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\ EDITORIAL'!

Well we have a new Editor, m2! Christina M=hew has had .to give up, temporarily w= all
hop2, on her going to Italy with her husband in the course of his work. She tak=as with
her our grateful thanks for her past efforts, & b2st wishes for the futurs for her &
her family.

You will have sasn that there are some coincidental changes, which were triggered by

the need to balance th2 books. This magazin= is our main expense, & we must reduce its

cost if w2 are to not only remain solvent, but also bz able to offer our members the
othar services which w2 hops to continu= & expand. At a m=eting of a finance
sub-committee in Stockport it was d=cid=d to use a soft cover, & to invastigate
alternative m=ans of reproduction & mailing. This present issue is an initial step.

In order to improve the regularity of publication, in spite of possible changas in
production methods, w= propose to fix the dates for my receiving contributions as th=
1st. of Dacember, March, June, & September. This allows a month for what has provad to
b2 a rather slow production process, & cost reductions usually lead to long=r not
shorter d=lays. However, missing a deadline do=s not mean you should give up the id=a
of writing. Please still do, it will be nice & eerly for the naxt issu=!

So you can decide what subjects are covered in ydour magazine, either & preferably by
contributing articles, informative or inquisitory or both, se2 this issue, or by
asking for articles or just information on subjects that interest you. R2mzmbar you
can phone your nearest Committee m=mber for an imm=diate rsaction. It may tak= a little
time to find a contributor to treat a particular subj=ct thoroughly, but w2 will do so
as soon as possible. Mzanwhile why not stimulate discussion by a short article ysurs=1f?

While on th=2 subject of contributions, it is of course bast if they ar= in good black
print & thay should be on A4 sheats with a h=zader space for the TI*MES 15g0 & room at
tha foot for a page number. I do not have disk or print=sr, & we cannot afford to pay
the printer for re-formatting, so we are limited to a few cut & paste op=rations.
Since lattars, othar group's magazin=s, "For Sale"s, & some shorter fill-ins, hava to
bz specially treated, longer pieces already laid out in A4 sized sections will take
pride of place! As a matter of interest tha A4 sha2ts are reducad to A5 before printing
in paginated 4's on thz two faces of a sideways A4. Pagination shows somz of th=
characteristics of unrelocatable cod=!

This brings m= to the subject of line spacing, & the message is clear. We have a
choice betwzen easy to read, w=ll-spaced typescript & more information with single
spacing. My own preference is for the latter, but I am shortsighted anyway. If you
disagree, or indeed have any comments to make please let us know!

Finally,the future of this group is in your hands. The TI remains a pow=rful
Home Computer, even in todays environment of high-speed Personal Computers for use
where. time is money. Older software is offered at very, very, low prices, & thers
are still dedicated programmers exploring the Galactic- Rim of what is quite a large
system. In addition new powerful hardware is becoming available, & while it is
intended for sale to a generally wealthier US public, its existence augurs w=ll
for the continued existence of "old faithful". We want to h2lp you to continus to
learn about & enjoy your TI. Write & tell us how we can do so. .,

FOR SALL

PES w, DS disk drive, M-P, TIW,PEK,PhW,TE,EdAss,etc.£}75.

80col.colour cardf£90 RGR monitoré cable £145 0923 672497 everings
Consele,cassette etcf50,Daisywheel&I/face£185, colour morn.&I1/FE155
XB2Man.£30 0273 25967 day & answerphone

Console etc.; J'sts.,ExB,Thermopr'r+6rolls paper,& msry modus.01-835-31901
PE3 w,.SS disk drive,ES232,32K,msns.£150Z3+man.M-P,MM,EdAss,PRK, TE, HEM,
VicdeoChess,stc,etc. Keadirg 8833860.

FOR SALE: ALPHACOM 42 PRINTER: Requires thermal paper- no source known' Plugs
into right hand port of computer- no extra interface required. Contact Stephen
Shaw with offers of&9.00 or above!
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MODULE L IBRARY

The following modules are now available for loan/sale:

¥Addition&Subtraction(£2.56) ¥Adventure(+Pirate) (£5) ¥Aligator Mix(£2.58)
¥Alpiner (£2.59)

¥Alien Addition(£2.38) ¥Amaz-ing(£2.5d) ¥Beginrning Grammer (£2.3549)

Bigfoot (£2.59) Blackjack&Poker (£2.50) Blasto(£2.54)

Buck Rodgers(£2.56) Burgertime(£2.59) Car Wars(£2.54)

Chisholm Trail(£2.59) ¥Connect Four (£2.59) Demonstration Mod. (£2.59)
¥Donkey Kong(£2.359) Driving Demon(£2.59) ¥Early Learning(£2.54d)
¥Early Reading(£2.39) ¥EXTENDED BASIC(£29) Harigman (£2.59)

Henhouse (£2.58) Hopper (£2.5d) ¥Household Budget Man(£3)
¥Hunt the Wumpus(£2.359) ¥Hustle(£2.59) ¥Indoor Soccer(£2.59)

Jungle Hunt (£2.58) Meteor Belt(£2.59) Moon Patrol (£2.58)

Moonsweeper (£2.59) ¥Multiplication 1(£2.59)
¥Munchman (£1) ¥Music Maker (£8) Number Magic(£2.5d)

Othello(£2.59) ¥Parsec (£2.50) Fersonal Report Gen. (£3)
¥Personal Record Keeping(£5) Pole Position(£5) Protector (£2.59)

@ PRert(£2.50) Sewermania(£2.59) ¥Shamus (£4)

Space Bandits(£2.5d)

Star Trek (£2.59) Super Demon Att(£2.549) Terminal Emulator II(£8)

The Attack (£2.59) ¥TI Invaders(£l) TI Logo I(£8)

TI Logo II(£6) Tombstone City(£2.59) Tunnels of Doom(£2.59)

Video Chess (£3) Video Games(£2.354) Yahtzee(£2.59)

Zero Zap(£2.59)
BORROWING MODULES FROM THE LIBRARY

Simply send in the price indicated on the list. The module is due for return
after four weeks. Your deposit will then be returned to you less
postage/packing at the rate of 49 pence per module.

I1f the module you reguire is not listed or if you viish to sell some modules -
then please ASK!

PURCHASING MODULES FROM THE LIBRARY

14 the module that you have on loan has an asterix before it on the list th:n
you may keep the module for the cost of the deposit which you have paid. There
is no need to notify the library of this as it will be assumed that this is the
case once the four week period has elapsed. :

Mame:....... v e W NS W W o e v List modules r=aguired:

I enclose chegue/PO for £...... (as indicated on the list)
Please make cheques payable to TIUG(UK).

The address to write to is: -

MR. E.H. SHAW

CROW HOLT FARM

BASFORD

LEEK

STAFFS ST13 7DU



THE “LIFE~ FROGRAM
EY JOHH STOCHKS
M3 first introduction to thisz fFrod3ram was  an articlsa in the

"Guardian" last Jonuwara,. and I was = intridusd thaot I =zat ur urtil

C

Ua]
=]

L. dewvized

ofter midnisht Putting it into Basic. It i= o 9rarhics

by John Conwaows of Cambrid3e Uniuerzita‘in 1368, anmd wasz arrarentlw
quite well known in the earld daws of home comPuters. It iz bosed on
o 9rid of "cells": =ach of which can be "aliwve" or “"deod", and the
Flager iﬂitintei the 9ame b4 srecifeind o colaong of  live cells. T

Frodram thern takes cwer and er

o

ceed=z ogccordingd to the followind rules:

12 a live cell dies unlessz two or thresz of the eigbht zurrounding

cell are also live {22 o deod cell becomeszs alive 1if exactly thres of

the surrounding cells are live €3 all births ond deoths For o Qiuven
configduration take Flace simultaneousla. In other words. a death
tokes rFlace if thare are too few or too maons meidbours and o birth for

exactls thres.

The most ostornizshing featurs of tha - Some iz the shear

=id
1.

urpredictobility of colong develorment. Cio rEimrle stroaight-line

1

= cdclez continuously

14
f—

i
colonies for examrle. A row of thrss c

betwzen a horizontal aond 0 wertical ISl e B row of =ix dewvelorz ot
) .
first and then disorrears after twelue Senerationsz. A row of sesusn

reachss a "stoble" stote ofter ssuventsen Senerations oand no fFurther

n

of four is o "ztoble" state for examrles

1d

chor3es ocCur. (A =auars
since no conditions exist for o birth or o death.)”

Stroight lines of 9reater lan3dths Prodﬁce some'astonishingla
beautiful ratterns and thes nearly all reach o stoble state
ultimatelw. For continuous develorment an osdmmetric colong. must be
gsrecified. but even here o stable stote is reached in o surrFrizing
nunber of caszes. RN even dresoter surerise iz the freauent fraduction
of "birds" - grours of five cells which howe the Frorerts of dingonal
HOUEMENT!  To demonstrate this fFhenomenon. draw gourself o 3x3 Irid
ornd fill in numbers 3:94.6.3 and 9. numberind from left to. right ond
tor to bottom. therebws forming o crude letter "J". If 2o0u  now treat
this a5 o colony and ollow it to Pprocreate occording to  the SGoame
rules. gou will find thot after four Sensrations wou hawve an identical
J shifted diogdonally by one 39rid unit. Whern running in o FPraodraom. the
"bird" shore ofFfFears to flw or  swim  oacrozs  the screens, and  one
distorted-U shore that 1 hove come across  Froduces three of these
creatures. all fl9ingd awad from each other!

Az can be imagined. the omcount of examination work that the
Foor comruter hos to do. ewven for a4 colong of modest size. iz quite
Frodigious. Each live cell in o 9iven configurotion must be

investigated to see whether it will live or die. then each of the dead
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cezlls in contact with aone liwve cell must be examined +to ses  1F
conditions ore right for o birth. Easzic iz for too slow Ffor onw but
the =zimrlest of shores =0 an ﬂis:mbIHICcda Frodram is  essentiol. but
guen this becomess slulddish when o hundred or so liwve cells aore
involused. The wversion thot I howe been working on  pProved unusuollw
difficult to debudl. Frobaoble takin3 o cus  from the name of the
Frodram. several "uirus-tyre® infections orFrrpeareds go  thot smoll
faults wkich would not normolle couse more tﬁan a minor hiccur mdde
whole chunks of the Frograom either disarezar or else move bodilys to
onother place  In meEmord. I howe two wversions ewvailable. one for
Mimimemors alone which will haondle ue  to 256 liwve cells and onother
for Minimemor2 rFrlus ExFronsion  Memors, with wvirtualles wunlimited

caFncita. If andone is integested, send o cassette to we at

11 STOMEHILL ROAD. ROSWELL, CHELMSFORD CHM1 GPF, and pleaose let me krow

of ang interesting discowveries!

THE PUBLICATIONS LIBRARY

The Publications Library as currently envisaged will take two forms. The
first is as a Library of books available from the Group Fublications
Librarian, and will consist of books that are the property of the Group. Some
contributors have elected to retain ownership of their books and in this
instance will run their own Libraries, though under the same rules as the Group
Library, and applications for loan of books will be made to these "Librarians"
direct. My only responsibility here will be to publish book listings and names
and addresses of their holders.

So to the TIUG UK Group Library Rules:

1. The use of the Library is restricted to the Members of the TI-9%9/4A
Users Group United Kingdom only. The Committee does not envisage a
relaxation of this Rule under ANY circumstances as a) it might be
used by Unscrupulous Fersons to obtain hard-to-come-by books and b)
it may help to increase our membership, (hee hee).

2. Members wishing to avail themselves of the Library facility must
place a deposit of £10.00 (ten pounds sterling) with the Group. This
is to indemnify the Group or owner of the book(s) against loss and
will be refunded should the Member wish to forfeit the use of the
Library facility. Each £10.00 placed on deposit will cover the loan
of one book at any one time, i.e., Members wishing to borrow two
books in the same time period must deposit £20.00, three books £30.00
and so on.
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The charge for each loan will be £1.00 (one pound sterling) per book
per calender month or part thereof with a maximum loan period of
three calender months per book for each application.

4. The period of the loan will calculated from the date of pasting (as
shown by the postmark) to the same date of the following month (or
months in the case of a loan of more than one month), again as shown
by the postmark.

5. Books will be shipped by the cheapest possible rate unless a faster
and more expensive rate is requested by the loan applicant. Fackaging
will be paid for by the Group but loan applicants will reimburse the
cost of postage in both directions.

6. Any member not returning a book or books within the applicable loan
period will, after due consideration by the Committee, risk
suspension af membership.

Members using the Library facility are requested to open packets carefully
to allow their re-use in returning the book(s). Full details on how the system
is to be run will be included with every shipment. Basically, this will involve
re-using the original packing, noting the postage date to facilitate return
‘within the loan period and including new stamps to the value of those used to
ship the package with the return of the book(s). A return mailing label will be
included with the shipment.

Any amendments to these rules and/or methods of operating the scheme will
be published in TIXMES. Such amendments will, of course, only come into force
in respect of applications made subsequent to their publication.

So, what do we have for you to loan? At present the Library Listing is in

three parts, books available from me, those available from Stephen and those
available from Edward.

LIBRARY LISTING - PART 1

The following books/publications are available from the Publications
Librarian. Applications, together with the £10.00 deposit and cost of the loan
period you require, should be made to:

Publications Librarian TIUG UK
(Name & Addreéss to be advised.)

TITLE AUTHOR FUBL ISHER LIB.NO.
Software Development Vincent/Gill Texas Instruments PLOO1
Editor/Assembler Manual TI Staff Members Texas Instruments PLOO2
TI-99/4A Users Refer. Guide TI Staff Members Texas Instruments PLOO3
TI-99/4A Read This First TI Staff Members Texas Instruments PLOO4
Using & Programming the TI Frederick Holt:z TAB PLOOS
Tl Favorite Progs. Explained Donald S.Kreutner QUE PLOO&

Your First TI99/4A Program Rodnay Zaks SYBEX FLOO7

4
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TITLE AUTHOR FUBL.ISHER LIER.NOQO.
Beginner’s Basic TI Staff Members Texas Instruments FLOOS
TI-Writer Word Proc. Manual TI Staff Members Texas Instruments FLOOY
Ti-Writer Tips % Tricks Joyce Corker Boston Compute.Soc. PLO10O
Introduction to Assembly Lan-
guage for the TI Home Comp. Ralph Molesworth Steve Davis Fub. FLO11
TI-99/4A Tech.Info.Manual (Not known) (TI?) PLOLZ2
Frogramming BASIC with the TI Herbert D.Feckham McGraw—-Hill Eook FLOLE
Get More from the TI?9/4A Garry Marshall Granada PLO14
Mastering the TI-99 Feter HErooks Micro Fress FLOLE
Getting Started with the
Texas TI-99/4A Stephen Shaw Fhoenix FlL.O16&
Learning to Use the TI?9/4A Fevin Townsend Gower FLO17
Games for your TI?9/4A Andrew Nelson Virgin Books FLOLS
The Orphan Chronicles Ronmald D.Albright Millers Graphics FLOLY
Smart Frogramming Guide for
Sprites . Craig G.Miller Millers Graphics FLOZO
Entertainmant Games in TI
Basic and Extended Basic
(includes cassette) CkEhoa & Guyen Ton 5AMS PLOZ1
The Texas Frogram Book Vince Apps Fhoenix FLO22
TI Module Instruct. Booklets: TI Staff Members Texas Instruments
Fhysical Fitness Training FLO23E
Fersonal Report Generator FLOZ24
Fersonal Record kKeeping FLO2E
VideoChess FLOZ&
Tombstone City FLLO27
Important Froduct Info.
for TI Extended Basic FLOZ28
TI-99/4 Extended Basic
Reference Card FL.OZ29
TI-99/4A Basic Refer.Card FLOIO
Fundamentals of TI99/4A
Assembly Language Morley TAR FL.O3A
The Best of 997 er
Valume 1 (Various) Em.Valley Fub.Co. PLOZZ

LIBRARY LISTING - PART 2

The following books/publications are available from the Disk Librarian,

Stephen Shaw.

should be made to Stephen direct at:

Stephen Shaw

The books are Stephen®s property and applications for their loan

Digk Librarian TIUG UK
10 Alstone Road
Stockport
Cheshire
Sk4 SAH
TITLE AUTHOR FUBL ISHER LIE.NQO.
The Best Book of Multiplan Alan Simpson SAMS
C Programming Guide lst.Edit. Furdam QUE
Common C Functions Brand QUE
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TITLE AUTHOR FURL ISHER LIE.NO.
Frogramming in C Traister Frentice Hall
Discover Forth Hogan McGraw Hill
Starting Forth Brodie Forth Inc.
Forth Techniques Olney & Benson PAN
Forth Frogramming Scanlon SAMS
exploring Forth Bishop Granada
LOGO FProgramming Ross Addison Wesley
LOGO Sparrowhawk FAN
Tim Hartnells Giant Rook

Computer Games Hartnell Fontana
Dynamic Games for your TI Vincent Interface
COMFUTE!’s Beginners Guide to

Assembly Lang. on the TI-99 Lottrup COMPUTE!

Brainteasers for Basic
Computers Lee Shiva
TI?9/4A Basic Reference Man. Casciato/Horsfall SAMS
The Tool Kit Series-TI99/4A
Edition ) _ Dusthimmer/Bucholz SAMS
Computer Programming in Basic Bishop Nel son
Using Rasic Didday & Fage West
NOTE THAT THE AEOVE IS A VALUAEBLE BOOK REGUIRING REGISTERED FOST.
TI Home Computer Assembly .
Language Primer Dow Dow
The Best of Creative Comput- '
ing. Vol.3
Orphan Survival Handbook
Tl Extended Basic Manual
Texas Instruments TI-99/4A
Information Fackage

(Various) Creative Computing
(Not known) DOS
TI Staff Members Texas Instruments

TI Staff Members Texas Instruments

The Fower of Multiplan Williams MIS
TI9?9/4A Trivia Data BRase Hunter & Guntle SAMS
TI99/4A Basic Frograms kKnight & LaBatt SAMS
TI?9/4A: S1 Fun and Educat-

ional Programs Schechter SAMS

NOTE: The previous two SAMS books include a cassette.
Frograms for the TI Home

Computer Davis Davis
TI Terminal Emulator Protocol

Manual (Not known) (Not known)
Introduction to TI Basic Inman, Zamora and

Albrecht Hayden

A Shortcut thru Adventurel and

(Vol.2 : Infocom) Lynn/Ashley/Sloan Datamost
Creating Arcade Games on

the TI99/4A Seth McEvaoy COMFUTE!

LIBRARY LISTING - FART 3

The following books/publicationé are available from the Module Librarian,
Edward H.Shaw. The books are Edward’s property and applications for their loan
should be made to Edward direct at:

Edward H.Shaw

Module Librarian TIUG UK
Crow Holt Farm

Leek

Staffs

ST1Z 7DU



TITLE AUTHOR FUBLISHER LIE.NO,
Using and Programming the TI Holtz TAR

The Orphan Chronicles Albright Millers Graphics

The Student Forth Emery (Not known)

Mastering the TI99 Brooks Micro Press

TI LOGO (Module Manual)

The Best of 9%9er Vol.l

TI-99/4A Console and Feri-
pheral Expansion System
Technical Data

TIXMES EBack Issues.

As Publications Librarian,
Back Issues. These are available to TIUG Uk

following rates:

Frice per Issue: Members

Fostage must be added to the above charges,
choosing which of the following

Uk Inland 2nd.

Overseas

TI Staff Members
(Various)

(Not known)

Texas Instruments
(Not known)

(Not known)

I am also responsible for the sales of TIXMES

£2.00 (two pounds sterling)
Non-Members £3.00 (three pounds sterling)

Surface
Airmail

Class Fost
1st. Class Fost

with the applicant .
rates he/she wishes to be used:

24p

32p

70p
£1.75

Back Issues currently available are as follows:

Numbers 4, 8, 9, 10, 11,

Applications for any of these Issues should be made to the Publications

12, 13, 14, 16,

18 & 19,

Librarian at the address given previously in this article.

PLEASE NOTE THE AMENDMENT TO -RULE 2 OF THE FUE

membeirs and non—-members at the

LICATIONS LIEBRARY RULES AS

PUEBLISHED IN ISSUE 21 OF TIXMES.

Bryan C.Cloud
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The appeal for new contributors to this magazine is reiterated in every
quarterly issue, and after reading every one perhaps the time has come to
put finger to word processor and make a positive contribution.

That being so, what can I possibly have to say that has not already been
said? After vyears of ‘"messing about" with the TI-99/4A I still cannot
program in assembler, my use of TI-Writer and TI-Multiplan is primitive,
Logo and C mean nothing, and I dislike playing games for more than five
minutes at a time.

So what to say? Well, I can put a fair Basic program together, and by
prudent acquisition and construction, an almost full system is in use,
with dual discs, RS232, gram card, printer, minimem, and software in
quantity, more than ever will be explored.

To start, a potted history seems in order. The first step was purchase
in the factory clearout of a console, expansion box with IZk memory and
Extended ERasic. Another console and speech synthesizer were acquired for
a friend, and why oh why did”I not get myself a speech synthesizer? Maybe
one day. A cassette recorder was eventually made to understand what was
required of it, and the learning process commenced. A few cartridges
were purchased or donated by a relative and Basic programming and games
playing were the order of the day.

