by using s set of tiles suited to
the purpose. Other sets of tiles may be created in due
course to suit other needs.

Notice how the ‘T’ of The is one space further to
the right than you prohably wanted? To get around this
you just place a carot("} symbol between words that you
do not want to be separated. The following is an

! Ti-Tiler creates designs that can take up a full
illustration:

page of A4 paper. Lines are made up of 60 tiles across
the page {approx 8 inches) and there can be 90 lines of
tiles down the page {approx 10 inches). The screem acts
as a window to part of the full page, each screen being
30 tiles wide and 18 tiies deep.

LLMI2;IN-12CR
Chapter™2™""Types of radicactive emissions
-1M16; IN-4CR
2.1°The main emissions
2.2°The nature of radipactive emissions
2.37The relationship beiween penetrating and
jonising ability
2.4 Exercise

Window changing takes place Tike in TI-Writer
except that ir "Roll up® and "Roll down", Tike "Next
Screen”, one window overlaps the next by half a screen.
The position of the window on the page is indicated on
the screen by a ruler line across the bottom and another

Now, the Tast thing that I wanted to menticon is down the right hand side of the screen.

more of a general use for indenting. It is common to
place the majority of the formatting commands at the
heginning of a text, before a title even. What follows
is a typical example:

The program Toads using the filemames TT and TU
through any memory image loader, If loaded through the
F'web loader or from one of the titles on the F'web
option screen, TI-Tiler will keep the screen colours of
F'web and on quitting by using T1’'s option 6, wiil
return to Flweb.

CF I A LMD RMSE;PL330; IN+5

1f you place the .IN here then the title {s) wiil

be placed further to the right than you wanted and it is The title screen options are:-

rat really centered at ail. The reasen is that the P

Indent command places the first line of any paragraph 5 é' Egﬁg :nd:§§;gnolnt??ggry
units {in this case} to the right as it counts from the 3. SAVE a design to disk
left Margin. Since every tine of a title is the first 4. CLEAR design from memory
Yine of a paragraph it resulis with a title too far to 5. DUMP design to printer
the right. To get around this, place the Indent after 6. GIRECTORY lising

the title but before the main text and it will come out 7. QUIT after saving design

better. Cheers.

In creating a design by selecting aption 1 (DRAW) there
are three screen modes. The top line on the screen is
the Mode Line and shows status and/or help info. The
interconbecting paths to the various modes is depicted

ez END OF ARTICLE "] here.

TITLE SCREEN

JUST A ONE LINER (ED) OPTION SCREEN

Joe: " | once had a parrot for Tive years and it never DRAW MODE«-v-nnn- TILE MODE
said & word." ¢ ted

8il1: "It must have been longue-tied.”

Joe: *No, it was siuffed. TEXT HODE

Use_of_}he iFCTH/?] key takes you BACK
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DRAY "MO0E
The screen mode line shows:-
ORAW - 3 Joyst XSPBTC,.Ovrlay

In the draw mode, the Joystick is used to move the
cursor around the page. On the mode line at the top of
the screen the symbol following the word "ORAW® is the
tile that has been loaded for printing. Pressing the
fire button will deposit this tile on the relevant part
of the page governed by the cursor position. You can
move the cursor in any direction while holiding the fire
button to make rows of tiles.

The ®3" on the status Tine at the top of the screen
indicates the joystick cursor repeat speed. Speed 3 is
a good average speed.

Following Ehe "3 is a list of keys etc that are active
in the draw mode.

[8] is used to blank out a tile under the cursor. This
can anly be done when the joystick is centralised and
there is ao movement of ihe cursor.

[0] Pressing this key will pick up whatever tile is
under the cursor for DUPLICATION whenever the fire
butten is pressed.

[C} steps through a list of screen COLOUR combinations
so that you can select the best one for the resclution

of both the TV screen and your eyes. -

{,] Pressing the comma or LESS key changes the repeat
speed of the Joystick cursor to a slower rate.

[.7 The full-stop or MORE key increases the speed of the
joystick cursor.

{S] At the bottom of the screen is a set of tiles that
can he used. Pressing the § key will SWAP this tile set
for another. See below for description of tiles,

(X] The X key with the downward arrow on it takes you
down to select a tile from those at the bottom of the
screen. See the TILES section below.

[T] The T key takes you io the TEXT mode. See later
description of this mode.

"Overlay® shows that you could refer to the key overlay
to find the uses of the keys acrass the top of the
keyboard. ({See later saction OVERLAY.) In the draw mode
pressing one of the keys from 1 to = at the top of the
keyboard automatically Iloads ope of the most commonly
used tiles for line drawing,

[FCTH/9] returns you to the option selection screen.

TILES MODE-
The screen mode line shows:-
TILES S Joystick Fire

You get to TILES mode from the draw mode by pressing the
[X] key ({tha down arrow on it serves as a prompt). In
this mode you select the tile you wish to use by placing
the cursor over it and pressing the fire button.
Pressing the fire button takes you straight back into
the DRAW mode to the position where you left.

