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Myarc  founder Lou Phillips 1z said to be severely
curtailing his TI-99/4R support activities due to & new
Job and family detands.

Jobm Birdwell, author of Disk Utilities and contributing
progranmer  to Myarc’s OMS disk mwanager, and project
progranmer  for Muyarc's Tape Streawer software for HFOC
backups, is reported to be terminally i1l with cancer of
the liver. He dies on December 27th at age 4l.

Noted TI-93 author and writer Cheryl Regena Whitelaw
celebrates her 1Bth anniversary as a TI-99 owner and
user.

MICROpendium reports that Asgard's new YAPP (Yet Another
Paint Program) drawing program  authored by Rlexander
Hulpke does not work properly with the Muyarc Mouse, but
dogs work correctly with the Asgard mouse. N
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Danry  Michael  has
inproved his graphics screen
dunp to include rotate and

double  sizel It Is In;
assembly, wvery fast, and
runs out of XBasic, E/H

module or Mini Memory,  He
has also written an assenbly
Neatlist program which lists

an  KBasic  program to &
printer in  =ingle  line
statements, indented,

expanded, etc., very useful
for debugging, setting up
pre-scan, etc.

These are fresuware, pay
if you want and whatever uou
want. dust  send  an
initialized disk for either
one, or tuo disks C(or 5500
or  flippyd for both, ina
returnable  mailer  with
ENOUGH RETURN POSTAGE, to

Danny Michael,

Rt 9 Box 468

Florence, AL 3563A.

John Hamilton of  the
Central Towa Users  Group
will send you his 22-page
bok let of "33 Tips® for the
TI-93/4A, for just $U4.@8.
The address is

John Hanilton,

Y228 E. Clinton, OQes
Moines IF GA317.

I haue been
exper inent ing With

TI-llriter, and this issue of
the Tips is being printed in

Y columns, right justified
directly from the printer.
Here's hou -

Use TI-Writer, editor
mode, inany line length you
want, The first line should
be .EM 27;FI;A0 but don't

13

LUze

other  formatter
codes. Oon 't indent
paragraphs.  Use some other
character as a  femporary
substitute for any », &, &
or ¥ in the text. [Qon't
include any prograt
listings, uet.

Save the file  as
OSKL.TEXT.  Print an edit
COPY. Then  go into
fornatter  mode. Select
0SK1.TEXT to be printed, but
instead of your printer
spec, tupe OSK1.TEXTZ. Your
file  will now be In
28-column format and right
Justified, and indented.

If the ftext is to
include any prograt
listings, run them through
my 28-Column converter (see
Tips #18), using the Editor
option of that program.

bo back to TI-Uriter
editor and load DSK1.TEKTZ.
Merge  In the  progran
listings. Then PF to print
file, but Instead of 3

printer  spec, type L

DSKI TEXT3.  lhen it has
printed to disk, LF the
DSKI TEXTZ and you will find
that all control characters
are gone.

Now for & bit  of
editing. Delete the 3 blank
lires at the beginning, and
the B blank lines that have
appeared after every BHth
line. Center the title by
erasing with the space bar
and retyping - do NOT use
FCTN 2! Rlso replace any
temporary  characters with
the «, &, & or ¥,

any
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You will print 4
calumns  of BB lines per
page, so the total lines in
your file must be a nultiple
of 244, Hdd enough blank
lines to the end of the file
to reach that count.

Save that file back +to
disk as O5K1.TERT3. Now go
into KBasic, kKey in this
progran and RUNI

1A DPEN #1:"05k 1, TERTS", INP
UT :: OPEN #2:"PIO0", UARTRELE
255+ PRINT #E=EHR$E15);EH
REC2T);CHRECETD:: OIM BC24A
)

118 FOR A=1 7O 2 ++ FOR B=1
TO 24R =2 LINPUT #1:B$CED::
NEKT B

128 FOR C=1 TO BA :: PRINT #
2:THBCIAD;BECCY 5 TRBCY LD BSCC
@) TRBCT2 s B$CC+128); THBC]
A3);B$CCHIEAD:: NEKT C &+ PR
INT #2:CHR$CZ27)5CHRECT7] 5 CHR
$(B):: NEAT R :: CLOSE #1 ::
CLOSE #2 :+ END

The A
2-page

loop 15 for a
printout  of  UBH
lines, of course.

You can  modify this
routing to print in2or 3
columns, adjust the margins,
change  the tupe font or
size, rewrite for your oun
printer, etc. And  the
column width can be angthing
you want, Just change that
RM 2T In the first line of
the text Cdon't forget that
the left margin is set at @,
not 17,

If you want a 2-column
page, you can dunp the file
back to disk  instead, and
then print it out  of
TI-llriter editor. Use this
routing, modified as  you
wish.