The first practical program was for stock control in my business, and the
system was lost to the office. The staff were quick to point out that
loading 19k of program and files of several thousand domestic appliance
spares from tape was not the most efficient use of their time, and disc
card and one disc drive had to be quickly acquired. The need Ffor
printouts gave me the spur to create, with considerable assistance, the
RS232 card, with only one port, to which was connected a Erother EF44
portable typewriter. This also called for a power supply, batteries not
being practical when used 8 hours a day, which was duly built including
Ni-Cad backup to maintain the port default settings of the printer. This
proved to be an excellent choice, the quality of print using carbon
ribbons is exceptional, and drafts on thermal paper being durable and
clear. Regretably though, this printer seems incapable of graphics
printing, but for ninety nine pounds it has served well.

A program to calculate central heating losses for buildings was written
to assist in another part of the business and proved to be a great cost
and time saver. Any member who would like a copy please ask, but be
warned, being an early effort it is rough but accurate.

The success of this setup meant that the equipment was given heavy use,
and fears of the reliability especially the keyboard, led to the purchase
via the local paper of a spare console. In the inevitable bits and
pieces included was an issue of TI*MES! This was the first indication
that there were others out there. The reliability problem never arose,
everything still works as when it was new with just an occasional
cleaning of cartridge ports and one simple repair to a BASF disc drive.

This drive had been used day after day with data files on some 20 odd
discs when it failed to find track zero. (The outer—-most, where the disc
directory starts) Some horrible noises resulted as the head was driven
off the disc edge, but fortunately no damage was caused, and with the aid
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of the manufacturers manual and an R.S5. optical switch a repair was
guickly madz. I am still puzzled why my second drive will not format
discs.

Eventuzally business expansion and updating of office procedures meant
that word processing and customer record keeping made the purchase of new
computers viable and Amstrad FCW 85123 were installed for all office
functions. The Texas system returned to home and interest in computing
as a hobby was rekindled. The task of writing new programs in CFM  and
Mallard Easzic for the FCWs involved learning other languages and the
shortcomings of the Teras languages seemed less difficult than before.

Whilst writing programs a few useful routines became established. Here
are a couple, they may have been sezn before but here goes.

Wien developing a new program, put a line at the beginning somewhere
likes- ’

10 SAYE DSEn. "program nama"
Thie prevents me from dsbugging and forgetting to resave the updated
program as evary time you run the program to test it out, it i=s resavad.
Apologies to cassette users, as the time taken will drive you to
distraction, or to get a disc system - much better.

To see what all the GOTO and GOSUE lines are for without wading through
the listing, I start my programs with:-
10 GOTD 100
20 GOSUE 1000

:: REM start of instructions.
0 GOSUR 2000 s

REM start of graphics routine.
REM data statements for sounds.
: REM input from keyboard routine.

40 GOTO =000 =
S0 GOSUER 4000
60 etc.

100 #*x%¥start of program¥**s

Now, when you renumber with RES, all the GOSUE lines and REM statements
are renumbered correctly, and you can still find the start of the
subroutines. °

What has been learnt over the last years? Having used other manufacturers
products, the most outstanding observation is that your Texas computer,
no matter whether just a console or full system, is almost certainly the
best constructed item of consumer electronics in your home. The care
shown in the electrical and mechanical design makes it very difficult to
damage especially when trying "home brewed" modifications and additions.

RBecause the basic components have been widely used for =zome time in all
sorts of equipment, and are not state of the art, any odd component
failures can be fixed simply.

One of the products currently given market emphasis is the surge limiting
plug or extension lead. We TI?? users already have one in the power
szocket on the rear of the FEER. Just take a cable from the output side of
the FEE mains switch to feed your conscle and tape recorder and disc
drive if externally powered. Be careful with mains wiring and don’t
overload by feeding & colour TV as well!

Tired of that noisy fan? Don’t disconnect it especially if vyour FEBR 1is

well populated, either fit a new fan such as sold by R.S. or 8. T.C.
etc. or put a 1kQ 15w resistor in series with the motor to quieten the

9
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existing fan and still give sufficient air flow. Remember that this
resistor will get hot. Mount it in the airstream, there are two spare
holes in the motor bobbin under the winding through which to thread the
leads and support the resistor. I have used a fully loaded expansion
like this all day and had no problems in I y=2ars of use.

Spare development FCEs to fit the expansion mother board can be neatly

cut from Vero D.I.F. T plane 23ZZmm x 160mm board No. 10-1372 J
(Bicc—Vero 41689%) using a double sided edge plug such as R.S. 448-70%
to plug 1into the expansion mother-board socket. This 1is & wvary

economical way to expand, this board being wzll screened and easy to hard
wire. My gram card is built this way with 39 chips, 2 switches, and 4
regulators on ane board with room to spare.

Future additions will include a modem and I look forward to going on line
with other users. I hope to be able to find a modem and software which
will allow the Mercury °phone system to be used as this will reduce the
cost of connections and errors due to the better linz guality. I+ any
memker has any information on this please let me know.

At present, time allows little opportunity to experimant, bult recently
all service information and history for our company wvehicles has besn
commited to file and is proving to be of great use.

Feading the articles and correspondence in TI¥MES over the years, there
s@ems to be three types of user, ths hardware supporters, the software
collecters, and the games players. We ne=sd more programmers in all
languages including TI-Multiplan, and more new hardware innovations at
sensible prices, especially DIY, to encourage users to stay with the
TI-9292/4A and to explore its hidden depths.

Many questions about how to connect our computer to the outside world
still puzzle me, such as how to access the data bus directly to enable
real time clocks and analogue or digital input/output etc. As a group we
must be able to push forward and adapt our equipment, and in this way
extend the interest of the members.

Hopefully time will allow me to write again, but what about everybody
else out there? Come on, contribute to this magazine, maybe som=one can
answer my questions and pose a few more.

Anyone wishing to contact me, please do so. Letters to:-
20 0AK AVENUE, ROMILEY, STOCKFORT, SK& 4DM.
Telephone weekends Q&1 430 7298

Ross Bennett, TI1?79/4A enthusiast.
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CONSOLE ONLY CORNER
by Peter Walker

Many of you have written to say that you would like more articles
for unexpanded owners. In an attempt to meet this need, I am
writing this short piece and perhaps it will become a regular
feature in TI®#*MES in future. Equally I hope that other authors
will contribute too.

LALLLLLS ST LLLATT

Many of you that own the Personal Record Keeping module or other
early Texas programs on modules or cassette will recognise that
TI had a distinct "House Style" for their software in terms of
menu screen formats. Since programs that look good are much more
pleasant to use, you could benefit from using a screen format
similar to TI. I therefore give here two listings, one Basic and
one Extended Basic, which provide a menu screen format similar to
the "Texas Style". Typically, a blue surround is used, with
characters in black on cyan, though a different surround could be
used for different menus, and Red for an error message. In order
to maintain maximum flexibility, I have put the variable text in
DATA statements, but you may prefer to embed these in your own
version for greater speed of screen building.

Here are the listings:

BASIC EXTENDED BASIC
100 CALL CLEAR 100 CALL CLEAR :: P$=CHR$ (12
110 P$=CHR$ (12)&CHR$ (15) &"12 JXCHR$ (15) &" 123456 :: CALL
3456 CHAR (135, "OOFFFF*) 11 CALL SC
120 CALL CHAR(12&, "OOFFFF") REEN (5) -
130 CALL SCREEN(S) 110 FOR I=0 7O 13 :: CALL CO
140 FOR I=1 TO 14 LOR(I,2,8):: NEXT I
150 CALL COLOR(I,2,8) 120 CALL COLOR(14,5,5)
160 NEXT I 130 READ T$ :2: T=(28-LEN(TS$)
170 CALL COLOR(15,5,9) /2 -
180 CALL VCHAR(1,31,159,96) 140 DISPLAY AT(2,T)ERASE ALL
190 READ T$% :T$ :: CALL HCHAR(4,1,135,32
200 T=(29-LEN(TS$))/2 ) g
210 PRINT TAB(T);T$: : 150 DISPLAY AT(7,1):"PRESS
220 PRINT "~V vAnAnsma s frn s FOR"
A LP I 160 FOR I=1 TO &
230 PRINT " PRESS FOR": : 170 READ OPT$ :: DISPLAY AT(
240 FOR I=1 TO 6 2%1+7,3) :CHR$ (48+I); " "s0
250 READ OPTS$ PTs
260 PRINT TAB(4) ;CHR$ (48+1)3; 180 NEXT I
" “;s0PTS$: : 190 DISPLAY AT(21,1)BEEP: "PR
270 NEXT I 0OC’D TO NEXT SCREEN": :"BACK
280 PRINT " PROC’D TO NEXT S TO PREVIOUS SCREEN"
CREEN": :" BACK TO PREVIOU 200 CALL VCHAR(1,32, 143, 48)

S SCREEN": :
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290 CALL SOUND (150, 1390,2) 210 CALL KEY(3,K,V):: IF V-1
300 CALL KEY(3,K,V) THEN 210

310 IF V-1 THEN 300 220 ON POS(P$,CHR$(K),1)+1 G
320 ON POS(P$,CHR$(K),1)+1 G 0TO0 230,240,250, 260,260,260,
07O 330, 360,380, 400, 400, 400, 260,260,260, 260

400,400, 400 230 CALL SOUND(100,218,1)::
330 CALL SOUND(100,218,1) GOTO 210 ,

340 GOTO 300 240 DISPLAY AT(21,28):"P" ::
350 REM PROC’D ROUTINE 60TO 190

360 GOTO 290 250 DISPLAY AT(23,28):"B" ::
370 REM BACK ROUTINE GOTO 190

380 GOTO 290 260 DISPLAY AT (2#(K-48)+7,28
390 REM OPTION ROUTINES ):"S" :: GOTO 190

400 GOTO 290 270 DATA YOUR MENU TITLE
410 DATA YOUR MENU TITLE 280 DATA YOUR OPTION 1

420 DATA YOUR OPTION 1 290 DATA YOUR OPTION 2

430 DATA YOUR OPTION 2 300 DATA YOUR OPTION 3

440 DATA YOUR OPTION 3 310 DATA YOUR OPTION 4

450 DATA YOUR OPTION 4 320 DATA YOUR OPTION S

460 DATA YOUR OPTION 5 330 DATA YOUR OPTION 6

470 DATA YOUR OPTION &

And this is what the screen looks like:

YOour MEMU TITLE

FRESS FOR
1 vOUR OPTIOMN 1
2 - YOUR OPTIOM 2
3 ¥YOUR OFTION 2
4 YOUR OPTION 4
S vOUR OPTION S
A YOUR OFTION &

FEOZ'D TO MNE®WT SCREEM

ERCE TO PRENVIOUS SCREEM

| 2



Notes on the listings (line nos refer to Basic listing unless
otherwise stated).

110 P$ is later used in the POS statement, 1line 320. CHR$(12) is
"PROCEED" and CHR$(15) is "BACK".

120 Redefine tilde (™) as line for screen.

130 Set screen Blue.

140-160 Set characters Black on Cyan.

180 Puts down blue edges to cover untidy edges during printing.
210-280 Print menu screen. The use of the function keys PROCEED
and BACK are optional of course; another 2 numbered options could
be used.

290 Accept tone

300-310 Loop until new key press. Note that line 310 uses a
logical statement.

320 Branch on key press. The common method used for this is ON
(K-48) GOTO ... but this requires the extra limit test statement
eg IF (K<49)+(K>34).... The P0OS method of branching according to
the contents of P$ allows us to branch on PROCEED and BACK in the
same statement. You can also use this POS method for branching on
"Arrow Keys" E,S,D,X using a POS statement with the string
"ESDX". Note that in a practical program the 6 branches to line
400 would be replaced by & different lines leading to the &
routines of the menu.

330 Honk tone when wrong key pressed, ie one not in P$.

200 (ExBas) The blue edges in ExBas are optional, I prefer not to
use them but its a matter of taste.

240-260 (ExBas) These lines are not part of the routine, but
merely assist the demonstration.

If you have the Triton/MG "Super Extended Basic" a number of
refinements can be made:

110 The CALL COLORS function can be used.

210-220 The CALL KEYS with ON .. GOTO or CALL GOTO can be used
instead.

230 Use CALL HONK.

You can also insert Line 115 CALL SCROFF and Line 205 CALL SCRON.

LALLL LSS
Well I hope all you unexpanded users find the above wuseful.
Please write to let me know what subjects you’d like to see in

future "Console Only Corners".

Peter Walker

|3



TIXMES =——ovd -

MESSING ABOUT WITH THE GEAR.

By Jim Ballinger

As a newcomer to computing, too long in the tooth to absorb the
finer points involved I did not attempt to do any involved
programming, content to ‘customise and improve' the work done by
better men.

I suspect that many are a bit shaken by the amoung of information
one ls required to absorb in mastering the TI99/4a completely, and to
them I can . thoroughly recommend the delights and satisfaction to be
found in ‘messing about'.

When issue 12 was published I was interested in PAINT-A-MAZE by
CRAIG MiLLER, a seven 1line gem of a programme, and I added a score
system to it. Then I purchased a Speech Synthesiser, and added
speech.

I will never forget the effect on the family, as we sat in the
living room talking to two of the family , one of the grandchildren
who was playing with the gear in another room burst in wide eyed and
tearfull shouting "the computer called me useless",

The result of messing about with this programme, a real gem I
think, which never fails to interest visitors, is printed here as it
was then and still is in my library.

Joystick and Exbas, and of course Speech Synthesiser if you want
speech, are necessary. The painter can move diagonally if there is
space, when you are trapped in press "FIREw", you will se that it |is
only a small job to type it in, but it is avallble via the library if
required.

If you would be interested in further messed about programmes, I
have Life Expectancy, Sir Prancelot and one or two others, including
Chuck a luck from the 99er manual.

14
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2022 note: Where you see a £ sign below, instead use the # key

5 CALL CLEAR
10 DISPLAY AT(6,2):" HA
LL OF COLUMNS

20 DISPLAY AT(9,2):" PAINT T
HE HALL COMPLETELY BUT YOU
MAY NOT GO ONTO A  STRETCH
ALREADY PAINTED."

30 DISPLAY AT(14,2):" USE JO
YSTICKS TO MOVE THE PAINTE
R, & FIRE BUTTON TO CLEAR
THE SCREEN."
jo DISPLAY AT(23,2):" ANY KE
Y TO PLAY THE GAME."

80 CALL KEY(0,K,S):: IF S=0

THEN 80
100 CALL SCREEN(2):: CALL CL
EAR :: CALL CHAR(35,"FFFFFFF
FFFFFFFFF", 42, "1C5C487F193C2
662"):: CALL COLOR(1,7,12,2,

6,6)

110 AS=" ££ £££ ££ £££
£E€  ££ £ £ £€

££ £ W 3%

CALL HCHAR(24,1,35,64):: CAL
L VCHAR(1,31,35,96):: SC=469
120 CALL SPRITE(£1,42,2,177,
17):: DISPLAY AT(2,1): :A$&A

$:AS&AS:AS&AS:AS :: Y=23

X=3

130 CALL JOYST(1,C,R):: R=-8
GN(R):: C=SGN(C):: IF R OR C

THEN 150 ELSE CALL KEY(1,C,
R):: IF C=18 THEN GOSUB 170

140 R=(C>3 AND C<7)-(C=0 OR

C=15 OR C=14):: C=(C=2 OR C=
4 OR C=15)-(C=3 OR C=6 OR C=
14)

150 CALL GCHAR(Y+R,X+C,CH)::
IF CH>34 THEN 130

160 Y=Y+R :: X=X+C :: CALL S

OUND(-90,-2,4):: CALL LOCATE
(£1,Y*8-7,X*8-7):: CALL HCHA

R(Y,X,40):: SC=5C-1 :: GOTO

130 '

170 CALL SCREEN(12):: CALL C

HARSET :: CALL CLEAR :: DISP

LAY AT(12,2):"YOU MADE IT DO

WN TO ":S8C

178 IF SC>300 THEN CALL SAY(
"UHOH £TRY AGAINE£+USE+LESS")

GOTO 100

180 IF SC>100 THEN CALL SAY(
"UHOH THAT+IS+NOT+GOOD"):: G

0TO 210

200 IF SC=0 THEN CALL SAY("W

ELL DONE YOU+DID+IT"):: GOTO
210

205 IF SC<100 THEN CALL SAY(
"ENICE TRYE+PARTNER")

210 CALL CLEAR :: CALL SAY("

WANT+TO+GO+AGAIN"):: CALL SA
Y("ENTER Y OR N")

220 ACCEPT AT(12,16)VALIDATE
("YyNn"):2$"

230 IF (Z§="Y")+(Z§="y")THEN
GOTO 100 ELSE RUN "DSK1.MEN
-

PLEASE NOTE: SUBSTITUTE
# Fom $ ' 55

TIXMES
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CONTROLLING SIMPLE DEVIGES WITH THE TI99/4A JOYSTICK.
By Ross Mudie of TIsHUG, 25th September 1987.

A member of the 3BS has asked if it {s possible to
control a simple rabotic ara with the Joystick of the
TI99/4A via the <Cassecte Motor control lines. The
program which [ developed runs in the Interrupc Service
Routine in assembly under extended dasic. This means
that you can use the rouctine whilst another excended
basic program is running or in the immediate aode.

The program uses both cassetce moctor controls, which
are provided on che bdlack consoles. On the beige
consoles the princed circuit tracks exist, but cthe
critical seven coamponents were oaitted by TI as a cost
cutting measure in the lacter scages of production.
Thesé coamponents are possibly easiesc obtained from a
ijunk TI99/4A mother board: Refer to the ctechnical
manual for the PCB overlay and sneet 3 of tae schematic
console disgram for details of physical coaponent
placemenct.

Remove components from the oid mother board and place
thes in the appropiate positions ia the mother board of
of che computer which is being upgraded to provide two
motor controls.

0ld zother Upgraded Type Coaponent
board Mother board
Qa0l Q403 TIS92 Transistor
602 Qu0s TIS92 Transiscor
R415 R416 220 ohm Resistor
601 ue02 TILL19 Opcocoupler
c403 C405 .001uF Capacitor
C404 CL06 .00luF Capacitor
L L40l Ferrite Choke

Many of the consoles were provided with cassecte
cords with Zwo cables which provide access to both
motor control circuits. [f a suitable cable is noc
available chen a 9 pin female D connector may bde used
«ith connections to pins 1| - 2 for CSl control and 6 -7
for CS2 conzrol.

The extended basic program loads the assembly program
in object form from disk and then links to place the
start address of the joystick scan routine in the User
Defined Interrupt Service Routine (ISR). Every 20
asilliseconds the pjrocessor branches to the program in
the ISR, scans the joy stick & outputs to the Cassette
3sotor control lines cthen goes back to the main Prograam.
[n addition a display is given of UP , LEFT or RIGHT
on che bocttom right corner of the screen. It {is
possible to delete the screen display lines from the
source file if display is not required or to display
differenctly on anocher part of the screen.

The CS motor controls are: LEFT - CSl, RIGHT - CS2,
YP - CS1 and CS2. For any other Joystick position CSl
and CS2 controls are off & the screen display is — .

From here on usery are on their own as far as che

LINKING EXT’D BASIC-ASSEMBLY

WITH ROSS MUDIE.

_WS 38 32

hardvare incerface is concerned. [f you are unable to CLR RI2 Set base value for CRU

figure out how to provide a suitable interfsce then ask

around your regional group for soeeone with the SBZ 18 Set up CRU for Joystick 1 |

nesessary expertise. To test the outputs from the 580 19

computer [ suggest twa circuits as shown oapage—l9—of——- 530 20

the October 1986 TND which shows howv to connect a Light

Eaicting Diode, resistor and battery. ™ 7 Test for UP |

JEQ NEXTI Jusp Lf not UP |

The source file is included for those with Edttoc/ 5B0 22 Turn CS1 ON

Asseabler whilst a version cosplecely in extended bastic 580 23 Turn CS2 ON

CALL LOADs i3 provided for those who don't have the E/A Ll RL,LP Text to display

but want to play around vith the prograam. [ suggesc JMP  NEXT] Go and do (¢

thac after loading and running that you cthen load an !
excended basic ausic prograa and be amazed ®s both run |
together without affeccing each other. Remember char
the assemdly program requires a 32K memory expansion %o
Ye cornected to the computer.

For furcher reading on the methods used for keydoar:
scan and conzroi of the Cassecte Motors refer co LINK-
IT #7 on pages 19-21 of the October 1985 TND. !

Just a vord of caution, £f you have the interrupt
program runaing, doan't use CALL INIT else the coamputer
will lock up. If you want o execute CALL INIT cthen
you aust use CALL LINK("STOP") first. The joystick
scan routine doesn't have to operate under an ISR, I
juwe used the ISR because it made the progras very
versatile. To use the prograa as a directly linke:
routine just include the encry poinz name INTRTN in the
DEF lisc.

Exzended basic program.

