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QOUR NEXT MEETING

DATE: July 5, 198% Time: 7:320 PM. Flace: Glenwood Recreation
Center, 2010 3. Chapman Htreeti.

— Frogram for this meeting will be a demonstration of the ADVENTURE
EDITOR from TEXCOMF, Mack Jones will show you how to write your
owWn adventure using this software packags. Stop by for a look at
his GRAVEYARD ADVEMNTURE!!

e T B

The June &th seeting of the builford 9%er Users’ broup was held at the Glenwood Recreation enter in breensboro, MN.C.
There were 11 peabers present,

The meeting was called to order by V.P. Esaet Hughes at 7:38 P.M. but was turned over to Pres. 5cott Hughes as soon as
e arrived a few sinuies later.

0id Business:

a. Scott asked if the Mclnker would handle reel to reel type ribbons and the answer was no. At the present tiee, all we
have are provisions for inking the cartridge type riboons. !t was also made note that we need a shaft with a left hand screw
to handle clockwise turning ribbons,

New Business:

a. Tony Kleen announced that a friend was willing to seil a compiete T1 outfit for $200. Tony was asked to see 1if his
friend would be willing to cell components ceperately.

v Scott brought wp the fact that the TI Echo was ae longer being carried by the "Backbone® and asked if anyone knew the

77> reason. He also mentioned that it would te carried on & Ralsigh RES,
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¢, Emmet brought a console and several itess that a frienc wished to sell, tut since the console was defective and there
werz ng prices put on the cther items, there were ng takers.

d. Members were asked ta desp something for meetings and yours truly volunteered to do the July program, [t «ill he a‘-\\
dean on the fidventure Editor and Adventure.Progragming Lanquage (APLI.

e, Since the July meeting would normaily fall on the 4th, sembers elected to eeet Wednesday the Sth instead. This will
be for the July meeting only.

Bob Carmany gave a dems on using Disk Utilities to repair "blown® disks. It was a very goed dean. Bob deliberately
destroyed a disk starting with sector 0 and then showed how to repair it. He then did the sase with sector 1 and repaired it
which iz quite a bit different chare than sector 0. Pob received a band from the group at the conclusion. Thanks Bob.

The meeting was adjourned at 9:15 F.M,

Respectfully Submitted,

L.F. *dac® dones,Sec/Treas.
builtord 99er Users’ broup

Faoenir il LGy B2YT

by *Hac®

Well, if 1 can get something written between thunder storms, 1 will finish this so Bob and beorge can piece the
newsietter together! It sesas just as ! get in the notion tn dn a Iittle typing, another burst of thunder announces the
arrival of angther stors. I heard sosething laughing out in the vard and Iooked out and sy grass was really laughing! Two
moWings a week is getting to be a little auch, brin.

1f [ may, I wouid like to sention soaething that 1 know is in the tack of sost oider folks’ aind, but we just don’t like
to think about it, Yep, it’s the shirking off this mortal §sil, as Sk 2speare so amply put it, and look to the big 71 in the 7N
sky, My reason for sentioning this is siaply this....a few years ago, had a good {riend who probably thought, like me until
then, that he would be around fur a long tise. So, he never got are i to saking out a will. Upon his untieely demise, his
two hoys of course thought that averything their pop hac was autosat:i Iy theirs. Not so! They had to buy certain things
that they wanted froa the State, and relatives they had never hearc of got shares of the estate that they felt, and rightly
50, Were theirs. You had better believe that it put the fear into me. I had recently installed a large key-telephone systes
for @ pair of lawyers aew to Greenshara and a5 the system took several days to finish I had become pretty friendly with thea
ant they with e, I called thea and made an appointaent for my wife and me for the next week.

I really don’t know the cast now, but in the early years of 1980 it was not very expensive for us. Now 1 can rest
assurad that my wife and threa girls will get what [ have instead of the State of N.C.!

Just get vyou a piece of paper and a penfpencil and crawl in that easy chair and list all the TI equipment you own piece
by piece. Put in the fair amount that you could expect to get for each piece and also what you think the fair price of the
whole kit and kiboodie could bring and put all of this into an envelope with the contents written on the envelope. You can’t
imagine what a lat of trouble this would save your adminstrator if scme idiet should cross the median and swat you head-on.
And it doesn’t always happen to someone else as we like to believe! I hope this hasn’t deen too marbid for you but if I can
save just one of you the hearfache that I witnessed that day, then [ feel it has been warth every word.