18 10pens a file TEXT3 of 2
Y4 lines 35 char long and co
nuerts it into a file which
can be printed out of TI-wri
ter Editor as @ pages in 2 ¢

olunns
118 OPEN #1:"0SK1.TEXT3",INP

UT &+ OPEM #2:"0SK1.TEXTYH",0
UTPUT :++ DIM B$(12R)

128 FOR A=1 T0 2 ¢ FOR B=1
TO 128 ++ LINPUT #1:B$CED::
NEXT B

138 FOR C=1 T0O BA :: PRINT #

2" "LBSCCILRPTSC™ ™, 38-
LENCBSCCIDIRBECCHEAD: + NEKT
C:t FOR O=1 TO B &+ PRINT #
2" " orn NEKT O ¢t NEKT R e
CLOSE #1 :: CLOSE #2

It is best to runa
program to set  up your

printer, and leave it turned
on, before printing  that
file out of the Editor, It
is not at all easy to  imbed
control characters in the
file, because they affect
the line in all columns and
also shift the lines out of
allgnnent.

I understand that there
a couple of Kids who wait
every month for their dad to
key them in a bit of
nonsense  from the Tigercub,
50 -

B TKEYZAP - by Jim Peterso

18 DISPLAY ATCE, 11DERASE AL
P"KEVERAP* ++ DISPLAY ATCIZ,
1" Zap the Zprite by typ
ing the Key in the correspon
dingposition on the Keuboard

128 DISPLAY ATC(2Y4, 1R):"Press
any key" ++ CALL KEVCB,K,5)
¢+ IF 5=R THEN 128

138 RANDOMIZE

148 CALL CHARCY?,"817ERSE133

e 0 —

HS423C")

158 CALL CLEAR =& T=@ :+ CAL
L FLASHCT)

168 CHLL KEMC3,K,5T2:: IF 3T
=i THEN 13A

178 C=C+] :: IF C=181 THEN 1

98 ELSE CALL KEYBORROCK,T)
188 CALL MOTIONCH1,25%RND-25
*RND, 25%RNO-25%RNDD ¢ CALL C
OINCC#1,#2,16,R):: IF A=A TH
EN 16@ ELSE CALL FLRSHCTD::
GOTO 16A

138 CALL DELSPRITECALLI:: OI
SPLAY ATC12,30:"GAME OVER" :
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¢ DISPLAY ATC1Y,90:"SCORE™,T
v+ OISPLAY ATCI16,30:"PLAY A

BATNF*

2A@ CALL KEY(3,K,50:: IF 5¢1
THEN =288

218 IF K=83 THEN C=@ :: GOTO
154 ELSE END

22@ SUB KEYBORRDCK,T)

238 IF FLAG=1 THEN 25@ :: FL

AG=1Jin Peterson

24A KEY$="1234567898=0WERTY

I0P/RSOFGHIKL s " ECHREC1ZIL™ EX

CUBNM, "

20A TF (K=U704(K=E104(K=130T

HEW SUBEXIT ELSE ®=POSCKEY$,

CHRECK D, 10e s Y=ABSCKA110-(K>

221-CH»3304] 1 RB=V¥E :: C=(

CHECY 1D -10%110%3)

Z6@ CALL SPRITEC#2,42,1E,F=8

=7,C¥8-11:: CALL COINCC#1,#2
y16,M0 ¢ IF W=@ THEN SUBEXIT

278 CALL FLASHCTJ:: SUBEND

28@ SUB FLASHCTI:: FOR W=1 T

0 1@ :+ CALL SCREENCIE):: CA

LL SCREENCEI:: NEXT W &+ CAL

L SPRITEC#1,47,2,1,10:: T=T#
I +: OISPLAY ATCL,280:T 2 S

LBEND

And here’s another -

8@ | QUICK & DIRTY DOODLER
by Jin Peterson
Use Jjoystick #1. Press fire
button to change color or
pattern, Enter to clear the
SCreen.
118 ORTH FFFFFFFFFFFFFFFF,FF
,B1B1A1AIAIAIALAL, AERABARRAE
HABAFF , BHERRABACHEARAE, B 1AZH
YAB 1620408, BE4AZH | BRERYAAT,
FFBI1B1B1318181FF
128 CALL CLEAR :: FOR J=1 TO
8 it READ CH$CJDt: NEKT J
13@ FOR CH=32 TO 136 STEP B8
1t FOR CN=CH TO CHET ¢ K=Kt
I+t CALL CHRARCCM,CHECKI e
NEKT CN t¢ H=B i NEKT CH ::
CALL CHARC32,"@")
4@ CALL SCREENCIB):: FOR 5=
2 T0 14 ¢ CALL COLORCS,541,
[Jit NEKT 5§ ¢ R=12 it (=16
it [H=33
15@ CALL HCHARCR,C,CHY:: CAL
L FRSTJOYCC,E, B0+ IF O=18 T
HEN CH=CH#1+(CH=143)%11A
16A CALL KEYCR,K,SD:: IF k=1
3 THEW CALL CLEAR :: GOTO 15