100 ! SAVE DSK1.LOAD

110 CALL CLEAR

120 CaLL INIT

130 CALL LOAD("DSKLI.G")

L4C CALL LINK("JSCS")

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

160 DISPLAY AT(14,1):"If in immediate mode type”: :"CAL
L LINK("3CHRS(34)&"STOP"SCHR$(34)4") before™: :"recunni
ng lines 120 to 140"

170 ! here inserc RUN "DSK1.NEXTPROG" to go to another

program with joystick comcrol routine still gumning
180 GOTO 180

ASSEMBLY SOURCE FILE.

IDT *JSCSMTR' File names: Source=S i
. 0D ject =0 !
DEF JSCS,sTOP Entry nases |

WBY QU >2026 Video Multiple Byte Wrice |
up DATA >808S,>8080, >8000 14
LEFT  DATA >ACAS,>A6B4,>8000 LZFT
RIGAT  DATA >3249,>A7A8,>B400  RIGHT
BLANK DATA >8D8D,>3D8D,>8000

Text messages

with >80 added |
for asseably to.
—— display under x/b !

Regiscer Work Space

*  CALL LINK("JSCS") Tuca ON Joystick concrol

JSCS LI  RI,INTRTN Address of interrupt progras
MOV R1,8>83C4 Put eatry point in User ISR
T

*  CALL LENK("STOR") Turn OFF Joystick control !
STCP CLR a>83C4

Turn off Incerrupc program
]T

INTRTN LWPL WS Load register vork space




1
EXTENDED BASIC PROGRAM with Assembly in CALL LOADs.
NEXTI TB & Test for LEFT 100 ! SAVE DSK1.LOADL
JEQ NEXT2 Jump 1f not LEFT 110 CALL CLEAR
SB0 22 Turn CS1 ON 120 CALL INIT
S8z 23 Turn CS2 OFF 130 CALL LOAD(16368,83,84,79,80,32,32,37,54)
LI  R1l,LEFT Text to display 140 CALL LOAD(16376,74,83,67,83,32,32,37,44)
JMP  NEXT3 Co and do it 150 CALL LOAD(8194,37,140,63,240)
160 CALL LOAD(9460,128,181,176,128,128,0,172,165,166,1
NEXT2 TB § Test for RIGHT  80,128,0,178,169,167,168,180,0,141,141,141,141)
JEQ NEXT4 Jump 1f not RIGHT 170 CALL LOAD(9482,128,0)
SBZ 22 Turn CS1 OFF 1380 CALL LOAD(9516,2,1,37,60,200,1,131,196,4,91)
SBO 23 Turn CS2 ON 190 CALL LOAD(9526,4,224,131,196,4,91,2,224,37,12,4,20
LI  RI,RIGHT Text to display 4,30,18,29,19,29,20,31,7,19,5)
JMP  NEXT3 Co and do it 200 CALL LOAD(9548,29,22,29,23,2,1,36,264,16,18,31,4,1
9,5.29,22,30,23,2,1,36,250)
NEXT4 SBZ 22 Turn CS1 OFF 210 CALL LOAD(9570,16,11,31,5,19,5,30,22,29,23,2,1,37,
SBZ 23 Tarn CS2 OFF  0,16,4,30,22,30,23,2,1)
LI  R1,BLANK Text to display(—-) 220 CALL LOAD(9592,37,6,2,0,2,248,2,2,0,5.4,32,32,36,2
,224,131,224,4,91,78,213)
NEXT3 LI RO,760 Where to put text on screen 230 CALL LINT("JSCS™)
LI R2,5 Number of bytes in text 240 DISPLAY AT(6,1):"TRY JOYSTICX 1:
BLWP @VMBW Write text to screen UP, LEFT & RIGHT;THEN FCTN CLEAR AND TRY IN IME
‘DIATE MODE™
LWPI >83E0Q Reload GPL Work Space 250 DISPLAY AT(14,1):"If in immediate mode type”™: :"CA
RT Return to extended basic LL LINK("&CHR$(34)&"STOP"&CHR$(34)4") bafore™: :"rerun
ning line 120"
END 260 | here insert RUN "DSK1.NEXTPROG" to go to another
prograa with Joy Stick control routine still running
270 GOTO 270
ROBODT COMTROL Mike Coddard 1F:19:33
This praogram by Foss Mudie warks extremzly well although I%ws anly tried the
extendad basic wersion there have been no problems at a1l .1 Tested the Circuit
using two LED'= iwn the circuit below .1°we alse written 2 short routine Lo
utilize the "FIRE" button circuit for bump detectiow on 2 robot in thiz case
it will apologise after it attacks vour ankle '!'. all that iz necessary iz to
connect the fire button circuit of the joystick to a micre switch or similar
arranged =c that the circuit iz made when the switch etc touches something
and BINGD a polite robot. The rabot I have in use chnzists of a "RIG TRack"
motor unit arranged s=o that the motors are switched an and off by the cassetts
motor portsz.] hops to Raws the all Zinmging all dancing warsion wrking at the
Alteirviative Micro Show on 12tk november .
This proaram lends itself to all kinds of other aprlicaticons and I will offer
4 prize to whoever comses up with Hhe nost original and eractical. Entries to ms
Fleass and please includse details of yvour system iz sexpanded or nok
Hore to see all old and new frisends at the show Hill then keep tapping!!.

M»}
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TALKER FOR USE WITH ROBOT PROGRAM @ mike goddard |1
cALL CLEAR

E=1

Call KRYC1,KE.50

IF S=0 THEM 129

F=R+1 2@ IF R>3 THEH R=1

IF K=1 THEHN 18€9

GoOM R GOTD 170,120,130

oo CALL SAYOMT AR SARRY" 21 GOTO 120
o Calbl =@

D

Tr <D

P

DR SIE U i YT S A BOe
LY OO TR RN Y SRV I AV e
7 i

;rf“WHHH“"' GOTO 120
D CAaLL SAYORHELLO®»1: GOTO =i

1o PSAYE DSKL1.ROBOTH

CARLL CLEAR

CALL INIT

CALL LOADCIE3E8,832,84,72,80,32,37.542
CALL LOADC1637E,74,83,67,33,32,22,.37-44>
CALL LOADCE194,327,140, 632,240

CALL LOADC9460,128,191,176,122,128,0,172,165,166,180,123,6,173,169,167, 168.1
0:141,141.141.1417

O CaLL LOAD(9422,128,0)

(o=
.;:\,

B e ¥

s

s UHQ‘-HH»—-;.«.
l'\l Lo RO B COR O T LY
VOOC’

129 CALL LOADC3S18.2.1,37,60,200,1,131,196,4.31

130 CALL LOAD(S9525,4,224,131,196:4,91,2,224.37,12,4,204,30,18.29,13,29,20,%1.7,1
3 53

200 CALL LOAD(3542,23,22,29,23,2:1,36,244,15.12.21,4,19,5,29, 22,230,223, 2, 1,386,250
'!

210 CAlLL LOADCSS70,16.11,21,5,19,5,30,22,29,23,2,1.37,0,16,4,30,22,230,23,2,1)
220 CALL LOADYC9532,37,6,2,0,2,245,2,2:0:5:4- 32,59»36,2:254 131,22434.,31,.758,213%
230 CALL LIWKC"JSCS")
240 DISPLAY ATCE6:12:"TRY JOYSTICK 1@ UF.LEFT % RIGHT:THEMN FCTHN~<CLE

AR AMD TRY IN IMMEDIATE MODE" :

250 DISPLAY ATC14.13:"IF IH IMMEDIATE MODE TYPE": :“"CALL LINK("&CHR$(34:&"STOP"E
CHRIO340L"IBEFORE "¢ :"RERUNMIHNG LINE 120"

256 'HERE IHSERT RUN"DSK1.PROG" T GO TO AHOTHER PROGRAM MITH COMTROL “T'LL R
ING

270 GOTD 270

| 8
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Introductian

There was a time when TI-33/4A cwners felt abandoned. In place of the
pramising machine that had been purchased with such high hapes they had
been left with an orphan. These users lived with the knowledge that
they had a superb graphics system at their Finger-tips, but unless they
were goad programmers, no way to conveniently access the graphics.
Commecrcial graphics software was Jjust not available. Now, a few short
years later things have changed drastically. UWe are left on the other
side of the fance wondering in amazement how we are ever going to figure
out which of all that great-sounding graphics softuware is really worth
investing in. What, actually, can be esxpected of a drawing pragram? Is
there one perfect program out there, waiting for me to discaover it? Or
will I need several programs to meet all my needs? These are the topics
that will be explored in this series. Part one takes a look at what
graphics programs do, and what's on the market. Then a definitian of a
good, basic drawing program can be given.

Part two will compare the main programs. Parts three and beyand will
examine support and companion packages, including the newer programs
which allow text and graphics to be intermingled. Finally, the various
drawing packag®s and companions will be analyzed to see how they can be
used together. UWith this knowledge you should be able ta select the
packages that best suit your needs, whether you have a particular
application in mind or are just looking for a good general drawing
program for the persocnal encichment of yourself and your family.

Your Own Electraonic Billboard

For graphics purpases, the S9/4A screen is simply a grid of blocks.
Imagine a piece of graph paper and mentally mark off 32 little squares
across the top row. Right underneath mark a secand row of 32 blocks;
then a third, and a fourth, until you have 24 rows, each with 32 squares
marked off. Now you have a nice facimile of your TV or monitor screen
as it is partitioned off in the standard graphics maode that we are most
used to 'seeing. If you were to count all those marked-aff squares, yau
would find you had 768 individual blocks (32X24=768). Each block is
Just the right size to hold ane character that can be typed in from the
keyboard. These are the naormal, everyday letters, numbers and
punctuation that you use all the time, but in Computer terminology they
are given a special name: "ASCII"” characters. A programmercr can
effectively "erase” these ASCII characters and define a new pattern aof
his own chaoosing. This is done in Basic and Extended Basic with the
Call Character subroutines. The programmer assigns each character block

two colors (a Fareground and a background) from the 16 calars that the
Tl computer has available.

In Extended Basic built-in Sprites may be used as well. Sprites are
character-sized graphics that have the capability of maving around the
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screen independently of the background. They can be defined to any
shape, then colored and magnified. Such things as location, speed and
distance can be easily manipulated. (They can also be present 1n high
resolution graphics, but in this case can no longer move.)

An assembly language programer also has access to the multicolor mode.
Here, the display is divided into 48 rows, each containing 6% "baoxes”,
or blocks. The blocks are not able to be defined in the manner of the
larger, pattern mode blocks, but each of the 3072 blocks can be a
separate color, chosen from any of the 16 colors available. Sprites can
also be used in multicolor mode, but not text. The multicolor mpode

cannot be used in Basic except with assembly language software that uses
a special module such as the Editor/Assembler, Mini Memory or Extended
Basic. -

Text mode is familiar to us through the use of such cartridges as TI
WUriter and NMultiplan. Each of these programs employs a display that is
24 lines long, but the character blocks have been increased to 40 acraoss
which gives us 960 screen positions instead of 768. Although sprites
cannot be used and only two colors (foreground and background) arce

allowed at one time, the text mode can be used for graphics. Still,
text mode is most suited for just that - text.

In all three of these modes - pattern, text and multicolor - each block
is composed of a number of dots. In the multicolor mode each block is

16 dots; 4 dots high and 4 dots wide. In text mode the character blocks
are B dots high by 6 dots wide - 48 dots in each character. Pattern
made, with only 32 blocks across the screen, consists of 6% dots for
sach block - B across and B high. This means that there can be B4 times
768 dots on the screen at one time in pattern mode - 43,152 in all.

Text mode has 465,080 of these dots (48 X 860~-45,080), and either way you
look at it, that's a lot of dots! In computer jargaon these dots are
called "pixels” (for PICture ELement) and are the smallest individual
units on the screen. It is the 43,152 pixels from pattern mode that we
are going to focus on, because in the high resolutjon (or "bit map”)
mode, each of these 49,152 pixels is able to be turned on and off

individually. The whole idea of a drawing program is to let you do this
quickly and easily.

With the high resolution in the bit map mode, the screen is considered
to be a grid 182 pixels high and 256 pixels wide. That'’'s still only 32
character blocks across and 2% blocks high, but now each pixel can be
turned on or off (that is, drawn or erased) independently of any other
pixel. For color the computer divides each pixel-row into 32 groups of
B pixels. The computer can assign a background coler and a foreground
color to each B-pixel group.. This is what our electronic drawing board
consists of in all the popular art packages we have today, and it is on
these drawing programs that our interest will now focus.

In the Beginning...

When Texas Instruments first unveiled the TI-83/4 computer in June,
1873, there were only a handful of applications of any kind available -
and all were in module format. One of these was Video Graphs which was
billed as "an easy-to-use Graphics System which lets you draw in 14
caolors on the screen with a whole new electronic paintbrush cancept”.
This drawing can be done in high resclution with a single pixel line
width; or in the multicolor mode by placing 16-pixel colored dots
anywhere on the screen. The user could also command the computer to
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create graphic images by using the Building Blocks sectiaon. Here, many
graphic characters of various geaomstric shapes are located alang the
bottom of the screen. Select one, pick all or part of it up with the
keyboard or Jjoystick and place it where you want it in your picture.

Video Graph's demonstrations were impressive when the module was new,
and although the bright, mosaic-liks patterns may seeam archaic by
today’'s standards, the madule actually contains the rudiments of the
more sophisticated graphics systems we naw have. High resalution
drawing was there, as was the Computer’s less familiar multicolor mode.
Even the caoncept of icons which is sao popular in today’'s graphics
software made its appearance here, in the Building Block section. This
module was intanded purely for persanal encichment, not as a taool.
There is no way to use the graphics you create in your own programs, and
no way to print them out. In Fact, the only way drawings can be saved
at all is on tape.

If you have Uideo Graphs you have probably seen for yourself the
fascinatian it holds Far children, even small anes. Children laove to
draw and this module provides a medium For creative expression
unhampered by long lists of Ffunctions that must be remembered. Indeed,
anyone with an unexpanded system will Find that it can still praovide
hours of enjoyment and satisfaction.

No other drawing programs were ever released by Texas Instruments, but
usars themselves soan began Circulating a numbaer of very good programs
made available through local user'’s groups and through the International
Users’ Group in Bethany, Oklahoma; ar Amniaon Helpline in Bakersfield,
California. These fFirst user-written programs were in Basic; mainly
graphics screens but alsa a Cauple aof entertaining drawing programs such
as Color Crayon which let you draw with colorful character-size blaocks
using the ksybocard ar a Joystick. There were also utilities fFor
designing graphics characters to be used in Basic (and later Extended
Basic) programs. There was even a program or twao for printing out
banners if you were lucky enough to have a printer. When the
Editaor/Assembler package was fFinally released, program quality rose.
Like 3rd party sof tware, these user written programs have tended to
become more and more sophisticated with time, and today some very good
graphics programs are available For only a fraction of their worth,

The fFirst high resolutian graphics program tao be but out by a 3rd party
that I know of was introduced by Norton Software aof Ontario, Canada. It
was called, appropriately enough, Graphics Package. It was originally
written in Basic, but that was saon dropped in favor of the faster, more
easily used new Extended Basic version. With it, anything could be
drawn anywhere on the screen in 3 levels of resolution, corresponding to
the standard (or pattecn) made of 768 character blocks, multicaolaor made,
and high resalution, which has 43,152 accessible pixels. Circles,
parabalas, baxes and lines could be drawn automatically. All the
informatiaon making up the graphics cculd be saved on tape or disk to be
incorporated inta yourown program. However, it wasn't easy. This
program was not intended as entertainment but as a serious tool far
Extended Basic programmers. For a long time, the Graphics Package was
about the only way For the average programmer to access high resaolution
graphics. The package was disappainting tao some, whao would have liked
to use it For drawing Pleasure. The program was also excruciatingly
slow, even in Extended Basic. But, it did everything it promised and is
still the best graphics tool available for anyone with an unexpanded
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systam.

In 1882, with the advent of the Editor/Assembler package, a new kind of
program hit the market. Draw-A-Bit by Data Force of Illinois was an
assembly language program which booted through Extended Basic. It
allowsd the user 100% keyboard access to the bit-map graphics made.
Using either the keyboard arrow keys or a joystick the user could draw
on the screen in any of the colors with a line that was only one pixal
wide. Colorful circles, lines and rays could be drawn automatically.
Shapes could be Filled with color with the press of a function keay.
Pictures could be added to by means of “"palettes” created by the user
and stored on disk. Using the Draw-A-Bit enviranment, advanced users
could create and display complex plots in Extended Basic. Drawings too
tediocus to bes drawn by hand could be caded in Draw-A-Bit Farmat and
displayed on the screen. Pictures could be saved on gisk and reentered
into the program, and they could also be transfered to Extended Basic
programs. It is not only an extremely powerful tool for the more .
advanced programmer, but can provide hours and hours of entertainment to
anyane who likes to draw and is willing to learn how to use the
program’s mare than BO functions. One entertaining and unique
characteristic of this program is the ability to redraw a picture right
before your eyes. The daemo an the disk is positively addictive, as you
watch each picture being rapidly built, line by line, color by color. I
know of na other program that does this.

The original Draw-A-Bit was strictly for screen graphics but a companion
disk, Print-A-Bit, was introduced to pravide printer support. Data
Force also released a Draw-A~Bit Il but I never saw the second version.
Print-A-Bit works with both versians.

ODraw-A-Bit Filled a real need for a graphics application which users
could enjoy and yet get some use aut of too. It is now recognized as
the grandaddy of a new generation of graphics programs. Unfortunately,
this excellent program. never got the popularity it deserved. Perhaps it
was ahead of its time - when it came out the vast majority of users
still didn’t have disk systems. At First glance the manual looks
technical and hard to read; actually, the program is easy encugh to
begin using for pleasure almost immediately. Just don't try to learn
all B0 functions at once! :

Ore of the first commercial screen dump programs was introduced in 13983
by Extended Software. It was available aon either tape or disk. The
screen dump routine could be added to your Extended Basic pragram at the

point where you wanted the screen to he saved. You would get a
modest-sized 4% 1/4 inches wide X 2 S/8 inches high duplicate of the
screen, axcept that it wouldn'’'t print sprites. This is still an

excellent choice of software for those with unexpanded systems.

Late in 1983 Tl made their now-famous anaouncement that the 939/4A was
being discontinued. Nevertheless, 1984 was a gcod year for 3rd party
suppliers, and the graphics void began to fill. Same good, and some
not-so-good programs were introduced that year; many of them
improvements of aolder programs like Uidea Graphs, Oraw-A-Bit and Screen
Dump. Some were unique. Persaonal Peripherals came out with Super
Sketch which can be likenad to a vastly improved Uideo Graphs. Alang
with the cartridge came a tablet-like controller pad, complete with
stylus. As the stylus is moved across the pad, an image is created on
your computer video screen. Four push buttons at the top of the
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contraoller pad cantrol the colocr selection and graphic Eunct}ons cF_ths
stylus. Graphics may be drawn free-hand or traced fraom drawlngs clipped
to the pad. Drawing with Super Sketch can be so simple that with a .
little instruction a six year old can use it. 0On the other hand, using
the advanced features pravided, an adult can also have hours of creative
fun. Graphics are saved on tape, as Super Sketch is made to be used on

an unexpanded system.

A companion disk, called Sketchmate, was introduced by Amerisoft
International soon after Super Sketch came aut. This software allowed
the user to save Graphics tao disk as well as tape, and to print them out
on an Epson or compatible printer. A unique Feature of the printout is
that each color is represented by a different shading, which gives the
printout a very nice look. Navarone's Cartridge Expander (bettar knocun
as the Widget) is a requirement of this program. The Super Sketch
Cartridge is put into the cartridge expander with Extended Basic right
beside it. When Sketchmate is loaded (via Extended Basic or Editor
Assembler) you are then askad to switch to the Super Sketch cartridge.
When you do, you are instantly ready to go, with never a sign of
Sketchmate until you want to save or print a picture! Unfortunately, if
you don’t already have this fine saftware your chances of getting it are
slim. Neither it nor Super Sketch are readily available any more.

Besides Sketchmate, Amerisaft International introduced several aother
graphics packages during 1384, mast of which are now hard to find.
Graphics Grabber is much like the earlier Screen Oump Utility fFrom
Extended Saftware except that this newer program is in assembly language
and much faster. It can dump a screen either harizantally or vertically
onto the paper, and the printout is larger. HmMaster Painter 99 is a very
useable drawing and painting program, but like DOraw A Bit requires the
remembering aof quite a number of Functian key strokes in aorder to use.

Like Draw A Bit, it alcao has a hard-to-read manual. A screen dump is @n
the disk.
30 World had a new twist. It allowed one tao make complex, colorful, 3

dimensional designs that cauld be ratated, inverted or made partially
invisible. Designs could be saved to disk or printed out. Programming
éxperience is not necessary in ocder tao use the program. Access ta the
image file for use in a Basic program is explained in the manual. Be
prepared far a learning experience when you use this program. It's
camplicated, but very interesting if you have the time to spend.

Expanded Graphics Basic lets You add 30 new caommands ta either Basic or
Extended Basic. After XGB is loaded into the computer the new caommands
can be accessed by a series aof CALL LINKS right alaong with the regular
programming language. Althaugh nat a drawing program per say, it daoes
allow the programmer fFairly easy access to the bit map maode and to
screen drawing. The commands include graphing and plotting routines,
and a screen dump. Like 30 World it is a fascinating educatiaonal

experience ta use th;s program if you have time tag spend. It is an
ambitious program, with nearly all ava:lable memory used up. IFf you
aren’t careful you may run into errars due to memory full, and lose your
data.

