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TIsHUG SOFTWARE FILE
MARCH 1996
By LARRY SAUNDERS

Disk AT160
Used= 3533 Free=3

Artist Instance Editor + Fonts + Instances

This Artist Instance Edifor is a must for anyone who uses
TI-ARTIST. It has some features that are a lot better than
TI-ARTIST. The features that I liked was.

1) Fil. The FILL does not overflow at ail.

2) Circles. When doing CIRCLES you piace the cursor at
the centre and move your cursor out from the center to

the size you want. At the center it leaves a tempory
marker.

3) TYPE. I has a TYPE option that vou ¢can LOAD a
FONT
and use.

For more information refer INSTANCE EDITOR review.
BRUCE [ 10d30 BULLSEYE I 8480

CARTCON F 8d80 CAT/SUP I 17480
CAT/WHO? I 11480 CATFENCE 1 7d80

ENGINE P 25Prog FUNPAK F 46 d 80
HEART F  28d80 INEDI 33 Prog
INED2 19 Prog LBLAKTXT F 35d 80
LOAD 5Prog PARLOR P 25 Prog
PRNINST  16Prog PRNINST2 16 Prog
PRNINST24 16 Prog ROOT 28 Prog

Diskname G161
Used= 356 Free= 2

Games Disk refer reviews CHAINLINK, SUBCOMARD.
TENNIES.

CHAINLINK 31*Prog

DEAIDY 21106 DEALO2 21106
DEALO3 21106 DEALO4 21106
DEALOS 21106 DEALO6 21106
DEALO7 21106 DEALOS 21106
DEALOY 21106 DEALI 21106
DEAL10 21106 DEALI11 21166
DEAL12Z 21106 DEALI3 21105
DEALLl4 21106 DEALI5 21106
DEALLI6 = 21106 DEALL7 21106
DEALIS 211066 DEAL1Y 2106
DEAL2 21106 DEAL20 21106
DEAL21 21106 DEAL22 21106
DEAL23 21106 DEAL24 21106
DEAL25 21106 DEALZS 31106
DEAL27 31106 DEAIL28 31106

DEAL29 31106 DEAL3 21106
DEAL30 31106 DEAL3l 31106
DEAL32 31106 DEAL33 31106
DEAL34 31106 DEAL3S 31106
DEAL36 31106 DEAL37 31106
DEAL38 31106 DEAL3% 31106
DEAI40 31106 DEAL4L 31106
DEAL42 31106 DEAL43 21106
DEAL44 27106 DEAL4S 21106
DEAL46 21106 DEAL47 21106
DEAL48 27106 DEAL49 21106
DEAL50 21106 LOAD 5 Prog

ROOT
SUBN
TENNIS-DOC 28*d 80
TENNIU  33*Prog

28 Prog SUBM
9*Prog TENNIS
TENNIT

33*Prog
33*Prog
33*Prog

Diskname U162
Used= 353 Free=3

Part | Comic Animator,

Refer review COMIC ANIMATOR.
COLCR 9*D 80 COMIC-3D 3*D g0
COMIC/2  36*D 30 COMIC/DOCS 416%d 80
E/A 33*Prog E/A-LOAD 10*Prog
FOLE/A2 9*Prog GGARF1 3*Prog
GGARF2Z  25*Prog GGARF3 23*Prog
GGARF4 T*Prog GGARFS 9%Prog
GGHOST 5*Prog GGHOSU 25*Drog
GGHOSV  18*Prog  LOAD 19 Prog
PIC-COMP1 3*D 80 PIC-COMP2 8*D 80
PIC-SHOW! 7*D 80 PIC-SHOWZ 6*D 80
PPLUTO 3*Prog PPLUTP 15*Prog
PPLUTQ  10*Prog
Digkname U163

Useds= 354 Free= 4
Part 2 Comic Animator.
Refer review COMIC ANIMATOR.
BBAELLE 5*Propg BBAELLF 25*Prog
BBAELLG 23*Prog BBAELLH 3*Prog
BBAELLI 16*Prog BBOXROTATE 5*Prog

BBOXROTATF 25*Prog
BBOXROTATH [0*Prog
BBOXROTATI] 23*Prog
BBOXROTATL 8*Prog

BBRETU 25*Prog
BBREIW 23*Prog
BBREIY 21*Prog
LOAD 16 Prog

BBOXROTATG 22*Prog
BBOXROTATIL 20*Prog
BBOXROTATK 21*Prog

BEBREIT 3*Prog
BBREIV 23*Prog
BBREIX 23*Prog
BBREIZ 12*Prog
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TIsHUG SOFTWARE FILE
REVIEW

MARCH 1996
Edited by LARRY SAUNDERS

SUBJECT : Chainlink Master Solitaire Copyrigit (C)
1989 Walt Howe and Wayne Stith Program Design: Walt
Howe Erogram Implementation: Wayne Stith
Documentation: Walt Howe

CHAINLINK is one of the most chalienging of all
solitaire card games. ¥ offers 2 high solution rate if
plaved very well, but it mever ceases to presemt 3
chaflenge o the good player. About 50 percent of all
games are solvable, but for the beginner, it may take
many games before the first solution comes.  When
CHAINLINK is dealt out on screen, the entire deck of
cards is visible. There are no hidden or face down
cards. With ail the cards visible, there is no luck factor
after the cards are dealt. It entirely depends on vour

skill in plaving,

Object of the Game

The object, as with most solitaire games, is to build all
the cards in order from ace to king in each suit Cards
are played one at a time beginning with the aces into
four piles at the top of the screen, ope for each suit
When vou have all 13 cards in each suit plaved to the
four top piles, yon have won the gamse,

The Layour

The camds are inmitially dealt into 13 columns of 4
cards forming the card layout or tableay. Each column
is iabeled with a letter, ranging from A to M.

The Rules
The rules are simpler than most solitaire games. These
ruies apply to play with actual cards as well as on the

computer.

1. Only one card may be played at a time.

2. Only the bottom card of any column may be
played. This applies to cards played within the
tablean and to cards played to the top four piles. No
cards can ever be played from the middie or top of a
column until the cards below it are played first.

3. In the tableau, a card may only be played directly
on another card of the same suit and one less or
one greater in sequence. For example, the six of
diamonds may only be played on the five of
diamonds or the seven of diamonds. The six of
diamonds must be the bottom card of its column,

and the five or seven must be the bottom card in its
column, also.

4. The top four piles must begin with the aces of the
four snits. They may be played any time they are
the bottom card of 2 column in the tablean. Subse-
quent additions to the top four piles must be in
order from ace to king. Any time the card at the
bottom of a column is the next card in sequence for
the top pile of its suit, it may be played to the top
pile.

Empty columns may only be filled by kings. Any

king can fill any empty columm, but only if it is the

bottom card of another column,

6. No column can contain more than 10 cards.

7. A deal may be restarted from the beginning position
at any time. (Of course, this mle is virtuaily
impassibie with an actual deck of cards,)

8.  The last card piayed may be taken back fo its former
position at any time until another piay begins,

9. These rules are enforced by the computer. It is not
possible to cheat in this solitaire game,

Lh

Gretting Started

The program loads from the Editor/Assembier cartridge
{or equivalent) or from Extended BASIC. From
Extended BASIC, piace the disk in drive 1 before you
select Extended BASIC and it will load
automatically. If you are already in Extended BASIC
before inserting the disk, type RUN "DSK1LOAD"
with the Chainlink disk in drive 1.

From the Editor Assembier cartridge, select option 5
and type in the filename DSKn CHAINLINK, where "n"
is the number of the drive. Other options you can use are
TI-Writer option 3, the FUNNELWEE program image
file loader, or other similar loaders. When the program
is loaded, the fitle screen is displayed. Simpiy press
the <Enter> key to begin play. The cards are then dealt
and the menu appears below the tablean. The options
are as follows:

1. Beginn I you select this option, the menuy is
cleared from the screenr and all possibie moves to
the top piles are antomatically made for you,

2. Redeal, Hyou do not like the current deal, you can
select another deal with this option.

3. Read mies. An abbreviated, but complete set of
rules and keypress instructions is available by
selecting this option. 'When you have finished,
the same deal will be displayed again,

4. Save game. If you want to save the deal for fuhure
use, you can sclect this option and you will be
prompted for a filename.  You will have later
chances to save the game, aiso.
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5, Load game. You can restore a saved game with this
option. When you select it, vou are prompted for
the name of the saved file,

6. Quit This opton exits the game without saving the
current deal.

Mechanics of Play
All play is controlied by key presses, as follows:

1.  All possibie plays to the top piles are made any
time you press the <Enter> key.

2. Plays within the tableau from one column fo
another are controlled by pressing first the letter
of the colurmm you want to move a card from and
then the letter of the coluwmn you want 1o move to.

3. If vou want to repeat the same move when you are
moving a series of cards in order one at a time, just
press the R key.

4, T you want to take back a move, press Function 1.
This is known as the OOPS key, for those cases
where you pressed the wrong key. Omce vou
have pressed another key, the OOPS key will not
work, whether or not you have actually moved
another card.

