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Historical Information taKen
From Bill Gaskills TIMELINE

January 1988:

Myarc announces software development plans for the 964
beneve computer. Included are a GPL interpreter, MOOS
ul.1, the GEME graphical interface, a runtine version of

Pascal, Hduanced Basic and  cowputer ailded design
sof tuare.

Johm H. Carver of Bringhurst, Indiana announces  the
creation of &  Forth Clearing house for TI Forth
prograners.

brand RAM begins shipping in limited quantities, fiuve
wonths after its August 1987 announcenent.

GRAMulator prototupe nodel s completed by Mark Uan
Coppenole of Call Electronic s.

J. Peter Hoddie releases an enhanced wersion of Paul

Charlton’s Fast Terw terninal enulator and  asks that
contributions bBe sent to Charlton. The enhancenents
ihclude:

CATALOG Changes: The disk cataloging routing now handles
any drive number from -9,
FILE  COMMANDS Added:
activate file commands:
FCTH-Shift-K -- allows a file to be deleted.

FCTN-Shift-L -- protects a file.

FCTN-Shift-U -- unprotects a file.

FILE TRAWSFER Changest xmodem file transfer enhancements
to fix problems with GEnie and PC Pursuit downloads.

LOG Changest The Log File is now opened in APPEND mode
rather  than OUTPUT node so existing files are not
accidently destroyed.

MISCELLANEDOUS Changest DSRLMWE routine searches for deuices
starting at CRU address »1288 through »1FBE and then
searches »18BB and »11BB to allow for better performance
with certain ram disk configurations.

Tnuerse video has been disabled.

Three new Key cowbinations to

ELEMENTS OF BRSIC #3 ..viiiiiiii i, Page |
LEGENDS 1B FIH oo Page |
BURGLAR ALARM ov i Page 3
CUBIT REUIEM v Page U4

Parity bit is now set correctly when using the ASCII send
file.
Some screen nessages were modified to conserue memory.

Barry Boone releases Archiver IT u2. Y.

Azgard Softuare releases a bug fix for the Oonn Granros
authored Legends adventure game progran.

Mark Beck releases Creative Filing system u?.@,

Announcement of the FirstBase Data Base Manager by Warren
Agee appears in the Boston Computer Society newsletter.,

The Johnson Space Center Users Group develops the 59/UA
OATR BRSE , listing the published location of nukerous
articles and such in commercial publications, User Group
neusletters etc.

The January 1988 issue of the Long Island TI 99%r Users
broup, on page Y, touts the MBX TESTER from Texatents.
*ust off your old MBY Expansion System and get It ready
for @ new line of utility software. Texaments is proud to
announce its BY Testery a program specifically designed to
test all the functions of your MBY system. Rlso coming are
drivers to allow software to be written for the MBY
system. That's right. You will be able to use the power of
your MBY system a5 gou should have ysars ago. You may look
forward to some  pretty original software  in the near
future, and If gou have any ideas please pass them along.”
Neither the MBX TESTER nor any of the promised softuare
would euer appear.

15 sysop of the TI Forum on CompuSerue, Scott
Darling is sysop of the TI Roundtable on GEnie, Blaine
Crandall is sysop of the TI SIG on The Source, Walt Howe
is sysop of the TI 5IG on Delphi.

Jim  Horn

John  Jobnson  releases Menu w7.1 for the Horlzon Ram Disk
ouner.
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By UAVE HOWELL
LOURTES? OF THE ERiE 99’ ER: PHRT 3

NUMERIC DRTA

Most computers use the floating deciwal point as the
method of representing numeric data. Any nowber of digits
can be placed on either side of the decimal point. Euen
with numbers having no decimal position, a decimal point
15 always assumed following the number’s last digit.

Floating point numbers are displayed with 18 digits of
accuracy.,  For exanple, the following entry of a 18 digit
nunber would generate a 1B digit display:

FRINT ,SEEEEERERE
. SEERERERRE

If an 11 digit floating point number was entered, the last
digit would not be displaved and the number would be
rounded as follows:

FRINT ,SEEEEEREREE
. SEBBERERRT

Commas may rnot be included with rnumeric data.  For
exanple, 1B978@ would be a walid entry, while 163,780
would be treated by the computer as tuo separate entries -
189 and 7E8.