While in the tile mode pressing the S key will SWAP the
tile sats the same as it does in the draw mode.

TEXT _MODCE -

The screen mode Tine shows:-

TEAT Arrow Overlay CTRL/123CM

This mode has a close resemblance to many of T[-Writer’s
features. A1l ASCII keys are functional as well as the
4 arrow keys for cursor movement. In addition, The
OVERLAY  (See later section) shows that this mode
provides (through the FCTH key combined with the top row
of keyboard keys) the funciions of insert char, delete
char, insert Tine, delete Yine, roll up, roll down, next
screen and escape similar to TI-Writer.

FTI-TILER  provides three oddball functions., FCTIN/T
rotates the ASCIT character set 90 degrees c¢lockwise
which s useful for making keyboard overlays and long
circuits that will only fit down the page. To toggle
the characters back to the upright position just press
FCTN/T again.

If you wish to dump your design te printer with
horizontal characters, you must press [FCTN/9] to leave
the TEXT mede while the characters are roltated. The
program will temporarily restore them to normal until
either re-entering the TEXT mode again or during the
actpal process of printing the design. In other words,
the position of the text in the TEXT wmode is the way
they will be DUMPed to printer,

FCTN/Q sets the auto cursor movemeni direction downwards
to facilitate typing vertically. After typing this way,
it is good practice to reset immediately to horizental
typing by pressing FCTN/=, (Yes, the Quit combination
has been disabled}

The [ENTER] key is active and will return the curser to
the posttion of the firsi tile at the beginning of the
next line. If vertical typing is invoked through the
FCTN/O keypress, the cursor will be returned ta the tap
tile in the column to the left of the one it was in
before. In vertical typing the top of page is assumed
to be the right hand side of the paper. One way to HOME
the cursor is ta press [ENTER], change the typing
direction and press {ENTER] again.

In the text mode, the COPY and MOVE features are
available through the contrel key. Sections of the
design in the shape of a rectangle can be copied or
moved. Use the arrow keys to :-

Move the cursor to the top-left corner of the required
rectangle and press CTRL/Y,

Move the cursor te the proposed bottom-right corner and
press CTRL/2. The rectangle {square if you 1}ike) has
now been marked.

Move the cursor to the top-left corner of the
destination position and press CTRL/3.

Now you can copy or move it by pressing £TRL/C or CTRLM
but, for saftey, you must first verify your action
before the actual copy or move is executed, If the
section you  wish to copy/move won’t fit in the
destination, the computer will respond with a "honk".
The three co-ordinates are kept in memory until changed.
Ta make multupie copies of part of your design to
different parts of the page, a1l you need to change for
each is the destination.

LOADING FROM D15K-

Option 2 #llows the loading of -designs- or
-tiles- stored on a floppy disk, ramdisk or hard
drive DSKl, Al1l tile and design filenames have a
max imum of B user characters followed by the suffix *_T”
for easy identification on a disk directory.

You can differentiate between the two on a directory
because a design file uses 23 sectors of disk space
while 3 £Eile set uses a much smaller number, 9 sectors
for a full set from character 0 te 253. When entering
the filename %o load do not include the suffix., See
also the section on disk storage protocols Ffor TILES
below.

[FETH/9] allows you to return to the DRAW mode and
pressing it a second time takes you to the option
sslection screen.
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SAVING 70 DISK-

The filename Ffor the design you have created can be up
to 8 characters long. The program will automatically
add the T suffix.

CLEARING A DESIGN FROM MEMORY-

Just as the option indicates, this is the way to wipe
the page clean before starting a new design. If this
option is  selected, you still must confirm your
intentions before the command is executed.

DUMP_T0 _PRINTER-

This option will dump the page contents in memory teo
PIO. NOTE, if you want the text printed in the rotated
position, you must have set the characters te this
position when Tleaving the TEXT mode. Before printing,
you are asked to set the number of printer overstrikes
per line. Just wuse 1 for a draft copy, but for the
final version the weaker the colour of your priater
ribbon, the higher the number of overstrikes to use.
Printing although not slow takes a little while, For
each line printed, the computer and printer must handle
960 bytes of code. fach of the 480 dots across the page
of 68 tiles is printed twice to improve the appearance
of the printed product.

If your printer has a devicename different from
PIO.LF.CR, it is necessary to patch the program code
using a sector editor such as Disk-Edit. The program
tode needs the full name of the printer such as
RS232 .BA=9600.LF.CR as wel] as a name length byte to
precede ijt.

Code im the TT file that governs the printer line
spacing is ESC "3” 24 and will be found during a disk
sector search for I83318. If your printer doesn't
recognise this code then the ESC D" code could be used
to replace §t. Convertsd to hexadecimal you would
replace the 183318 with IB3000. You must include the 00
at the end as the program sends 3 bytes to the printer
and the printer will understand only the 1830 code and
should ignore any null byte following it.