5.  Agny time vou want io save a game to disk, press
Function 2. It will save the original deal, but not
the position of the cards after play has started. You
can abort a save by pressing Function 4.

6.  Anv tine vou want fo reload an oid deal.  press
Funcrion 3. You can abort the Load with Function 4.

7. Your first deal in any session is dealt visibly with
moving cards. If you get tired of secing the cards
dealt out, press Fumction 5 while the menn is stll
on the screen and you will toggle off the visible
deat. To restore it, press Function 5 again while the
menu is on screen,

8.  When you are stuck in 2 game or just want to quit.
press Function 8. 1t will display vour score in won
games and percentage of cards played and ask If
vou want to save the game. Next it will ask if you
want to play again. I you say Y for yes, it will deal
a fresh deal for you to try.

9. Any time you want fo restart the current deal, press
Function 9 (the Back key). It will redeal the same
deal and display the mepu again.

Strategy

The name CHAINLINK comes from the strategy of
building a chain of cards in sequence in the tableau. It
is often more important to build sequences than itis to
play cards to the top piles. A linked chain is ope which
has its two ends in different colomns, allowing you
to move either way. Try to break the two-colummn fink
only when you are working to extend the chain further.
There will be many cases when you cannot do this,

of course, buit only break the two-column structure
when you have to. Another desirable position is to
have inverted sequences with a king at the botiom and
one or more columps empty. This is ancther type of
linked chain, since the king can move into the empty
column at any time. Even if you have several
sequences with kings at the bottom, one empty column
gives you a lot of flexibility. 'When you have one or
more kings at the bottom and no empty columns,
developing an empty column should be a prime goal.
When yon can see no way to extend chaips, then work
on freeing aces and subsequent cards to the top piles.
The more cards that are played to the top, the simpler
the remaining play becomes,

Never play a card on a coluron when both cards that it
can move onto will both be in the same column beneath
it.  Sometimes an initial deal will include this
arrangement.  If you see this arranpement, redesl
immediately. The game cannot be solved. A similar
stck position is when the interior cards of 2 sequence of
four are at the bottom of columns and the exterior cards
are above them in the same columns. If wyou
recogrize these positions while the menu is stll on the
screen and redeal, the game does not count againsi your
total score.

Set vourself goals as you improve your piayv of the
game.  While von are stiil learning, just solving a
game isa tiumph. Later, vou will want o see how
high a card score or game score you cap get in a
series. Try for 5 wins in 10 games or 10 wins in 20
games. 13 wing in a 20 game series is ontstanding! Can
vyou top it without using the Function 9 key ar any
time?

The Challenge Game

The game disk inciudes 50 saved games that are all
guaranieed solvable.  Some are very easy;, some are
extremely difficult. Can you soive all 50 games?

CHAINLINK NOW PUBLIC DOMAINi

CHAINLINK, formerly a commercial product of
Genial Computerware, has now been piaced inte public
domain by the authors, Wall Howe and Wayne Stith.
Enjoyt

ED OF BiRGIELEE

[APRu1996
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TIsHUG SOFTWARE FILE

By Larry Saunders

- Diskname {7164
Used= 349 Free= 9

FX Sound Effects program and Sound files.

FX 32*Prog HELICOPT 95D128
ITATITAW 44 D128 LOAD T*Prog
PHONE 57 D128 SENTY A 49 D128
THANKYOU 45D128 TYMPANT 20 DI2%
Digk#1:7165

Used= 353 Free= 5

Sound Effects files

ACCIDENT 21 D128 ALBERT 55D128
AMEN] 11 D128 BART-SHH 44 D128
BUTTKISS 11D128 CHEER-UP 25 D128
DocC 61 D128 DONTWANT 23 D128
FATMYSH 21 DI28EVYES 45 D128

GWEETING [5DI128 OKIEDOKE 21 D128

Diskname G166
Tsed= 482 Free= 236

Casino program . Keno. Blackjack, Poker etc.

'README 17480 A 10*Prog
Al 36*Prog A2 28*Prog
A3 22*Prog A4 41*Prog
A3 28*Prog A6 43*Prog
A7 17*Prog A8 37*Prog
ACCT 2110 ACCT3 1120

B 10*Prog C 10*Prog
D 10*Prog E 10*Prog
F 10%Prog G 10*Prog
H 10*Prog I 10*Prog
J 10*Prog K 10*Prog
L 10*Prog LOAD  38*Prog
M 10¥Prog MENU  42*Prog

Diskname G167
Used= 321 Free= 37

Tunpels of Doom cracked Module + 3 games to play.
CITYTOD 52 Prog LOAD 5 Prog

PENNIES 52 Prog ROOT 28 Prog
TOD1 33 Prog TOD2 33 Prog

TOD3 33 Prog TOD4 33 Prog
TUNNELS 52 Prog

TISHUG Software HELP File
Edited By Larry Saunders

COMPUTER WAR

THE DISPLAY:

1. The score of the current game is displaved in the top
left of the right window. The high score of the current
session is displayed in the top right of the screen.

2. The map of the United States shows the location of
ail the cities targeted by enemy missiles and the NORAD
headquarters. Your task is to defend these cites,

3. The left of the screen shows a matrix and below
this is the current DEFCN (defence condidon). 35 isthe
start of the game. 1 is game over with all cities and
NORAD destroved.

How 1o piay:

1. Press the fire button on he joystick to start the game,
Do not touch the fire button again untl it is absohuely
necessary,

2. From the edges of the screen. enemy missiles will
appear, advancing towads selected targets, Move the
cross onm the screen  (with  joyst) undl it s
immediately over the advancing missile. At this point
press fire bution.

3. The display will change from one of two: If the
missile was in the center of the cross, then the
display will become that of a fighter pilot throngh the
cockpit window. DBeneath the screen are three boxes,
depicting current DEFCON status (on the left), the time
until impact of enemy missile (on right) and in the
center is a box depicting where the enemy missile is in
relationship to the view from the cockpit. To chase the
missile, move the joystick towards the missiles
lecation. To move left or right. push the jovstick in the
appropriate direction. To move vp, pull the joystick
back, and to dive, push the joystick forward. When the
missile is in view, press the fire button. Ammunition is
unlimited, sokesp firing untl the missile is destroyed.
When time until impact indicator reaches 10, an alarm
will sound.
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4. If you do npot destroy the enemy missile in the
allotted time, you will lose a city.

5. If the cross was not positioned correctly over a
missile the message NO ENEMY MISSILES IN
INTERCEPT RANGE will appear. The game will
reign to the map screen, but you will not be given a
second chance to knock-out that particular missile,

6. After all missiles in a wave have cither been
destroyed or have hit their targets, the bonus screen is
presented. At the middle left of the screen in a 3x3
matrix, is the code you have to match, This is achieved
by moving the white 3x3 square around the screen above
untit 2 siniar mox is achieved. If an identical mix
docs not exist, then patterps can be built by spinning the
squares by pressing the fire button. When an
identical match is found, press the fire button again and
the computer will move onto the next square to be
matched. I all maiches are made, then a bonus of 1000
points is added to vour score.

7. The game then re-starts with further attacks of
missiies, in increasing number and speed.

The game is over when ail cities and NORAD are
destroyed. Even if ali cities are intact, should NORAD
be destroyed. then the game is over.  As each city is
destroyed, the DEFCON factor is reduced. Game is over
if DEFCON reaches 1.

Scoring

B ]

150 points per enemy missile shot down.

1000 points for a full code screen cracked.

1000 subsequent points each additional time the code
screen 1S cracked.

TIsHUG Software File HELP

TIPS
Edited By Larry Saunders

SUBMARINE COMMANDER
Turn monitor, peripheral system and computer on in that
sequence.  Insert module (cither Xbasic, FE/A, or
MiniMem, select LOAD & RUN, type in
DSK1.GAMES. A menu will be presented.  Select
Submarine Commander. The game will load and begin
to execute,

The controls

Joystick: optional To surface: Pull the joystick towards
you (down)...this pushes the submarines nose up.

To dive: push the joystick away from you (up); the nose
goes down,

Rudder Control: Pull the joystick to the left or right Use
in comjunction with the compass sctting (see
instrument panel).

Keyboard
Active keys are:

E>Surface

X>Dive

S>move lefi

D>move right

1>abaort mission

2>5TART pame

3>Report

4>Dive

3>Blow batlast

6>Forward

T>Reverse

8>Fire Torpedo

9>Map

0>3onar Screen

=

SPACE BAR>pause

To surface: press up arrow (B)
To dive: press down arrow ()

Rudder: left arrow (S) 1o move left and right arrow
(D) to move right  Direction: FORWARD (6) or
REVERSE
(7) to change direction and speed. Crash dive (4) or
Blow Ballast (5) to rapidly change vour depth. Dive or
surface to neutralize either of these directions,

How to play

1. After the ttle, the computer asks you to choose a
skill level (I-3). Press the space bar for the number
you want. Press START (2) when you are ready.

2. The map in the center of the screen shows vour
position (black cross) and of the enemy convoys (white
dots). The object is to track down the convovs and sink
all the ships. The enemy is composed of the following:
Destroyer, Tanker and Freighter. You score tonnage
points for sinking ships, with more points for tankers
and freighters than for destroyers. The enemy ships are
armed with shells and depth charges and can cause you
heavy damage. If they detect you they may attack or
take evasive action to try to lose yow To attack the
target, you have the following equipment:

[APR!L 1996
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MAP: Press MAP (9) to establish your position
relative to land and convoys at any time.