Quality Software's Draw 'N Plot also lets Yyou add a number of new
graphics commands to your Extended Basic pragrams by means of CALL
LINKS. But besides the eleven callable Subroutines, Oraw 'N Plot
includes a drawing editoc which allgouws drawing and erasing a pixel width
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line. Circles, squares, and lines between two paints may be drawn
automatically. Shapes may be Filled in salid on command. Use of caloc
is limited to two at a time - forground and background. Pictures may be
saved to disk or printed. Although this package does not suppart some
of the nicer frills such as magnification, rotation, etc., it is the
best program yet for adding graphics to XB programs. However, like
Expanded Basic Graphics, be warned that memory is a problem. You can
crash the system if your program is toa largse!

A companion disk, Chart Maker, originally worked with Oraw ’'N Plot to
create all kinds of chacrts and graphs. The neuwer versian of Chart Maker
only requires Extended Basic. Quality 99 Software has done an excellent
Jab of keeping their programs revised and updated since they began
putting them out in 1383. Their graphics programs also include a Banner
Maker and a very fast Screen Dump which will even print module screens
if an interrupt switch is installed on the computer.

With sa much graphics software caoming out so fast for awhile, jit was
hardly suprising that some of it would be cbsolete almost before it hit
the market. Navarone’s Paint 'N Print cartridge was originally meant
for the unexpanded system. Apparently not enough users were interested
in a scftware package which only did about half of what competing
programs could da. In an effort to save Paint 'N Print from complete
obscurity, Navaraone released a campanion disk which greatly expanded
Paint 'N Print’s capabilities. But by that time there were many
graphics packages an tha marcket competing for the custamer dallar. 0One
of them was Graphx. Another was Tl Arctist, which, along with Graphx,
would radically affect the 334/A graphics saftware marcket.

Graphx - The Giant of the Industry

Graphx got its start in Australia, and was such a good paint program
that before anybady realized what was happening, the era of the Tl 93/4A
Paint Praogram was in Ffull swing. With Graphx, Freehand drawing and
erasing in the bitmap mode are controlled by the joystick. It coffers
speaed control and fFull caolaor capability. Circles, boxes and linas can
be drawn automatically. Shapes can be filled with built-in patterns as
well as calaor. Partions of the picturea can be copied and/ar maved ta
another location in the picture, or even to an entirely different
picture by means aof the "clipboard” feature. Text may be incarpaorated
into the drawing. A “zoom” mode lets the user view and edit a small
portion of the picture that has been magnified ta four times its
original size. The resident screen dump prints to an Epson or

compatible printer in four different formats. A unique feature aof
Graphx is the aforementioned clipboard which lets you store and retrieve
parts of pictures while yaou are warking on them. Picture parts ar

special alphabets (fants) can also be saved to disk to be incarparated
into drawings whenever you want them. With the clipboard, you can alsa
try your hand at computer animation. This program’'s not only easy to
use but has an excellent tutorial/ceference manual that caomes wih it.
The manual even explains how to display a Graphx picture file in an
assembly language prcgram.

TI Acrtist, like Graphx, was a sleeper at fFirst. But it quietly ran down
caompetition until, today, it is the fFraontcunner of all graphics
praograms. Like Graphx, Tl Artist can be used almost without ever
refercing to the manual. DOrawing and erasing are done freehand in fFull

color with varicus brush widths and with most of the frills that Graphx
supplies plus scma of its aun. The screen dump is the best aof any
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rogram around, and will work with practically any prin :
ihigg that makes this program a winner is the ability to take files From
other popular paint programs and convert them to be used with TI Artist.
But the one Feature that makes this program really ocutstanding is the

sy ' . i instance is
ability to save any part of a screen as an "instance”. This ins

saved %n a display/variable BO file Format that can be looked at by TI
Writer. When converted, the numbers in this file can be used for Call

Character routines in Basic, or even faor transliterate cades that will
dump graphics into TI Writer files! These features make TI Artist the
most versatile program on the graphics market, and have spawned a new
type of software: Artist support packages.

As suppart packages pour out for Graphx and TI Artist, these twa have
become more and more established as the best paint programs for the
99/4A, and fewer paint pragrams are being introduced. Bitmac, which
made its appearance in 1885 was another good program doomed to
obscurity. Authored by David Vaughan, Bitmac was simultaneausly
introduced by Data Biaotics and Vaughan Software, both of whom claimed
copyrights. Despite its cloudy beginnings it is a nice program with
many of the features of Graphx and TI Artist as well as a couple new
anes. This program is operated by icaons which are pointed at with the
Jaystick. To select, the fire button is pressed. Besides the standard
features you would expect a good drawing program ta have, this ane can
reduce or enlarge your drawing for you - saomething neither Graphx or TI
Artist can do at this point. A screen dump to Epson campatible printers
and a Slide Show feature are also contained right within the program.
Where Graphx has its Clipboard feature and Tl Artist has its Instance
file, Bitmac has its Boolean input. This option allows the user tao
averlay current screen graphics with graphics that are stored on a disk.
For an advanced or specialized user the program also has an interesting
coprocess feature which allows the use of a secand computer, nat
necessarily a TI, to calculate plots for Bitmac. All you need faor the
secand camputer is an RS232 and the proper cable to interface it ta the
99/4A’s RS232/2 port. With this setup, very elaborate and beautiful
graphics can be created on the 99/4A while the secand caomputer
manipulates data for business graphs, maps, satellites or a host of
other things.

Because of their unique differences, Graphx and Tl Artist have been abla
to Flourish side by side, camplimenting rather than campeting with each
other. As yet no other program has come claose to replacing either of
them, but there may be a contender in the newest paint program. Joy
Paint, from Great Lakes Saoftware has same impressive new features of its
own. Like TI Artist and Graphx, it is a Full-fledged paint program,
with one exception: it has no color capability other than a chaice of
screen background caolor and black ar white For the pencil. The lack of
color is not necessarily a disadvantage - you may never use colcr anyway
i€ your main objective is to dump the graphics ta a printecr. Painting
here refers to fFilling in with patterns, and Jaypaint .has a large
selection of patterns with which tg paint. With the campanion disk,
Joypaint’'s Pal, you can even create and save youfown patterns.

Joypaint is Ffully Joystick controlled. The drawing board Features are
accessed by pointing your drawing taol at the Function you wish tao use
and pressing the fire button. Parts of drawings can be moved capied
and even enlarged, but only with 10,000 pixels at a time. s;éce there
are saomewhat under S0,000 pixels, that's Just aver 1/5 aof the screen
area. Joypaint emplays a windowing technique that allows 92% more
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drawing space than Just the narmal screen. Joypaint's Pal allows filss
from other programs such as Graphx and Tl Artist to be converted to the
Joypaint format, and back again, sa campatibility is carried an. This
easy-to-use program is truly impressive! Whether or not it will catch up
ta Graphx and Tl Artist in popularity may depend maore on what kinds of
companion disks become available for it than anything else.

Now a better definition of a drawing package can be given. As seen
here, it is a program, or group of programs, that will allow users of
the 83/4A to create high resolution graphics on the monitocr or TU
screen. The graphics should be ahle to be saved and later reloaded,
edited, and, in most cases, printed to a dot-matrix printec. HKigh
resolution means that each pixel can be placed anywhere on the screen
individually and removed (erased) as desired. We have seen that the
programs discussed here can do this and much more besides.

The next thing to consider is, how the program is tao be used. The
program you buy for your own use should be a program which will best do
the things you want and need a paint program to da. There are three
distinct ways in which a drawing package can be of value: as a utility
For adding graphics to your own programs, as a toaol fFor designing slide
presentations and printed material for business and home purposes, and
last but not least, as persaonal enrichment. Using a drawing program in
this manner can be rewarding and satisfying as well as simply
antecrtaining. Each of the packages focuses just a little diffarently an
these three aspects, and this is something that will be explaored further
in the next issue. Part 2 will set up a comparison chart that will let
you see at a glance Jjust what each of the 10 main drawing packages for
the 83/4A can or cannat do, and how each can best be used. Fallowing
the chart, each function will be described in detail. As you go douwn
the list you will see that each program has same featuraes that no other
program has, and which may make it the most important program For YOU.

b S

A i | -
by Dave Wakely

SPAD XIII: #1, The Shakedown Flight: Dave Wakaly

It's a perfect day for flying. The sun is blazing, the sky is blue, and
come to think of it, the ground is blue, too, but no matter. Start up,
or rather, boot up, by placing your Spad XIII disk in Dcive 1 and
selecting Extended BASIC. 1If you are flying the Mark 2 varsion, choose

"N” to the Red Baron option, since it’'s not a good idea to Fight before
you know how to Fly.

It’'s always a good idea to check out your plane before Fflying, Just to
make sure the ground cresw hasn't left any critical parts in the hangar.
Look at the instument panel in front of you. The best way to interpret
this is to open the Spad manual and set it up so you know what you are
doing. You will discover that if you open the manual to the middls page
and turn it sideways that you can put the keyboard templats fFlat on top
of the 4A console, and then the instrument panel page will sit upright
up against the P.E. Box or the baottom of the monitor. Hake the
necessary adjustments so thes pags stays open and be sure you don’'t block
any of the viswing area of the screan.
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The top dial, the compass, should read straight north, the bottom dial,
the fFuel gauge, should point to about 10 o'clock, which indicates a Full

tank. Both the altitude indicator on the left, and the air speed
indicator on the right should be pointing straight up to "0". If you
look over your right wing by pressing the "3" key, you should see the
hangar. Rsturn to a forward view by pressing the 1" ksy. Now check out

the ailerons. Press the "S” key, and the stick should move to the left.
If you let up and the stick doesn't return to center, press the "D” key

to recenter it. Now do thes same For right aileron. The other stick
positions will move the slevators or & combination of ailesron and
elevator. Check them out, too. Then turn around and look at your tail

(the plane’s, not your own-it is later on that we will be fFlying "by the
seat of our pants”). Do this by First pressing the "4" key. Now press
the "<” and ">" keys and chaeck out the rudder movemant. No ruddsc
movement? That 18 correct. The keyboard indicates thase kesys, but you
never see the rudder actually maove. This completes the functions of the
plane we can view from hers. In the Ffutura, when I refer to ths
"pre-flight check-out”, the above is what [ mean.

One of the complaints I have heard about Spad is how difficult it is to
find the various graphics objects on the ground. Today we arse gaing to

take a fairly lengthy flight to show Uou how to Find things. I have
taken this trip thres diffsrent times, and it will take about 40-45
minutes in all, so allot your time accordingly. I will also be

demonstrating how easy the Spad is to fly. Did svarything check out ok?
Then here we go:

Hold down the "B" key, which is tha "thrattle up” cantral. Watch as the
on-screen thraottle, which 1is below and to the left of the instrument
panel, steps up in 100 RPH increments, and listen as you hear the engine
rev up to it's top end of 1200 RPM. UWhen the air speed indicator resaches
100 HPH, pull back an the stick (tha "Xx" key) once. In Mark 2, you will
hear a beep when speed reaches 100 and the stick will automatically
center itself when you let up an the X key. If your version dassn’'t da
this, take appropriate action. Press key 4 and watch ths runway
receading in ths distance behind you. Whan the tail plane (that is, ths
tail wing and NOT the upright rudder) appears to clear tha end of the
runway, cut power by two "clicks"” by pressing tha 7 kay twice. Now laoaok
forward by pressing ”"1”. You are in a slow, 300 foot per minute C(FPM)
climb and your current altitude shauld be around 400 Ffest, When it

reaches 1,000 feet, apply two maore down clicks and you will be at B0OO0 RPH
(trust me). The gun sight crosshairs will aoscillata some abave and below
the horizon 1linea, but will eventually settle down an or very near it.
Oon’'t worry 4F it is off a little. Your air speed should be sabout 110
MPH, and you are now in reasonably stable, level flight. Congratulations
on a fine taka-aoff.

When everything above has occured, we are going to exscute three ”"pulls”

on the 1left aileran. Press the "S” key once and watch tha stick mave
left and then back to center. Now repeat this two more times without
stopping. If, in version 1 the stick doesn’t self-center, keep your eys

on the compass. When it swings to the Northwest mark, begin to apply
right aileron to bring the stick back, gradually levelling aff until you
are facing West. If you have Mark 2 this manuver is easisr. The thres
successive pulls will result, when the plane automatically levels aff, in
a S0 degree laft turn and you should be heading straight UWest. If you
delay bestween pulls, it may take Four ta achaive this result. I have
tried this at various speeds and altitudes, and it works most of the
time. During this, don't touch the throttls! Yau may lose a little
altitude during the turn, but it should be insignificant.

27



TIXMES

28

Now it's time to sattle back a little and rslax. Loock out over thes
instrument panel (press "U” and the panel will disappear). Notice those
“linas”" on the ground ahsad of you. What exactly are thaose? Parspective
lines to give the illusion of distance? I prefer to see them as French
country roads by which tha 1local farmers can carcry produce to the
markets. If you have trouble with this try locking at them as fences
saparating farms. Now look over your left wing by pressing *2”. Since
wae turned West, left is South, whare we took off from. What happened to
the home airfield? Out of sight. In Fact, pan around with the "P" kay in
Mark 2, or manually with version 1. You will see nothing but esndless
fields with few distinguishing characteristics, and a sky with small
white clouds (thaose dots or short 1lines) drifting lazily. It is in
places like this that navigation with the Spad can be difficult. In the
Hicrosaft FS there is a "radar” function which lets you see the plane
from far above, with roads and other features visibla. It is hard not to
know approximately where you are. In the Microsoft simulator you fly a
Cessna 182, as I recall, but somehow I doubt that the real countecrpart to
that plane has such a “"radar” Ffunction. In that sense the Spad is
probably maore accurate in that planes in 1317 praobably did not have
advanced avionics. There is no radio to call anyone on, no UOR stations
to locate. You ars on your own, so you had bettec know whare you are
going.

This is also where your imagination can help out. Look out the front

again. What are those, crops down thers? We'ras only at around 1,000 feet
and should be abls to make out something. Let's see, those can’'t
possibly be vineyards, can thsy? The Champagne district isn't terrcibly
far away, but it's somewhsres south of Paris, isn't it? Pecrhaps thasas ara
barley fields out there, or am I staring too clo=sely at the screen
pixels?

About B or 9 minutes after the turn, a short line should suddenly pop up
in front of you. What is this, saome uncharted airfiesld? Watch it Ffor a
few minutes and you will sees it grow. It will become longer and it is
clearly blua. That is bacause you now have the Seina river in view. For
a full S minutes you will come up on it. As you approach, it will
"snake” down the screen slowly. When any part of this line touches the
bottom of the screen, we are going to execute another left turn. Follow
the same procedure as above to axecute a SO degres left bank tucrn. Try
the three or four lsft "pulls” technique until tha compass indicates that
you are flying straight South. . You are Flying down the Wast bank aof the
river. During this, don’'t touch that throttle, you will settle back into
lavel flight. 1If all has gone well, what you should see is the river
snaking out in front of you, and away from you iF you use the "4" key.
Not tecribly far in front you should see a left-fFacing "loop” in the
river. Watch the area Jjust beyond this 1loop for a minute or so.
Suddenly a small dot will "pop” into view and slowly grow. You are
approaching Paris, the City of Lights, and can already see the Eiffel
Towar. This all makes sesnsa if you refar to the map on the inside back
covar of the manual. We headed North from the airfield, then West to the
river, thaen South to Paris.

The tower may well appear to drift left on the screen. When it is more
than half-way betwsen tha centec of the scresn and tha left edge, do a
single, brief left bank so that the tower "moves” back towards center.
Keep it slightly to the left of center by making further ad justmants as
necessary to keep it on the screen. Your heading may change to SSE or
SE. Now watch the tower grow in definition as it gets closaer. As 1
recall, it was originally built for a world exposition sometime in the
late 1Sth Century, and at our altitude we are at about the sams height as
the structure. There isn't anything else of Paris here which you can
see, but {f you want to imagine you can spot the Champs Elyssas or the
outdoors cafes on the left bank of the Seina where Hemingway and Gertrude
Stein will hang out in another 10 or 15 years, that’s all right with me.

Art lovers will appreciate that you will also pass directly over the
Louvre.
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Press the "2” key to see the tower pass off your left wing, then the 4"
key to see it recced in the distance. Since you are in level Flight you
can watch out the back for awhile. UWhen the tower gets covered up by the

upright tail fin of the plane, it is time to execute anothar turn. We
will be going from roughly SE to NE, or another S0 degree turn. Use your
gentle turn technique one more time. Look out over your left wing until
the tower disappears, then out the back. In a few minutes first the

tower, then the river will "shrink” and esventually disappear.

Now once again there is littles to see here. At your leisure, you can
cansult the map and see why we hsaded Northeast. Alsa, i{Ff you flew at
the sames time of day as I did, the sun should now be over your right
wing. This section of open countryside will be shocter than ths sarlier
one, and in 3 or 4 minutes, if luck has been with you, a small line
should pop up right {in front of you. This is home. It’'s been a long

flight, and it’'s time to set it down. You won't be able to see the field
at all, though, unless you press the "U” key to get an unobstructed view
forward. Near the end of those 3 or 4 minutes, keep checking over your
left and right wings, as the field may pop up there. If it does, make a
small course corractfon until it is in the center of your scraen.

It's been said that take-offs are hardest on ths plane, and landings
hardest arn the pilat. I hops you soon dan't fFind out why they say this.
This is the tough part, sao pay close attention. I use a landing
technique slightly differsnt Ffrom that in the manual. UWhen the field
suddentiy goes "3-D"” (you can clearly see it as a landing strip), quickly
power down four (4) clicks and put your fFull instrument view an (kay
"1"). If you came up on the field dead center, you will not be lined up

with the runway, but psrpendicular to it. Don't worry about it on this
flight. The land is quite flat and you can land this plane almost
anywhare. Pick out a spat such that if you WERE lined up with the
runway, 1t would terminate at the hangar. MNow push the stick Forcward
(key "E”) until that spaot C(ar the NEAR end of the runway, if you happened
to be lined up with it) is in the center of your gun sight crosshairs.
You will bhave to Ffight the tendency of the plane to rise, so keep
powering down gradually, taking off a click and recentering on the
crosshairs, etc. When yaur altitude reachas 100 Fsaet C(tha last
indication on the altitude metec), pull back on the stick by pressing the
"X" key wuntil the hangac (or the FAR end of the cunway, if you happened
to be linad up) is in the crousshairs. Power should be at or near the
lowest setting. Keep the hangar or Ffar end of the runway in the
crosshairys by pulling the stick back as often as necessary. Suddenly the
scenary will "jeck™ and 1n flacrk 2 you will hear tha tirss squeal as theay
hit the ground. Cut all paouwer with the "0” key. -This landing technique
uses a steep descent with a pull-up or "Flare” at the end. If all wsnt
well the hangar will be right in front of you or perhaps you even parked
in it. You won't see this view very lang, since the program will
reposition you facing North on the runway almost as soon as you stap.

Congratulatians an campleting yaour First Spad adventure. If you crashed
or something went wrong, try it again. That's one of the nice things
about a simulator, you can walk away fcom your mistakes! This fFlight has
been based on one of the “scenarios” listed an page 18 of the Spad
manual. It was gureatly expandsd to give you same tips on flying the Spad
XIIT. In upcoming flights, I will try to share more tips and tricks you
can use to enhance yaur enjoyment of what is pressntly the best Fflight

simulator available Ffor the TI-99/4A. Until next time, it’s been great
flying with you.
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DISK LIBRARY REPORT DISK LIBRARY

Some exciting new itews in the group library include:

Infocom adventures never released (by Infocom) for the TI, including the 1987
adventure Plundesred Hearts. Unfortunately, to hold the huge amount of text
these modern adventures hold, TI users need to have a double sided disk drive.
For a couple of the adventures, where there are a number of variables which
need storing somewhere'! you also need memory from »4000 toc 7FFF, such as the
SUFER SPACE cartridge. Details on latest library disks!

From member Jan Alexandersson, the most exciting addition to our knowledge of
the TI comes in the form of a disk containing the full PRE¥ madule program in
the shape of a BASIC listing, and details of all the low order extra CALLs such
as CALL [>051. One SS5SD disk. And another for the same thing for the STATISTICS
module- with different extra calls, and the actual stats done in BASIC for you
to copy!

For purchasers of the superb new database, TI BASE, a gentle reminder that
your library has the paid-for right to copy a superb utility you will need for
multi-key sorts. SORT! is the name, and it comes complete with SFELLI, a2
spelling checker, as well!

Archiver is now in up to Version 3.02, and has started disk Utility 21.
Files do need to be uncompressed/unpacked before you actually use them. This
version can pack/compress in on2 single step, and print a directory of the
contents in a compressed or packed file- and allow you to extract just one
program from a compressed file.

Remembar that the disk library listing is available on TWO S5SD disks, in DV80
file format. To g=t a copy just send disks along, with return postage and
packing. Not too hard is it!