DIREGTORY LISTING-

After selecting the directory option you need to input
the drive number to read from. [f the list of filenames
is too Targye, Jjust those that will fill fit on the
screen will first be shown. A keypress will allow the
Tisting to be continued.

QuiT-

The normal quit key has been disabled for obvious
reasons so this option is a way out when you have
finished. .

If you had Toaded TI-Tiler through F'web, you will be
returned to that program otherwise there wiil be a
software reset to the colour bar screen.

THE TILES-

The tijes are staggered chessboard style on the screen
for clarity. The first set seen when the program is
first 1loaded begin with the line drawing tiles. This
sel comprises character numbers 128 to 187 in an order
shown here:

128 132 136 140 i44 etc
128 133 137 141 145
130 134 138 142 146
13t 135 139 143 147

The second sat shown when the key [$] is pressed In the
DRAW mode extends from character number 188 to 247,
Characters 248 and 249 are redefined to make the ruler
lines on the screen but the § remaining characters are
not used.

The third set shown are characters 0 to 59, Ffrom O to
31 are or can he defined as tiles with the exception of
the cursor, number 30. The characters shown on the
right half of the screen are the lower end of the normal
ASCII character sel.

You can get a printout of the tile sets by loading the
file "TILESETS" which is included on your TI-TILER disk,
and ther Toading whichever tile set you want, either
TIEL, T2EL or T3GR, Go BACK to the option screen and
dump the design to printer.

TILE SETS-

Tile sets are assembled and stored on disk Files in much
the same way as TI-Writer character sets. Tiles are
defined in the same format as Basic character
definitions are done.

Tile set disk files can be made to cover just the text
character set, just the vpper characters from 128 up,
Just the lower chars from 0 to 31 or combimations of
these, The ones supplied on disk with TI-Tiler cover
the full range from 0 o 247. TIEL uses standard sized
ASCIT chars while T2EL and T3GR use the smaller sized
Ti-writer Editor ones. The "EL" sets are for drawing
electronic schematic circuits and the "GR" set has tiles
suited to making graphs.

The area of VOP where the tiles get Joaded depends on
the disk file header. This header forms the First &
bytes of the first disk sector where the file is stored.
The 6 bytes when combined to 3 words have the follawing
meanings:

0000 Indicates this is Jast file.
0800 YDP address base to Joad to.
07C0 Humber of bytes to load starting at the YDP base.

Here is a table to show the relationship between VDP
addresses, the character number whose definition starts
from there and where on disk this definition starts on 2
full tile set file such as TIEL.

YOP  Char No  Disk sector

>0800 0 1st + 6 bytes
»0800 32 end + & bytes
>0A00 64 rd + 6 bytes
>0B00 96 4th + 6 hytes
>0C00 128 5th + 6 bytes
>0060 160 5th + 6 bytes
>0E00 192 7th + § bytes
>0FG0 224 8th + 6 bytes
OYERLAY -

Included on the TI-Tiler disk is a program called OL/OM
and a design file called OVERLAY_T. The OL program is a
patched version of the YT/TU program speciaily modified
to print keyboard overlays of the correct size. This
produces the key overlay that, when printed out can be
placed above the top row of computer keys for reference.

toad up Ol with an EA opiion #5 type loader. From the
option screen, load the design file, OVERLAY and also
the Tile sat, T2EL, with its smaller ASCII characters.

Then select the ORAW option. From there press {T] to

reach the TEXT mode. Press FCTN/7 to rotate the chars
90 degrees. Press FCTN/9 twice to return to the option
screen.

Select the DUMP option and when asked how many
overstrikes, select 2 or 3. Your overlay #ill soom be
printed out. Keyboard overlays for other programs can
be created and printed using the OL/OM program.

Other designs and their relevant tile sets shown in
brackets that are included on the TI-TILER disk for your
conveniance and can be printed out for reference are:

ELECDEMO (TIEL eor T2EL)
GRAPHDEMQ {T3ER)
TILESETS (TIEL/T2EL or T3GR}

g ERE OF ARTICLE — ]
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THE_TIGERCUR 14-DIGIT PROGRAMMABLE CALCULATGR
With 6-MEMORIES 5-WINDOWS & 34-FUNCTIONS

by Jim Peterson, Tigercub Software

This calculator program is available through the
TIsHUG shop.

I always wanted a calculator with more than one
memory, and & window to display the contents of each
gne. The computer has plenty of memory, and the monitor
screen has plenty of vroom for windows, so I wrote a
&-memory G-window calculater. Recently I decided to go
back and upgrade that old program. By the time I got
through I had a G&-memory 6-window 34-function
programmabie calculator with many other featurss. It
was necessary to write this program tg accept either
numeric or alphabetic data and them sort it out. For
this reason, it dees not respond as instantly as a
calculator. However, [ think it does some things that
few if any calculators can do.