SONAR: Press SONAR (0) for a picture of the sea
around you; ships within range show up as blips en the
screen,

PERISCOPE: Press PERISCOPE (=) whenyou are a
depth of 40 feet, and you will get a view of any ship
within range that is in your line of sight. Use this mode
to prepare for an attack.

TORPEDQES: When vou are at a depth of less than
30 feet, press the fire button on the joystck, or FIRE
{8} 1o release a torpedo. Aim it ahead of the target ship.
The following is a mock-up of the instrument panel:

AAAAA HHHHAHHHFHHEHHHEHEH [T

AAAAA H H O
AAAAA H H
AAAAA H H N
H H 131
BBEBB H B
BEEBBB H HKKXEK
H H
CCCCC H HLLLLL
CCCCC H HLLLLL
H HLLIILL
DDDDDD H HLLILL
H H
EEEEEEH HN MMM
H HN MMM
FFFFFF H H N MMM
H HN MMM

GGGGGG HHHHBHHHHHHHHHHHHEE N MMM

The diagram above shows the relative position of the
gauges on the panel, and the description below tells
what each are used for. At the bepinning of each
mission, you are allocated quantities of torpedoes,
fuel, air, and battery charge (See skill-level for
details). You must be careful not to run out of any of
these. You speed is initially set at NIL, aad you have 10
press either FORWARD (6) or REVERSE (7} to start
moving,

In detaii, the controls are as follows:

A Attimde: Move joyst left/right or arrow keys to
change course.

B...Compass: The compass reading determines the
COUIEE YOu Steer.

C....Clock. This times how long missions last.
D...torpedoes: The two digits onthe left are the

number of torpedoes remaining. Next to these are
torpedo status indicators. These can be any of the
following colors: (a) light blne{cyan)=priming, (B)
Dark blue=joading (c) Red=ready to fire (d) Yellow=tube
out of action.

E... Fuel supply

F..Battery charge reading: To recharge, you

must surface,

¢ G..Speed: When the sub is in the blue (cyan)
area, the sub is moving forward, When it is in the
green area, the attitude dial causes the compass and
depth dials to move in the opposite direction,

* H..Sonmar screem: Shows the enemy ships as
white blips. Your position is the black cross in the
center which remains static. When an enemy ship is
correctly lined wp, the blip will appear directly
above the cross, or at some point between it, and the
edge of the screen.

e I..Depthin feet.

* 1. Hydrophone chart: This is the longest range
dial on the screen. The nearer a ships is to your
submarine, the closer the relevant peak is to the
left of the dial,

« K. Tonnage sunk. The amoumt recorded is in
thousands of tons (Kions).

e L..Depth below keel: Be carcful when diving.
This shows the water below vor,

* M. .Damage indicators: These show damage as a
square ranging from empty (no damage) to full
(severs damage), to (C=controis),
{I=instruments), (H=hmil) or {(E=engines). You
may carry on without waiting for repairs, but
beware of unexpected maltfunctions.  (Your sub is
repaired automatically. However, r1epairs arz
carried out more rapidly on the surface). If vour hull
damage becomes severe, it may crack.with a
WAalery grave awaiting vou.

= N...Air suppiy: Can be renewed by surfacing,

[ ]

SKILL LEVELS

The higher the skill level, the more challenging the
game becomes. You will in your encounters with the
enemy, havet attack and destroy more convoys with less
fuel, charge and torpedoes.

TACTICS

You constantly need to assess the pros and cons of
moving on the surface or underwater. Running on the
surface is quicker, butif you get too close to an enemy
convoy on the surface, you will be seep and attacked
by the escorting warships. Te warn you, 2 bell sounds
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as you approach the enemy's range of vision on the
surface.

Your greatest advantage over the enemy is your
ability to travel underwater. However, this does use up
air and batteries, and you can still be detected if you fire

a torpedo.

As your initiai working tactics, try approaching an
epemy comvoy on the surface using the map(9) mode.
Asyou draw pear, dive and locate the ships with your
sonar(0) and hydrophone chart. Then come to a depth of
about 25 feet and press periscope(=) for a view of the
surface. Aim you sub at the target, press the trigger on
the joyst or fire(8) to release a torpedo, aiming it ahead
of the ship. Hits are recorded on the ‘“tonnage' sunk chart
on the right X you are under heavy attack from the
surface ships and wish 1o lose them, dive desp and wait
till the attack is over.

END OF GAME

The game ends when any of the following occurs: {a)
all enemy convoys are sunk; (b) all oxygen is used: (c) ali
foel and charge is used; (d) there is severe damage 1o the
il

The game can be terminated by pressing  abort(I). You
still receive a rating of your abilities as a Submarine
Commander.

RATING

At the end of each game, vou rteceive a radng
{(score) with points awarded for tonnage supk and the
ultimate achievement of  a Submarine
Commander,. climination of all convoys. Points are
deducted for fuel and torpedoes used and damage
sustained.

Sumumary of factors affecting your rating:

Points given for:

e  (a) tonnage sunk

«  (b) Sinking all convoys proportional to skill level
Points deducted for:

= {a) fuel used

e (b) Torpedees used

+  (c) Damage incurred
o {d) Being destroyed

TiSHUG SOFTWARE FILE

REVIEW
Edited by LARRY SAUNDERS

SUBJECT : TENNIS PROGRAM FOR THE TI-99/4A

This ternis program features most of the actions of a

real tennis match, including:

& - serves

e - forehand and backhand shots
e -lobs, volieys

s - balls out or in the net

* - defensive or offensive play

- te-breaker - scores announced by the referee via the
speech synthesizer

And even better, you can play against a wonderful
partner: the TI-99/4A COMPUTER, or against a
second player.

Three different levels allow you to select a perfect
partner, really adapted to vour training and skill. from
beginner to pro.

Furthermore. a live demonstration game berween two
computer players will show you how realistic the action
is. and perfectly illustrate all the capabiiities of this
DFOgTAIm.

Bruno DURIEZ - Albert LORIDAN
1- SELECTING GAME OPTIONS

The inmroduction screen appears, announcing the
program, After a few seconds, a demonstration game
starts automatically, showing live action. Press BACK
then any kev to get the option selection screen.

TENNIS
OPTION SELECTION
1 2
PLAYER PLAYERS DEMO
NOVICE -
AMATEUR
PRO

Select the level and the number of plavers (or a
demonstration game) by moving the small rackel shown
in the chart by using the jovstick or the amow kevs
(8,D.EX).

Press ENTER or FIRE once vour selection is made.

You are then prompied for the name of the players. You
can also give a name to the computer champion. If you
do not enter a name, the computer will just assign a
standard one to allow distinguishing the two players on
the score board. Note that a colored player indicates the
color of the player to which the name is assigned. Then
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the following message appears at the botiom of the
sereen;

"REMOVE THE ALPHA-LOCK THEN PRESS
ENTER"

You are now ready to start your tennis match.
II- PLAYING A TENNIS MATCH

Move the players with the joysticks. Press the FIRE
button to swing the racket in order to bit the ball. You
can position the player to receive the ball either in
forehand or in backhand.

When you press the FIRE button, the racket starts
moving. the direction of the shot is determined by the
relative position ball/racket when the coincidence is
detected.

SERVING:
When jt is your furn to serve, use your joystick to give
the direction of the ball, relatively to the serve area (left,
center or right) but also the strength of vour serve (up or
down for fast serve, cemter position for normal serve).
Then press FIRE while keeping the joystck in the
selected position. If your first serve is out, vou are
naturally given a second chance. the probability of
success is related to the direction and strength you
selected as in a real tennis game.

POSITIONING THE PLAYER TO RETURN THE
BALL:

Moving your player to the right (resp. left) resuits
agtomarically in a positioning of his racket for a
forehand shot (resp. backhand shot). However, in order
1o allow a fine positioning of the player, this one can
move a few steps left or right before the racket gets
actually positioned. In any case, hitting the FIRE button
results in moving the racket from backhand to foreband
and vice versa.

RETURNING THE BALL:

The ball speed control can be achieved by the plaver

motion when this one hits the ball.

s - if the player moves towards the net, the ball will be
accelerated.

o - if the player moves backward, the shot will be a
lob if the opponent is close to the net.

e - if the player does not move vertically, the bail will
be hit at normal speed.

The ball direction is also affected.

SCORING:
All the TENNIS rules are respected. the plavers change
side afier every odd game. The referce announces the
score. The match takes place in five sets A TiE-
BREAKER game takes place when necessary.

LEVELS:
The three levels are characterized by the pace of the
action and by the increasing aggressiveness of the
computer champion. At NOVICE level, the

computer champion retarns the ball in your direction and
is not aggressive. At PRO  level, the champion
becomes merciless: he alternates fast and normal
shots, excoutes lobs and volleys. He won't let you
breathe a second. At AMATEUR level, the computer
champior plays at an intermediate level, but be carefol:
sometime he will play as a real pro. At the end of 2
match, the level and the number of players is displayed
aliowing to testify the lovel of a performance.