IMPORTANT: By the time you read this the library is likely to have gone on to
THREE disks. Disk THREE will only have on it disks relating to: LOGO, FORTH,
MUSIC, EDUCATION, RLEs. So if you don't want these, carry on sending tws disks'

It you have a disk drive and have not seen our list for more than & months,
you really should get a copy and take an hour or so to look through it, 1
cannot datail every single program that comes in during .a quarter!

We have over 70 members with disk drives. In the period 15th April to 30th
September, a total of 26 members have used the disk library. Ferhaps you cther
disk owners might benefit from taking a peek at some of the very high quality
proqrams now available at low low cost!

All proceeds to the disk library help to maintain the supply of new items, with
any surplusses sustaining other qroup services.

FREEWARE is to be supported. Freeware users are encouraged to show their
appreciation to FREEWARE authors in a tangible way, and may if they wish
forward donations in sterling to the disk library for subsequent forwarding ta
the relative authors. No minimum amount- if you use a program it is worth
something toc you! Fees paid to the library only cover library costs - make a
specific donation to your favorite authors today!

Disk library users will know that I have a problem in listing every new itan
over a 3 month period and getting it into 60 lines or so! On average - with no
post strikes! - the last year has seen some 200 lines of new items per quarter!
As ever I shall try to advise you of the BEST new items per quarter in this

section, but there may well be just the program 70U are laoking for come into
the library and not mentioned here- so why not get an updated set of library
disks! ’

Disk Librarian:

Stephen Shaw

10 Alstone Road, STOCKFORT, Cheshire, SK4 SAH



 — — TIXMES

RAMBLES.

October 1988
by Stephen Shaw

Hello and greetings once more. As ever, if youw have a question you would like
to ask, do drop me a line, and if you would like a reply by letter, please send
an SAE. The address is:

10 Alstone Road STOCKPORT Cheshire SK4 SAH

and I would especially like to have any questions relating to unexpanded
systems- Tl Basic/ Extended Easic and the like.

This is also the address of the Group Disk Library, and disk owners can obtain
a copy of the library catalogue by sending disks and return postage. The

files are in the usual text DVBO format to be read with TI Writer, Editor
Assembler, Funlweb or even a Basic program! Disk library costs are very low and
we have some excellent programs available for evervone s taste,

IMFORTANT: By the time you read this the disk library will have overflowed to
THREE disks! Disk 3 will only have disks relating to EDUCATION, HMUSIC, LOGO,
FORTH and RLEs, so 1f you are not interested in these, carry on sending two
disks! Otherwise, three'!'!

Whether or not you have a disk svstem, remember we also have other librarians
serving our members- for cassette software, publications, and modules. Do drop
them a line if you are interested in anything. Ihe cassatte library in
particular has now been well sorted out by Tim and there are some lovely items
in there. Library usage (all services) continues to b2 at a very low level.
Could it be our members are happy Jjust with TI#MESY* Do let us know if there are
other services you need.

A special note to disk owners- as far as it is possible to tell, half our disk
owners are not using the disk library. This is puzzling, as the costs are very
low, and the programs now available are astonishingly good, far far better than
anything TI ever marketed. If you are using some other source for your disks,
that's OK, but at least have a look at our catalogue!

Here in Manchester, we have suffered from postal disputes both before AND after
the national one day strike, so I am suffering a slight lack of post here - and
had a mountain of mail to follow the resumption of work. Apologies to all for
the delays - out of my hands I regret'! This also means I have a lack of source
material to inspire Rambles this month, permitting perhaps some longer looks at
some new items I now have.

ISSUE 20 ERRORS:
PAGE 1é6. Well now I know you aren’t reading the FRK series... only Jan

Alexandersson in Sweden admitted to finding this error, in line 240 of the
program' Perhaps you worked it out? The line should read:
240 CALL HCHAR(6,1,32,320)
b e bR
ISSUE 21 ERRORS:
Page 23: CALL COLOR(3,16,0) is an obvious error I hope.
Try CALL COLOR(3,16,1) instead! Sorry ‘bout that...

FPage 27: Printed direct from disk supplied from the author, as printed in
several newsletters. Aaaaaagh. What a shambles. Sorry sorry sorry, total
absence of proof reading apparent here... corrected lines:

-- Subroutines use the same variables as the main program. In subPROGRAMS
variables are entirely different [local variables] unless otherwise selected in

the CALL statement.

-- Sub routines can be anywhere in the program while subPROGRAMS wust be
at the end [although you can do interesting thinas with !@p-],
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There was some variation in print density in my copy of TI*MES, suffice to say
that pages 10 and 16 were printed with the same brand new ribbon on the same
paper, and looked of identical good density on submitted copy. On my issue they
differed qreatly. I haven t been able to find any photocopier that makes my
print look so dim... hopefully this issue will be a little different!

Due to postal disputes I held over the draw for Genial Traveller until I was
sure all letters posted by the end of Auqust had actually reached me- by
October 10th! At the date of writing, a mere five entries, which is ridiculous
if you consider we have over 90 disk drive owners in the Group.Come on guys,
what are you doing out there!'!! The winner was Mike Curtis, a regular library
user.

TR R

Issue 21 Page 37: I received a full refund from Tenex for the faulty cable-
this still left me fielding the cost of return postage, and any exchange losses
in between purchase/sale of dollars.

R R )

Issue 21 Page 58. Chris Bobbitt fails to mention that he is the sole
proprietor of Asgard, and as such has more than a passing interest in the
product under review. Note the phrase at the end regarding policy: “"ours is".
A more distinct note of interest might have been obliging!

R TR R S

Mentioning Asgard, you will see on page 34 of last issue a mention of Picasso
Utilities, whose cataloque entry did not make it clear what it did... well I
sent for a copy didn t I!' Remember, I purchased my copy of Picasso fron
Australia! It would appear that Asgard have taken that disk, and split it into
two disks! So I paid for something I already had purchased at a lower price....
aaaaaagh. Asgard have added an American written utility tou print a Ficasso
picture in super dense format - by printing it three times, moving the head
very slightly down and to the right each time, which gives dense black but also
causes a significant loss of fine detail. And uses up lots of ribbon.

FEEFE RS

LISP 99 Vn 2.0 is an interesting addition to the disk library, wish I could
tell you more, but I can't even find a text book on LISF that I can understand.
This looks like quite a difficult language (probably not, just nobody has yet
explained it properly). If you know LISP and want something similar on your TI
then take a look at this one.

R R

Do you have any TI material, books, modules, cassettes, hardware (including
broken consoles etc)., that you are no longer using? Perhaps you would consider
donating to the Group for other members to use? In the first instance, contact
the appropriate group librarian, failing that, write to me, Stephen Shaw, as 1
am happy to stockpile goods here and I can also repay postage costs.

This qroup does not have the capital to make huge offers on redundant
equipment but perhaps we can extend the use of it a little, with your
cooperation?

T I IR R T T T R A _

WRITING TO A VACUUM IS DIFFICULT. Why not drop a line to say what you'd like to
see in TI*MES! Ask questions, qgive suggestions- real intricate and detailed
instructions are better than one word puzzles! Write to Hike Goddard for
hardware details or articles, and Geoffrey Coan for language information. In
the absence of feedback, you may find that TI*MES will drift away from YOUR
interests. And you will be to blame!

R R SR R R

Yet another Tl programmer is no longer with us. Bill Knecht, from whom the
disk library has three disks of music, passed away on July 9th, at the tender
age of 41.
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HS?ShCS?ZqEO:StD the right hand socket, and thep has a further sockgt to plug
your expansion into. It enables you to use machlpe code programs whxch‘are
capable of being triggered by a load interrupt 51gnal. such as Danny Michaels
DUMP proaram, available from the disk library. which enables you to dump a
GRAPHICS (not bit map!) screer just by hitting the‘button.

I was thinking of offering 1t as a competition prize, but as the lasF two
competitions I have tried have resulted in a grand total of less entries than I

; ingers., THAT 1s out!
h;;?.fl?? anyone wants one of these items, what will you bid? There is a
reserve of ten pounds, and remember all proceeds go to Group funds: fiuction day
will be December i1ith. Bids are welcome by mail but must arrive bero[e thft
date. lelephone bids may be made between 9pm and 10pm OMHLY to Ool 432 6097.
Bids outside those times will not be considered, so phone early or use the

| have been spending some time "playing" wWwith another database, only five
dollars more than TOTAL FILER , but ooh sc much more powerful !!! Apd ;ust as
the time approaches for me to really get stuck into writing for this issue, the
postal persons decide to start work again. As we have had very few deliveries
here between August 18th and September 13th, that means I have.a lot of : .
fairly old - mail coming in demanding an answer, some of it quite urgent! So
this issue of Rambles may be a little thinnish! . ,

No response yet to the first articles on Enhanced Basic, using the PRE or
Stats modules... anyone reading it? I asked this in the last issue, but still
await confirmation. I was halfway into & follow on article on setting up a
header with CALL H when an astonishing disk arrives from distaqt laan...

Group member Jan Alexandersson over in Sweden has sent me a disk which
contains the full PRK module program IN BASIC!

His disk contains:

The basic program- to be specific, as it is over 20k, it is in ExBas on the
disk, and cannot be loaded to run with the module! but you CAN LIST it and see
how this module works, and see how Il used all the extra calls.

Jan has also taken out sections of the program and supplied a whole bunch of
code in the form of DV163 Merge files, which you could use to put together your

own 10k program, which could run in Basic using the module.
FEXREEERER RS

¥ CALL >05 *
EXRERRERRRRS

Mention has been made of SOME extra calls available when the PRK and STATS
modules are inserted - CALL A,D,S5,L,P,H and 6.

Peter Brooks referred quite some time ago to research carried out by Richard
Blanden on extra calls- an extra eight calls if you like! However, nothing at
all has appeared relating to these!

Now we have thenm,

Jan’'s disk fully documents the strange extra calls, and shows you how to use
them. :

If you can think of CALL A as CALL CHR$(63) - it doesn t work like that I
krow, just imagine it! - then the extra calls are in the form CALL CHR#$(35) -
VERY low values that cannot easily be keyed from the keyboard! There ARE ways
of getting them in your programs, the easiest is to take one of the relevant
MERGE files from Jan s disk and incorporate the code into your program that
way.

The extra low value calls do such interesting things as array sort, math
transfrmations, message displays and so on.

Now you can fully emulate the module- if only you could get a 20k basic
program into the 10k or so available for it! And of course some VDP ram must be
kept empty to hold your actual data!

This disk is a very valuable contribution to the documentation of the TI99/4A,
and it is available from the disk library.
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With so much extra documentation- and no feedback on the previous articles- it
now becomes essential I have your guidance'!!! Do YOU want the Enhanced Basic
articles to continue? Shall I proceed with CALL H as planned or would you
prefer to have a look at these new CALLs? PLEASE write to me if you want more
articles on this subject. And I need more than one letter, so don't leave it to
someone else. He won't write either!

Jan has also sent a disk with the same sort of info on the STATISTICS module,
with DIFFERENT low value CALLS. The actual stats bit is in BASIC, so you can
list the XB program provided (actually programs, as even in XB you can’'t manage
23k in one go!) and pinch what you want for your own stats program!

Both of Jan’'s disks are 360 sectors EACH, and are FREEWARE. Tlhanks Jan.

Just to perk your interest up a bit I shall insert a part of the listing fronm
Jan s 1ES1 program, which shows some of the extra CALLS in use- the characters
used will be familiar to TI WRITER users' Can you quess how I produced this
listing?

40@ CALL 4027
413 CALL D¢12, .M, STR$C
42@ BOSUS Z@RE
450 RETURH

@3 CALL TO12, .M. "PICTURE 1-1G7%)
1@ CALL ACLIZ,1E8,L.T,.P,J, 107

26 CALL HCHARCJ, J.64,76%)

CALL sdP2

£ 00
LU Y]

ZOsUs Zeed

@ CALL CLERR

2@ CHALL SCREEMISD

5% FOR W=J TO 8

7@ CALL COLORIW,K,S)
HEXT W
RETUR

SOSUE 53@@
CALL DE12,.0,M,."DELETE ITEM"3
CALL A{12,13.L,T.P,0,23
3@ CALL (P>
4@ RETURH v
7@@ CALL DC12..0,.M,"CALL >@7:l, ¥, 214,17,.1,25
71@ CALL AC14,10,L,T,.W.J0,2)
72@ CALL AC14,14,L,T,%,0,2
P32 CALL AC14,.18.L,T.%,J.2+17
74@ CALL W, ¥,YD
758 RETURS
@ CALL D(12,J.M, "PRINTER"
21@ CALL AC1Z,9,M,T,R$)
2@ CALL (P&, T
IF T=0 THEM 210
CALL D<14,J.H, "PRINTER OK"3>
COSUE 2@00
RETURN
CALL D<12,J.M,"CALL >@3 DOM‘T LORK IN BASIC")
ZOSUE 200@
RETURN .
1809 CALL DC12..J,M,"TEXT NR @-21")
101@ CALL R(12,14,M,T.N,Q,213
102@ CALL %C(H,T$>
1@3@ CALL D(14,J,M,T$>
1848 COSUB 200@
1252 RETURHN
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MICROPENDIUM... . )

Why do I keep mentioning this magazine? Because it is 600D that is why! The
JULY issue was 20% written by my friend Ray kazmef, who contributed a powerful
article on how to use COMIC SHOW (available from your disk library!) to animate
the picture of Garfield and 0Odie already published in an earlier issue of
TI*MES.

The bad news if you have not yet subscribed is that sea wail subs have gone
up. Effective October 1st the subscription rates for Uk owners is:

Air Mail...US$%37 -12 issues

Sea Mail...US5%Z5 -12 issues VERY SLOWLY!
Mail address:

MICROpendium, P 0 Box 13343, Found Rock, TX, USA, 78480.
Fayment must be in US$, international money order or bank draft recommended.

TURED PASCAL NEMWS:

The July issue of Micro-P indicates that TUREO PASCAL is available
commercially for US$59.95 from:

LL CONNER EMTERPRISE, 13521 Ferry Street, Lafayette, IN, USA, 47904,

I wrote to them on 22nd Auqust asking for prices including air mail and
insurance to the UK, by airmail, and reply paid. Over two months later I still
await a response, although this MIGH1 have been delayed by the postal mayhenm
over here. I am writing one last time- letter posted z2ir mail October 3rd 1988.
I[f you have an interest in TP99, keep your eyes open for next issue- or if you
can't wait, drop me an SAE and I'1]l tell all just as soon as I hear from LLC!

GRAMKRACKER:
Want a gramkracker and can't find one? You could do worse than write to:

CaDD Electronics, 52, Audubon Road, Haverhill, MA, USA, 01830
They can sell you-- for US$208.30, including insured air parcel post to the
Uk, a GRAMULATOR.

This device, which simulates 64k of GRAM and 16k of RAM (in two banks of 8k
at »6000 to 7FFF) plugs into the module port, and can load any files produced
with GRAMKRACKER. You can also save all your TI, Atari and Parker modules to
disk. For MBX modules you require more bank switched ram, which costs an extra
ussso,

The Gramulator can work as a Super Space module and is lithium battery backed
up. 32k plus disk drive required!

ANYONE HAVE A DISK COPY OF THE STATS HODULE PLEASE????

AR R R PR RS R R TR TR TR

WILL THE GENEVE 9640 be covered in TI#MES? Not in Rambles- I cannot afford one!
At the present time I am only aware of one member with a Geneve, and he can
hardly write an article for himself.... if we get more members with these
machines, it will be up Lo them to submit articles' They may prefer to form a
subgroup- and if there are not many, it would probably be fairer to most
members if they did. However we are a long way from needing to address that
problem. If YOU own a Geneve, let our membership secretary know!

CHRISTMAS IS COMING...

For those of you reading Rambles in time to bung an order in for Christmas,
may I draw your attention to a little gift from an old friend in America,
currently something of a celebrity in TI99/4A circles as a result of his
considerable support for the machine... Ray Kazmer, Sage of Sylmar, many years
aga-wrote a denmo program for Atarisoft, around the time Atarisoft for some
reason lost all interest in matters TI... in the years since, that demo has
become an astonishing graphics demo, now sold by TexComp.

Members of our group can see this special CHRISTMAS oriented graphics demo by
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sending a blank disk and return postage to the disk librarian (or include it on
a normal library order!). Members without disk systems cannot alas see the fuil
demo, due to its incredible size, but I shall be sending a version to our
cassette librarian suitable for tape- to order, please send Tim 1.50 to cover
all costs.

This is no ordinary graphic demo, no sir. This program is the talk of the
States, and even drew a freeware donation from a blind user. Thats how good it
is!

For those of you reading this after Christmas, why not send for it anyway! And
for those of you not reading this:

MUSIC TAPE- Cé60 "rough edit" tape of T199/4A music, including AxelF, Bach, In
the Mood and lots of other things- light popular and light classical- and of
course the vocal "Daisy, Daisy Give me your answer do". Recording time is
around 35 minutes. 2.50 including post and packing, with any surplus going to
group funds. Contact Stephen Shaw

Yimintl
MOONMINE module:. MODULE
How do you pick up objects- eq water?
A: When the object appears at the bottom of the screen, hit SPACE. See that new
little man? Walk him over to the object and press FIRE and he picks it up! To
return to the ship you must first destroy that monster lurking on the screen'

SUPERSPACE 1 and Il. These are modules which contain the Editor Assembler GROM
chip, plus 8 or 32k of ram, battery backed. If you take the 32k version, you
have to incorporate bank switching into your software to take advantage of the
extra 24k. The standard 8k is at »>6000 onwards, and can be used to store
machine code programs, including Funlweb, which is supplied with a utility to
place it into the module.

Superspace also allows us to make use of machine code programs that just won't
fit into the standard 32k ram. Thanks to Super Space I am now able to run the
Infocom adventure LEATHER GODDESSES OF PHOBGS ( which arrived in an anocnymous
brown paper bag from Canada...) and also the other adventures that Infocon
released for the IBM PC but not for the TI99/4A. ‘

My Superspace arrived with a menu item on board already which allows me to use
it as a substitute module for Myarc s XB module - always nice to have a stand
by. £,
I am also able to load all the Scott Foresman READING modules from disk, and
my favorite game, MANCALA - without first having to load Myarc XB. For cassette
owners with 32k, they can also load MANCALA from cassette using this module.

Super Buq 2 by Edgar Dohmann is supplied with the module, and has a version to
load into the module (filling B8k) to appear on the initial menu after the title
screen.
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REVIEW: TI FLANNER / MODULE
By: Databiotics. Frice: About US$27. REVIEW
Required: Console. Category: Spreadsheaet.

TI Planner is JUST what [ have been looking for. It is to spreadsheets what

Persnal Record Keeping is to Databases: simple and easy, but lacking in the
power of its more sophisticated relatives. Unlike FRK however, Tl Flanner is
able to sense and to use the 32k ram.

Many years ago I bought a copy of Tl s spreadsheet- Multiplan ( which requires
32k and a disk system) and I have never used it. While Hultiplan is powertul,
it is perhaps too powerful for occaisional usage, and as implemented by TI,
rather slow to set up and use.

By comparison with Multiplan, TI1 PLANNER is a little restricted:

A1l columns are 12 characters wide, fixed.

Formulae are limited to [2 characters and cannot use literals, only cell
references.

There are no copy or move commands.

However, for most SIMPLE work, especially one offs, TI PLANNER is great. It's
pase of use scores very highly with me.

The spreadsheet can have one of three sizes. If you have 32k ram, you can
choose from S0x50 or 30x63 or 35x72 - the first figure is the number of rows,
the second figure is the number of columns. If you do not have a 32k ram, your
choice is between 28Bx27, 34x22, and 42x18.

This may seéem a lot less that TI Hultiplan can offer, but be assured, with Tl
Multiplan, it is NOT possible to put something into everyonz of a 2530255
sheet! You run out of memory much sooner... The size limits of TI PLANNER are
quite well suited to "normal" spreadsheet work.

You can save spreadsheets to disk OR CASSETTE. Files are IF128 in format, and
files are in a compressed format for better cassette usage. The only data saved
is that relating to cells with something in them, be it numbers, text or
formulae. It would take quite a mean machine code program to permit data to be
exchanged between a TI Planner file and a Basic program! The easiest manner
would be to PRINT to disk, then edit with TI Writer into data statements, then
use TEXTLOAD to make it into a program.

Bugs do exist- "involution" - the "power" calculation, usually signified by """
does not function. Also, if you make a mistake when entering the formula to
calculate the sum of a row or column, the module crashes.

You can easily get around the limited formula usage by using cells at the
bottom of the sheet to hold literals or intermediate formulae.
For instance suppose we wanted to add 6 cells:
AOL1+A04+BO3+COS+C0OB+D10
we could use two cells at the bottom of the sheet, with:
AOL +A04+B0O3 and CO3+C08B+D10
I+ these cells were say x01 and x02, then our target cell could hold the
formula: x01+x02 and bobs your uncle.

Similarly, to wultiply all cells by a factor, say 1.15 (=+VAT) then we just
place this value in a bottom cell- say x03 - then refer to x03 in formulae.

If you print to disk, into a2 standard DVBO file, you can strip away the bottom
cells before using Tl Writer to print out.
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Special commands are provided for summing a row or column -or part of a row or
column- of cells. eg +A04/A12 will add up the cells in Row A, Columns 4 to 12.