To get on a brighter note {7, we have heen missing a few mesbers and we sure would like to see them eysin suon.
Hopefully, for the July aeet, everyome can twrs out. I realize that July is a lot of folks’ vacation time but just one
evening wouldn't dent it that bad if they were home anyhow and not at the beach or the mountains,

While reading the Houston newsletter I notice that they are having a bunch of trouble out there with Ma Bell. Seens as
how Ma is wanting to provide the BBS for the users and cutting out the SySops’ or meking it so expensive for thes that they
will want to throw in the towel. They warn the Eastern users to be on the lookout for it to hit us also. Seems Ma is calling
it *Inforaation Systea®. T hope it doesn’t end our ROS Groundstar BBS, as that is the only TI board that we have in
breenshora.

[t’s growing darker by the minute and I can see the flashing getting closer so I had better knock it off. Even tho I

have spike-arrestors on every one of my components, [ still don’t like to take the chance of a blown computer so hang in there.-
and see va at the July meet. Until then enjoy the good Tlmes,
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One of the better things that TI did when they designed the £xtended BASIC cartridge was to add a ‘"hook" to load and
access hssesbly Lanquage prograss from the XB environment. This was accomplished with CALL LINK. Many years ago, Craig
Miller startod cverything with a few LINKed routines like WPEEK and UPDKE that allowed one tn view and lnad values dirertly
ints VOP mesory. From these meager beginnings, the IB environsent was expanded and stretched.

Gne of the first commercial entires to take advantage of LINKed routines was the AMERISOFT graphics package. There are
still copies of this now discontinued package floating arcund, It created 40+ new routines that could be accessed fros within
an iR program. There were windows, graphics draming routines, screen duaps, and other easily-used A/L routines. Most were
based on the Furopean APESOFT graphics., This was a significant step forward.

Over the years, several other extensions of the XB environment have appeared in the “fairware® wmarket. XIB by Earry
Traver et. al. has been revisad a couple of times and now provides a number of utilities in both 40-coluan and 3Z-colusn
soge. EDF (Enhancement Display Package) is another wtility that does such the same thing. There are improved versions of the
YE DISFLAY AT and ACCEPT AT commands as well as other weitoae additions to the ¥B environment. XDP (eXtended Dispiay Packagel
is anglher one that stretches the XB environseni to limits previously net possible.

Basically, with the exception of AMERISOFT, the %B utilities are very similar. One will find a good deal of overiap
hetween all of them. There are just enough Cifferences to pigue a person’s curiosity, though. You will imvariable find 2
couple of interesting routines in one of the packages that are eissing from the others. XXB, for exaaple, has a MERBE file
that eliminates the negessity for CALL LINK entirely, For a slight sacrifice in speed, you <an type the coamands in as if
they were XB reserved words. Thus, CALL LINK('BYE') simply becomes CALL BYE.

The best thing to do is get & copy of these software packages and try thea out for yourself. Most are up on ROS and can
be easily downloaded and used. You will be amazed at what you can do with thea!!

Pl ts) I F LA

As suamer starts, prograssers tend to do things other than progras. Of course, that leads to a shortage of new software
packages for our beioved TI. There are a few that continue to trickle in. Gcae of thea are really new and athers are new
discoveries,

Charles Earl has introduced HOTBUG -- a *fairware” de-bugger that cperates in twp modes. 1% is a single step debugger as
well as a run-tiss dehugger. [ne of the eore interesting features in the REMDTE option that allows the disasseably and
debugging of an A/L program by aodem. Very interesting, indeed!!

in2 of the new discoveries is 1000 WORDS by Norman Rokke. This progras is a conversion for TI-ARTIST pics that changes
thes to a format readable by the T1-WRITER (or FUNNELWER) Forsatter. That makes it sasier to incorporate graphics -inte your
tent presentations, The program coses with instructions and is relatively easy to use. The previously sentioned XXB {Vn 1,5}
and XDF parkages are also recent releases as well.