SPECIAL OPTIONS:

- PAUSE: pressing the SPACE BAR results in

stopping temporarily the action. Press any other key

to resume the game.

e - SPEED: the keys + and - ailow t0 increase or
decrease by step the pace of the game.

s - COLOR: the color of the court can be changed
by pressing the fumction key followed by 1. 2 or 3.
This simulates various kind of tennis courts (grass,
clay or decoturf).

e - REDO: the key sequence FUNCTION REDO
allows to restart a match from beginning.

e - BACK: the key sequence FUNCTION BACK
allows to go back to the options selection screen.

Enp OF PRt b
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TIsHUG SOFTWARE FILE
REVIEW

Edited by LARRY SAUNDERS
SUBJECT : COMIC-SHOW EDITOR

Original Documentation Translated by: J. FREDERICKS
and KEN GILLILAND

English  Version of COMIC-SHOW EDITOR anrd
expanded DOCS by: RAY KAZMER

OVERVIEW: CREATING A COMIC SHOW WITH
THE CONVERTED EDITOR

All "mmimation® must FIRST be drawn with TI-
ARTIST. COMIC SHOW EDITOR oniy arranges TI-
ARTIST pictures ("_P") into runnabie assembly code.
There is no "easy wav" to make animated COMIC-
SHOWS. but vour tewards can be great. if vou stick with
it. Using the EDITOR. IS a snap! Other files in the
COMIC-SHOW package are COLOR., COMIC-3D.
PIC-COMP1, PIC-COMP2, PIC-SHOWI1, and PIC-
SHOW2. Descripons of what these other programs
are supposed to do. were NOT incloded in the onginal
German documentation. Since the EDITOR seems {o
work well by irself all the other files (above) are
IGNORED in the following instructions but ARE
included on this disk, in case vou wish to experiment.
NOTE: Only the EDITOR itself was translated (99%)
into English.

We will be discussing ONLY the EDITOR, named
*COMIC/2" on thig disk, Creating animated COMIC-
SHOWS from TI-ARTIST pictures is a “two-step”
process. ARTIST pictures must FIRST be "compressed”
(into a "squeezed format”) which can be "previewed”
with the EDITOR {VERY helpful when "de-
bugging” your creation.) When satisfied with the
results, vou can then "compile” your "squeezed” files
into a "stand-alone" COMIC-SHOW, which can then be
RUN from OUTSIDE the COMIC SHOW EDITOR

environment.
WARNING: The TEX-COMP "LOAD" menus
contain HIDDEN assembly routines. NEVER

RESEQUJENCE THESE LOAD PROGRAMS!
NEVER EDIT LINES NUMBERED LESS THAN 100
or you will destrov those assembly routines! ALSO
NOTE:

The "LOAD" on side 1 is different than "LOAD" on
side

2. You should make back-up copies of each side of this
disk and use THOSE 10 experiment.

LOADING THE COMIC-SHOW EDITOR

The EDITOR uses option 3 "LOAD & RUN" of the
EDITOR ASSEMBLER module. A "simudated” E/A
MODULE LOADER is suppited, on this disk. After
YE/A" loads, select OPT. 3, "LOAD & RUN" from the
E/A men, For "FILE NAME?" :
DEKI.COMIC/2 and <ENTER>. The EDITOR auto-
starts.

USING THE COMC SHOW EDITOR

SPECIAL NOTE: During MOST operations, pressing
FCTN/9 will abort ALL previcus commands and retarn
youto the MAIN MENU. This key-press is NOT shown
on-screen at any time, but IS intermittently active.

MAIN MENU PRESS:

BUILD CONTROL FILE

VIEW CONTROL FILE

SAVE FINAL VERSION

DISK DRIVES IN USE? (1)

END

Alfter loading the EDITOR. vour first consideration must
be option 4. Press vour "4" key to tell the EDITOR how
many drives you are using, from 1 to 5 drives. The
number “recycles” to 1 after 3.

1 BUILD CONTROL FILE (COMPRESS TI-ARTIST
PICTURES. THE 18T STEP)

This “"reminder” appears om vour screen: “ P
FILENAMES", h
Beiow that. a prompt for the drive number, which will
contain your "DATA DISK" (the disk comtaiming your
PREDRAWN SERIES of TI-ARTIST " _P" PICTURES.)
You must now INPUT the SEQUENCE of vour " _P*
pictures in a LOOP, Example:

DSK1.GARF] P My "GARFIELD AND ODIE" was
comprised of 6 TI-ARTIST

DSK1.GARF2_P pictures.  Their filenames were
eniered EXACTLY as [ have shown here
DSK1.GARF3 P,

DSK1.GARF4 P

DSK1.GARF5 P

DSK1.GARF6 P <-NOTE: Afler entering the LAST
PICTURE in 4 SERIES. vou

DSK1.GARF5 P must build vour CONTROL FILE to
"LOOP" back. through

DSK1.GARF4 P the series. in order to get a good ™fluid
motion" in

DSK1.GARF3 P your COMIC SHOW. The last
filename entered (bottom of

DSK1.GARF2_P the CONTROL FILE you're writing)
MUST MATCH the first

DSK1.GARF1_P filename, at the TOP of this list. If it
doesn't, the first picture will be shown only ONCE

[ SN P N Ry
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(when the COMIC SHOW first runs) and WILL BE
SKIPPED OVER AFTERWARDS!

One more "DSK1." prompt will appear at the bottom of
this list. To go on with the process, merely press
<ENTER> with a "blank" for a file- mname (press
<ENTER> It should be noted that the “color" portions
(" C" ofyour TI-ARTIST files, are NOT used You
can also shorten ARTIST filenames before vou do this
process, to make things easier. This example would also
work:

DSK1.G1

DSK1.G2

DSK1.G3 -etc. The EDITOR doesn't need the " _P* wag
to compress ARTIST picures, however. if you intend
to retain your pictures, in ARTIST format, to RELOAD
into TEARTIST for corrections {(and there WILL
be corrections!) then the ¥_P* MUST be retained.

You must use at least 2 TIFARTIST pictures, but NO
MORE than 100!

After writing the CONTROL FILE list and pressing
<ENTER> twice vou're prompted for a "SHOW-
NAME " This is a TEMPORARY TITLE, imto which
all of the pictures will be "compressed” and stored for
later use. I used a SHOW-NAME of DSKILTESTI]
(Keep it simple and easily remembered.) After entering
a SHOW-NAME, a prompt follows. asking: "PAUSE
BETWEEN READ/WRITES? (J/N)" {The "J" stands for
"ja" the only "German” still in the EDITOR. Somry, |
conldn't find THAT with ADVANCED
DIAGNOSTICS!)  The "PAUSE" will probably be
necessary (to swap isks) if you have 13 or more
pictures in your CONTROL FILE and are using only |
SSSD drive.

After this prompt is answered, the EDITOR stars
making "compressed” files, starting with the SHOW-
NAME vyou emered Example: TESTI, TESTZ,
TEST3, etc. Original ARTIST pictures are not changed.
only "read.” A screen display is shown. above each
"TEST" filename being created, which gives vou the file
size (in BYTES) of each new "TEST" file.

A second screen display shows a ruoming TOTAL (in
BYTES) of the size of the SHOW-NAME file vou
are creating.

A third screen display shows "SECTORS FREE" on
vour "WRITE DISK." If using only 1 SSSD drive and
this number hits zero, the WRITE-DISK is full and the
EDITOR will stop with an ERROR MESSAGE. But. if
using a DSSD or DSDD drive and this number hits zero,
the EDITOR contimues creating the files. This number
is based on S8SD and is NOT correct when using any
other drive types! (Don't worry about it.) If an error
occurs in any READ/WRITE, you are given three
choices:

1-CORRECT (an incorrect filename, Works, sometimes. )
2-REPEAT ({last function. Anocther error usually
resudts.)

3-IGNORE AND GO ON (locked up my console when [
tried it.)

The BEST BET is to go SLOW and ensure you hit
NG

errors. If am error does occar, the FCTN/9 key IS
active at this point and you may save a lot of time and
grief for vourself, by merely starting over.

2- VIEW CONTROL FILE

This function “previews" a COMIC SHOW, wusing
vour "TEST™ files. When prompted, type in the SHOW-
NAME von uwsed (Example: my "DSK1.TEST1".)
"WIEW™ will NOT work on uncompressed ARTIST
pictures, a CONTROL FILE MUST be made first.
When your "SHOW™ RUNS, 2 keys will be active: "+
= SLOW Picture Seguencc "-" = SPEED Picmure
Sequence.

This will be the first ttme you will see vour COMIC
SHOW "in motion.” If corrections are to be made, vou
mmst make them on the ORIGINAL TI-  ARTIST
pictures. with  TI-ARTIST. ther re-process those
pictures with BUILD CONTROL FILE again. before
“testing" your changes with "VIEW."