FRINTING may be to printer or disk (DVBO), or according to the manual, to tape-
['m not too sure what good that would do you, unless the same company’'s word
processaor module was then able to read the tape files. I do not have that
module.

[f you do not have a printer interface, 2 version of the module is available
with @ parallel printer cable attached, waiting to be plugged into a printer,
for US350. I have not tested that version.

SPEED??? To add 50 pairs of numbers, and to sum three columns of 49 numbers
each, took just 2.9! seconds. Quite acceptable.

Using the square root function slowed things down however- changing just
seven of those adds into square roots altered the time to 3.78 seconds.

Numbers can be expressed in anything from 0 to § places of decimals. Numbers
which do not fit into the cell are expressed as asterisks, but still seem to
calculate OK. ALL numbers are expressed to the same number of places!

PRINT OUTS are 72 characters wide { six coluans of sheet). If only the first
six columns of cells contain something, only one page is printed, otherwise a
further page is printed for each six columns to the right in use. By printing
to disk you can remove the "utility" cells containing literals and intermediate
formulae, otherwise there is no provigion for printing a part of a spread.

COMMANDS are LOAD,SAVE,NUMBER , TEXT ,FORMULA,PRINT,QUIT,DIGIT and ERASE.

FUNCTIONS are +#, -, #, /, Arctan, Cos, Sin, Tan, Sqr, Square Root and Log -
however there is NO anti log (EXF).

There are good editing commands, including 60T0 and COLOR CHANGE.
I have found this to be a useful utility.

++2. 3nd I have discovered that it has been reviewed in MICRGpendium under the
name of CONSOLE CALC (MAY B7). However, the reviewer im MICROpendium wanted to
keep his home accounts ( surely not a best use for a spreadsheet) and found it
lacking in size for this. For this purpose I would use a database. The
MICROpendium review mentioned the limitations I have covered above, but at the
end, awarded grade C's only- a very poor grade for MICROpendium reviews. This
killed the product stone dead, hence the change of nanme.

How s this from the review:"lhe limit of 12 characters pet formula is an
insurmountable limitation to any serious spreadsheet users", I disagree, this
comment shows a lack of imagination, and in particular, & lack of appreciation
for the tricks used to enable cassette only users ta use the module. I have
indicated above how you can effectively use longer formulae should you really
require them.

The price is most reasonable for what this progran does, and it does what it
does do well. It carries my reccomendation anyway.
Stephen Shaw Sept 88.
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T1I PLANNER .

MEMBER SERVICE: To purchase from Tenex, the cost is UUS$26.95 plus postage- they
suggest you add $12.75!

i; you would like a copy of the module, and prefer to pay in sterling- with a
little extra delay in receipt- I am prepared to consoclidate orders and submit a
bulk order to Tenex. The cost, including UK postage to you, is £22.00. This
does not include any VAT/Duty which MAY be levied on delivery (possibly 22%)
and you must agree to pay this if nacessary. If you want a copy please ensure
your order with cheque reaches me within one month of receipt of your copy of
TI#MES! Offer is subject to at least four members requesting the module,
otherwise cheques will be returned at the end of the month period. Only the
version without the printer cable is on offer! Stephen.

s

Tl BITS # Number &
By Jim Swedlow

[This article originally appeared in the User Group of Orange County, California

ROMI
{Excerpted by Stephen Shaw}

DISFLAY VARIABLE 80 FILES #*

MULTIPLAN AND TI WRITER

The DVBO file is TI'S workhorse. TI Writer uses this format. If you open a file
without specifing a type <OPEN #1:"DSKI1.M¥FILE">, it will b2 DV80. Assembly
language source code files are DVB0. This month we will cover some interesting
aspects of these files as they are used by TI Writer and Multiplan.

First, you can save a Multiplan spreadsheet as a DV80 file on disk. Then, later,
you can use that DVBO file for printing or for merging into a TI Writer file.

You choose Print and then File. You must be careful to use a different file name
than the one you used to save your spreadsheet as, unlike Transfer Save,
Multiplan does not warn you if you are about to overwrite an existing file.

Just as when printing on a printer, you can control the margins and page format
with Print Margin. One of the items that Print Margin lets you set is Print
Width. If you set this to a number greater than B0, Multiplan will write a DVB0
file wherein each record is longer than 80 characters.

Should you attempt to read such a file with a BASIC program, your system will
produce a strange error code and lock up. Apparently the folks at TI thought
that a DVBO file couldn't have a record longer than B0 characters so their error
handling language does not consider that possibility.

TI Writer, however, will read this illegal file. It will only input the first 80
characters in each record but it is just about the only way to access the file
(another is a disk sector editor).

Incidently, TI Writer is very forgiving when reading files. More than once I
have used TI Writer on a file with a glitch that prevented me from reading it.
First 1 loaded the file into the Text Editor and then I saved the file back to
disk. This process can remove a glitch.

BUOTES OF THE MONTH
For those who like this kind of a book, this is the kind of a book they will
like.

---A book review by A. Lincaln
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Knowledge comes but wisdom lingers.
---Tennyson

TI WRITER TIP
The Formatter makes sure that you have two spaces after each period. This can
cause such strange things as:

Mr. Saith
1023 N. Fargo Street

These extra spaces jump off the page to the reader as simply wrong. The easiest
way I have found to solve this is to use the \ sign to control the spacing.
Mr.\Smith will print with just one space as will 1023 N.\Fargo Street.{don't
forget to transliterate \ into a space as well!!! ss}

TI BASE : REVIEW
Program: Sophisticated DATABASE. REVIEW
One disk, 34 page manual, function strip. y

PUBLISHER: INSCEBOT. SUPPLIER: TENEX FRICE:US$25S

MICROpendium has already published a lengthy and detailed review of this
program, which I am sure everyone with a disk system has read - hmmn? So this
will be a short overview and a handful of hints.

Tl BASE is unique in the TI world in its "3D" capability: it is possible to use
five databases simultaneously, and move data between them or create a report
taking data from different databases. It can operate by means of a "command
language" including the capability of an initial auto-loaded command file.

The manual gives considerable technical detail on data base structure, and if
you wish to do anything that the command language cannot handle, the
information is there to help you out, so you can use a Basic or Machine Code
utility of your own. A Command is available to make small patches in the
machine code, to cover any minor revision. ‘

The manual describes the database as capable of:
up to 235 characters per FIELD.
up to 17 fields per RECORD.
up to 16129 records per DATABASE.
++. subject to storage capacity on your storage medium'!!

A database will be comprised of two storage files on disk: a structure file
which describes the database, and a data file, which is in IF format, with pure
data- no field separators, making it easy to interface to, provided you
remember the difference between internal and display formats! A 255 byte disk
sector will be used in accordance with the disk DSR for records up to 2535
bytes- that is, you can have 12 records of 20 bytes in a single sector. For
longer records the program carries qut its own blocking.

Here are the commands you can use in a command file: APPEND BLANK, BOTTOM,
DOCASE-BREAK-ENDCASE, CATALOG, CHANGE, CLEAR, CLOSE, COLOR, COPY, CREATE,
DELETE, DISPLAY, DO, EDIT, IF-ELSE-ENDIF, WHILE-ENDWHILE, FIND, FORMAT, LOCAL,
MODIFY, MOVE, PACK, FRINT, QUIT, READ, RECALL, RECOVER, REPLACE, RETURN,
SCROLL, SELECT, SET, SORT, TOP, USE, WAIT, WRITE. The system variable eof is
available for testing. Strings can be concatenated and trailing blanks trimmed.
Maths is available- +—&/“,sqr,log,alog.sin,cas,tan,atan,(,>,<>,=,‘,NDT,AND,0R.
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1§ like me you have not met the symbol ™, you may like to know that:
4~ 4=0
5~ 9
9 ~ 35 1

you are probably aware of boolean math, which in this database runs:
(9 =9) 1
(9 =0) 0

w n u
|
—

non

Also available are three "date" operators, DAY,MONTH,and YEAR. These are not
explained at all in the manual! It is necessary to tell you that the database
uses three types of data: Numbers, Characters and Dates. Wit the version I
have, there is no apparent difference between Characters and Dates- both may be
any length and contain anything!

You can place a number or date into a character variable/field.

You can place a character string into a date field.

You can place a date or character string into a numeric field ONLY if they
only contain numbers.

The length of fields/variables has to be declared.

If you try to place more characters into a character string/date field or
variable, your input will be truncated to the declared length - useful form of
SEG$ possible here!

I+ you try to place a number into a field which is too small, all is lost.
The field will display as an asterisk, and will have no function. Bear in mind
that when declaring the size of 3 mumber, it is much better to overdeclare than
to lose data. Although you are stuck with right justification, you can still
move your number to/from character string variables and concatenate or trim on
the string. There is a lot of power to play with in this pregranm.

If your date variable/tield is in the form MM/DD/YY that is, 02/28/88, or if
the first eight characters of a character string are in this format, you may
extract the individual elements- day, month and year, as follows:

NUMBER=DAY (DATE) will set NUMBER to 28 in this example.
STRING=YEAR(DATE) will set string to 88 in this example.

This is quite a different database to use, and I did have a little trouble
getting on top of it at first- notable hang ups for me were:

Failing to notice that string handling must be carried out through an
intermediate local variable.

Failing to SET HEADING OFF when printing selected records!

Undocumented features:

SET is shown as used with =, which appears to be optional- see example below.

DELETE is indicated as marking a file as not in use until it is EITHER
RECALLed or permanently lost by PACKing. In fact, if you SORT before PACKing,
the delete marker is also removed, and the file is not permanently lost.

DATE on program startup can be any 8 characters.

NUMBER fields are RIGHT justified, and leading blanks cannot be stripped, so
it will often be more convenient to use CHAR fields for numbers- unless you
wish to use math.

CATALOG DSKn. will produce a different repart with less information if there
are any active local variables. The catalog disk command shows disk nane,
sectors used and free, and file names, in the order they were created, plus
“file type" as a single digit, then number of sectors in file, and record
length. The final two items are dropped if there is a local variable defined.

4|



TIXMES S—

Make sure you make heavy use of the file copy command to back up files on
your disk- it is remarkably easy to corrupt data/structure files!''' There IS a
KECOVER command, which goes a long way to recovering data, but life is easier
if you use pure copy files instead. Recovered files are probably better copied
directly into a new pristine data base with an identical structure, using a
command file, rather rely on the repair job to hold!

Page Up and Page Down can also be carried on by using Function E and X.

FIND is a single key search, from the top down to the bottom. It will find
only the first occurrence- anything else you can do with the command language,
possibly using a temporary intermediate database ( five can be in use at
once!).

Assume data in sorted field is:

1 IN

2 INSTRUMENT

3 INSTRUCT

4 INSTRUMENTS
then... FIND "IN" would locate record 1

FIND "INSTRU" would locate record 2
FIND "INSTRUM" would find record 2
FIND "INSTRUMENTS" would find record 4... and so on.

SORT is also on a single key, and works by creating an index- your records
will retain record numbers in the order you actually keyed them in, and SORT
OFF will restore the database to original record number order.

[f you require to actually reallocate record numbers to sorted records, or to
carry out a multiple key sort, then you can easily use the "SORT1 AND SPELL1"
disk from the group library- this group has paid a licence fee to allow us to
copy this disk for our members.

IBM users will be familiar with ECHO ON, and not be shy in using SET TALK ON.
The command files are rather like BATCH files, and can even be used to format
a disk, catalog a disk, or copy or delete disk files!

HINT; The function keys are described ONLY on the function strip. You may
think it a good idea to note them also in the manual!

INFUT screens are standard, but it is possible to create you own by using
command files, and you can structure a database so that the user is hardly
aware he is using TI BASE! You can READ an input from a screen location
(similar to ACCEPT AT) and use this to choose some other command file to run or
to select an event in a CASE structure.

DISLIKES:

It is not possible to print out database structure information. If you want a
record of this information you must write it down.

It is not possible to PRINT to disk. The PRINT command must go to a printer.

There is no way of picking up an error (to avoid built in error messages, and
to suspend a possibly destructive sequence once things go awry), nor to test
for the presence of a specific file on a disk. The disk catalog is to screen
only. :

Some examples of command files.
First, the basic data files I am using, looking like this when SORT is OFF and
heading and record number are set ON:

REC AUTHOR_SN INIT_FN  TITLE

0000 HEINLEIN ROBERT  PUPPET MASTERS,THE

0001 HEINLEIN ROBERT  MOON IS A HARSH MISTRESS
0002 HEINLEIN  ROBERT A MENACE FROM EARTH, THE
0003 HEINLEIN ROBERT  DOOR INTO SUMMER, THE

0001 HEINLEIN ROBERT  STRANGER IN A STRANGE LAND
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Here is our first, simple, command file- parameters have been set, so that the
command file can be run without making any assumptions, and the first comment
line begins with an asterisk:

s COMMAND TEST FILE A/C
GET TALK OFF
SET HEADING=0FF
USE BOOKLIST
% datafile booklist on default data disk
CLEAR
SORT ON TITLE
LOCAL TEMP C 60
LOCAL IN C 2
TOP
WHILE .NOT. (EOF)
REFPLACE TEMP WITH TRIMCINIT_FN) 1} " " | TRIM(AUTHOR_SN) 1 " " 1§ TITLE
PRINT TEMF
READ 2,20,IN
MOVE
ENDWHILE
WRITE 2,2,"END OF FILE"
CLOSE ALL
RETURN

and the resultant printout is:

0003 ROBERT HEINLEIN DOOR INTO SUMMER, THE

0002 ROBERT A HEINLEIN MENACE FROM EARTH, THE
0001 ROBERT HEINLEIN MOON IS A HARSH MISTRESS
0000 ROBERT HEINLEIN PUPPET MASTERS,THE

0004 ROBERT HEINLEIN STRANGER IN A STRANGE LAND

To illustrate the use of two databases at once, the following two examples
show how, like basic, you can do lots of weird things, and still get the same
result. Both examples balaw will produce exactly the same output as the first
command file!

We are using a second database, called TEMP, which has a single field in each
record, called TEMP. Yes, you can use databases, variables, and fields, all
with the same name, and this program can sort them all out!

For these command files to work, we have previously CREATEd the second
database, and APPENDed a BLANK record to it for us to use.
— = To save a little space, the line [**¥#] below has baen used instead of that
long line REPLACE TEMP WITH... fram the above command file, but the actual

command file would have to have the full original line!

*COMMAND TEST FILE A/C

SET TALK OFF

SET HEADING=0FF

USE BOOKLIST

SORT ON TITLE

SELECT 2

USE TEMP

SELECT 1

CLEAR

LOCAL TEMP C 55

TOP

WHILE .NOT. (EOF)
[#%%%]
REPLACE 2.TEMP WITH O0.TEMP
PRINT 2.TEMP

# print field temp in slot 2
MOVE

ENDWHILE

WRITE 2,2,"END OF FILE"

CLOSE ALL

RETURN

¥ COMMAND TEST FILE B/C

SET TALK OFF

SET HEADING=0FF

USE BOOKLIST

SORT ON TITLE

SELECT 2

USE TEMP

SELECT 1

CLEAR

LOCAL PUB C 3595

TOP

WHILE .NOT. (EOF)
[#%%%]
SELECT 2
REPLACE TEMP WITH PUB
# first look for local TEMP, none, so
* looks for field in current database
PRINT TEMP
SELECT 1 v
MOVE

ENDWHILE

CLOSE ALL

RETURN
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When told to use TEMP, the program first looks for a local variable with that
name - we can use O.TEMP if we want it to look no farther!
I+ there is no local variable called TEMP, and we have not specified 0.TEMP

then it will look for a field called TEMP in the CURRENT database.

use a field in any data base that is in

We can also
use by indicating which of the five

slots it is in, without having to SELECT that slot, by modifying the name as

follows: 2.TEMP etc.

We have to SELECT the database that we wish to MOVE on a record though. MOVE
will only work on the current database - that is, the slot now in use.

‘This is but a brief discussion. If enough members purchase the program, and ASK
ME, then more articles can follow, as this program is a beaut. Particular

questions are also welcoae.

Note the price- only US$25, a mere $5 more than the almost lamentable TOTAL

FILER reviewed elsewhere. This program i

s a bargain. BUY a copy- don't pirate

it. Let's keep goodies like this one coming in!

VERY HIGHLY RECOMMENDED for almost any database user.

Stephen Shaw. Sept 1988.

MEMBER SERVICE: The advertised price for

overseas orders is US$25 plus airmail

postage US$8, total US$33. For members who prefer to order in sterling, and who
dont mind waiting a little while for orders to build up, I am prepared to
accept your orders, at a cost of £18.00 only, including UK postage to you.
Orders should be placed, with cheque payable to S Shaw, within one month of
receiving this issue. If less than five orders are received, funds will be

refunded.

A disk drive and 32k are required! Note that no UK stock is held- the

database will be ordered from the USA especially for you.

CUSTOMIZE muL Tt

MICROSOFT built sose|
default values into the progras based on certain
assuaptions. They assumed :

1) That you would probably be using only one disk
drive,

2) That any printer you have would be operating
through the R5232 part.

While it is possible, of course, to change these
defaults by use of one or mare OPTIONS commands,
they must be altered each time you §tart up the
prograa. The purpose of this article is .to show
you how in just a few minutes, you can peraanently
alter these default values in the MULTIPLAN program
itself and produce a MNULTIPLAN systgn disk
custonized far your own hardware configuration.

To accamplish this you will need the MPINTR file

fron your MULTIPLAN systea disk, a disk sector
editor like Advanced Diagnostics, Disk Fixer or

Pl A N FRON TIT-BITS VOL 4 NO 3 FEB 1986

: --TI Users PERTH ( Australia )--
only with Hexadecimal numbers. (This applies to
the Qixsoft Manager alsa. Editor). So if you use
Disk Fixer, you will have to convert ASCII values
for characters into Hexadecimal nusbers. All
nuabers in this article that are preceded by a ?
sign are Hexadecimal nuabers. For instance }22 is
the Hexadecimal equivalent of 34.

I have tried this sodification myslf and found that
it works well. Listed below is the sector listing
of the original sector and the wmodified sector.
The sector data that has to be altered is contained
between the dotted lines. My setup for the printer
is RS232/2.BA=9688.DA=B. You will natice that this
as well as the length sector has been altered in
the second listing. If you have had no experience
with Decimal to Hexadecimal conversion, a simple
chart is located at the start of this article to
aid you with this modification. To enable this do
be acheived I used the QIXSOFT Disk Manager. The

Disko (Rixsoft Disk Manager will alsa da this task.
Editar), and a blank disk. ( At this paint it may
be wise to use a BACKUP COPY for this and nat your
NASTER copy just in case it qoes wrang.  Editor)
Disko and Advanced Diags. allow you to switch
between the edit and either the Hexadecisal or an
ASCII display af the disk values. Disk Fixer works

sector listings can be obtained froa that pragraa.

By David Roser
Nen Horizons.
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INAL SECTOR LISTING ENHANCED
ORIG MODIFIED SECTOR LISTING

g
Gector Nuber = 34 :;’: S msaRAR
]

o 2 B 8 ASCII @ 82 @4 96 ASCII z |
"""""""""""""""""""""""""""""""""""""""" glNwe -~ o
gp 392C 8328 3MC 8320 9, :L 88 3998 8320 3A28 83209 :( & |
gg 3808 B320 36FE 8328 8 8 98 3884 8320 38DA 8320 8 8 ;

(g 35F2 8320 30C4 830 5 = 18 3SE@ 8328 30CC 830 § = N
18 3F44 0202 @00 B0RR 7F 18 3FAC FFO@ 9419 2808 2L ER-L 31 1 B8 E
20 9990 @2e@ @0@d daed 20 000 @aea @2am 940 b
38 @8ed @68 aaed eedn 28 8208 0920 9200 2008 = 4
30 0008 2082 2EAA B@@R 32 0008 202 @eas @aae Slm~~=mooo
4@ 00@0 @eed @eeq aed 38 980 0909 A8AA @aad 3
48 Q00 2008 eaed 2add 49 0262 2EAA 8260 BRBR . ;
58 0009 8289 @35 4453 DS 4g peee eees eeen egee i | o 508 et w0
48 4B2E 5449 4050 264F K.TINP.O0 s gpgg pe@s 4453 4832  DSk2 !
58 5645 524C 4139 eege VERLAY 40 2620 0019 4453 4826 . DSK. '..‘:f E
78 4453 4B2E S449 4D39 DSK. TINP 58 5449 4050 2€4F 5445 TINP.OVE -g i SmoocNw® =
78 2E4D 5048 ACS@ 8088 .MPHLP 78 524C 4159 @0AE 4453 RLAY DS = |
80 008 2089 €280 @AAY 78 4B2E 5449 4050 264D K.TINP.N
68 @800 2926 8262 A8 ¥ g5 5949 4C5@ @GR BAEA PHLP R EPEE SRS
3 ANE 9389 WARE A0d0 88 8080 2@ed 48ee Aaed | _
78 @aed 8aaa 2002 pane 99 @024 8900 20QD 9408 & o 5 o
AD @000 @eea Qaea 20 98 2890 0962 9960 PA9N Sl N eBa—a
Be 9080 980@ @812 @5EM A8 9300 0040 BB93 B4BE |
5o 5ebe eon deRc 5253 P Rs po ond o) AR MEB 5l mxpdysen
C 3233 3226 4241 3033 232.BA=3 0" T° T T TR ] =
(8 3838 2020 2620 2028 43 CO 9000 D814 5253 3233  RSZ3 = ! T
D8 2828 2970 2020 2029 D8 3630 382E 4441 3038 480.DAS !
"""""""""""""""""" D8 2020 2828 2820 2028 ;
E@ 2020 2020 2028 FFFF E® 2020 2020 2020 2020 il SpsssTen
EG @3 B3FA 24Co B@®Q  $  __________ T = FARSIZZR
FE 9200 8ea3 98 FFFF , 8 2020 2020 FFFF 360 I :
FB 8470 8494 24E0 2000 : FO @412 24CC 0040 B20d $ ]

| F8 2083 89 FFFF 8492 -
The MPINTR #ile can be +¢rom the original: In the ORIGINAL file::
NICROSOFT/TI disk or froa the enhanced MULTIPLAN Lacation ~ Entry
systea disk. (This is available from the disk = =  ==--—--=-=ceceeccmmccmcocaanaa-
library. Editor.) )55 - )50  Data Disk Drive
The second sector of the MPINTR file contains the »5D - Y6E  OVERLAY information
default values far : Y4F - YBA  MPHLP information
1) The data disk drive 8D - )5 Printer infaormation

2) The Overlay voluse and filename.
3) The MPHLP valuse and filenase.
) The printer assignaent.