When you boot this program, the screen displays 6
memcry areas marked U through I, and you are asked if
you want to label them. That will help a great deal in
keeping track of what you are using them for. The
computer will force you to unlock the alpha leck and
Tabel them in lower case, which will make them stand out
nicely in inverse video.

Next you are asked if you want a 14-digit display.
Unlike the 8-bit PCs, the TI calculates to 14 digits of
accuracy, but normally rounds them off to 10 digits for
screen display. This option will display the full 14
digits, if it is not more than 9,999,999,999 or less
than -9,999,999,999. You are required to depress the
Alpha Lock again to answer this prompt, and it must stay
depressed thereafter. Then you are asked if you want to
use conventional or straight-line mode. Conventional
mode is much Tike you would use with an ordinary
calculator - you must press Enter after you input each
value, but not after each function. For instance, 77
(Enter} + 81 {Enter) = . In straight-line mode you
simply type 77+481= (Enter), which is a bit faster but
the computer then pauses for a few seconds to decipher
the input before giving the answer. If you want to
enter large numbers in exponential notation, you must
use the conventional mode.

To switch from one mode to the other, just enter J.
The mode you are in is displayed in the upper right of
the screen. Entering JJ will clear the memory labels
and irretrievably clear all memories; G will terminate
the program. If you use the =, the result is simpiy
displayed on screen, but if you use a memory npame (U
through 2} the result is placed {in that memory and
displayed in its window. For instance, 77+81X puts 158

in memory and window X. You can also enter a memory
name to calculate with the value it contains. For
instance, U (Enter) + 81 (Enter) V adds 81 to the value
from U and puts the resull in V. WeXY adds the values
in W and X and puts the result in Y. U+UU would double
the value of U. To poke a value into 3 memory, Jjust
enter a value and a memory name, such as 77 {Enter) i,
or in straight-line 77U.

The four basic functions are &+ {located an Shift =)
for adding, - {located on Shift /) for subtracting, /
for dividing and * {located on Shift B8} for
multiplication, ATl that shifting s a nuisance,
especially if you are using one hand to keep track in a
cotumn of figures. To make it easier, you can use P
{plus) for +, M (minus) for -, D (divide) for division,
and T ({times) for multipiication. The correct symbols
will sti17 appear on screen.

Other available funciions are {power}, %
{percent), and R {roet}. 10 (Enter}) 2 (Enter} = will
give you 100, which is 10 to the power of 2. 10 (Enter)
% 100 (Enter) = gives 10 which is i0% of 100. 3 (Enter)
R 64 (Enter) = gives the 3rd root of 64, or 4. FCTN U,
which s _, will give you the value of PI. _ (Enter) *
12 (Enter) = muitiplias PI by 10.

When you enter a problem the name of the function
you used, such as "addition™ is highlighted in inverse
video at the boktom of the screen, so you will know if
you made a mistake. With this calculater, you can even
enter a series of caleulations. In conventional mode 67
{Enter) + 33 (Enter) / Z (Enter} * 5 (Enter) U or in
strafght-line mode 67+33/2*5U {Enter) will add 33 to 67,
display the vresult, divide by 2, display the result,
muttiply by 5 and put the value in U, You are limited
onty by the 73ine length of 28 characters. But T said
this calculator has 34 functions. Where are the other
267 TI Basic has a few other math Functions, and in
Appendix X of the Extended Basic Manual you will find
the algorithms for 20 advanced math functiens. 1 have
no idea what those do, but T programmed them into my
calculator. Here they are -

CTRL A aln CTRE N inverse cotangent

CIRL B cosine CTRL C hyperbolic sine

FCTN A exponent CTRL P hyperbolic cosine

FCIN B Tog CTRL Q hyperbolic tangent

CTRL E sine in radians CTRL R hyperbolic secant

CIRL F tangent FCTN F hyperbolic cosecant

CTRL G secant CTRL T hyperbolic cotangent

CIRL H cosecant (TRL U inverse hyperbolic sine

CTRL I cotangest CTRL V¥ inverse hyperbolic cosine

CTREL J inverse sine FCTN G inverse hyperbolic
tangent

CTRL X inverse cosine CTRL X inverse hyperbolic
secant -

CTRL L inverse secant CTRL Y inversa hyperbolic
cosecant

CTRL M inverse cosecant FCTN ¥ inverse hyperbolic
cotangent

To use one of these, enter a value, then a FCTN or
CTRL and = or a memory name. 8 (Enter) FCTN A ‘U will
put the exponent of 8 fn memory U. Be warned that
entering tnvalid values in some of these will cause a
numeric overfiow or underflow and, since I have turned
of f ON WARNING to avoid spoiling the screen display, you
will not be informed,