Floating point numbers include signed integers as well as
nunbers with decinal points. Examples:

- 783 C 7HAE B +.ABAERE1 B7.98>

Negative floating point numbers must be preceded by a
minus sign (=), Positive floating point numbers can be
preceded by a plus sign (4] but & number is assuned
positive if it doesn't have a sign.

TI BASIC wuses scientific notation to express integers

containing 11 or more digits. The following are examples
of floating point  rumbers expressed in scientific
notation:

FRINT 12345675381
1.23457E+18

FRINT -57SRAARAARAA
-5, 15E+]1
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FRINT ,PRPRAREEREERER
E.EBEETE-AT

In the first and last examples, the number is truncated at
the Bth non-zero digit., Any additional digits are rounded
off.

Nunbers cannot be displayed with an exponent greater that
99,  MNumbers that have exponents greater than 93 are
displayed with two asterisks in place of the exponent.
Exanple:

2. 47BEGE+##

Nunbers that require an exponent that s less than -99 are
automatically converted to zero.,  Further the conmputer
cannot  manipulate rnumbers  that hauve an exponent greater

than 127, As a result, the following warning will be
displayed:

¥ |IRRNING

NUMEER TOO BIG

OH

EGEMDS,

Any large project such as Legends is bound to have sone
errors. In fact, it s axiomatic that virtually no program
is conpletely bug free. This file is not an apology, 1t is
a recognition of this fact. The plain truth is that we
spent & months debugging the program, and compared with
what we started with Legends 1.8 is virtually bug free,
The kegword here is "uwirtually”. There are a few bugs, and
this article will explain how they can be fixed.

Before wuou make these changes, it s worth noting that
Asgard intends to announce details regarding Uersion 1.1
of Legends, and how to obtain 1t. You may want to save
yourself a lot of trouble as not only does the new version
incorporate  all  these changes, it also has dozens of neuw
features, new spells and other things Cwouldn®™ want fo
give 1t away yet, would we?l), We haven't see a price uet,
but it will be reasonable.
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All of the bugs are located in programs on the OUNGEONS
disk. The 2 major programs on  this disk are called
LGONAMON  and  LGON/THT. Only  those owners with  sone
experience in Extended BASIC progranming should attenpt
these corrections. Before making these changes it is
recomiended  that If you haven't already, nake a backup
copy of the DUNGEONS disk. Place this bacKup in drive one
and select Extended BASIC from the wain menu, You should
soon see the Extended BRASIC prompt.

First, tuype OLD DSK1.LGOW/THT and press ENTER. This
program, 1f you haven’t gquessed, 1s the text dungean
section of Legends. Only 2 lines have to be changed in
this file. First, bring up line (478 - it should look like
this:

147@ CALL OPCZ22,™AN ICON.™,"
READ ITe Y OR W*J+: CALL U :
¢ ON W GOTO 1475, 1985

The error 15 on the 2nd screen line of the program line.
The program 15 calling the function U, There Is no
function V, but there is a wariable U. The line should be
changed tot

1474 CALL OPC22,™AN ICON.™,”
READ ITe Y OR N*J:+ CALL KCU
Joo ON U GOTO 1475, 1385

As you can see, we changed CALL U to CALL KCUD,

The next change 15 only one line down, the line is

currently:

475 CALL CC1D...

It should be changed to:
1475 CALL CC1RBD...

Mow, sawve this  program to disk by typing SAVE
DSK1.LGON/THT and ENTER. Next load in the program LGONSMON
- the monster dungeon. There are a number of errors in
this section. The first s an addition that should be nade
to line 31. Currently, the line reads:

il N,A,HF,F,\,0,00,=0 5 HS
y18,C8,2L%

Sinply add the variable M{ to the first string of variable

assignments. In other words, the line should look like
this:

3]- NsHsHF,P,U,D,DL,NH=E HH

HE, I4,CHL4

After making that change, bring up line 1589, The line

currently reads:
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1589 IF D=11...
Change it tod
1589 IF MH=11...