I# you missed the tast issue of MICROpendium, you missed the first of the ¥B utilities for Vn 2.x of TI-BABE. There is a
short program to read your disk directories and ronvert them into & format that cam be used by T1-BASE. It is really quite

crude and lisited, but it is a start nevertheless, Let’s hope that sose eore pragrams of that kind make an appearance in the
near future,

PR ETET RN Y Lo @GS S D SRILIET L T PG Frea =T

By Tony Mehovern
Funnelweb Farm

When vyou first start writing assesbly code you find that initially there 15 a vast arena to work in. As projects get
nare amhitious the crunch eventually comes, or you say have tn squeeze come code into a gap that just seeas too gmall at
first. Then it is time to scrunch down your code to fit. In this series of short articles we will look at various tricks
that can be used to save bytes or words here or there. There are larger iscues to be consedered, of program orgamzation  and
identification of repetitive code segasnts, but we’ll just play around an the microscepic scale.

Far awr first topic let’s look at the probless of advancing register pointers. This 15 often handled directly by
auta-tncremant addressing.

MOV $RG+, IR+
HIWE RO+, tRY

Yolume & Huaber Fage 3



How suppose you want to advance the pointer by 4. The obvious solution is to use

A1 Ra,4

.4’}

This takes two words or 4 bytes. A shorter solutior is to use

[ 1RO+, $RO+

fhis gets the job done in only 1 word, saving 2 bytes om each use. The comparison L oonly reads the data pointed to, and
you just igrore any setfing of comparison flags. Like most things that sharten code, it takes more machine cyeles to execute
but this would hardly matter except perhaps in the innersost heart of a frequently ewecated loop,  One little trap in the
T1-9%/48 is that sose memory smapped devices respond sven to & read from their address, o you should be sure that RO does nat
point to such an address. This is rarely a probiea though.

It is possibie to come up with some more 1ittl byte-savers alopg these lines. GSometimes you have to keep up with
incrementing two register pointers simultaneously, and the code is such that auto-incrementing is not done. This often octurs
when zaintaining painters to addresses in GROM or VDP RAM. Buppose their pointers are in registers R8 and B9 and both aust be
incresented. The obviows coding is

INC RY
INC R

which takes 2 words. Alert readers will already have quessed a shorter method .
CH $R3+, 1R+

to increpent both in one word of code. S If you come across strange comparisons being made, remesber that cosparison
may uot have been the intention.

T el e LICH S ICATIRTE S i A2 g I it ,—\\

It is really amazing how sose places seea to be "hot spots® for prograssers. One of the most consistantly innovative
areas in the entire 71 world has been 7 ---fustralia, .2 relative isolation of the island continent has sparked prograesing
by necessity, Consider, if you will, the Hunter Valley Ub.

Years ago, a father and son team came up with a hybrid XB and &/L program that very neatly prints out a 4-coluan listing
of either A/L source code or an XB program. The only preparation is that the progras be LISTed to disk before the-progras is
run. COLIST was an imeediate swccess and, to this day, is in a class by itself. Tony and Will Mchovern were soon to be
introduced to the TI community in a VERY big way.

Atter COLIST, Tony and Will came up with perhaps the most significant program ever written for the TI1 ---- FUNLWRITER.
When the sule wupplier of the TI-Writer and E/R cartridges raised prices to an astronomical level, the fcGoverns responded
with a Tl-Writer lozder ---sans cartridge. FUNLWRITER grew and avolved into FUNMELWER which is the most versatile prograssing
shell ever written for the TI. It is doubtful that many of the prograss written in the past couple of years would have been
attempted at all if not for the inspiration of the McBoverns with FUNLWRITER. They have alsg produced and released many of
tha developmental programs that they used throughout the years as “fairware" and each and every one of their releases is truly
sycellent.

Ore such duz of programsers would be enough to make any UG fanous but the sheer raw talent doesa’t stop there. Gne of
the latest entries fros "down under” is the €D 4.4 loader. Thig little gem froa Hom Kleinschafer was originally designed to
tnad FUNNELWER and other programs into the QED 32K cartridge desigoed by Neil Quign. Oae thing led to another and the latest
version will load these same programs into a SuperCart as well. Even loading a custpaized version of FUNMELWEBR has been aade
as painless as possible.  Ron's programeing is  just as protessional as Will and Tony’s. The amazing part of the whole
situation 15 that Ron is a cospletely self-taught A/L programmer. fo Opal ainer by trade, he lives so far out in the outback
that the kangaroos get lost there. His philosophy ---- all vou can do 15 wreck :t!!