You do not have any use for those? Well then, you
can reprogram them for any fuactions you do need. They
are in lines 760 through 1080. Be sure to use A for the
value being input, C for the result. C=A- 1*A+.06%A
will return the value of A minus a 10% discount, plus a
6% sales tax. If you need additiona® variables, put
their values in your memories and reference them in your
equation, using M{I) through M(&) for memories U through
Z. Ce=A*M{1}/M({6} will muitiply A by the value in U and
divide it by the value in Z. You can write
i itiple-statement equations, aven muitiple-line
equations. Use J as a loop counter, @ for an internal
varizhle; if you need other internal varifables, use some
that are not in the prescan list in line 110, and add
them to that Tist. When you type the name you want
displayed, use Tower-case letters, and use FCTM C rather
than the space bar for spacing. You can easily
customize this calculator with a couple of dozen
formulas for whatever field you are working in.

Sometimes you might want to total the values in all
memories. Just enter & to total and display. To clear
211 the memories, enter (. To clear memory X, for
instance, enter X {in either mode).

E is the oops! key. Enter £ to restore the last
previous values in all memories, or EU, for instance, to
restore the last previeus value in U. i

Sometimes you may Just want to add up a series of
numbers. Enter A= if you Just want the totals
displayed, or AU, for instance, te accumeiate the total
in 4. You are now in cumilative made and each value you
anter will be added to the total. Enter O to get out of
this mode. € and £ are not active in this mode, and you
cannot enter memory names.
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If you want a hard copy of your work, enter FLTN o
and the memory Jabels, names and vajues will be output
to your printer. If you seiected the J)4-digit option,
the printout will also be in 14-digit format.

To save your work, enter 1 to save all memories, or
14, for instance, to save a spacific one. You will be
prompted for & disk drive/filename. To retrieve the
data, enter O for a1l memories or OV, for instance, for
a specific one.

7o access the base conversion wode, enter B. You
witl be able to convert any number from/to amy base from
2 te 36. To escape this mode, enter 0 for the vaiue to
be converted.

You find it difficuit to remember all those
commands? At the prompt for the first vaius or command,
Just press FUTN 7 for a Help screen. Thanks to Karl
Romstedt for that one.

} said this was a programmable cajculator, and !
was not Just referring to the fact that you could
reprogram  those 26 functions Tisted above. This
calculater lets you enter an equation; the program then
rewrites itself while it is running, and uses the
eguation to solve whatever values you give it. To get
into programming mode, enter #. You will be prompted to
enter & formula. This must be in the form eof a2 valid
Extended Basic statement, using A for the value to be
determined and B through F, as many as you need, for the
vajues you will be prompted to dmput. Al1 math
functions are supported. For instance,
A=B C-INT{SQR{C}}. The program pauses to tokenize your
input and then prompts you for values to use for, in
this instance, A, B and €. You are then prompted for a
memory name in which to store and display the answer.

Remember the mathematical heirarchy - if you want
to add or subtract before multiplying or dividing, use
parentheses - A=(B-C)*D/ME-F}. If your formula is not a
valid XBasic statement, it will be rejected. If it is
valid but incorrect for its purpose, it will give
erroneous results; for instance, if you use X as a
variabie name, you will not be prompted for its value,
which will be 0. To exit the programmed formula, enter 0
at all prompts.

Finally, this calculator contains a programmab e
Tterative calculator to solve such difficult problems as
A=B B-5QR({B), where A is the known value. These can
only be solved by trial and error. To access this mode,
enter 8. You will be prompted for a formula, which must
be in the A<B format. The computer pauses to write the
equation into itself, prompts you for a vajue of A, and
goes through a series of trial and error calculations
which are displayed or screen. Then you are prompted
for a memory to receive the result. To exit this mode,
give A a value of 0.

I hope you find tihis program wseful. I am
releasing it fo the public domain; I will not even
bother to put a fairware donation request on it.

Jim Peterson

DATABASE

Author Unknown

This program {s available through the TIsHUG c¢lub
shop. Database 1is a program which a person can store
names, addresses, phone numbers, ect....on to disk or
cassette and you can retrieve them on demand. The
minimum requirements for this program is a cassette
recorder which makes this program great for those who
Just have the TI comsele and a cassette recorder,
However, if you have a disk drive and extra memory you
may utilize those devices also. The program will hold
25 people but if you have memory expansion it will hold
120.