The next change is in line 1935, It now reads:

1935 IF B<3@ THEN...

Change 1t to read:
1335 IF B<YA THEN...

The final change 15 in line 2788, This is a very long
ling, but the change is very small. The line reads:

27A8 RERD ®A,&H,&C, 60, Bk, &,
@5, 8T, el &R, €0, 8, eF A, B, MA,
2% i+ CHLL LINKC*M*,"DSKL1.W"
L3TR$COD)

Change it tod

2788 READ @A,eH,eC, 0, ek, &R,
@5, 8T, el &R, €0, 8, eF A, B, MA,
2% i+ CHLL LINKC*M*,"DSKL1.W"
LITRECMHDD

These corrections will fix bugs in
gaving screens, and mouing around

That's basically it.
reading the lcons,
within dungeans.

If you don’ want to or can't make these changes DON'T
send the dungeon disK back just yet. Hs I said above, ue
will be announcing a new version of Legends in a matter of
a few weeks, which will not only incorporate all these
changes, but will also have a lot of new features which,
if you like the game, you'll love. They not only make the
gane easier to play, they also make 1t a wuch better gane,
and wore "realistic®.

This file was put up as a seruvice to Asgard Softuare
customers.

Thank you.

Chris Bobbitt
Feb 1, 1588
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TEX wILL s7op THER cRoaks!”

L-ﬂ."

The program listed allows you to use your spare TI CONSOLE
a5 a burglar alarm with very little inuvestmnent except for
a bit of tine.

The actual program is very sinple and can be modified to
sult your own particular needs. This particular version
has a lot of statements that allow uou to see what is
going on in the program while running a demonstration,
however they can be removed quite easily with no effect on
the operation of the program. Just a few cautions though.
Understand the program  first before making any drastic
changes. The other precaution 15 not o use your
perimeter loop on  the same joysticK "direction” as the
entry Keyswitch. Ceg, if you use the UP position for the
keyswitch do not use this direction for the perineter loop
even if it Is opposite jousticks)

The program 15 set to use the UP position of joustick 2
for  the entry Keyswitch and the DOWN position of joustick
I for the perineter loop. It is also possible to use the
other Jjoystick directions Cwith appropriate program mods)
to have nore than one loop. Remenber, this program will
run as a standalone routine but is Intended to be modified
or totally rewritten by yourself to suit gour particular
Job.  The intention of this program was to be as simple as
possible and not require any peripherals or modules. Most
of us have a second console so here is & good use for it
other than a paper weight,

To set up the alarm you will need the following:
. TI console

2. Mormally open magnetic or pushbutton switches for each
door on the perimeter loop. (Radio Shack  #43-U455 or
#49-437) with changes to the program (using the fire
buttons and other positions) you may add other protection
loops but you must insure that you have one switch per
loop when using the normally closed switches., You may use
as many switches of the normally open version on the loop
a5 you wish.

3. Entry Keyswitch (Radio Shack #43-515) or & hidden SPST
toggle switch,

Y, An  audic  amplifier and speaker(s) C(your stereo
amplifier will work just fine but the alarm will only be
sounded 1h the house)

5. A cable to hook the audio out port from the console to
the amp., C(If wuou have a monitor cable these will work
fine, Some are available for the TI from Super Ualu Stores
for $1@.95)
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B. Joystick connector (Radio Shack #276-1538)

b{ﬁ 7. Hook-up wire

To run a sinple demonstration of the program you will need
two Joysticks and your tu or monitor. First, you may want
to set the delay variables in lines 158 and 16B. Line 150
i the exit delay variable. This allows you tine to leaue
the house after you turn on the Keyswitch, If you wount
the Keyswitch outdoors, then set this variable to 1. The
yariable in line 1BA sets the entry delay. This one
allows you time to enter your home and disarm the system
with the kKeyswitch before the alarm sounds. Remenber to
et this one on the fast side because it also delays in
the event of a break-in.