The number of other projects produced by the Hunter Valley UG are simply staggering. Looking through back issues ot the
newcletter is like 2 trip through a TI "wish list". There are hardware proiects to build a 32K for the console (long before
the ides came ta the U.5.), & 3-slot PEB, and sundry and assorted conscle sodifications, MNeil Guigg, who is closely
aszociated with the HY 9%ers has come up with the 226 GED cartridge that coadbines all of the best attributes of the
Superart, and the JUSST 200 RéMdisk --- a fubl S12¢ of usshle superfast RAMdisk. The utilities, of course are being written
by Tany Mchovern,

It boggles the mind te think that this Uk with {00+ meabers has produted o much for the 71 comasnity.  Nhat else is
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tnere? How about an BO-column TI-Writer editor for the AYPC card (Tony KcGovern). Should you want to see just what they are
Lp to, ask Mac %o look at the newsletters at the next aseting -=-they are "The Wizards of 0z*.

Since Mac was kind enough to velunteer {o do 2 demo of the ADVENTURE £DITOR at this meeting, mayhe a few general tips are
thorder about playing adventure games. First of all, there are two major groups of adventure games that have been written
for the TI. There are the Sratt Adams games that reauire the TI ADVENTURE cartridge and the INFOCOM games which do not  and
are the sost difficult of the two groups.

The first things that you will need when you play an adventurs game are a piece of paper {large) and a pencil. These are
nzaded for drawing your adveature map. Sincs these games can get quite cosplicated, you will have to write down where ¥ou
have been and what is there. The best way to do this is to draw a map showing each of the rooss, what obiects are in each,
and how they connect to other rooms. *Rooms® are either physical rooas or are locations that you can g to during the course
of the adventure. Why is this important? Because you will probably get killed the first few times that you play even the
simpiest of these games, If you keep track of what you have dose and where you have been, you will be able to get
progressively further into the game until vou are eventually able to soive it.

fertainly, sose of the simpler Scott Adames gases can been solvad in the course of a rainy Sunday afternoon but sost are
saveral-day affairs. When you start dealing wilh Lhe INFACOM cames like HITCHHIKER'S BUIDE TS THE BALARY, you can spend weeks
or gven Bonths seeking 3 resalution to the gase.

To play an adventure game, you must be curious, Logk at, proo, pick wp, and carry everything that you can the first tise
threugh.  You never know what you might run across that might be of value later on in the game and often tises you can’t go
back and pick it up when you need it.

Finaily, 1if you get into trouble, therz are hint books and *cheat files® for all of the Scott Adass adventures-and sost
ot the INFOCUM gases. So one rainy afternoon test your wits in one of these adventure gaaes and when you are throwgh with
them all ---- write your own 1ike Mac is doing.

B SO0 S P e el 2 = T S P o S

Here are a couple of programs that sight be of interest to you. The first one is a pame called METEOR RESCUE that has
besn passed on froa UG to U, Unfortunately, the author’s attribuliua fas been lost ip the procass.  The gase is a very
simple one and the instructions are built-in. Type it in and you will find that it is simple and at the case tise just 3 bit
frustrating to play. If anyone knows who authored this progras, please contact Bob Carsany so that the attribution can he
restored and proper credit given. -

The second program is a utility to be used with your Speech Synthesizer. The prograa is explained fully in the resarks
st the beginning. It can be SAVEM as a MERGE program and then MERGER into the appropriate progras whemever you need it,
Erjey!!!

Veiume & Number 7 Fage 3
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20t/ METECR RESCUE f
30V E

§o i

G0 VS INITIALIZINGS/ /

&0 CALL MAGNIFY{Z):: CALL CL
EAR =i OIM DI0S) .