Here is how the program works. A1l the informatjon
you tell the computer is stored in an array. You may
change, add or delete any informatien you wish. When
you are through you must save it atl out to disk or
cassette. None of the data is permenent until it is
saved. When you start the program again you load the
data off of disk or cassette back into the array. When
you save the data onto disk the computer creates a File
called "DIRECTORY™ you should only have the program
"DATABASE" on the disk to make sure there is enough room
to store the data. If you use cassette Jjust locate a
spot on tape and record it and remember the locitien s
you can retrieve it later. PLEASE MOTE §f you have
memory expansion erase line 210 and 220 and type in
these two lines:

210 A=120
220 DIM B$(121),C(121),D$(121),E8(121),F$(121),
65(121),H8(121),18(121),95(121)

The program is relatively self explanatory buf here
are some instructions to help you through it. “The first
question you will be asked when you run the program is:

1. LOAD DATA FROM DISK
2. LOAD DATA FROM CASSETTE
3. INITILIZE

If this is the first time to run the program or you
wish to start over select 3. If you have data stored on
cassette or disk then select the appropriate choice.

Now the main selection menu will be displayed.

. INPUT

2. RETRIEVE
3. SEARCH
4. UPDATE
5.

SAVE/RE-LOAD
6. END

Select 1 if you wish to input information. Select
2 if you wish to retrieve information a2lready in  the
computer. Select 3 to search for a particular person in
the computer. When you select 3 to search another menu
will be displayed.

1. LIST ALL NAMES [N LOG

2. LIST ALL NAMES AND ADDRESSES
-3, SEARCH BY FIRST/LAST NAME

4, ABORT

If you wish to leck trough a1l npames in the
computer select )}, Toe ‘look throuwgh all names and
addresses in the computer select 2. To search for a
particular person select 3 and give either a first or
last name and the. computer will search until a match is
found and will 1{st a1l people with the name you
entered. Select 4 to abort back to the main menu.

Now the main menu is back up select 4 to update
information on a person. For example {if a persons
address or phone number ete...changes then you would use
this selection to change {t. When you select 4 another
meny will be displayed.
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1, DELETE
2. UPDATE
3. ABORT

To delete someone from the computer select I to
delete and give the persons name. To update information
on a person select 2 and re-type the information about
the person. Select 3 to abort back to the main menu.

Now back on the main menu, we have the selection &
to save or reload 61d infermation. When you select this
selection ancther menu will be displayed.

I. SAVE 10 DISK

2. SAYE TO CASSETTE

3. RE-LOAD INFORMATION
4. ABORT

The most important thing to remember is to save the
information before you quit. The informatien i5 not
really permenent until you save it to disk or cassette,
[f you wish to erase the information now in memory and
re-lead old information off of cassette or disk them
select 3. Select 4 if you wish to abort back to the
main menu.

Now back on the main menu select 5 to end the
program. You will be asked if you really wish to end to
make surs you did not hit that selection by accident.
Just say YES if you do and NO if you do not. Remember
to have saved your information if you have mot then type
NO and then save it.

ffﬁ?%3;____E312_121L4i31§ZSEEE::I:IB

P ANDISCAPE PRINT

fleply-To: cnhen GOMEZ.phys.virginiz.edu
Organizafion: Nept. of Physics, University of Virginia

Here is another piece from the Frednet. Hope some of
you  Find it useful. If you really want to print
stdeways from Muitiplan, T would advise getting Eha
program  MP-Sideways (! think it was sold by fuality 99)
or the fareware program Side*Print, they are mors
alaborate and will dn a hetter job thers. But for Fun,
the following Fxtended BASIC program might work out.

Make Your_Printer Print Sideways!
Have you ever wished that you could print text or tables
sideways on the paper {that is, with the text reading
vertically instead of harizontally}? The fallowing twa
programs will enable you to do this on an Epson/Gemini
compatible printar. The method uses the bitmap graphics
mode of the printer,

First yon must create the data statements that gfve the
printer the codes for each Tetter turned on its side.
They cannot ba typed in because they are mostly control
charactars. The First program creates a mergeabls File
for Extended BASIC for all of them, The letters created
will ook exactly iike the oanes an  your screen
(i.e. smalt ‘letters are actually small caps) unless you
put in CAH. CHAR statemenkts hefore line 100.

100 OPFN #1:"DSKI.DATAMFRGE" VARIABLE 163

HO FOR X=1 10 19 ::
PRINT #(:CHRS{0);CHRS(S*X);CHRS{147};

120 FOR ¥=1 T0O § :: LAl CHARPAT{5*X+Y+26,03):: GOSUR
70 o Ng=""

130 FOR =8 T0O 1 STFR -1 :: NS=DS&CHRS{D({Z)):: NEXT 7

140 PRINT 21:CHRS{199]);CHRS{B):NS;

150 IF Y=8 THEN PRINT 27:CHRS(0)}FtSF PRINT #1:CHR$(179);

160 NEAT ¥ 1o NFXT € :: PRIND 41:CHRS{255)&CHRS${255} ::
CLOSF #§ @ STOP

P70 FOR 7=1 T0 8 o1 FI1$=SFGS(CS,2%7-1,1)::
FP8=SF0S{05,2%7,1)

T80 F1=ASC{Fi$)-4B+7*{AST{F15)>60)