A ELSE 158

178 5UB FRSTJOYCE,R,00:+ CAL
L JOVSTCL,H, Y0+ CALL KEVCI,
(1,505 W=3ONCKD e Y=-5GENCYD:
¢ C=CHid([=32)-(C=1):: R=R4Y
+(R=g)-(R=1):: SUBEND

And a pretty one -

188 CALL CLEAR :: CALL SCREE
N(2)e: FOR 5=2 70 8 ¢+ CALL
COLORCS, 15, 10 NEKT § &t [I
SPLAY ATC12,7)+"KALEIDOSOUAR
ES" | by Jim Peterson
118 FOR CH=4@ TO 136 STEP B
it FOR L=1 TO Y :: RANDOMIZE
1t M$=SEGHC" AR 1B2Y3ICYESARRT
ES193ASBOCI0BETFF" , INT C IE*REN
Ot11#2-1,2)
120 BY=BHLME :: CE=NLlH o
NEXT L ¢t CALL CHARCCH,B$&CH
Jit B, CH=NULS :t NEXT CH
138 FOR 5=2 TO 14 &+ K=INTC(I
C¥RND+2)
4@ Y=INTC1G#RND420 e IF (V=
K1+(Y=BITHEN 148
15A CALL COLDRCS,H,YD+s NEXT
S
168 AR,R,AUR,UR=1 &+ AC,C,AH
C,HC=U &+ TT=2U4 :: XK,KT=13
178 FOR L=1 70 12 & T=TT ::
HT=KK i1 R=AR :: UR=AUR ::
C=AC t: HC=AHC
188 FOR J=1 TO KT &+ K=INTC(I
J¥ENO+2 %8424 1+ CALL HCHARC
RyHC,H,TDs+ CHLL HCHARCZS-R,
HC,®, T2t CALL UCHARCUR,C,H,
T)
138 CALL UCHARCUR,31-C,H, T
P T=T-2 i1 HC=HC#1 ¢ UR=UR+
1
2@ NEXT J :: AR=AR+] :: AUR
=AUR+1 tt AC=AC+! & AHC=AHC
12 TT=TT-2 &t KH=HN-1 1t
NEKT L
218 IF INTC2%RND)<>@ THEN 23
A
22 FOR S=INTC12RND+227T0 14
vt CALL COLORCS, 1,108t NEKWT
S
238 FOR J=1 TO INT(2@%END41)
bt S=INTC13%RND+2):t K=INTC(!
C¥RNOH2) s Y=INTCIS#RND42) e
CALL COLORCS,X,V):: WEXT J
24d CALL SCREEMCINTCI1SxRND+2
J70: ON INTCS*ENDH1DGOTO 136
, 168,226,238, 248

The challenge in Tips
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#16 was - how can you store
a hundred or more values of
any  size, positive  or
negative, integer ar
non- integer, BUEN in
exponential notation,
without  diwensioning  an
array or opening a file, and
then link to another progran
with a RUN statement and
recover  those walues - not
by reading them from the
screen? I had  just one
replyl Was it too easy, too
hard, or doesn't anyone
care? Angway -

2A591 SUB CHRARSAUEZCCH,NI::
NE=STRECNI: ¢ N$=RPT$C*@", IG6-
LENCNE) JENS
2A592 IF POSCNS,™.",13=A THE
N 26533 :: N$=SEGSCNS, 1,POSC
Ng, " 1= 100 A"ASEGS (NS, POS
(N$, ™"y 1041, LENCNS DD
2A593 IF POSCNS,*+",10=A THE
N 26534 :: N$=SEGSCNS, 1,POSC
NE, "+, 10-104"B*LSEGS (NS, POS
CNE, "+, 1041, LENCNS DD
ZA594 IF N<B THEN N$=SEG$CN$
y L, POSCNE, =", 10-10L"F"LEEGS
(N$,POSCNE, =", 1041, LENCNED]
2A595 CALL CHARCCH,NW$3:: SUB
END

And to
yalues -

2A536 SUB REROCHRARCCH,ND:++ C
HLL CHARFATCCH,CHS)