When you type RUM, the words ™PLERSE REMOVE ALPHA LOCK™
and "PRESS  'C* 7O CONTIMWUE™ appear. Follow the
instructions and next comes "PERIMETER CHECK CY/NDYP™. If
you press YY" the program jumps to line BB and checks
Joystick | for any openings in the protection loop. If an
opening 15 found Csuch as J1 in the center position) the
program  sounds & warning and  tells you too check and
remedy the situation. Oo this by wouing J1 to the down
position and holding it there. MNow push the "R* Key and
the program goes back to line 318 and sounds the OK
chine.

THE WORD ™UNARMED" appears and tells you that the system
15 now ready for input from the Keyswitch. lWhen you furn
the kKeyswitch on Chy holding J2 in the UP position and JI
in the DOWN position) the program goes to the exit delay
loop.  This loop allows wuou to leave your howe without
triggering the system. Once this times out the progran
begins looping and checking each of the joysticks for a
change in state.

If J1 suddenly becomes open the program moues to the entry
delay loop. This delay allows you to enter your howe and
disarn the system with the Keyswitch without setting it
off. If the timer times out (eg.break-in) the program now
sounds  the alarm.  You can simulate this by letting J1
return to the center position. Euen [f you were to close
the door now it is too late, the timer is running down and
the only way to stop it is too disarm the systenm.

Any number of changes and additions can be made to the
program  limited  only by your iwagination and  your
requirements,  The intention of this routing was to give
you an  idea of what is possible and also to be as simple
as possible. There are also heat detectors available that
work on the normally open and normally closed switch
principals so a fire alarm can also be added.
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p— KEY
t‘“ SUITCH

5 7 % % PERIMETER
| | LOOF

1AA REM BURGLAR ALARM PROGR
AM

118 REM FOR THE TI HOME COM
FUTER

128 REM R PUBLIC DOMAIN PRO
GRAM

138 REM WRITTEN BY R.H,LUMSO
EN-WINNIPEG,MANITOEA, CANAOA
4@ REM 85/11 HUG-TIBES

158 ENOEL=1RAA

IEA EXOEL=1AAA

178 3KIPD=1

188 CALL CLERR

198 PRINT "FLERSE REMOUE ALP
HA LOCK”

288 PRINT

218 PRINT

2e@ PRINT "PRESS 'C°
NTINUE"

238 CALL KEV(3,M,N)

24@ IF N=A THEN 234

258 IF M<3B7 THEN 238

26@ CALL CLEAR

278 PRINT "PERIMETER CHECKCY
/N

288 CALL KEV(3,L,T)

238 IF T=A THEN 284

388 IF L=89 THEN 73@

318 IF L<»78 THEN 28R

326 CALL SOUNDC1668,448,8,33
A,5)

338 CALL CLEAR

348 PRINT "LNRRMED"

358 CALL JOVSTCE, k00

368 IF V<4 THEN 35A

378 IF SKIPD>1 THEN Yn@

388 GOSUE BEA

338 SKIPD=5KIFD+]

4aa CALL JOYSTC1,A,BD

418 IF B=-4 THEN 35@

0 C0

42@ CALL CLEAR

43@ PRINT “RLARM TRIPPED"
Y4B PRINT

YSA PRINT “ENTRY DELAY INITI
HTED"

UEA FOR EMTROEL=1 TO EMDEL
478 NEXT ENTROEL

4a@ CALL JOYSTCZ,H,Y)

43@ IF Y=A THEN 338

5A@ FOR LOOP=1TO &

518 FOR SIREN=TRA TO 38A STE
P 18

52@ CALL 50UNOC-33,5IREN, B
53@ NEXT SIREN

S4A FOR SIREN=38A TO 78A STE
P -12

S5A CALL 50UNDC-33,5IREN, B
SEA NEXT SIREN

578 NEXT LOOP

52@ CALL CLEAR

EAB PRINT

B1B PRINT

2@ PRINT "HLARM TRIPPED"
3@ PRINT

EYA PRINT “PLERSE RESET”

B5A END

BEA CHLL CLEAR

E78 PRINT “EXIT OELRY INITIH
TED”

2@ FOR OELRY=1 TO EXDEL

3@ NEXT OELAY

7A@ CALL CLEAR

718 PRINT "RRMED"

728 RETURN

738 CHLL CLEAR

4@ CALL JOYSTCL,A,B)