190 F2=ASC{F2S)-4R+T*(ASL{F25)>60)

200 D{7}=16*F1+F2 :: NFXT 7 :: RETURN

Next you type in the main program, it is actoally
quite shortl

100 DINM D$(126),A5{60):: FOR X<32 TO 126 :: RFAD OS(X)::
NEXT ¥

110 ESC$=CHR${27):: OPEN 2:"PIO.CR" :: PRINT £2:
ESC$&"A"&CHRS(7);ESCS: "C” ;CHRS(0);LHRS{11);

120 FLAG=0 :: INPUT “TEXT FIIF: NSK":F§ ::

OPEN #1:"DSK"&FE

13G FCR X=1 TO 80 :: LINPUT $1:AS(X):: BF FOF(H)THFN 150

140 NEXT X :: GOTO 170

150 FLAG=T :: CLOSE #1 :: TF X=B61 THEN 70

160 FOR X=X+1 TD B0 :: AS{X)=RPTS(™ ",BOYr: NFXT X

170 FOR X=1 TO 60 ::
AS{X)=AS(X)ERPYS{"™ " BO-LEM(AS{X}}):: MEXT X : FOR
X=1 TD 80 :: PRINT #2:FSCS&“K"&CHRS(Z?d)&EHRS{I)

{80 FOR Y=60 TQ | STEP -1 :: RS=SFRS{AS(Y}.X. 1)

190 PRINT #2:D8{ASC{B3));

200 NEXT Y :: PRINT H2:CHRS{I3)ACHRS(FO}:: NFYT ¥ +:
PRINT #2:CHRE(I1Z):: TF FLAG=0 THEN 130

210 INPUT "DO ANOTHFRZ(Y/N)":ANS :: [F ANS="Y" THEN 120
ELSE CLOSE #2

Note that in Tine 110 1 have put in codes for 7/12
inch linefeeds and a formfeed of 11 inches. Check your
printer codes to make sure they are the same. Mow merge
in the file created previnusly by typing  MFRGF
OSK1.DATAMERGE This will put in 19 lines numbered from 5
Lo 95 in increments of 5, and if you list Lhem they will
Taok crazy. 0o not change them!! MNow save the pregram
under whatever name you wish, and it is ready to run.
The only limitation is that the File must contain anly
ASCIT codes 32 to 126, that is no control characters or
deletes (127). You can ensure this hy using the PF
function of the TI-Writer and typing € DSKl.yourfile,
Have fun.

Note alsc that if you are sure that the right
margin of your file is always fess than B0, you can
substitute whatever it is for 80 in lines 160 and 170
{twice). You can also use this pragram to print an
entire Multiplan 1isting Tengthwise by using the print
on disk option and always glving a margin of B0 ar less,

All you have to do is type in the program and  run
N

———EHDP OF ARTICLE ™ Pz

FROM THE BBS

MAIL TO : ALL

MATL FROM : GEGFF WA

SENT ON Thursday 14/07/94 at 14:38:4]

Greetings from not sa sumny Western ausbralia. This is
my first time on the B8S although I hope to be a
frequent user, and give some news an the TI happenings
here in WA.

Hope to hear from you all some time,

regards,

Geoff WARNER

SECRETARY, Tiup

(August 1994
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TIGEREUB PRINTALL

Yersipn 1.8.1

by Jim Peterson
Wk e e ke ke ke

This program is available through the TIsHUG shop.
It will prist your text inm a choice of 1 to 5 columns,
and gives you complete choice of fonts, left and right
margins, spacing between columns, lines per page, elc.
{ think the prompts are self-explanatory.

NOTE: Some folks have thought that this program did
not work because they expected it to reformat text into
the desired column width. Use Reformatters or the
FUNLWEB Formatier to do that.

It takes some time to read in text and format it
into muTtiple columns, so if you peed to print more than
twa copies, or will need more copies im future, 1t will
pay you to print back to the disk. To do this, at the
printer prompt type ever the PIQ.LF default with DSK.
and 2 drive number and file name. The text will then he
formatted and prinfed to a O/V 254 file.

The next prompt is for the recard length, which
wiil be the defauit of B0 if the text was prepared with
TI-Writer or whatever. However, if you enter 254 you
will be prompted for an input file name of a file
printed to disk by this program, and for the number of
copies wanted, which will then be printed immediately.

If you have Triton’s Super Extended Basic module,
you can LIST an Extended Basic program to disk in
28-column format by LIST "OSKI.filename”:28:1-32766
The result will be a D/V 28 file. With this program you
can print the listing in 3§ columns by selecting 28
recard length, elite condensed, 5 columns, 28 column
width.

This version has been modified slightly so that 1t
will allew the use of “Control U* codes input by
FUNLNEB, to underline, emphasize, double-strike, ete.
an individual werd or Tine. Note that if you are
printing in more than one column you must turn off the
codes at the end of the line, or they will alse affect
the same line in all subsequent columns. You must aiso
remgmber that the control codes will be deleted in
priating, which will affect the format.