2A537 IF POSCCHS,"R", 1)=A TH
EN 2B538 :: CH$=3EGS(CHY,1,P
03CCHE, "R, 1-108"  "L3EG$(CH
§,POSCCHY, "A", 1041, LENCCHE))
2A538 IF POSCCHS,"B", 1)=A TH
EN 2B533 :: CH$=3EG$(CHY,1,P
05CCHE,"B", 1= 10" +"L5EG$(CH
§,POSCCHY,"B", 1041, LENCCHED)
2ho33 IF POSCCHS,"F", 1008 T
HEN CH$="-"LSEGS$C(CHE,POSCCHS
s "F"y 141, LENCCHED)

2AEAA N=URLCCHS):+ SUBEND

recover  the

Here's a Jewel of a
routing from Danny  Michael,
to avoid those lockups and
other foul-ups that ocour
when you CHLL INIT after gou
have already CALLed INIT -
CALL PEEKCE138,R):: IF R IT

A THEN CALL INIT

The best way to edit a
progran 15 to type  NUM and
the first line number, then
Enter will take you through
lire by line with no  danger
of accidentally deleting a
line. The edit functions
will still work, and FCTN 4
gets you out of the NUM
mode.

MEMORY FULL!
Jim Peterson N
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Judy Sanoian

The title "Zowbie Manbo” may conjure up a macabre image of

pale, hollou-eyed corpses shuffling in tiwe to a Latin
beat. But this gawe fulfills only half of its title's
promise. There s, to be sure, a coterie ofsonnanbular

spirits, but these zombies don't exactly boogie to a disco
beat, or euen a sedate tango. They plod along slowly, as
if they wight be sporting leg irons.

Those who are wise in the waus of cuber-tainment will
inmediately nod and say *Rh, typical sluggish BASIC game.”
It can indeed be difficult to find Basic games that are
fast, complex and challenging. In my opinion, Zombie Mambo
megts all three of these criteria. First, 1t Is a complex
game, offering nultiple screens and tuo separate
scenarios. It even has elements of an adventure game in
that you must progress through interconnecting chanbers of
g crypt, using clues to find your way out. Second, the
game 15 extrenely challenging on even its easiest level of

difficulty, (I challenge anyore to make It to the Drgpt
their first time through!) As for speed, Zonbie Mawbo's
one game_in which slow mwotion is appropriate for the

scenario.The slow, Jerky motion of Basic is perfectly
sulted to sinulate the dead zombie shuffle.

CantanKerous Cadavers

There are fwo separate games In Zombie Mambo, Part 1
begins in the graveyard, a garish pink and green garden
with & crypt reminiscent of the Taj Mahal in  the

background., Your assignment is to dig through the graves
in search of three golden Keys that will gain you access
to the sorcerers crupt. HAs you dig, uou will hear the
realistic crunch of the shouel Cand see a growing mound of
dirt) each time you hit the fire hutton.

The sound effects are, as a matter of fact, my favorite
feature in Zowbie Mambo. Muffled, echoing footsteps euoke
the feeling of the empty towb., R door clangs shut fo
signal your entrance into the crypt. Best of all is the
sound of the zombies themselues a strange cacophony of
ungarthly grunts, pig-like oinks, and, of course, the
constant, dragging footsteps. There is also a syncopated,
DEV0-esque  tune (the mambo?) which serues as & nice
counter point to the zombie grunts.
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Once you have dug eight scoops of dirt, either a Key,
weapon or zombie will appear. If it's a weapon or Key,
hang on to 1t. Most likely though, it will be a zombie,
The stumbling stiff  will  raise hinself from his
not-so-final resting place and begin stalking you. The
zonbie (and also your own character) can move either
quickly or slowly, depending on the level of difficulty
(1-3) you choose at the beginning of the game. This type
of adjustable difficulty level is generally a good option
to  provide; 1t ensures that the game will remain
challenging as you reach higher levels of proficiency. In
the case of Zombie Mambo, however, I'm not sure 11 1S
really necessary. Part 1 was too difficult for us, even on
level 3 (the easiest level), lle played 1t all afternoon
and never made 1t to the crypt. In fact, I was so
frustrated after losing nine rounds in a row that T wanted
a Zotible - the Kind with rum in 0t

Oead on Your Feet

Part of the problem way have been our limited mobility, It
5 Inpossible to move diagonally or turn about-face. To go
from facing rnorth to south, gou must first make a
quarter-turn,  (0f course the zowbies are similarly
hanpered.) Also, in Part 1, you are henmed in by the walls
of the graveyard. There Is, however, one point in your
favor: The zombies Kill one another on contact. So if gou
are cornered, you can sinply hover aboue the weandering
munmies Cthey usually move in horizontal paths) and wait
for one to "re-Kill" his brother. Rlso, the zowbies can
stalk only while you are active. . . but remenber they can
attack while you are digging. So don’t let down your guard
when you pick up the shouvell

There are only three Keys hidden in the cemetery, so your
grave/gold-digger may have to rifle through every plot
before finding thew, You will usually also find a weapon
which Kills only one tupe of monster. e tried this