758 IF B=-4 THEN 328

76A CHLL S0UNDC1ARA,-2,R)
778 PRINT "BREAK IN PERIMETE
R CIRCUIT"

788 PRINT

738 PRINT "PLERSE CHECK™

8RB PRINT

818 PRINT "PRESS 'R’ TO RECH
ECK FERIMETER"

2@ CHLL KEYC3,K,5)

838 IF 5=A THEN B2A

B4A IF k=82 THEN 738

B5A IF K<»82 THEN B2@
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Just as the International 93/4 Users-Group had predicted,
third-party uendors are  now  beginning to  produce
high-quality software for the 33/4 Home Computer. lle here
at the Users-Group have Just recently finished reviewing a
copy of & new gawe  fron HPTLDS Software. The gane is
called Cubit, and the game's action is based on a
well-Knoun arcade game inualuing jumping from the top of
ong cube to another while remaining in the field of play.
Cubit is the result of the corroboration of Jack Carrel
and Bill Gronos, names which you will recognize as
experienced Assembly Language programmers due to their
work here at the International Users-Group. The gane is
written in Assenbly Language and as a result there is lots
of action and surprises.

EEULEu

Eharlea
LaFara

Where most video and computer games require the plager to
move with as wuch speed and dexterity as possible, this
gane offers an alternative. When playing Cubit, wany tines
it is wiser to sit where you are and wait for the proper
time for your next move. e will let you decide for
yourself. The graphics in Cubit are excellent but as you
have seen in the past, graphics do not always make the
game. Cubit offers to its owners not only action but also
pure entertainment,

The wain character in the game is called Bit, and gane
play irnwolues Bit jumping from one cube to another while
changing the color of the tops of all of the cubes to a
certain color, depending upon the screen level In which
you are playing. This is not always as easy as 11 may seem
because while you are ftrying to accowplish this task,
strange and bizarre characters will try to inpede or halt
your progress. The main enemy, Bit-Buster, s a viclous
sort, and if you should  Jump  the wrong way, you will
become a victim of the fiery pit, located at the puramid’s
base.

The amount of activity on the screen s representative of
the quality of a game that can be developed when Assenbly
Language is used. There are wultiple screens prouvl ed
which progressively increase in speed and cowplexity, For
the nore experienced player an option will allow you to
skip earlier levels and receive bonus points for accepting
the challenge of the advanced screens. Cubit also allows
for  tuo-plager contests liKe many arcade gawes where
players are allowed to alternate turns to achieve the
highest possible point total. One feature unique to Cubit
i that several of the program controls have been mouved to
the joystick for your conuenience, such as game resetting
and level selection.

e are wery pleased with the effort and forethought that
has been put into this action-packed game and look forward
to additional releases from Artios,
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Information
Yesterdays News 1= a labor TI-99/UA SOFTHARRE
of lowve offered as a source FageFrao 939
of pleasure L 1ntormation FageFro Composer
for users of the TI-994R L FageFro FH
Myarc 9BHHE computers. FageFPro Headl ine Maker
FageFrao LGofer
TI-99/4A HARDOWARE TLI HAHrtist Flus
Black & Siluer computer GIFMania
Modified FEB
WHT SCSI card with SCSIz2s0O PC HRAROWARRE
Myarc O500 FDC Compag Hrmada 78R MNotebook

Myarc 512K Memory Card
Horizon 1.5 meg Eamdisk
TI R5222 card

Corcaomp Triple Tech Card
1 2EAK 5.25 floppy driue

Compag Hrmadastation
Samsurng Syrncmaster P l1Emp

EE SOF THARE

ead.lead.lead Windows Y928=se

1 2EAK 2 .58 floppy driue FileCap

1 728K 5.25 floppy driue prrncpbns

1 V28K 2.58 floppy driue Irrfanuisuw

2@k Gram KrackKer Hdobe Distiller

Samsurng Syrncmaster P l1Emp Hdobe Horobat

Yesterdays News 1s composed entirely using a TI—-939-4H
computer system. I+t consists of 11 PageFPro pages which are
"Printed” wia R5222 +to FPC to be published as a POF file.

Yesterdoays Meons
Ao SparkKdrummer
= —=Htar iHge forum
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