3- S4VE FINAL VERSION (COMPILE STAND-ALONE
PROGRAM, THE 2ND STEP)

After vou attain whatever degree of perfection vour
patience allows, you are given two choices, with this
final step:

PRESS 1- VIEW-FILE LOADER
2-EA/SLOADER

Pressing "1" resnlts in a further compacted series of
"PROGRAM" files which can ONLY be ivaded via the
VIEW CONTROL FILE foncdon of COMIC SHOW
EDITOR.  (There seems to be NO logical reason for
THIS choice!) "2" results in a genuine "stand-alone"
COMIC SHOW which can be loaded via option 5 of the
E/A MODULE or many other loaders usually found in
User Group Libraries or on BB's. (I used THIS choice to
save GGARF1.) You wiil be prompted for the SHOW-
NAME (my DSK1.TESTL.)

Then, you are prompted for a "SAVE-NAME." THIS 1S
YOUR FINAL SAVE AND THE FIRST TWO
LETTERS OF THE FILENAME YQU SELECT NOW,
MUST BE THE SAME! Example: my SAVE-NAME for
"GARFIFLD AND ODIE" was: DSK1.GGARF1, seen as
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the FIRST file of my creation, if you decide to catalog
this disk.

The DOQUBLE FIRST LETTER is the "identifier”
COMIC SHOW EDITOR builds into it's stand-alone
programs, the same way TI-ARTIST uses it's * P* to
identify a legitimate picture. If you forget to enter the
doubled letter, the EDITOR will double the SECOND
letter in a SAVE-NAME.

{My GGARF1 would have been called "AARF1*) Even
if you DO forget, there is no big problem in re-naming
all the files later. But REMEMBER: The FIRST
LETTER MUST BE A DOUBLE LETTER, or your
COMIC SHOW won't rani

CLOSING NOTE

"GARFIELD AND ODIE" was my VERY FIRST
ATTEMPT at using the COMIC SHOW EDITOR. i
you enjoved it, or found these DOCS were a heip, or if
you were inspired enough. bv my “translation” of the
COMIC SHOW EDITOR to give it a shot I certainly
WOULDNT mind finding a couple of dollars in my
mailbox! (Yes, $2.00. IN CASH would be OK!} Thank
you. A BUNCH! RAY KAZMER 13225 AZORES
AVE. SYLMAR CA, 91342 USA

ElD OF BHTICLE B

Software wanted

Does anyone know of anv existing computer
programmes, suiiable for either the TI99/4A or
IBM, which will

Simulate & printing caiculator, that is, as each
new number is entered, it will scroll the previous
values up the screen, but aliow them all to be
recalled when needed,

Generate random data files, which would be
created to mimic real data {number of columns
per record, range of values per column) to allow
thorough testing of eg, survey analysis
programmes.

Any help in locating these programmes would be
much appreciated by Michael Haynes , telephone
(02)9958.8332 - evenings or weekends.

PINBALL
Author Unknown

t school, I played pinball when I was supposed to be

in class. At Uni, I played pin- ball when I was
supposed to be reading Shakespeare. At work, 1 play
pisball when I should be getting my stories written.
vou get the idea. I Jike pinball.

That’s why 1 was so excited to get my bandson a
copy of 2lst centiry Eniertainment’s Pinball Dreams
Deluxe. Within minutes, I'd installed the game on my
systemn. taken the phone of the hook and put the “do not
disturb” sign on the door to miy office

As pinbafl games go, pinball Dreams deluxe isn’t
bad. Game play is fast and enjoyable. There are two
things you immediately look for in a video pinball
game: ball acor and the flipper response. bere, both
are quick. the graphics and sound effects are first rate,
All eight tables are a ples-sure to look at, and the
acconipanying  soundtrack coniplenlents the game’s
fast pace Withowt ever becoming distracting.

Recreating the look and feel of a full-size pinball
table on a computer screen is a problem that has faced
designers of computer pin-ball games for years. The
deveiopers of the Pinbail Dreams Deluxe have tack-
led the problem by creating a screen that follows the
ball as you play This has it, draw backs. For one thing,
vou can gef dizzy after z while. Play the game for (oo
long and you’ll Start to feel like a television that
needs its vertical hold adjusted. It’s also hard to hit
targets at the far end of the table when you can’t ses
what you're aiming at.

There are other {laws. For instance, the colour

scheme on one table is such that the flippers are hard o
see distinctiy and the “imeractive” history of pin-ball
that comes with the game. is neither very inieresting
nor very interactve.
What you have is a game “ that is good, but not great.
voung children should like it but clder kids, raised on
“shoot ‘em up” style video games, you wil probably find
this game doesn’t have enough action for them.

FROM the BBS

New programs and files were loaded on 30/12/95.

Does anvone have muateriai that could be contributed for
the BBS or TND magazine? If so please send to EDITOR
or SYSOP, interesting and new contributions will be
appreciated,

Ross Mudie, SYSOP,
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TIsHUG SOFTWARE FILE
REVIEW

Edited by LARRY SAUNDERS
SUBJECT : Instance Editor

This is another Public Domain product from Bruce
Harrison. Like so many others, it grew from 2 need its
author had, and may prove usefuf to others. This
product is intended to allow those without TI-Artist to
easily and quickly edit Instance files for use with
gither TI-Artist or with the Harrison Drawing Program.
You can aiso use this to create new Instapce files from
scratch.  Being released to Public Domain, this disk
may be copied, uploaded to BBS systems, and used in
any way without the peed to compensate its anthtor.
The disk also includes three small programs called
PRNINST, PRNINSTZ2, and PRNINST24, which will
print one or more instances on paper. The first of those
is for single density printing on 9-pin printers. The
second does double density printing on 9-pin printers.
while the third is designed for use on 24-pin printers.

How to Start it

The main program is in the E/A Oprion 5 files INED1
and INED2. There's also a LOAD program on the disk.
so that the main program can be loaded and mum
from Extended Basic. Thus to start up from Extended
Basic, vou can just put the disk in dove ong and  select
XB, so that XB will auto-load the program for vou
From Editor/Assembier, vou'd use Option 5, with the
program file name INED1. You can aliso use INED 1
from Fupelweb or from a Ramdisk menu loader.

When the program starts, there will be 2 meou on vour
screen with seven choices:

MAKE INSTANCE
SAVE INSTANCE
LOAD INSTANCE
RECALL INSTANCE
LOAD FONT

LOAD DRAWING
EXIT PROGRAM

N

Make Instance isthe option to usc when you wish to
start with a "clean slate” to create a new instance.
You'll have 2 white screen with numbers at the top, and
the words PEN UP at the bottom. In the middle of the
screen will be the drawing cursor, a small "+" in cyan.
That cursor can move in any of eight directions either
from the keyboard or with 2 joystick. You're working
in Bit-Map graphics mode, and the numbers at the top of

the screen show the current dot-row and dot-column
position of the cursor. To "make an impression”, you'd
hit either the Q key or the joystick fire button.  This will
change the legend at the bottom to PEN DOWN. Now
every time you move the cursor, you'll create zone-
pixel wide line on the screen.  Pressing either Q or fire
button again will toggle you back to the FEN UP
condition. For other actions within the drawing mode,
see below,

Let's skip over the Save Instance choice for a bit, and
discuss the Load Instance option, 3 on the memu. Here.
you'll get 2 prompt for INSTANCE FILE NAME. This
needs a complete name, including the device (e.g.
DSK1) and the complete name of the file, including the
_lending. Given such a name, afier you press ENTER
the program will attempt to open that file for reading,
If the opening succeeds, the words LOADING and
PLEASE WAIT PATIENTLY will appear on your
screen.  Loading takes some time, as the program is
both reading the file and converting the strings it
comains into numbers at the same time. We've done
this as efficientiv as possible. but it still takes time. If
no errors occur during loading, the program will
switch over to the Bit-Map screen mode and display the
Instance. You'll be in the Drawing Mode. with the
instance near the center of the screen. the cursor on
screen near cemter, in Pen Up condition. You can use
all the drawing mode functions at this point. (see below)

When vou've finished editing just press G from the
drawing mode to get back fo the menu. If you need to
get back into editing again, press 4 from the menu to
get vour edited instance back. Now to save this edited
instance, choose 2 from the men.  You'll get a prompt
with the orginal name aircady filled in. Youcan of
course change this at will. Like loading, saving takes
some time, as the bytes comprising the instance have to
be converted to strings before going out to the DIV 80
file.

The program determines the height and width
required for the instance, and saves just enongh bytes to
describe the instance as edited. Note that if you've
added things that expand the size of the instance,
the file that saving creates may be larger than the
original file. [t pays to keep a blank disk, or one with
[ots of extra room #vailable fust in case your file won't
it on the original disk.

Option 4 from the menu is there mainly so that you can
do other things, such as save your work or load a font,
then get back to the instance you were working on.
Using Option 3 or Option 6 will, however, replace your
current work,
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Option 5 allows you to bring in and wse a different
style of characters as part of your instance. Two
different kinds of font files may be wsed For
pormal-sized characters, you can use fonis in the
CHARALI type program file format. For larger and
more exotic ietiers, you can use fonts of the Ti-Artist
type, which are contained in D/V 80 files whoss names
end with _F. When these latier are loaded, the current
working image from your last loaded instance is still
available, but the original image in numeric form is
lost. We'll explain that a bit further on.