70 CALL CHARPAT(9L,A%):: IF
POS (A%, "02E0D“, 1) THEN 220

Be !/LAHDING MODULES

3¢ DATA DO00OZBODIDIFIFOSIF2I
Z00040EG00002810D0F OFBFAFBAD
FCC404020207

100 17HAN/
140 DATA 101438501828282, 105
0381430232808

120 1 /ASTERDIDS/

{20 DATA 000000D0181FOFIBIRE
FIFEFO4CCO0000000000C7CDBFEF
(FB74FBFB30, 09000000090F07C0
0503070701000000000600 0080C0
FBEAFBBBFCIEFEED?

184G DATA 0400010203070747080
BLEOEODOEDEQ440E0COCOEOECECR
BFEEULOEGY

150 DATA 001B270F1B0AL7694F2
070F6FETTFFESCA04082040A480
BPFEDCr70400774

160 DATA 0000000000000000999
0010302010001 000000000000060
000GIHT40C0O008

170 DATA 0Q00L993D095D3500000
06000000002000000D312F 352089
0

180 DATA FEFFFFFFFFFFFFEFOLD
FIDSF37230402000080C0E0FOFBF
CBOCBILFEFLE2COA0

170 DATA FFOO0CO200000000000 |

00000C00CA000FF

200 FOR §=9% Y0 134 STEP 4 &
: READ N$ ot CALL EHAR{I,A4%

RPTSCO", 64~LEN(AS) ) D 1s NEXT
I

210 '///SCREEN SET UP///

220 BOSUE 690 i3 CALL SCREEN
{2}

230 TALL CLEAR & FOR I=1 74
30 sv CALL VCHAR(RNDNL+2,R

NDYZ9+2, 87001 NEXT |

-
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280 CALL THAR(47,*48384C4C30
$492% 41, "FEFFFIEOECOC0BOMY
RPT${*F*, 1634 1%, 140, RPT$ {'F
' 841}

250 T//SET UP METEOR//

260 H=-1 s CALL INIT 13 QAL
L LEAD(-31478,18)

27G FOR I=36 TO 152 STEF 14
11 RANDOMIZE

280 F=INT{RNDI3-1):: IF F TH
EN BITINTOHE2)/2)3=F 11 F=F
fINT{RND¥SP+SP-3)ELSE 280
290 RAMDOMIZE :: H=H+2 :: CA
LL SPRITE(@H, INTIRNDSZ+1) 14+
104, RNDES+10, [-14,252, #4418, 1
NT (RNDE3+1)34+104, RNDES+10,1
-14,RNDI200+Z3) 0 NEXY |

300 GOSUE &70

I10:1//CGROUND/
120 FOR J=1 70 32 &2 CALL VC
HAR(24,J, INT(RNDE12+108) )12
NEXT §
330 CaLL VCHAR{ZZ,16,119,2):
+ CALL VCHAR{2Z,15,114):: LA
LL YCHAR(ZZ,17,114}
340 CALL HCHAR+4,1,42,3):: C
ALL VCHAR{4,6,411:: CALL VCH
ARTL, 1,143,200 CALL VOHAR{Y
(2,143, 3)
350 CALL HLHAR{L,22,47,2-SH)
360 MS=1B4 :: H1=12 :: FORH
=28 T0 {9 STEP -2 :: MS=NMG+t
1t FOR F=0 T0 1 :: CALL SPR
ITE(#H-F,136,1,M5,H1):: HI=H
[+26 2 NEXT F :: HEXT H
370 CALL COLOR{t,16,1,2,16,!
10,112,111, 1,12,12,15, 1,14,
L7, 0 FOR I=3 70 8 1
CALE CULOR(L,1&,10:2 NEXT I
89 CALL SPRITE(#15,94,15,11
, o0, 17,124, 3,28, 26, 818, 132,
7,17,10,424,140,1,171,114)
390 HI, H8,F,H=0

400 115 /SAME LOORY 1/
410 CALL KEY(1,X,¥hss IF ¥ T
HEN 470 £LSE CALL JOYST(1,Y,
Yie: IF %=0 AND Y=0 THEN 430
ELSE XVEL=-X 11 YVEL=Y :: C
ALL SOUND{300,110,18,-4,20]
420 CALL MDTION(¥15,XVEL,YVE
L)

470 CALL COINCYALL,MITSe: IF
HIT THEN 440 ELSE 410

440 CALL S0UND{200,~5,00:: H
T=Hiet 12 IF HID2 THEN CALL
BLOW(SH,M5) 3 CALL HCHARCL,Z
2,312,901t IF 5H32 THEN 546 F
LEE HI,M5=0 :: CALL HCHAR(IL,
22,47, 2-5H)