"weapon®  twice and it never worked. Instead, we got the
message  "Your weapon s ineffective.” Euen though we are
uarned In the nanual that this might happen, It is

frustrating to lose the game euvery time your weapon falls.
It would have been less devastating to deduct a sum from
our cash pile when our gun missed. Hs it was, we decided
ganbling on the weapon wasn't worth the risk,

Let s Make a Oeal

Once you gather all  three Keys, uou can enter. . . the
crypt. This is the really engrossing part of the gane. To
start Part 2 you nust reload the tape. Be sure to read the
loading instructions or you wight, as I did, flip the
cassette before loading 1t. Part @ offers the game’s more
cerebral challenge. You nust find gour way out of the
labyrinthine fomb. 0On the way, you progress  through
several chambers (on separate screens), opening vaults to
reveal either wvaluable cash prizes (yeall) or stalking
monsters Chool. A different  type of monster resides in
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gach chawber. You can enter and exit these roons freely,
but if you re-enter a room with nonsters in ity gou will
he Killed instantly, You nust discover a conplex, secret
pattern in order to escape the towb. The documentation
recomiends waking a map to Keep track of money, weapons
and wonsters as you explore the chambers., I would take
this reconmendation as an order. And even with a nap,
soluing this maze will test your logic, patience and
yisual mewory to the fullest,

By Jim Peterson

bruesane Graphics

fonble Mambo's graphics may not be spectacular, but they
are unusual. The pale, grey zombies do look like dead
shadows of forwer selues. Unfortunately, the piles of
garth gou dig from the grave are the same shade of grey,
g0 the zombies and dirt piles tend to blend together, I°d
prefer some rich "earth tores” for the unearthed debris.
In Part 2, the tomb’s mnonsters are imaginative, If
somewhat odd., One resembles & pot-bellied woodstoue,
another & Hawalian tiki god. I thought the graphics were
Ok, but I have one suggestion., It would be helpful Cat
least for  those who have no adventure gaming experience)
to somehow distinguish the tomb’s chanbers from  one
another in the initial, easy levels of the gawe. fAs it is,
it 5 inpossible to differentiate betueen the rooms without
opening & wvault and you are inmediately Killed if you
re-enter a room with remaining monsters! I'm not saying it
can t be doney it's Just a bit too much of a challenge for
beginners.

Crypt-ic Documentation

- excuse the expression - strictly
"bare bones.®  Loading  and  running are  adequately
explained, as is how to maneuver your grave-digger, But
Part 2 of the ogawe baffled we, and the instructions
offered no clues. How, I wondered, do I distinguish one
room from another? Do I have to get all the money before I
can exit? For those who have never played an adventure
game, the mwodus operandi can be difficult to figure out,
For these nouices, a short explanation of how to find your
way through the tomb would cut down on sowme of the
frustrating trial and error. The game 15 certainly
challenging enough without concealing how it's done. The
instructions also failed to note that gour disk drive nust
be disconnected before the program will run. It seews
that many manuals fail to mention this important point.

The documentation Is

Despite these winor flaws, I reconmend Zombie  Manbo
highly, especially for those of you who are looking for a
game in BASIC. Even though Part 1 proved iwpossible for
any of us to master, Part 2 more than made up for the
disappointment, It 15 & really tough gawe which will
remaln & challenge, both physically (dodging zowbies) and
mentally Cnavigating the tombl, long after your first

foray into the crupt. There 15 a lot to Zonbie Mawbo -
multiple screens, nultiple levels of difficulty, and
Uoluwe & Mumber 12
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multiple goals. The game is also successful In conveying
its scenario, The clanging door of the tomb, echoing
footsteps, unearthly grunts, and pale, plodding figures
all euoke the home of the ungrateful undead. 5o if
Halloween has you hankering for some ghouling around,
check out Zombie Mambo. But be forewarned - the game is
Difficult. UWhatever you do, don't vow to play until you
' or  you  hay experience your own night of the
living dead and end up feeling a lot more zombie than
tamba. N

IHES

M ILALUPERD 1M
October 1851 - Uol. 8, No. 3

By Stan Krajewski

This 15 & program that had good intentions but didn't
quite turn out. Susten requirements are diskK drive, 32K,
Extended BRSIC and a joystick.

Y-lheelin® 15 a one player game where you are a monster
truck out to beat the computer-operated truck through a
mass of other vehicles. The object of the game is to get
to the finish line first so you can earn another truck and
go to the rnext level. Your lives, score, level and
distance are displayed on the right side of the screen.

The reason I gave two stars s that the level of
difficulty is high enough to make the gawe a bit of a
challenge. However, the sounds are annoying and sound as
if the console is malfunctioning. The graphics are better
than some but there are flaws as they jump around the
screen  instead of flowing smoothly. Hlso, when  the
computer truck is crashed into it remains partially on the
SCrEEn as a hew one 15 generated.