If the file has a Tab setting, first enter T to get
to the tab iine, place a period to replace the R, then
go to the end of the tab line and place an R, so that
lines can be shoved right. For this reason, CTRL U
codes cannot be used with full 80-column lines.

Foer instance, if you want to underline a word,
press CIRL 0 to get the open cursor fixed mode.
Position the cursor on the first Tetter of the word,
type FCTN 2 and then space bar 3 times to open up 3
spaces, backspace to the first of these, and type CTRL
U, FCTNR, CTRL U, -, CTRL U, CTRL A, CTRL 4. Move the
cursor to the first space beyond the word, type FCTN 2,
space 3 times, backspace 3, type CTRL U, FCTN R, CTRL U,
-, CTRL U, CTRL @, CTRL U.

If the word is at the end of 1 line or you are
undertining a complete Tine, and the ltine 1is npot
compietely filled with characters, go to the end of the
tine first and put the “turn-off™ codes starting in the
space just after where the last character would be. For
instance, if the columm width is 40, start the codes in

column 41

With this method, you can print individual lines or
words in italics, double-struck, underlined,
superscript, emphasized, or in different NLQ fonts or
different colors. However, do not use any CTRL U codes
for a feature that you plap to select from Printall, ar
you will turn it off for the rest of the text.

NMOTE: When a line contains CTRL U codes, the
program will NOT warn you or truncate a line which is
more than the selected column width.

Although this program is intended primarily for
meltiple-coiumn printing, it has other wuses. If your
letter turns out to be 70 lines long and you would 1ike
to print it on one page, use this program and select 70
Yines. If you need a double-spaced manuscript, select
30 tines. [F you need a tiny list, such as a list of
the songs to put in the case of a music cassette, select
alite condensed superscriot and 120 lines per page.

Since the T1-99/4A can only store strings of about
12.5k of console memory may get a MEMORY FULL error if
you try try to format wmuch more than 80 lines of
condensed print per page. You can gain zn extra 1036
bytes by entering a CALL FILES{1) and then HNEW before
loading this program.

~anZ  ENDJF BRTICLE ]

COoODE

By Loren West

This programme when saved to a Floppy disk under the
mame of "LOAB™ will result in the user confronted with a
screen saying that this is a "RESTRICTED GAMES DISK
PLEASE ENTER CODE" after this screen 3 game af secref
numbers will comence {high, low numbers} Just work your
way through the high, Tow numbers Li]1 you pick the
right ones.

Have your favourite game or menu named "LOADI” and when
you find the twe right numbers this will automatically
toad that programme

100 €ALL CLEAR

110 CALL SCREEN(S})

120 INPUT "ENTER YOUR NAME ":NAMES
130 CALL (LEAR

140 CALL COLOR{2,7,12)

150 CALL HCHAR(Z23,3.42,29)

160 PRENT NAMES;"THIS [S A RESTRICTED GAMES DISK PLEASE
ENTER CODE®

170 PRINT

186 PRINT

190 PRINT

200 PRINT

210 PRINT

220 FOR A=1 TO 10

230 CALL SDUND(300,1661,2)

240 CALL SCUND{300,740,2}

250 16070 27

260 NEXT A

270 | SECRET NUMBER

280 RANDCMIZE

290 MSG1S="SECRET NUMBER [S*

300 MSGZ3="YOUR TWO NUMBERS"

310 1CALL CLEAR

320 |INPUT "ENTER LIMIT?":LIMIT
330 SECRET=INT({20*RMD}+1

340 CALL CLEAR

350 Hal+1

360 INPUT "LOW,MIGH GBESSES:™:LOW,HIGH
370 IF LOW<>HIGH THEN 390

380 iF SECRET=LOW THEN 470

390 IF SECRET<LOW THEN 430

400 {F SECRET>HIGH THEN 450

410 PRINT M5G1S" BETWEEN":MSG2%
420 GOTO 350

430 PRINT MSGI$" LESS THAN™:MSG2%
440 GOTO 350

450 PRINT MSGIS" LARGER THAN":MS5G2$
460 GOTC 350

470 RUMN "DSK1.LOAODT™

ey EHL O ARTICLE

VINCENT’S CORNFR

DEAR FRIENDS,

WELCOME TO ANOTHER, "VINCENT'S CORNER".1'M SORRY THERF
WASN'T AN EDITION FOR THE LAST COUPLE OF MONTHS BUT I
HAVE BEEN SICK AND IN HOSPITAL, RFFORF ITHAT,, RUSY WITH
WORK .

TAKE CARE,

VENCENT

P.S. [ HAVE A NEW HISH SCORE FOR YOU...YAHT7FF.344.

@age 21
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