450 6010 410

856 12 ILAND//
470 CALL MOTION(#15,0,00:: C

ALL SOUND{S00,-5,200:: CALL
COINC{#15,155, 117, 1,HIT s €

ALL PRSITIONCRIS,),Y):: CALL
SPRITE($16,124,10, 1,1}

430 CALL COINC{ALL HITDV:s 1
F HITZ THEM CALL DELSPRITE(H
té):: GOTO 440 ELSE CALL LI
NC(415,11,31,1,HIT2) 22 IF HI

T2 AMD WS THEM CALL LB 2: F=
FH 21 HI,M5=0 ELSE 510

490 IF F=10 THEN 550 ELSE IF
F/2=INTAF/2)THEN GOSUB 670
s: SHeSH-1 :: CALL HCHAR(1,?
2,47,2-5H)

500 60T 52

516 IF HIT=0 OR MS=! THEN LA

LL DELSPRITE(H16):: GOTO 410
ELGE CALL LAND &1 MS=1

320 XVEL,YVEL=0 :: CALL HCHA
R{1,9,100,F):: BOTO 410

330 !//END MESSAGES//

340 Y$="YOU HAVE FAILED. YOU
'LL HAVE TO LEAVE THE BEST H
ERE.  PRESS ANY KEY TD BREA
K ORBIT. * :: GOTO G8¢

330 Y$="YOU HAVE SUCCEEDED 1
N ZAVING THE HEN'  YDU ARE
NOW BREAK

360 Y$=RPT4(® *,27)8Y$ 5 O
R I=1 T0 LEW(YS):: DISPLAY &
T19, {1 BEEPISERS (Y8, 1,280 2 N
EXT 1

S70 CALL KEYI0,K,518: IF S=0
THEN 570 ELSE CALL DELSPRIT
E($15,417,#18):: CALL PATTER
N(#18,112,815,114, 817,112, 81
8,120}

380 FOR I=6 TO 1 SYEP -1 ::
DIGPLAY AT(4,1):5ERE (" ERLT)
",7-1,10es CALL S0UND{-999,-
7,003 NEXT 1 :: CALL VCHARC
1,1,32,8)
590 IF F=10 THEN 420 ELSE CA
LL LOAD{ 31878, 28!
500 FOR I=1 70 #0-F :: CALL
SPRITE($15+,104,7,178, 20+ 14
20%:s NEXT I
&10 FOR J=1 TO % =2 FOR I=1
TO 10-F :; CALL PATTERW($15+
I,1000:: HEXT T 13 CALL SAYL
“GO0DBYE“):y FOR I=1 TO 10-F
i CALL PATTERN(#15+1,104):
: REXT I 51 NEXT ]
420 FOR 1=1 TO 28 :: CALL 50
UND(~999,-3,0)21 CALL MOTION
(], RMDLL27-63 REDS1ZT-63) 52
REXT
430 FOR I=f TO 20 1: CALL SD
UND (-4250,-6, 1)z REXT T =2
CALL DELSPRITE(ALL)
&40 CALL HCHAR(2Z,1,32,94)1:
CALL SOUMDYE,447323,0):: DIS
FLAY ATHL, 1)1 "PRESS “*ALPHA
LOCK™" DOWN AMD PRESS '*A*"
FOR ANDTHER METEQR.®
630 CALL KEY{O,K,8)::r [F 5=0
THEN 630 ELSE IF K{365 THEN
RUN "DSK:,LOAD" ELSE M3,5H,
FHI=0 12 BOTO 230