Option 6 is provided for those cases where you have
some ftem that's in a picture file, and want to excerpt
that into an instance. This feature allows you to load a
TI-Artist Picture file (_P ending) or a picture made with
our Drawing program. You can then sliminate
whatever parts you don't want, and save the desired
part as an instance.

Option 7 is for exiting the program. If vou entered
through either E/A or Funelweb, this exit will take you
back to where vou emtered from. Ifyou entered from
Extended Basic, vou'll go back to the swartup Title
screen.  If vou ran the program from a Ramdisk Menu
don't use selection 7 to exit, but press Functon—

(QUIT) instead.
The Drawing Mode

Whether vou've loaded a picture file or an instance
file, or if vou've used Option 1 to start a new
instance from scratch, you'll find yourself in the
Drawing mode. This moie is easy to spot because
there's 2 small "+" near the center of the screen.  the
words "PEN UP" in the bottom left corner of the screen.
and the two aumbers 85 and 125 at the top ieft corner.
At the botom center of the screen will be the words
"VERY FAST". This means the cursor movement rate
will be as fast as the program allows.

Cursor movement can be done either with Joystick
(remember to release the Alpha Lock) or by using the
keyboard. The cursor moves in eight directions using
the joystick orthe E, S5, D, X, W, R, Z, and C keys. As
the cursor moves, the numbers at the top left corner
comtinuaily update, so that they always show the
present Dot Row and Dot column at which the cursor is
placed Since we're in a PEN UP condition, the cursor
movement doesn't place anything on the screen.
Pressing either the joystick FIRE button or the Q key
will put the pen "on the paper”. The words PEN
DOWN will appear in the lower left corner of the
screen. When the cursor moves in the PEN DOWN
condition, it will leave a single-pixel Jine behind it. If

needed, you can change the speed of cursor response by
pressing the V (for Velocity) key. There are five
speeds available, amd the corrent one will be shown at
the bottom center of the screen.  The five are: VERY
FAST, FAST, MEDIUM, SLOW, and VERY SLOW.
Each press of the V key will change by one level, then
the progression will start over at VERY FAST,

For drawing lines in directions other than the eight
main compass points, there's another mode of operating
for drawing. Pressing the B key puts you in that mode.
The words PEN UP or PEN DOWN will be replaced by
the word LINING. There will be two sets of row,
colimn coordinates at the top of the screen, and two
cursors, which will initially be at the same point.  As you
use either the stick or the keys to move the cursor, one of
them will remain stationary at the start point.  You
move the other one 1o where you want the line o

end. When vou're ready, press the FIRE button or the Q
key to draw a line between the two cursors, Afier the
line

is draw. the two cursors will be at that end point,
ready to continue from there. To get out of the LINING
maode, press the F key.

This program can aiso make circles on the image. To
make a circle, start by posirioning the cursor where you
want the center to be located. Pressthe 5 key. The
word "CIRCLE" will appear at the bottom left
corper. Now move the cursor either up, down, left, or
right to a point where the circumference is to be, then
press 5again. The desired circle will be drawn very
quickty, then the cursor will return to the center and
you'll be back to either the PEN UP or PEN DOWN
condition. The cursor is returned to the center so that
it's easy to create concentric circles if needed. If part of
the desired circle wounld be off the screen, the program
will simpiy draw as much of the circle as will fit on the
screen.

Frasure is often necessary in such work., In amy
drawing mode operation, you can change over from
writing to erasure by pressing the T key. The word
ERASER will appear at the bottom right of the screen,
and all fuctions wilt work, except that the lines or
circles will be erased instead of written. To get out of
erasure. simply press T again.

Area filling can be done quickly and easily for any
closed area in the image. Youcan fill a circle,
rectangle. triangle or any other area by putting the
cursor in the desired area and pressing the 4 key. BE
VERY CAREFUL to do this only in areas that are
closed on all sides, else the filling will "leak out"” and
turn large portions of the screen to black.
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The Alphanemeric Mode

In many cases, we hike fo have words or letters on our
instances, so there's a special mode of operation just to
make it easy and quick to type things on the picture.
Press the Akey to get into aiphanumeric mode. The
FEN UP or PEN DOWN legend will be replaced by the
word TYPING. The cursor position numbers at the
upper left will be changed to Graphics Row and
Column mumbers. To move the cursor in this mode, you
use the Function key with 8, D, E, or 3 Rows will
range from 2 through 23, and columns from 1 through
32. Typing anything at the keyboard will now place
text on the screen. I you've loaded a Font, the
typing will appear in that type style. Ifthe font is of
the CHARAI type. the letters will appear in pormal
size, and will always replace anything that gets
"typed over".  So long as you've not loaded a Ti-Artist
type Font, amy Instance that you loaded is still in the
memory as numbers. Youcan tell that this is so
because yoo'll see the word INSTANCE at the bottom
center of the screen while in typing mode. You can use
this fact for several purposes.  Suppose you've really
messed up the edit. and want 1o start over. That's
easy. Just get into this alpha mode, press Cootrol-C to
clear the screen, put the typing cursor where you want
the upper left corner of vour instance, then hit Control-I.
The Instance will re-appear in its original form.  This
feanrre can aiso be use to replicate the instance, as we
did in making the instance TWOCATS I from the
instance CATFENCE I If vou want to repijcate without
erasing any of the original, you can press Control-O
(for Overlay) and the instance will be overlaid
without erasing whatever was already there on your
screerr.  This works if and only if that word
INSTANCE is shown at the bottom center of the

screen,

If you load in a TI-Artist type Font file, that will
remove the original instance from memory except as the
current image on the screen.

I the font loaded is of the TI-Anist type, with F
ending on the file name, then different actions are
possible. When such a font is in memeory, you'll see
the word REPLACE at the bottom center of the screen,
This means that what you type will "cut a hole” for
itself in anything you type over. By pressing
Control-Q, (that's the letter Q, not the number 0) you
can change the word REPLACE to OVERLAY. Then
what you type will overlay whatever's there without
cutting a hole. You can go back to replace aperation by
pressing Control-l. (That's the letier [, not the number 1.)

There are thaee other Control key operations while in
the alphanumeric mode, and these most be used with

great care. Pressing Control-A will erase everything
from the top of the drawing area down to and including
the cursor's position. Pressing Control-B will erase
everything from and including the cursor's position to
the bottom of the drawing area.  Pressing Control-C
will wipe the entire drawing area clean.

To exit from Typing mode back to drawing mode,

simply press ENTER. The drawing cursor will return
1o the position it was in when you entered aipha mode,
with PEN UP or DOWN as it was when vou went into
alpha mode.

Back to the Menu

To get back to the menu, you must be in drawing, not
alpha mode. Simply press G o exit back to the menu.
The working image from the bit map screen will be
saved into memory, the screen will clear, and the menn
will appear. From the menu. you can perform any
operation. If you load a new instance or picture file,
vou'll destroy what was saved. so be very careful to save
vour work to disk before loading any pew starting
point. Loading a2 FONT will not destroy vour working
image.

KEYPRESS SUMMARY
IN DRAWING MODE:

E.X S.D, R, W, C, and Z or Joystick moves cursor.
( or Fire Bution takes pen wp or down. (Toggles)
(} or Fire in line draw places & line,

T toggles in and out of ERASER mode.

B enters Line Drawing mode.

F exits Line Drawing mode.

V changes cursor response speed.

4 fills in a closed area with black,

5 starts and completes a circle.

A goes into Alphanumeric mode.

G exits from drawing to memy

IN ALPHANUMERIC (TYPING) MODE

Function-E, -X. -8, -D moves cursor,

Control-C clears entire drawing area.

Control-A clears down to and including cursor.
Conirol-B clears from and including cursor io bottom.
ENTER goes back to Drwaing Mode. If an
INSTANCE is present:

Control-I Places an instance if one is present.
Control-O Overlays an Instance if one is present.
If a TI-Artist Font is present:

Control-I changes to REPLACE mode.
Control-O changes to OVERLAY mode.
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Harrison's Help Line

If you are unsure of any aspect of using this program,
you can contact the author by mail or phone:

Bruce Harrison

5705 40th Place
Hyattsville, MD 20781
USA

Phone (301)277-3467

TREASURER’S REPORT

by Cyril Bohlsen

Income for March ..o $1517.00
Expenditure for March ...................... $2215.58
Loss for March ......ocoooooeeiii, § 658.58
Membership accounted for $ 395.00 of income
Shop sales ... $ 1122.00 of income
The expenditure was made up of the following :-
Fee for use of School premises ........... $ 500.00
Printing and posting of TND .............. $ 236.70
Shop purchases ..o $1178.88

Purchase of flat bed scanner (Editor) .. $ 300.00

Puzzie

for fun

Measurements
ML OF NMIGKICAFDHHEIS
AT NNOIOBKWEXKKEKIOB vV
RIGLEPRETEMGCUT PbK
GHPRELCVEWRRANNOID
OTTUEI REERNUIKLYE B
LYTNMSETTNOPHDEHE
I EJ AOEEREPMARIGH
KAHTIT WMICCMIOHTAF K
TRILSTONAOKBIDMTRT
BOLTUULBSLNNWUDOLN
VIUNTOBFIIKIODEKSEINRIEX
TEEFSNFTUKLRBONIY
CBWDINYEEKMYL WI IvICIE
TRECGREKPDOKWAMNIEIXM
ALPEZHINDDFIGDEZ P OKC
Acre Hand Millisecond
Ampere Howr Month
Boh Inch Newton
Bushel Kilogram Ounce
Caiorie Kilometer Pound
Centmeter Kilowat Quart
Day Knot Ream
Degree Light vear Ton
Fathom Liter Volt
Feet Meter Wau
Gallon Micron Week
Gram Mile

JUST A ONE LINER (ED)

9. #hy will television never take the place of
newspapers?
B Jave you ever tried swatting a fly with a
television,

JUST A ONE LINER (ED»

“Doctor, doctor,Ive lost my memory.!
"When did this happen?"
"When did what happen?®

(aRiL 1996

TIsHUG NEWS DIGEST

che]éj




For current pn'cing of items not listed please
contact Cyril Bohlsen at the general meetings
or Phone (02) 639 5847

NOTE : All prices listed are at time of printing,
and may change at any time. Prices do not cover
posting and packaging.