The game operates at a decent speed at restart and is easy
to continue with a press of the joystick button. This
comes  Ih handy as you will find yourself restarting quite
often and do not have to reach for the Keyboard.

The programming expertise is obuious but the program could
have benefitted from a longer stay on the drawing board.
This game is suitable for younger nembers of the household
for the price as is. The adults wmight want to take a go at
it., To order send $4 plus $1.58 SkH fo@ Baker Softuare.
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KH3E-HARE

CONSOLE TEST

The test begins with the UDP RAM test. ALl ram bits are
turned on and off and checked for both conditions. A
special address error test s used to make sure there
aren’t any addressing errors. lUhen the test begins the
screen will flash to blug then yellow then transparent. If
an error 15 found during this time the cowputer screen
will turn red and will print out the board layout number
of the RAM in question. The rams are numbered in sequence
from UIB2  thru UIB3.,  The ram nearest the edge of the
board 15 U182, and the ram furthest from the edge of the
board 15 U1B3.  If all is well the cowputer will print
*|JOF RAMS good”.

Next the computer checks the console GROMS by combining
the data In each GROM and getting a signature unigue fo
that GROM. If the signature is not correct the computer
will print out the chip number for the GROM. This will be
gither 2155, 2156, or 2157 GROM gives bad data. If ro
error 15 found  the computer will print "Console GROMS
good”.

Next is the scratch-pad RRAM test. Euery bit in the pad is
turned on and off and verified. If an error s found the
conputer will print either LSB or MSB scratchpad RAM giues
bad recall.

Next 15 the console ROM test. The computer combines all
the data in the console ROM to get a signature. If the
signature is not correct the computer prints either L5B or
MSE ROM gives bad data. If the signature is correct the
conputer prints "Console ROMS good”.

After these tests the computer begins the graphics and
sound  tests,  First the computer fills the screen with
ASCIT characters and then shows the same number of
characters in text mode.  The cowputer will hold this
screen for & few seconds. If you want to examing this
screen longer you can press the space bar and the conmputer
will hold this screen until you press the space bar again.

Mext comes the nulticolor test.  The nulticolor test
consists of B rows of alternating colors. These 8 rows
are repeated 8 tiwes until the screen is filled. The
first row iz medium red and transparent. The second row
i light red and black., The third row is medium green and
dark yellow. The fourth row 1s light green and light

yellow, The fifth row is dark green and dark blue. The
sixth row 15 light blug and magenta. The seuventh row is
dark red and gray. the eighth row is cyan and white. The

background color will change to all the possible colors
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during this test. VYou can hold any screen by pressing the
space bar during the screen uou want. Pressing the space
bar again will move the computer to the next fest.

Next 15 the bit map test. A light green diawond bordered
on  the top two sides by white and the bottom two sides by
blug will fill every screen position. A transparent dot
will also be wisible in the center of the diawond. The
screen  background color will switch to all the screen
colors, Pressing the space bar during this time will hold
the screen.,  Pressing the space bar again will cause the
conputer to moue to the rext test,
The next test is the sound test. The cowputer checks all
three  sound  and both noise channels at  descending
amplitudes. The graphics and sound tests require user
verification to deternine correctness.

The last test is a sprite test which checks both
colncidence and fifth sprite. A uvertically descending
white sprite will coincide with a stationary magenta
sprite and then will moue betueen four sprites colored
blug, red, green and yellow to become a fifth sprite. The
word  "ocoincidence®  will  be  displayed during  the
colncidence.,  The words "fifth sprite” will be displayed
when the white sprite is the fifth sprite. This sequence
will be completed tuo times. After this the computer will
go back to the beginning and start ouver with the test. The
test will continue to cycle unless an error is found in
GROM, FROM, or RAM. If an error s found the screen will
turn red and the error will be reported.

SPEECH TEST

The test begins by speaking 3 words from its resident
memory, The 3 words are "BLACK™, "FROM*, and "ZERD". The
words *THAT IS RIGHT® are then spoken by using the
external speech  function of the speech synthesizer. The
data in the tuo phrase ROMs is then checked. The words
are used to check the ability to generate recognizable
speech output., A problem with a word or part of & word
gererally  indicates a faulty suynthesizer chop. The
external speech  function is used to check the ability to
input external speech data and generate recognizable
speech. A problem with external speech generally
indicates a problem with the sunthesizer chip or the
conputer-synthesizer interface.