840 1//MOVE ROCKS//

470 §P=8P+1 13 FOR X=0 T0 I3
STEP 2 :: RANDOMIZE :: ¥=DI
(INT{X/2)) % (RNDESP+SF~3) 2z C

ALL MOTION(8X+1,0,Y,#%42,0,Y
bt NEXT X :1 RETURN

680 1/ INSTRUCTIONS/ ¢/

690 PRINT TAB(7)5*¢¢L{d¢s

YRR TABCT) ;"¢ METECR RE

SCUE ¥UsTAB(T); " {{doD s

13300 L B A O A O A

700 INPUT *NEED INSTRUCTIONS
(Y/N) I 2 YE

110 IF Y$Co*Y" THER 770

720 PHINT & & 3" YOU ARE ONM

A RESCUE ®ISSIONTG A METEOR

WHICH IS ON THE VERGE OF AMN
IHILATIDN. *: :* YOUR HISSION
IS T0 RESCUE®

"\



T34 FRINT “THE TEN MINERS ON
THE #ETEORWITH THREE [ ANDER
S.%1 1" EACH LANDER CAN SUST
AN THREE HITS FRON THE T

LYING ROCKS.": :

740 PRINT * BE CAREFUL' IF Y

[l MANEUVERAND LAND WELL, YO

ULL BE  SAFE, BUT IF YOU
DON*T, R HET COULD BE FATA
L

750 PRINT +* AN EXTRA LANDER
WILL BE  BUILT FOR EACH T

WO MINERS  SAVED. GOQD LUCK
75 i i"PRESS ANY KEY';

760 TALL KEY(0,K,5i:: IF §=0
THEN 760

TI) SP=4 11 RETURN

T80 !/ /SUBPROGRANS// /

79 SUB LAND 11 CALL LOCATE(
#15,155,117)

800 FOR 1=0 T0 30 :: CALL S0
UND(-100,700-1,1) 31 MEXT 1 &
: CALL SPRITE(14,100,7,178,
T

23000 'NUHTALK, a subprograas
which allows pronunciation
of nusbers correctly in a CA
tL SAY statesent
23010 'Lan be used in a prog
ram only, Correct foreat is:
CALL SAY NUM{#)
23020 '$ Can be any nuaerica
| data between O and 999,
23030 'Keep NUMTALK in MERGE
i forpat, to be mergec with
any program that may be need
ed,
23040 ! Author: finders Perss
on, Lund, Sweden

25050 SUB SAY NUM(NR

25060 IF INITED THEN 25120
25070 DIk TEXTH(3)

25080 AESTORE 25370

23090 FOR I=1 7O 33 :: READ
TEXT$(I s NEXT I

“Yolume & Nuaher 7

BLO RANDOMIZE :: [=INT(RNDI3
-1):r IF 1=0 THEN 819 ELSE €

ALL MOTION{#14,0,184)

820 IF [=104 THEN 1=10¢ ELSE
1=104

830 CALL FATTERN{#14,1):: CA

{4 SOUND{-200,-4,15):: CALL
COINC(#16,178,125,2, HIT) 1

F HIT THEN CALL MDTIDN{416,0
LOIELSE 820

B4O CALL MOTION{#th,-2,0)::

FOR X=1 T0 20 :z IF 1=104 TH

EN 1=100 ELSE [=104

850 CALL PATTERN(#16,1):: CA

LL SOUND{BO,-5,289:: NEXT X
s1 CALL DELSPRITE {$14)

860 SUBEND

870 SUB LS :: CALL LOCATE(#1

§,11,31): CALL SPRITE (415, 1

00,7,19,35,0,~3)

BBO IF I=100 THEN 1=104 ELSE
1=100

23100 NUMPOS$="-+,E012345678
9!

23110 INITED=-1

25120 NUM$=STRSINR)

25130 IF ABS(NRA)»=1000 OR A
BS (KR} {10 THEN 23210

25140 NEG={NR<OY

23150 IF NEG THEN NUM$=GEGS$(
NUMS$, 2, LEN(NUMS3):; NR=ABS(N
Rixs CALL SAY(TEXT${1)}
20160 IF NR>=100 THEN GO5UB
25240 'SAY HUNDREDS

26170 ON ERROR 25400

25180 IF VAL INUMS$)>=20 THEN
25300 'SAY TY'S

23190 IF VAL (NUNS) >=10 THEN
23530 !'SAY TEENS

23200 'SAY DIGITS

25219 FOR I=1 TO LEN(NUM$}::
CALL SAY(TEXTH(FOS(NUMPOSS,
SEGRS (HUMS, I, 1), 121 b NEXT [
25220 SUREXLY

v 890 CALL PATTERN{#16,D):: T
LL POSITICM($86,%,Y05: IF V5
7 THEN 880 ELSE CALL DELSPA!
TE{#16)3: CALL SAY(*¥600D WG
REE")