The IBM SHOP The IBM SHOP

ith Cvril Bohlsen with Cyril Bohlsen
with Cyri

Please NOTE that TIsHUG can supply a
a range of computers or components to
suit most requirements that you may have,

42mB Seagate ST351AX HDD IDE § 45.00
3.57 Disk storage box {100 cap) § 10.00
5.257 Disk storage box (100 capy $ 10.00

fagzﬁinp;ﬁfsrecame M g | i 88 Our prices are very competitive and will
z_viouse ad . 1i50 be cheaper than most outside suppliers.
_:J,i: Fa?e;n;;n?:fi;le 2 2?)8 When you are considering buying thg next
Mguspe adaptorsp e EAM . 5.-00 piece of equipment, why not get a price

from us and help keep the club alive.
Mouse adaptor 25F/M to 9M $ 5.00 P Xeep ne club alive

13-9 pin “D” adaptor for Monitor $ 6.00
Jovstick “Blastick™ (IBM) 20.00

g See me on meeting day or phone me at
CPU fan & heat sink § 8.00
g
g

home (02) 639 5847 and I will contact

our supplier and let i
486 SX-25 CPU 5V (Imel) 20.00 pphier and let you know the price.

486 DX-2/66 CPU 5.45V Texas Inst. 60.00
486 DX-2/66 CPU (IBM) § 60.00
16mb Simm 72 pin with parity § 530.00
4mb Simm 72 pin 70ns with Parity  $ 200.00
Imb Simm 30 pin 70ns with Parity  $ 55.00
256k Simm 30 pin with Parity § 20.00
30-72 pin Stmm adaptor $ 2500

KTX Work & Play Mega Multimedia Pack
Quad speed CD-ROM 16 Bit Sound Card
Sterio Speakers. M/S Titles $325.00
Quad Speed CD-ROM “VRTQS” $160.00

Diamond Stealth Vidio Card 2mB 3 280.00
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Diagnosing Problems with Seridl
and Parallel Ports

To diagnose problems with serial and paraliel ports, you need diagnos-
tics software and a wrap plug for each type of port. The diagnostics soft-
ware works with the wrap piugs to send signals through the port. The
plug wraps around the port so that the same port receives the informa-
tion it sent. This information is verified to ensure that the pott works

properiy. For further information, see Chapter 14, “Hardware Trouble-
shooting Guide.”

Many problems stem from using the wrong serial port card in a system.
Most clone manufacturers are guilty of this practice in AT systems be-
cause the right card is more expensive. The big difference in serial ports
is in the Universal Asynchronocus Receiver Transmitter (UART) chip.
UARTs are the primary port circuits. Several different versions exist, and
they have different applications. Some of the UARTSs should be used onty
in certain systems because the system ROM BIOS is designed specilically
to support certain chips. 05/2, which replaces the ROM BIOS when it
runs, also is designed {or a specific UART. Using a port with the wrong
UART results in problems such as the port hanging, incompatibilities
with soltware, lost characters, or total functional failure.

Most UART chips used by IBM are made by National Semiconductor.
Identify the chips by looking for the largest chip on the serial port card
and reading the numbers on that chip. Usually the chips are socketed,

and replacing only the chip may be possible. Tabie 10.15 lists UART
chips in PC or AT systems.

The interrupt bug referred to in table 10.15 is a spurious in-
terrupt generated by the 8250 at the end of an access. The
ROM BIOS code in the PC and XT has been written to work
around this bug. I a chip without the bug is instalied, random
lockups may occur, The 16450 or 16550(A) chips do not have
the interrupt bug, and the AT ROM BIOS was written without

- any of the bug workarounds in PC or XT systems.

Various manufacturers make versions of the 16550A; National Semicon-
ductor was the first. Its [ull part number for the 40-pin DIP is NS16550AN
or NS16550AFN. Make sure that the part you get is the 16550A, and not
the older 16550. You can contact any of the following distributors for the

NS16550AN:
Fry’s Electronics JDR Microdevices
Sunnyvale, CA 94088 2233 Branham Lane
(408) 733-1770 San Jose, CA 95124
. (800) 538-5000 and (408) 995-5430
Jameco Electronics
1355 Shoreway Road MicroProcessors Unlimited
Belmont, CA 94002 24000 S. Peoria Ave.
(415) 592-8097 Beggs, OK 74421

(818) 2674961

Some computers (particularly 4.77 MHz, 8088 machines) are not fast
enough to support the higher communications speeds, especially 19200
or 38400 bps. Even il you have a faster system, il you are running a pro-
gram that makes heavy use of extended memory, such as a RAM disk or
a cache, you may lose characters. This problem occurs primariiy on 286
machines. With some programs, like VDisk, it helps to reduce the sector

size or the number of sectors transferred at a time (transfer block size)
helps.
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Some terminate-and-stay-resident (TSR) programs interfere with commu-
nications programs. if you are having trouble with a communications
program, try to reboot with no CONFIG.SYS or AUTOEXEC.BAT Iile, to
eliminate the TSR programs. Then you can retest the system.

Detecting Serial and Parallel Ports
with DEBUG

If you cannot tell which ports (paraliel and serial) the computer is using,
check for the [/O ports by using DEBUG.

Foliow these steps to use DEBUCGC:

1. Run DEBUG.
2. At the DEBUG prompt, type D 40:0 and press Enter. This step dis-

plays the hexadecimal values of the active 1/O port addresses, first
serial and then paraliei. Figure 10.13 shows a sample address.

0040.:000C

F§ 0 Do 00 OO DO OO DO-BC 03 00 00 00 G0 QO QO

Voob bbb

COstt COWz COM3  COM4  LPTH LPT2 LPT3

The address for each port is shown in the corresponding position.
Because addresses are stored as words, the byte values are
swapped and should be read backward. This example indicates one
serial port installed at 03F8 and one paraliel port instalied at 03BC.

3. To exit DEBUG, press Q and press Enter.

"“ngé%l g{ ;l' 5, JART: Chlps in PC ar AT:Systems =

8250A

8250B

8250

lBM used this ongmal ch:p in the PC senai port card The clnp

has several bugs, none ol which is serious. The PC and XT
ROM BIOS are writlen to anticipale at least one of the bugs.
This chip was replaced by the 8250B.

Do not use the second version of the 8250 in any system. This
upgraded chip fixes several bugs in the 8250, including one in
the interrupt enable register, but because the PC and XT ROM
BIOS expect the bug, this chip does not work properly with
those systems. The 8250A shouid work in an AT system that
does not expect the bug, but does not work adequately at
9600 bps.

The last version of the 8250 fixes bugs irom the previous two
versions. The interrupt enable bug in the original 8250,
expected by the PC and XT ROM BIOS soltware, has been
put back into this chip, making the 8250B the most desirable
chip for any non-AT serial port application. The 8250B chip
may work in an AT under DQS, but does not run properly at
9600 bps.
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TIsHUG NEWS DIGEST  APRIL 1996 |




TS
= I s
L
| 16450 IBM selected the higher-speed version of the 8250 for the AT.

Because this chip has fixed the interrupt enable bug men-
tioned earlier, the 16450 does not operate properly in many PC
or XT systems, because they expect this bug to be present,.
0S/2 requires this chip as a minimum, or the serial ports will
not function properly. It also adds a scratch-pad register as
the highest register, The 16450 is used primarily in AT systems
because ol its increase in throughput over the 82508B.

16550 This newer UART improves on the 16450, This chip cannot be
used in a FIFQ (first in, first out) buffering mode because of
problems with the design, but it does enable a programmer to
use multipie DMA channels and thus increase throughput on
an AT or higher class computer system. | highly recommend
replacing the 16550 UART with the 165504,

165504 This chip is a faster 16450 with a built-in l6-character Transmit
and Receive FIFO (first in, first out) buffer that works. It aiso
allows multiple DMA channel access. You should install this
chip in your AT system serial port cards i you do any serious
communications at 9600 bps or higher. lf your communications
program makes use of the FIFQ, which most will today, it can
greatly increase communications speed and eliminate lost
Characters and data at the higher speeds.