In the ENHANCED file:
)38 - »62 Data Disk Drive
263 - >74  QOVERLAY inforeation
)75 - )98 MPHLP infaormation
)C3 - Yeb Printer inforaation

The first byte of each entry is the lenght of the
default entry, not counting the length byte. The
location of the fields are:
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For example , to change the printer assignment to
PI0 the entry byte )BD would be >83 )38 )49 )4F.
NOTe ' That the length )83 does not include
itself. The other values are the Hexadecimal codes
for the ASCII code P, [ and 0. The resainder of
the printer field should be padded out with the
space character, )>28. The other three fields are
padded with >88.

The easiest method of finding the correct sector of
the file to edit is to initialize a new disk and
copy only MPINTR onto it. [If the initialization
and copy wark correctly MPINTR will start at sector
222, ( 34 ). The sector to edit is sector )23, (
35 ). Edit the sector to your satisfaction and
write it back to your copy of MPINTR. Then copy
your new MPINTR onto your MULTIPLAN systea disk.

I all has gone well, you now have a custosized
MULTIPLAM disk with YOUR printer set-up.

[f you also wish to change yourdata disk file, so
that you can have the TIMP disc in drive 1 and your
data disc in drive 2 a second ainor alteration
aust be made. This concerns the Byte >39 on the
ORIBINAL MULTIPLAN or Byte )5F on the enhanced
version of MULTIPLAN this aust be altered to read
232,

This can be easily seen when coaparing the ORIGINAL
and ENHANCED sector listings given overleaf

6000 LUCK!

Les Twiss.

TIPS FROM THE TIGERCUB

#46 & #47
{Excerpted by S§ Shaw}
Copyright .4987

TIGERCUB SOFTWARE 154 Collingwood Ave. Columbus, OH 43213

Distributed by Tigercub Software to TI-99/4A Users Groups for promotional
purposes and in exchange for their newsletters. May be reprinted by non-profit

46

users groups, with credit to Tigercub Software.

Over 130 original programs in Basic and Extended Basic, available on cassette or
disk, NOW REDUCED TO JUST $1.00 EACH', plus $1.50 per order for cassette or disk
and PP&M. Minimum order of $10.00. Cassette programs will not be available
after my present stock of blanks is exhausted. The Handy Dandy series, and
Color Programming Tutor, are no longer available on cassette.

Descriptive catalogs, while they last, $1.00 which is deductable from your first
order.

Tigercub Full Disk Collections , reduced to $5 post- paid. Each of these
contains either S or & of my regular catalog programs, and the remaining disk
space has been filled with some of the best public domain programs of the same
category. I am NOT selling public domain programs - they are a free bonus!
TIGERCUB'S BEST, PROGRAMMING TUTOR, PROGRAMMER'S UTILITIES, BRAIN GAMES, BRAIN
TEASERS, BRAIN BUSTERS!, MANEUVERING GAMES, ACTION REFLEX AND CONCENTRATION,
TWO-PLAYER GAMES, KID'S GAMES, MORE GAMES, WORD GAMES, ELEMENTARY MATH, MIDDLE
/HIGH SCHOOL MATH, VOCABULARY AND READING, MUSICAL EDUCATION, KALEIDOSCOPES AND
DISPLAYS

NUTS & BOLTS (No. 1), a full disk of 100 Extended Basic utility subprograms in
merge format, ready to merge intc your own programs. FPlus the Tigercub
Menuloader, a tutorial on using subprograms, and 5 pages of documentation with
an example of the use of each subprogram. Reduced to $15.00 postpaid.

NUTS & BOLTS NO. 2, another full disk of 108 utility subprograms in merge
format, all new and fully compatible with the last, and with 10 pages of

documentation and examples. Also $15 postpaid.
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‘NUTS & BOLTS #3 is now |

; ready, another full disk !
! of 140 new merge-format |
! utility subprograms, all
! compatible with the pre-
! vious. With 11 pages of
! documentation, $15 ppd.
EREEEERERARRRR SRR REFERRRR R

;

#

TIPS FROM THE TIGERCUE, a full disk containing the complete contents of this
newsletter Nos. 1| through 14, 50 original programs and files, reduced to $10
ppd.

TIPS FROM THE TIGERCUB VvOL. 2, another diskfull, complete contents of Nos. 15
through 24, over &0 files and programs, also just $10

TIPS FROM THE TIGERCUB VOL. 3, anather 42 programs, tips and routines from Nos.
25 through 32, $10 postpaid.

TIPS FROM THE TIGERCUE VvOL. 4, another 48 programs and files from issues 33
through 4t, also %10 postpaid.

TIGERCUB CARE DISKS #1, #2 & %3, three full disks of text files, mostly of
lessons on programming in XBasic, %5 per disk postpaid.

AR little subprogram to add

100 !'MOCKINGBIRD TINYGRAM by a bit of variety to your
Jim Peterson. Tap vyour "PRESS ANY KEY" routine.
tune on the | to 0 keys
(tuned A through C) 1 CALL CLEAR :: CALL PRESSKE

110 !Then press any other Y (24)
key to hear it repeated 30000 SUB PRESSKEY (R)

120 DATA 220,247,262,294,330 30001 C=C+1 :: IF C=1& THEN

1349,392,440,494,523 30002 :: DISPLAY AT(R,1):""

130 FOR J=1 TO 10 :: READ N( :: DISPLAY AT(R,C):"PRESS AN

J)i: NEXT J :: J=0 :: DIN T( Y KEY" :: DISPLAY AT(R,C):"p

50,2) ress any key" :: CALL KEY(O,

140 CALL KEY(5,K,S):: IF §=0 - K,§5):: IF §=0 THEN 30001 ELS

THEN 140 E 30003

150 ON ERROR 190 30002 C=C-1 :: IF C=0 THEN 3

160 CALL KEY(S,K,S):: IF K=- 0001 :: DLSFLAY AT(R,1):""

1 THEN 160 :: K=K-(K=48)#10 : DISPLAY AT(R,C):"PRESS ANY

t: T(J,1)=N(K-48):: CALL SOU KEY" :: DISPLAY AT(R,C):"pr

ND(-999,T(J,1),0) ess any key" :: CALL KEY(0,K

170 IF K=K2 THEN T(J,2)=T(J, yS)i: IF §=0 THEN 30002

2)+1 :: GOTO 140 30003 DISPLAY AT(R,1):"" 22

180 K2=K :: J=J+! :: GOTO 16 SUBEND

V]

190 FOR X=0 TO J-1 :: CALL § And a new way to wipe the

OUND((T(X,2)+1)*400,T(X,1),0 screen -

yT(X,1)%#1,01,0):: NEXT X 23

J=0 :: GOTO 140 1 CALL CORNERWIPE (30)

29000 SUB CORNERWIPE(CH):: F

OR T=1 TO 24 :: CALL HCHAR(T
y3,CH,T+4) :: CALL HCHAR(25-T
y32-T,CH,T):: NEXT T :: CALL
CLEAR :: SUBEND
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The trouble with me is that, before I finish one prograa I've thought of another
that I want to try writing - and so I don't take time time to test completed
programs as well as I should. The Decompactor in Tips #35 was one that ;hould
have been tested more thoroughly. I think this version w111~work.. It will ‘
break an XBasic program into single-statement lines to ma?e it easier to modify.
Then, John Dow's Compactor or a similar program will put it back together.

180 LN2=LN

100 {DECOHFACTER V.1.1 by & 190 P=POS (M$,CHRS (130),3)::

m Peterson fixed 12/87

110 DISPLAY AT(3,1)ERASE ALL
:"TIGERCUB DECOMFACTER V.1.1
"s :" Program must first be
-"; ;"RESequenced to greater
in-":"crements than the num

ber"

IF P=0 THEN PRINT ¥2:M$ :: G
0TO 260

200 A$=SEG$(M$,1,P-1):: R=PO
S(A$,CHR$(132) ,3):: S=POS(AS$
,CHR$(201) ,3)

210 IF R=0 THEN PRINT #2:A%%
CHR$(0):: GOTO 250

120 DISPLAY AT(7,1):"of stat 220 IF S=0 AND R<>0 THEN PRI
ements in any one":"line.": NT #2:M$% :: GOTO 260
:"SAVEd by":" SAVE DSK(file 230 IF S<>0 THEN IF S-R<3 TH

name) ,MERGE" EN PRINT #2:A$&CHR$(0):: GOT
130 DISPLAY AT(16,1):"INPUT 0 250

FILENAME?":"DSK" :: ACCEPT A 240 PRINT #2:M$ :: GOTO 260
T(17,4):1F%$ 250 LN=LN+1 :: LNZ=LN :: GOS
140 DISFLAY AT(16,1)ERASE AL UB 270 :: M$=LNSXSEG$ (M3 ,P+1
L:"OUTFUT FILENAME?":"DSK" : 4255):: GOTO 190
t ACCEPT AT(17,4):0F$ 260 IF EOF(1)<>1 THEN 169 EL
150 OPEN #1:"DSK"&IF$,INPUT SE CLOSE #! :: CLOSE #2 :: D
,VARIABLE 163 :: OPEN #2:"DS ISPLAY AT(12,1)ERASE ALL:"En
K"40F$,0UTFUT,VARIAELE 163 ter NEW": :"Then Enter":" M
160 LINPUT #1:M$ :: LN=ASC (S ERGE DSK"&0F$ :: END
EGS(M$,1,1)) *256+ASC(SEGS$(M$ 270 LN$=CHR$ (INT(LN/256))% CH
v241)):: IF LNYLN2 THEN 1890 R$(LN-254% INT(LN/2546)):: RET
170 DISPLAY AT(12,1)ERASE AL" URN ‘
L BEEP:"ERROR! RESEQUENCE PR
OGRAM TO":"GREATER INCREMENT
S AND TRY":"AGAIN." :: CLOSE
#1 :: CLOSE #2 :: STOP
Here is an improved version of the CATWRITER program to create the Tigercub
BUICKLOADER, which is intended for disks of programs -which you have filled and
do not plan to change. It will read the directory, display each filename, and
ask you for the complete program name of each one. Then it prepares a progranm
which displays one or more menu screens of complete program names, and .
auto-loads whichever one you select.
First, key in this part and save it to disk by SAVE DSK1.CAT1,MERGE.
If you want, you can change the screen and character colors in line 10. Don’t
change the line numbers!
10 CALL CLEAR :: DIM M$(127)
:: CALL SCREEN(3):: FOR §=0

TO 14 :: CALL COLOR(S,16,1):

17 NEXT J ’
18 DISPLAY AT(24,1):"Chaice?
" +: ACCEPT AT(24,9)VALIDATE

: NEXT S :: CALL PEEK(B198,A (DIGIT):N :: IF N=0 OR N>X-1
+: IF AC>170 .THEN CALL INIT THEN 18
11 REM (leave this in!) 19 CALL CHARSET :: CALL CLEA
12 ON WARNING NEXT :: GOSUB :: CALL SCREEN(B):: CALL P
21 EEK(-31952,A,B):: CALL PEEK(

13 X=X+1 :: READ M$(X):: IF A¥b+B-65534,A,B) 1z C=A%b
M$ (X)<>"END" THEN 13 - +B-65534 :: A$="DSKI1."kM$(N)

14 R=3 :: FOR J=1 TO X-1 3% t: CALL LOAD(C,LEN(A$))
READ X% :: DISPLAY AT(R,1):S 20 FOR J=1 TO LEN(A$):: CALL
TR$(J);TAB(4);X$ :: R=R+1 3t LOAD (C+J ,ASC (SEGS (AS$,J,1)))
IF R<23 THEN 17 s+ NEXT J :: CALL LOAD(C+J,0
15 DISPLAY AT(24,1):"Choice? ):: BOTO 10000
or 0 to continue 0 :: ACCE 21 CALL LDAD(B196,63,248)
PT AT(24,26)VALIDATE(DIGIT)S 22 CALL LOAD(16376,67,85,82,
IZE(-3):N :: IF N>X-1 THEN 1 83,79,82,48,8)
5 23 CALL LOAD(12288,129,195,!
48 16 IF N¢>0 THEN 10000 :: R=3 26,165,129,153,102,60)
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25 CALL LINK(“CURSOR"):: RET

4 CALL LOAD(12296,2,0,3,240
22 1,48,0,2,2,0,8,4,32,32,34 URN'
'4'9;) 10000 RUN "DSK1.12345467890"
LR s - .
Next, key in this little routine and run it to create a file called CAT2. 1If
you added or deleted any lines in the CATI file, change the J-loop accordingly.

100 OPEN #1:"DSK1.CAT1*,VARI
ABLE 163, INPUT

110 OPEN #2:“DSK1.CAT2", VARI

ABLE 163,0UTFUT

120 FOR J=10 TO 24 :: LINPUT
#1:M5 :: PRINT #2:CHR$(0)AC

HR$ (J) %CHR$ (156) &CHR$ (253) &C

HR$(200) &CHR$ (1) &" 2" &CHR$ (18
1) &CHR$ (199) &CHR$ (LEN (M$) ) &M

$LCHR$(0) :: NEXT J

130 PRINT #2:CHR$(255) %CHR$ (

255):: CLOSE #1 :: CLOSE #2

Finally, key in CATWRITER.
Leave the line numbers as they are, we need that space after line 5.

Then MERGE in DSK!1.CAT2 to combine the two, and SAVE.

1 CALL CLEAR :: CALL TITLE(!
6,"CATHWRITER"):: CALL CHAR(1
24,"3C4299A1A199423C"):: DIS
PLAY AT(2,10):"Version 1.3":
;:TAB(B);"i Tigercub Softwar
et
2 DISPLAY AT(15,1):"For free
":“distribution":"but no pri
ce or":"copying fee":"ta be
charged." :: FOR D=1 TO S00
t: NEXT D :: CALL DELSPRITE(
ALL)
3 DISPLAY AT(2,3)ERASE ALL:"
TIGERCUB CATWRITER V.1.3":;:
" Will read a disk directory
y":*request an actual progra
m":"name for each program-ty
pe"
4 DISPLAY AT(7,1):"filename,
and create a merg-":"able @
uickloader which dis-":"play
s full program names and":"r
uns a selected program.”
5 OPEN #2:"D5K1.CATMERGE",VA
RIABLE 163,0UTPUT
100 OPEN #1:"DSK1.",INPUT ,R
ELATIVE,INTERNAL :: INPUT #1
:N$,A,J,K 2: LN=1000 :: FN={
100
110 DISPLAY AT(12,1):"Disk n
ame?":;:N$ :: ACCERT AT(14,1
JSIZE(-28):N% :: LX$=S5TR$(14
~LEN(N$)/2):: LXLEN=LEN(LX$)
120 PR$=CHR$(0)&CHR$(11)&CHR
$(162)%CHR$(240)4%CHR$(183) &C
HR$ (200) &CHR$ (1) &"1"&CHR$ (17
9)&CHR$(200) XCHR$ (LXLEN) &L X $
130 PR$=PR$4CHR$(182) &CHR$ (1
81)&CHR$ (199) &CHRS (LEN(N$) ) &
N$SYCHR$(0):: PRINT #2:PR$

140 X=X+1 :: INFUT #1:P$,A,J"

yB :: IF LEN(P$)=0 THEN 180
:: IF ABS(A)=5 OR ABS(A)=4 A
ND B=254 THEN 150 ELSE X=X-1
:: GOTO 140
150 DISPLAY AT(12,1):P$;"
PROGRAM NAME?" :: ACCEPT AT
(14,1)SIZE(25):F$
160 PRINT #2:CHR$(INT(FN/256
) ) XCHR$ (FN-256%INT(FN/256)) &
CHR$(147)%CHR$(200) XCHR$ (LEN
(F$))XF$XCHR$(0):: FN=FN+1
170 M$=M$&CHR$(200) &CHR$ (LEN
(P$))&PSY&CHRS (179):: IF X<11
THEN 140
180 IF M$="" THEN 200
190 PRINT #2:CHR$(INT(LN/256
) YXCHR$ (LN-256%INT(LN/256)) &
CHR$(147) &SEG$ (M$,1 ,LEN(M$) -
1)%CHR$(0)z: LN=LN+1 :: M$="
" i X=0 :: IF LEN(P$)<>0 TH
EN 149

200 PRINT iZ:CHRS(INT(LN/256

))&CHR$ (LN-256*INT(LN/2556)) &
CHR$(147)&CHR$(200) &CHR$(3) &
"END"&CHR$(0) .

210 PRINT #2:CHR$(255)&CHR$(

‘255):: CLOSE #1 :: CLOSE #2

220 DISPLAY AT(B,1)ERASE ALL
:"Enter -":;:" NEW":;:" ME
RGE DSK1.CATMERGE":;:" DELE
TE ""DSK1.CATMERGE""":;:* §
AVE DSK1.LOAD"

230 SUB TITLE(S,T$)

240 CALL SCREEN(S):: L=LEN(T
$):: CALL MAGNIFY(2)

250 FOR J=1 TO L :: CALL SPR
ITE(#J,ASC(SEG$(T$,J,1)),J+1
=(J+1=5)+(J+1=5+13)+(J>14) #¢
3,J#(170/L) ,10+J%#(200/L) )¢
NEXT J

260 SUBEND
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1 RANDOMIZE :: PRINT

Mike Stanfill and Ed t it A=INT(RND#7):: EJ=.IN'T(;?
Machonis and others have ND*¥9+1):: FOR X=1 TO 5 :: Y=
been publishing some neat A¥XA2-B#X+B 1: PRINT Y;:: NE
little “tinygram" progranms XT X :: Y=A%XA2-B*X+B :: PRI
which can be listed on a NT. : : :: INPUT "GUESS NEXT

single screen, so here is my NUHBER":N :: IF N=Y THEN PRI
contribution. It's not only NT :“RIGHT" :: GOTO | ELSE P
a one-screener, it's a RINT :“CORRECT IS“:Y :: GOTO
on2-liner! B '

[Stephen here- to enter that lot on one line, you will have to make extensive
use of insert edit, tiring' It works fine on several lines tool

MEMORY FULL! - Jim Peterson

NOTE: Member offer: To assist Jim with his sale of low cost programs, I am happy
to collate orders and accept payment in sterling at the following rates:

$1=62p, $5=3.25, $10=6.50, $15=9,50

Postage, which includes both Jims postage to me and my postage to you, an extra
20% on top, with the POSSIBILITY that I may ask you for an extra 20% if VAT and
Duty are levied on delivery. Orders are subject to Jim's minimum order value of
$10.

I have his CATALOGUE on disk and can supply it upon request if you send a blank
disk and return post. For cassette owners, [ have a SMALL supply of printed
catalogues too, so write soon, and please enclose 70p. Stephen Shaw

TOTAL FILER : REVIEW

Program by Warren Agee, Documentation by Chris Bobbitt,
Published by Asgard Software. Price about US$20. One disk.
Written in c99.

Effective documentation 8 pages.

Total Filer is a simple fixed-format data base. The documentation gives no technical
details, so what follows is from experiment. The only technical information in the
documentation is that the first field can contain 40 characters. It can actually
contain 78.

This data base has a total of six fields. VYcu CAN amend the field titles, but that is
all. The first field can hold 78 characters, then fields 2, 3 and 4 can each hold 39
characters.

Field five is a special field, which holds "keywords". You can enter up to 78
characters, but once saved you can only view the first 39. All characters are active
even though you cannot see them! More on keywords later,

Field six is a full screen- a little under 800 characters.

When entering data into a field with the capacity for more than one line of data, you
have to press ENTER for each line- a bit of a pain if you don’t want to put much into
tield six! Otherwise, text wraps around automatically.