944 SUBEND

910 SUB BLGH(A,BI:: CALL 50U

ND{500,-7,0):: CALL SOUNB(30

8,-6,0,110,3}s: CALL SOUNDIR

00,5, 20,110,203

420 CALL KOTION{#15, 3 {RNDES

+31, RNDES-2)

930 CALL POSITION(#IS, Y, V) s
IF X{169 THEN CALL COINC(AL
LHITIs: IF KIT THEN CALL SO

930 ELSE CALL MOTION{#15,9,
0)
940 CALL POSITION{$15,X,V)s:
CALL LOCATECHIS, 11, 1)ss Y=Y
B+E 1 BF Y330 TREN ¥=30 EL
SE IF Y{2 THEN Y=2
9a0 CALL VCHAR423,Y,1200:: C
ALL VCHARC24,Y,121}:: CALL Y
CHAR{ZZ,Y+1,122) s CALL VCHA
Ri24,Y+1,123)

! 25230 !SAY HUNDREDS

! 25280 SPEAK$=TEXTS (POS (NUMPO
! 8%, SEGS(NUNS, 1, 1), 1)) RTEXTS{
L33

| 25250 IF SEGS{NUM$,2,2)¢3*00
! " THEN SPEAKS=SPEAKSL*+AND"
i 25260 NUMS=STRS (VAL (SEGS {NUN
L8, 2, LENCNUNSI ) bsz IF NUM$="
i 0" THEN NuMs="*

! 25270 CALL GAY{GPEAES)
;25280 RETURN

25290 'SAT TV

25300 SPEAK$=TEXTS (VAL (SEB$!
D ONUNS,1,1)1423)
! 25310 1F SEG%(NUMS, 2, 11¢3"0"
| THEN SPEAKS=SPEAKSY®+*4TEXT
! $(PDS (NUMPOSS, SEGS (NUMS, 2,1)
NP
| 25720 CALL SAY(SPEAKS Tz NUM
© $=5E65 (NUMS, 3, LEN(KLNS))
| 25330 GOTO 25210 70 5AY Dis
$ITS

UND(&0,-T, 135 60TO 930 ELSE ;

940 FOR X=0 T0 15 §TEP 5 ::
CALL SOUND(XES0+1,-7,X):: NE
AT ¥ i1 FOR %=10 T0 30 :: C
LL SOUND(-100,-7,%):: NEXT X
970 &=A+1 1z IF A32 THEM SUB
EXIT ELSE 3F B=0 THEN 1000 E
LSE CALL SPRITE{#15,104,7,17
8, (¥-1148,0, 24568 ((Y-1} 1817
2}
9RO TF I=104 THEM I=100 ELSE
1=104
990 CALL PATTERN(#16,1):: CA
LL SOUND(-200,-4,15):: CALL
COINC(D16,178,256,3,HIT}ss |
F HIT THEN CALL DELSPRITE (31
bIELSE 980
1000 CALL MOTION(#15,0,1)
1010 CALL POSITION{#IS,Y,¥):
s IF Y29 THEN CALL MOTION(#
15,0,0)ELSE CALL SOUND{-200,
330,9,-3,%1:1 GOTO 1010
1020 SUBEND

25340 'SAY TEENS

25350 CALL SAY(TEXTS$(INT(VAL
(NUBSII+5) e : NUM$=SEGS (NUMS$
o3, LER{HUNSY)

25360 60T 25216 ‘10 SAY DI6
i1g8

79370 DATA NEGATIVE,,POINT,4
, TERT, ONE, TWO, THREE , FOUR, F IV
E,SIX,SEVEN,EIGHT,NINE

25300 DATA TEN,ELEVEN, THELVE
+ TRIRTEEN, FOURTEEN, FIFTEEN, S
TX+TEEN, SEVEN+TEEN, EIGHT+TEE
N, NIKE+TEEN

25390 DATA TWENTY, THIRTY,FOR
TY FIFTY,SIXTY, SEVENTY, EIGHT
Y, NINETY, +HUNDRED

25400 RETURN 25410

25410 ON ERROR STOP :: SUBEN
D