The entire speech synthesizer ROM memory is then checked
for correctness of data. If the data read from the ROM
memory 15 zero at all locations, then it is liKely that
the sunthesizer chip is faulty and unable to properly
address and read from the EOM memory chips and the words
"UNABLE TO READ™ will be displayed. The previous test of
the words should have resulted in no speech output for the
first 3 words. If the data is incorrect, but not zero,
then 1t is liKely that the ROM wemory chips are defectiuve
and the word "BAD® will be displayed. If the memory check
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i good then the word "GO0D* will be displayed.
MEMORY EXPANSION TEST

The mwemory expansion test is available only if you are
using a Mini Memory, It will be the third option
available on the wenu. The memory expansion test turns

every bit in the 32K memory expansion on and off and
checks for both conditions. It also checks for addressing
errors, Peterson

In most memory expansions there are tuo block of 8 16K bit
rans. One block 1s for memory addresses »20808 thru »3FFF
and »ABBE thru BFFF. The other block s for addresses
2CARA thru »FFFF.

There are two test options on the memory expansion test,
One continuously loops checkKing every bit in the wemory
expansion.,  While it loops a counter at the center of the
screen counts the cucles in hexadecimal. The other option
is the refresh test. lhen this option is chosen a prompt
will appear asking "HOW MAWY MINUTES?". Enter a four
digit decimal number from BBAT to 9999. Every bit in the
memory  will be turned on and the computer will then wait
the chosen number of winutes until it checks to see If any
bits have decayed to B. In nost cases entering BHAS
minutes will be sufficiant to test the mewory expansion.

If wyou have a memory expansion that you feel looses a bit
only on occasion, then you can put in enough tine to last
over night., At any time If an error occurs when the
memory 15 checked the screen will turn red, the address
the error was found at, and the expected and actual data
are displayed on the screen. Also the words "POSSIBLE BAD
RAM BIT - is displayed. The bad bit can be from bit @ o
bit 7. Keeping with the TI tradition bit B is the most
significant bit and bit 7 is the least significant bit,
Here the address at which it failed is important because
that determines which bank of rams s at fault.

THE PURPOSE OF THESE TESTS

If the computer passes these tests then the user can be
reasonably sure that his or her system is functioning
properly,  If any test fails and a diagnostic indication
is given then the chances are good that the diagnostic
information is right., Howsuer If certaln cowpporents fail
an erroneous diagnosis may result., An example would be a
bad wicroprocessor or & bad ram in the memory expansion
(where the program resides) and some hardware problems.

e believe these tests are the best that can be done with
software alone.  Also  the computer nust be able to load
and run programs before the tests can euen begin to work.

1o 'FIi'!-— 'FIi‘-— "i‘-- niu-- 'FIi'!-— 'FIi‘-— "i‘-- niu-- 'FIi'!-— 'FIi‘-— ni
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1A g=] :+ _=2 :: CALL CLERR
++ GOSUE 24A

28 RA=@ :: B=3 :: C=[ i+ FOR
0=5 70 7 ++ CALL COLORCO, 1E,
B)i: NEXT O

38 FOR E=3 TO 4 :+ CALL COLD
RCE, 1B, @0:¢ NEKT E +¢ CHLL C

OLORC9,15,@,11,16,@1:: CALL

CLERR :: A$="FFFFFFFFFFFF" :
¢ CALL CHAR(39,A%,42,A%)

4@ CALL CHARCSY,A$,96,A%,97,
*FFFFFFFFFFFFFFFF™, 114 ,*3C7E
FFFFFFFF?E3C™)

C@ OISPLAY ATC3,yp:®+ * * ¢

verr e e CALL COLOR
(e,13,8,_,7,8):: OISPLAY AT
B UJi™ ¥ % ¥ % ¥ ¥ ¥ ¥ ¥ ¥ ¥
* 11 OISPLAY ATC9,47:%a & &

."\.ﬁ.."\.ﬁ.."\.ﬁ.."\.ﬁ.”

EA OISFLAY HTEIE HJ e
."\.ﬁ.."\.ﬁ.."\.ﬁ.."\.ﬁ. EHLLEDL
ORCE,S, @000 F=g3 &1 =15 ¢

H=3 &+ I=12 2 J,K=8 :: EHLL
HEHHEEF,B,EE,33== CALL HCHA
Rzk,®,37,32)

78 OISPLAY ATCe,4):"BRLLE:";
B;TABC17);"SCORE:™;C

8@ CALL KEVCE,L,M:: IF L=-
THEN 3R ELSE IF L=3 THEN 118
ELSE 130

98 G=G-_ :+ IF GC@ THEN G=@
1A@ CALL HCHRRCF,G+-,32,30::

CALL HCHARCF,G,36,30:: BOTO
130

118 G=G- :+ IF G229 THEN G=
23

128 CALL HCHARCF,G--,32,30::
CALL HCHARCF,G,96,3)

138 H=HtJ +: I=I4K :: CALL G
CHARCI,H, WD+ s TF N=38 THEN 1
78 ELSE IF N=37 THEM 18A ELS
E IF N=34 OR N=33 OR N=42 TH
EN 28R