This "database" will not allow you to amend the input screens nor to amend the output
format (to screen or printer). There is no sorting. Just the "keyword" search.
Imagine three records with these keyword fields:

1: ONE THE CAT SAT ON

2: TWO THE MAT WHILE

3: THREE THE DOG HOWLED.

If you now search for the keyword THE, you will be given a list of all three records,
but search on TWO and only record two is listed.

The keyword search also allows a "wildcard" character, the asterisk (the documentation
refers to an astericks)(it looks like this:"#"). Thus we can search for *AT then both
records 1 and 2 will be listed. ’

Each record is held in a separate disk file, thus there is a liait, imposed by the bit
map method, of 127 records per disk, regardless of disk size. However, a single
database may have records on more than one disk- you just have to search on every disk
in sequence.
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Thus TOTAL FILER is fairly unique in the TI world in permitting an endless database,
and it also allows what appears to be the longest field (around 800 characters). I am
pot at all sure if this makes up for its fixed format, or its price. For only another
five dollars, you can buy TI BASE.

The documentation dwells at some length on the intended use of TOTAL FILER, to keep
track of articles in magazines or on disks, hence the preset field names, which are:
article Name, Author, Diskette, Miscellaneous, Keywords, and Abstract. This is a
software product you either want or not. If it does not suit your purpose, you can’'t
alter it very much! It is fairly easy to use.

11 Stephen Shaw
X X BEBB \L—
X X B B
X BBEE By
X X B E Jim
X X BBEE Swedlow

[This article originally appeared in
the User Group of Orange County,
California ROM] P

(excerpted by stephen shaw’}

PRODUCT REVIEW - NEARTLIST

NEATLIST will take any program in memory and list it to any legal device
(printer, disk, etc.) with the same speed as the LIST command. It has,
however, several advantages:

--Each line of the listed program can be up to 255 characters wide. You can,
therefore, use your printers powers (condensed print, expanded print, etc.).

--You can send function codes to your printer enabling you to access its
features.

--NEATLIST can print out a list of variables used in the program and, if
you opt, a list of line numbers where each variable is used.

--1t is an assembly language program that loads thru XB.

The list is nicely designed. Consider this program:
10 CALL CLEAR :: PRINT ::
DIM A(S)
20 FOR I=1 TO S :: A(I)=I
t: NEXT I

NEATLIST would produce this:
10 CALL CLEAR ::
PRINT ::
DIM A(S)
20 FOR I=1 70 5 ::
A(D)=1 =
NEXT 1
NEATLIST is available from our library!
It is distributed under the freeware concept, pay the author only if you like
the product. I did and I did. Danny Michael, the programmer, asks for $10. A
reasonable market price would be $20 to $30!
If you have memory expansion, a printer and a disk drive, you wil find NEATLIST
quite useful for debugging and pre scan (see below).
If you like NEATLIST, pay the programmer the $10 he asked for. He earned it!

CALL PEEK

This is from the NEATLIST documentation. CALL PEEK(B198,A) will let you know
if a CALL INIT has been performed. If A returns as 170 then it has, any other
value indicates that it has not.

S=================

PRE SCAN

You load your program, enter RUN and then . . . nothing. Finally your program
starts to execute. On a short program this wait is not noticable but on a long
one it can seem endless. Why the delay?
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Your 99/4A is going thru your program, line by line, and alloting memory space.
It is noting each variable used, each subprogram CALLed, the first DATA line,
DEF statements, DIM statements, etc.

Futhermore, it is making an unduplicated list. Suppose you use the variable A
123 times in your program. The first time your 99/4A notes it and makes memory
space. The other ONE HUNDRED AND TWENTY TWO TIMES it checks, notes that it
already knows about this variable and moves on. Even at the speed of the 4A,
this takes time.

XB has some tools to control pre scan. !€P- turns it off and '@P+ turns it

on. The following items must be in the range of the pre scan:

--At least one use of each variable.

--At least one use of each CALL statement. For example, if you use
CALL CLEAR five times, the first use must be within the pre scan.

--All DEF, SUE, SUBEND, DIM and OPTION BASE statements.

--The first DATA statment in the progran.

'@+ must be on a line by itself while !'@F- can be at the end of a
multi-statement line,

There is also a short cut -- pre scan does look at CALL statements but it
doesn’'t check validity. Therefore you can do something like this:

10 DATA 2,3,4
20 OPTION BASE 1 :: DINM A(17)
:: GOTO 30 :: CALL HCHAR ::
: CALL SPRITE :: CALL SAY -
t: R,S,T,U,V=W :: A$=B%
23 L@P~
30 ' Program continues
Note that the code after GOTOD 30 in line 20 will nevaer be executed so it does
not need to meet syntax requirements.

You should not activate pre scan until your program is fully debugged. If you
forget something, you will get a SYNTAX ERROR.

With a bit of work, you will cut the pre scan time down significantly!

Rambles Post Script:
An interesting enquiry asked if it was important to enter programs from
listings in the same order as the listing, and in particular, whether it slowed
things down if you enter the subroutines (using listing line numbers) after the
CALL, to test them out.

1f BASIC programs are written for maximum efficiency (pretty rare!) then in
theory you should enter your program lines in line number order. GOSUBS should
also always be forwards, never back. This will ensure maximum speed- but line
transfers are so swift, in most programs you are not likely to notice any
slight slowing down by departing from theory.

Editing program lines will also place them out of order... so if you do a lot
of editing, your program lines could be well out of order in memory! If this
concerns you, you can restore the program to strict line number order IF you
have a disk system, by using:

SAVE DSK1.TEMP,MERGE

NEW

MERGE DSK1.TEMP
and for a long program, this can take a long time to load in! BUT the computer
will restore order.

You can use this hint to experiment a little... does it make things any
faster? Notably so? Write and tell me!

Stephen Shaw
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WISHT APVeEn Eake

by Dave Wakely

Spadventure #2: The Case of the Walking Willow

By now most Spad ownars have probably taksn offF and faought the good Fight
in the skies,. For many, as soon as the packags was opened, you chasaed
the "observation planes™ and tried to shoot them down, or, {f you have
the HNark 2 wversion, taken on the Red Baron, with possibly disastrous
results. It {s after somas of this, howaver, that you may find. yoursslf
tiring of the “game” aspects of Spad XIII. R ’

Thera will probably- come a time when some combat techniques will Find
their way into this series, but it’'s raeal purpose is to explore ths
limits of the simulation, ta Find the undocumented and unknown, and in
general to increass your enjoyment of this program. Last time, wa took a
long initial Flight to see some of what thare is to sse from the air, and
to demonstrate some vary basic techniques. This time we are "going to
stick closer to home while learning other basic maneuvers. As You may
have figured out, this series is not meant to be read away - from the
computer., The best way ta use it is in conjunction with the program
itself. By booting up Spad XIII and keeping this pags next to the
keyboard, you will be able to Follow along as we take each Flight.

Those of you with the Mark 2 version will have an sasier time of this
since thers is a way to "pause” during a Flight. If you press tha *n*
key all action will stop and a menu of locations will appear at thes top
of the scresn. This is an added fFeature of Mark 2 which allows you to
travel to diffarent places instantly.. You can also use it whan the phona
rings or to stop ta catch up with the instructions here. When WYou pause
with this kay, howsver, don’'t play around with number keys 1-4 on the
manu, since thay no longer are “visw” kays, but will now move Wou to a
differant place on the map, which you don't want to do, becauss you
cannot retucrn to the same place you were when you pressed the key unlaas
Wou were at one of the designated spots. To resume the flight, press

~"S", thes menu will disappear, and the action will pick up where you 1left
off. :

Thanks to some help from Not-Polyoptics, I now have a copy aof Version 1
of Spad XIII. This has let me discover that some of the directions I
gave last month wers incorrect, as you probably already know.- I assume
that maost readers of this column have Varsion 1, but to get the most from
the seriss, and the program, you will want to upgrade to Mark 2. .For
example, I hope some of you aran't still up theare circling around  trying
to find the ™lines” on the ground I mentioned last tims. Thers ars no
perspective lines in Vacsion 1, but they definitely add an important
dimension to Mark 2. Also, the plane itself is “smaller”.in Mark 2. In
both versions the instrument viesw shows the wings of the plane on the

scrasn, In Version 1 the top wing is fairly large and near the top of
the scresn. By contrast, in Mark 2 the upper wing is smaller and lowsr
on the screen, giving more vieswing area. In genaral, Mark 2 is also
significantly faster than Uersion 1, especially when it comes to updating
the graphics. Version 1's scaenery, and aven the sound, tend to be
"Jerky”, but in Mark 2 things move mors "smoothly”, adding to the overall
affact. I also know moras about tha control differences I was only

Quessing at last time. In Uersion 1, when the appropriate ksy is prassed
ta move the stick, it recenters when you let up, but the plane remains
"banked” until wou level off by pressing the opposite key. In Mark 2 the
kay recentars whan you lat up, and the plane also recentsrs,
automatically. This makes mors intuitive, if not aerodynamic, sansa. If
tha stick has been returned to canter, the ailerons ara lavel, and the
plane should begin straigtening out. In the future, all Spadvanturas
will be run on both versions, and important differesnces will bs notad
hers. Heanwhile, on to this month's spadventurea.
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" treses.

Start up this flight by going through the pre-Flight check-out outlinad
in the last installment. Strangely enaugh, it’'s another beautiful day
out thare, and it's also a good time to explores and lsarn. On our last
takes-off 1 asked you to throttle up in increments by repeatedly pressing
the 8" kay until the top RPM setting was raached. But the kayboarcd
templates clearly raveals that by pressing "S9” the throttle will be
immediately put on Full, so why not usa that? First, it is probably not
good for tha engine, sspacially from a cold start. Thoss early Spring
mornings in France can causs condensation to form insids the sngins, and .
it will take some time for sngine heat to dissipate it. Second, it was
nacassary to show you the rslationship betwaen engina RPM and spesd.
This morning, howsver, the cresw has had your Spad out on the tarmac for

some tims, warming up, and if you want to go to full throttle, use the
9" kasy.

As usual, when spead => 100 MPH, pull back on the stick until the noss
rises (or the scenery "draops”). In Mark @ you will hear a besp which
sounds at take-off speed. Watch the altitude gaugs. This is a steep
climb, and the indicator may "jump” right to 100 Ffast. When it doss,
take off two clicks of RPH by pressing "7” twice. This is a slower
climb, and the alt. gaugs will show 150 fest, then 200. Whean it does,
drop two more clicks. You are now at 800 RPM, which you will recall puts

wou in lesvel flight This is one of the significant numbers you want to
remember. ;-

As you look around, you will ses the fisld recesding in the distance
bahind you. Something slss you may ocr may not seas is onse of thse Garman
observation planes. These planes tend to hang around in what the map
calls ths "Combat Area”. For tha most part, if you don't bather them,
they won’'t bother you, but there are some important esxceptions to this.
Recall that the manual notes that thasas planes have guns which can Ffire
in any direction. On their random circles, if an observation plana comas
fairly closa to you it will fire at you, and can dsstroy your aircraft,
which will considerably shorten this flight. This is a random occurance,
but one you should be aware of. To minimize this paossibility, we are
going to stay on our presaent heading until the home airfisld complatsly

disappears from sight. Look back with thae "%” key. Is tha Ffisld gone
yet?

Now 1look out the front with an unobstructed view ("U” key). What eslss
can you sas out thers? Basidass the horizon line, clouds (in Version 1
there is is a solid white line of "distant clouds®™ above the horizon
lina, in Mark 2 there is a line of dots which more closely resemble

clouds abaove the harizon), the sun, and your shadow, what elses is there?
Well, for one thing, those small dots on the ground in front of you are

In the Hicrosoft fFlight simulator, there are no trees, only gresan
patches. From this height you can seses them reasonably well, so watch
them slide by under yau, obsarving them off your lsft or right wing, and
then behind you. They will appear to arrive in squal intervals. Vary
tidy, theses French people, they aven have all thair trees linaed up.

As one tree gets fairly closs, another will pop into view. Pick out one
of the distant ones and then let's head down fFor a closer look. Usa left
or right aileron to gst one cantered.on the screen whils it is still some
distance away. Now put on fFull instrument view (”1” key) and uss
or four down clicks of power to reduce altituds.
to get the tree lined up in your crosshairs, then, watching your spead
and altitude (kesp that nose ‘up), land some good distance in fFront of a
tres, then press the "0" key to kill power, and you will roll to a stop.

thrse
Push the stick forward

Okay, so it didn’'t end up dead center, the tres is slightly to the left
or right of centar. No matter. Let’s get rolling again by putting on
some power. Uses the "8" key to step up five (5) clicks, to S00 RPH.
Your airspesd will still read "0"! Not snough torqua to mova the mass of
the plane, I gusss. Add one more click (600 RPM) and you will begin
rolling. Eventually, the air spssd indicator should tell you that you
are moving at a steady 30 MPH. Now to zero in on that tres. Use laft or

right ailearon to mova tha trees back to the center of the screan. Go
ahead, I'm waiting.



TIXMES

ine “"moves”, indicating a bank, but the scenery dossn't
Yo th:nzort::n tree will séau to tha left or right of center. Time to
movi'tha engina (*0") and think this one out. What could bes wrong? Let's
kL when you move the stick left, the right ailscons (yses, thare are
o, this a biplanes, remember?) go up, and the 1left ailerons go douwn,
tuoéucing a differential effsct on the wings, and the planas turns,
prosn‘t it? No, in this case it doesn't. It loocks at this point 1like
dg:tavar direction we are painting in when we land is the direction we
wra stuck with, and we ars nasver going to nose up to that tres =at this
;ata. Hmmm . Parhaps it is a matter of degres. What {f you press the
»Aa® or "F” key for hard left or right bank? | wouldn't do that if I wers
you. At 30 NMPH you can probably get away with it, although thas plane
still won't turn, but at higher speeds what happens is thas your left or
right wing will slam into the ground, producing the "crash" screan,

Still, you should bas close enough to the tree to gst a good loock at it as
it goés by. You should sse it grow in definition as it gets closer, then
off the left or right wing, and then behind you. What exactly is it, an
slm, an oak? Hard to tell wlth no leaves on it. HMaybe it's a telasphone
pola, and that's why they are all lined up liks that. They did have
talsphone pales in 1817, didn’'t theq?

All right, forget it. There are othsr trees. Take off again using the
usual procedura, again leveling off at 200 feet. This tiﬂgi_qat a trees
in the dead center of the crosshairs all the way down to the ground. It
may take savaral tries, but it can be dones. When you have it, kill power
again. Now when you powsr up you are going to roll right up to that
thing. Get back to 600 RPN and you will ba lazily rolling at 30 MPH. It
is going to take a while to gat to the tres at this rate, so give it onas
mora click to 700 and the spesd indicator will atop at S0 MPH. You don’t
want to move any faster than this while on the ground, bescause lika it or
not, you will take off! Even without pulling back on ths stick to
increasa the "angle of attack”, the spead of the air on the wings will
causs sufficient 1ift to take the Spad airborne. Perhaps you could fight
this tendency by pushing forwacd on tha stick, but why bothacr? So 700 RPH
= S0 MPH when on the ground. At this rate, the tree is going to whiz

past bafore you know it, sa back off & click to 600 and speed will
decrsase to about B85,

Now wait a minute here, doesn’'t 600 RPM = 30 MPH like earlier? In a word,
no. Once you are rolling there is much lass inertia to ovecrcoms.
Similarly, at 500 RPH, speed = 80; at 400 RPN, speed = about 60; and at
300 spmsd will Finally drop back tao 0O, but all of ths above is trues anly
if you are already rolling. Find a comfortabla rolling speesd as you
approach your dead canter tres and watch what happens. During this, put
on and take off the instrument view as needed. Since you landed pointing

straight at thes trse, and you can't possibly tucn, you should come right
up to it, yes? '

Uh, wait another minute here. The tree just moved! That thing hasn't got
roots, it's got legs! It's sliding offF to the laft or right again, and
we're going to miss it again. HMaybe those are Fake trees with German
spies bahind them who don’'t want to get run ovsr. I seem to recall
something 1like this in Hamlet X Very strangs. Perhaps this is due to
same inaccurate ground laval perspective mapping. Or something. Anyway,
there it goes, off to the side of the plane.

All right, on to the point of this flight. Take off one mors time. Same
procedure. Find a tres. Line it up. Land in Ffront. You need the
landing practice anyway. Now, as you start ralling and the tres starts
sliding away, look fFor the < and > rudder keys. Try one. Aha, movemant!
The tree is coming back to centar. It may try to get away, but we won't
lat it. wWith practice, you will be able to get the tree perfectly
cantered aon the crosshairs, but if you ars moving too Fast you may
overshoot it, so go slow. Now, get the tree dead center, a few feet in
Eront of the plane, and stop ("0”" key) to paonder. If you like, feal fras
to hop out of your Spad and stretch your legs a bit. Smoke 'em if you've

got ’'gm. It’s not good fFor your health, but in this war who knows how
long you’ll be around?

X MACKETH (€0.)
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It's kind of ironic, when you think about it, that one of the Ffirst
things ws learn about trees is that they are "lovaly” (as in, "l think
that I shall never see, A poem lovely as a tree”, etc.). That was
written by Joyce Kilmer, who, contrary to expsctations, was a soldiec who
died in the trenches of this same WWI. One thing's for sure, though,
this must not have besn the tree he was looking at. No spiss, no
telsphone wires, just four or five bare branches on a skinny trunk, but
it's definitely a tree. They didn't have defolients in 13917, did they?

MNaybe some of the deadly mustard gas they used in the war drifted

here
and did a number aon the leavas.

Well, time to get on with it. Climb back into the cockpit and power back
up to 600 RPM, which from a stop on the ground will yisld 30 MPH, and on
we go. But, oops, hold on there. The tree is dead ahead and we are
painting right at it and we are socn going to bs either ®eating bark or
leaving a pile of toothpicks behind us, and which is it going to be,

because here comes that tres. Scotty, beam me up, quick! Drat, I Fforgot
my communicator, too late...

Ah, well! Wasn't THAT strangs! Reminds me of an old episoda of the

Twilight Zone. Sao, what exactly happened? Hey, Ffly it and find out,
that’'s the paoint aof all this!

Although ths manual states (p.3) not to use the rudder without ailarons,
this in fact is the way to taxi on the ground, which is what wae havs haan
trying to do. With this techniqus, you can point the Spad anywhere yop
want to go. _ﬁou that we are up to a good rolling speed, let’s try to
turn arpund -to head back to the haome airfield. Use the left or right
rudder until the compass indicates straight South. Sea, a piece gf caks.
With this and the ground speed rules above, you should now be able to
Just about put the Spad on a dime anywhere in the simulator.

While still rolling, power back up to top throttle and take off, oncs
more lseveling off at 200 feat. You may be surprised at how far you now
ars from the home airfield, but keep 1looking Ffor it, and it  will
eventually pop up. You should be Jjust about lined up with the North end
of the runway when you spaot it. If you are slightly off, wse ailesron
and/or rudder to come straight in. When tha field goes 3-0, quickly take
off four clicks for your approach.

Uh, remember that landing technique from last time? Since you are caming
in at a much lowar altitude, you will have to modify it a bit. (This is
a heck of a time for me to tell you this, isn’t it?) This time, ksep your
crosshairs aon tha FAR end of the runway all the way or you will land
short, and keep powering down. This will produce a much "flatter”
approach, and when the altitude indicator says "0", pull up on the stick
s0 you don't nose in too hard. Now, if you still have your wits about
you and while you are still rolling, sse if you can taxi into the hangar.
If you stop moving, the program will reposition you on the runway, facing
North. That’'s still much bettecr than othsr alternative "landings”.

If you want further practice with this scenario, see if you can get close

enough to a tree to see some branches with an overhead view. That's REAL
close to a tree. Are all the trees in Spad the same? I don’'t know. Ga
lock. And, if you want to ba consistent when landing and still wuse the

steep descent we practiced last time, wait a while after the field goes
3-D and then head down with the crasshairs on the NEAR end of the runway,
beginning to pull up at 100 or SO fest and then landing.

Next time, 1'll have same interaessting and intriguing commants fram the
peaple who produced the Spad XIII. UWe stayed pretty low on this flight,
sa before our next you will probably want to get up there and air it out
a bit. I'll join you up there next time. Happy flying.
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MSX - TEXAS TI99/4A
ORIC - TATUNG EINSTEIN
ENTERPRISE - JUPITER ACE

IF YOUR MACHINE IS HERE
THEN YOU SHOULD BE WHERE?
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ASTON VILLA SPORTS AND LEISURE CENTRE
BIRMINGHAM

SATURDAY NOVEMBER 12TH 1988
10AM - 5PM

ENTRANCE: ADULTS £2:00 CHILDREN £1:50

EASY ACCESS FROM JUNCTION 6 OF THE M6,
PARKING FOR 1,000 CARS, WALKING DISTANCE
FROM ASTON RAIL STATION. CAFETERIA, ALL
DAY LICENSED BAR.

A GREAT DAY OUT FOR ALL THE FAMILY!!

HARDWARE - SOFTWARE - MAGAZINES - BOOKS
USER GROUPS - DISCS - ACCESSORIES
AND MUCH MORE FOR THE
TATUNG EINSTEIN - ENTERPRISE - ORIC -

TEXAS TI99/44A - MSX - JUPITER ACE
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