Wrap Plug (Loopback) Wiring

Many third-party diagnostics packages do not have correctly wired wrap
plugs. These plugs may pass their own tests, but fail tests by other diag-
nostics, especially IBM’s Advanced Diagnostics. Figures A.10 through
A.12 show the wiring of IBM's tri-connector wrap plug P/N 72X8546.
These plugs pass IBM's Advanced Diagnostics as well as virtually all
compatible diagnostics software tests that check serial and paraliel

ports.
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“USERS SUPPORT COLUMN”

We hope to be able to HELP anyone with probiems. with
programs, utilities, etc. In this column We are asking
for those with answers to these problems to WRITE, RING or
LEAVE a message on the BBS for the EDITOR, or SPEAK
to me or any other Director of TISHUG.

The answers printed in this column are not the be all to end
all. just answers merely to help each other with tried and used
methods.

Question NO.1 [ am using Word 6.0 with Windows 3.1 I
have installed Microsoft office, now some things seem 50
different from just having Word 6.0,,,One problem I'm having
is scrotling down the page of text using the arrows buttons. if
[ keep the mouse button clicked on the scroll arrow for too
iong. the page’s just keep on scrolling to the end of the text,
moving the mouse or releasing the mouse button does nt
help, the mouse’s arrow stavs stuck on scroll button untif it
stops scrolling

Answer: | don’t know what the real problem is but 1 will
have some answers for you next month. (ED. Answer)
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CANNON BJC-4000

REVIEW

By Gary W. Cox

n looking for a color printer for both my T199/4a and
to share I reviewed many different brands and

models. Without actually having each model on hand to
do comparative iesting for this review it is hard to make a
complete comparison so in this review I will focus just on
the Cannon BIC400Q itself
INTERFACE AND COMPATIBILITY
The Cannon BJC- 4000 comes with a paralle! interface
which 1 have tested to operate with both the T199/4a and
IBM compatibles. By swapping cables I can have it
connected 1o cither my 4a or PC. The printer will
emuiate a Epson LQ-2550 or IBM Proprinter 24E so any
program which will operate with these two type printers
should work fine with the BJC- 4000. As far as graphics
with the TI99/4a T have not tested the printer. However
the BIC-4000 has been tested to work ok with TI Writer
and if fact. the text of our newsletter is printed on a
Cannon BIC-4000 from a TI99/4a! However. in order
to access the color capabilities of the printer whatever
program you use must know how to send the codes to
print in color thus programs on the TI99/4a will not print
in color unfess they are re-programmed to do so.
Instead of a ribbon this type printer uses ink contained
within a replaceable cantridge. This imk is what is used to
produce output on paper. The paper can be 85 by 11
letter size. 8.5, by 14 legal A4, #10 envelopes or
European DL, envelopes. The paper type can be plain
paper (like copier paper),coated paper, glossy paper and
transparency... Up to 100 sheets of piain paper can be
inserted into the sheet feeder.
INK. CARTRIDGES
The printer comes with two imterchanpeable ink
cartridges. One cartridge contains only black ink and is
used when Only black output is desired. Thus the biack
ink is not used up in the color cartridge... Furthermore,
this black only cartridge contains about 3 times the
amount of black ink as does the color cartridge. With the
black oniy cartridge inserted the printer can print faster
as well at 496 characters per second (CPS) in draft mode
and 346 cps in high quality mode. When color output is
desired the user mmst remove the black cartridge and
insext the color cartridge. This switching can be done in
a matter seconds as it is very easy to do. The color
cartridge itself is actually two cartridges in one. The
color cartridge has two removable ink wells, one ink well
contains the basic colors of RED, GREEN and BLUE
whereas the other ink well contains biack only. The
advaniage of having separate ink wells is that if all the
black is used up only the black ink weil must be replaced.
Thas if one of the colors is used up only the color ink
well. need be replaced leaving the black ink well
untouched. However, if just red is used up and green and
biue still has ink the entire color ink well still must be

replaced.  Furthermore, by having a separate black ink
well a true black is obtained rather than combining
several colors to produce black. These ink wells are aiso
easy to change.

With the color cartridge in place print speed in black only
is 248 CPS in' draft mode and 173 CPS in high quality
mode.  Speed of color printing varies depending on the
complexity of the colors but basically most color print
Jobs will take several minutes. Color print speed ranges
from 0.3 to 0.8 pages per minute. Print resolutions are up
to 720 DPI (dots per inch) in black only print and 360
DPY in color print.

The printer itself is very quiet and reguires little
mainienance since the print head is actually the ink
cartridges so when a ink cartridge is replaced the print
bead is also being repiaced!

THE OUTPUT

The output in black is excellent and I have found it
almost impossible to teil the difference between this print
and a Hewlett Packard Laser Il printer (300 DPI).
Looking very very close I can barley pick out the
difference between the Cannon BIC-4000 and a Hewlett
Packard Laserjet 4 (600 DPT) printer. In short [ am
amazed at the quality of the print in biack! The print
quality in color in comparison to the print quality of the
black is noticeably different in that the color print is not
quite as sharp as the black print but the print still looks
great! To obtain better quality color print would require a
much more expensive printer.

FOOTPRINT

The design of the printer the printer physically takes up a
smail amount of space as far as the foot print goes as
apposed to other primters which take up a larger area.
DOCUMENTATION

The printer comes with a 192 page manual explaining it's
operation but it does not explain any of the escape codes
necessary 10 program your Software to send the necessary
codes for color printing if your software does not
recognize a Cannon BIC-0O0O0 printer, On PC systems
most programs should have a selection for a Cannon
BIC4000 printer or something close to it thus no
escape code programming is necessary. However, for the
TI99/4a it will be necessary to obtain these escape codes
from Cannon in order to program software to print in
color... These escape codes appear to be available free of
charge from Carmon.

REPORT CARD:
PRICE $350 (+ OR - $5%)
QUALITY A+

VALUE A

EASE OF USE A-
DOCUMENTATION B+

WARRANTY 2 YEARS

FINAL GRADE A.

END OF DNIICLE B
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REGIONAL GROUP

Mecting Summary For APRIL
Cemtral Coast 13/04/96 Saratoga
Giebe 11/04/96 Giebe
Hunter Valley 14/04 21/04/96
Tlawarra 09/04/96 Keiraville
Liverpool 12/04/96 Yagoona West
Sutheriand 19/04/96 Jannali
CENTRAL COAST Regional Group

Regular meetings are normally held on the second
Saturday of each month, 6.30pm at the home of John
Goulton, 34 Mimosa Ave., Saratoga, (043) 69 3990,
Contact Russell Wetham (043)92 4000,

k. deak

GLEBE Regionai Group
Regular meetings are normally on the Thursday evening
following the first Saturday of the month, at 3pm at 1358
Arundel Street, Glebe, Contact Mike Slattery, (02) 692
3162.

priers ok

HUNTER VALLEY Regional Group
The Mestings are usually held on the second or third
Sunday of each month at members homes starting at 3pm.
Check the location with Geoff Phillips by leaving a
message on (049) 428 617. Please note that the previons
phone mumber (049)428176 is now used exclusively by the
ZZAP BBS which also has TT support. Geoff.

H

ILLAWARRA Regionai Group

Reguiar meetings are normally held on the first Tuesday
of each month affer the TIsHUG Sydney meeting at
7.30pm, at the home of Geoff Trott, 20 Robsons Road,
Keiraville. A variety of investigations take place at our
meetings, including Word Processing, Spreadshests and
hardware repairs. Contact Geoff Trott on (042)296629 for
more information.

. *%

LIVERPOOL Regional Group*
Regular meeting date is the Friday folling the Tlshug
Sydney meeting at 7.30 pm. Contact Larry Saunders (02)

644-7377 (home). After 9.30 PM or at work (02)708 1987

Liquoriand YAGOONA for more information.
% ALL, WELCOME *#*»

12 th APRIL 1996

10 th MAY 1996

7 th JUNE 1996

12th JULY 1996

9th AUGUST 1996

13th SEPTEMBER 1996

Bye for now Larry.
Liverpool Regional Co-Ordinator

-

*
*

SUTHERLAND Regional Group
Regular meetings are held on the third Friday of each

month at the home of Peter Young, 51 Jannali Avenue.

Jannali at 7.30pm. Peter Young,
Ak

£ 3

TISHUG in Sydney

g

Monthly meetings start promptly at 2pm on the first
Saturday of the month. They are held at the

MEADOWRANEK PRIMARY SCHQOL, on the corner of
Thistle Street and Belmore Strest, Meadowbank. Regular |

items include news from the directors, the publications |

library, the shop, and demonstrations of monthiy software.

APRIL MEETING - 6th APRIL

MAY MEETING -4th MAY

The cut-off dates for submitting articles
to the Editor for the TND via the BRS or
otherwise are:

13th APRIL FOR THE MAY MEETING

These dates are ail Saturdays and there is no guarantec
that they will make the magazine unless they are uploaded |
by 6:00 pm, at the latest. Longer articles should be to
hand well before the above dates to ensure there is time to |

cdit them.
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