148 IF H<- OF H»>38 THEN 1EA
ELSE IF I<- THEN 178

158 CALL HCHARCI,H,114):: CA
LL HCHRR(I,H,32):: GOTO 58
IEA J=-J :+ CALL 500NOCEA, 38
A,-1:: IF I>8 THEN 5@

178 K==k :+ CHLL 50UNOCEA, 38
A,-J++ GOTO 24

P I= 18
TD SEE NEH
IF B=[ THEN 228
196 DISPLAY ATCe,4):"BALLS:"
;B3 TABCLTIS™SCORE:";C ++ GOT
0 84
2@ CALL HCHARCI,H,32):: C=C
t2] :: f=A4@ 2 IF A=U5 THEN
CALL HCHARCF,G,32,30+:: H=@
+ GOTO 54
216 DISPLAY ATCE,232:C & GO
0 178
2e@ DISPLAY ATCE,4):"BALLS:"
;B3 TABCL7I5™5C0RE:"™;C ++ CAL
L HCHARC-,&,32,5680:: FOR D=
- 10 8 ++ CALL COLORCO, 1, @)
¢ NEXT O +¢ OISPLRY ATC23,@
1+ PRESS REOOCR) OF QUITCOD

238 CALL KEYCL,L,M):: FOR 0=
@ T0 188 =: NEKT 0 :: DISPLA
W RTCIE, 7:"6 AME DUER
" oo FOR O=8 TO 188 :x NEAT
0 «+ DISPLAY ATClE,7):: IF L
=51 THEN STOP ELSE IF L=B2 T
HEN 28 ELSE 238
cid CHLL SCREENC_J:: CALL CH
ARCYE, *FFFFFFFFFFFF):: PRIN
T PREXHHRBRRERBOOOUET 17 KU
GRS EEE L EEE AR SR B
HEXHEHHHERER" DO R R
A"
50 PRINT "suuxsassssiuxnisd
KR 1T RHER R B R HBOHO
PR BOOOU T 1
REEEEEEER R R SRR
LR SEEEEEEE S ERE R SRR S
#x"
BB PRINT "suuxaususiaxissx
HERXKRHE" 1 RRR R AR AR
HERXBREX" 1 XHEXH IO R R
EEEEE AR LT E AR T A I
i+ CALL COLORC.,16,@):: FOR
D=2 TO 2@ :: CALL SOUNDC-10d
y 3,00 NERT D
278 FOR 0=2@ T0 @ 3TEP -@ ::
CALL SOUNOC-10@8,-3,0):: NE
T O :¢ FOR H=3 70 16 =+ CAL
L COLORC-,H,@):: FOR I=€ TO
B+ NEAT I :: NEXT H :: RE
TURN

! H=2 i
TaQ
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Yesterday’'s News
Information

Yesterday ' Mews 1= a labor of louwue offered as a source of
pleasure & 1ntormation for users of the TI-99°4HH and Myarc
9EHHA computers.

TI99, 4A COMPUTER FAGEFRDO 99 COMP AR HARMADA FS00
MODIFIED FEE PAGEPRO COMPOZER COMP AR ARMADASTATIOM
WHT ZCEI AMD SCSIZED FAGEPRO Fx ZAMEZUMNG =YMHCMAZTER
MYARC DE@D FOC FPASEPRD HEADLIMER

MYARC ES1ZK MEMORY

HORIZOM 1.5 MEG HRD FPAGEFRO FLIFFER PC_ SOFTHARE

TI REZSE FAGEFRD ROTATIOM DEAD WIMDOWE 9STE
CORCOMP TRIPLE TECH FIXPRO FILECAF

1 S60K 5,25 DRIVE FICAEZ=0 FUELISHER PRHZFPEME

1 SE0K Z.50 DRIVE EIG TWFE IRFAMYIEW

1 7ZOK E,Z5 DRIVE TI ARTI=T FLUS ADODEE DIZSTILLER

1 F7ZOK .50 DRIVE GIF MAMNIA ADDEE RACROEAT
Yesterday s Mews 1= composed entirely using a TI-99-.°44H

computer system. I+t consists of 11 PageFPro pages which are
"Printed” wia R5222 +to FPC to be published as a POF file.

£

Yester-day "= Nowus
Ao SparkKdrummer
= = Htar iHge Forum
T _Phoeni=x, AZ 85827

—_

TI-334 A

TI-99UHH Computer User
1224 LWhat Me Worry Lane
Hrny City,Any State.Hny Country
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WILO CHTTIMNG
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