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The Guilford 9% 'er Users' Grouup Newsletter is free to dues paying members
{One copy per family., please). Dues are $12.00 per family, per year. Send
check to:Tony KleeY ¢/o 3202 Canterbury Dr., Greensboro, NC 27408. The
Software Library is for dues paying members only. (Bok Carmany Ed )
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CUR NEXT MEETING

ST
DATEY November ¥,1991 Time: 7:30 PM. Place: Glenwood Recreation
Center,- 2010 3. Chapman Street.

Program for this meeting will be a surprise -- both to the members
of the Users' Group and to Tony Kleen who will present it. Tony
always manages to come up with gomething interesting and this
should "be no exception. Be sura to be there!!

EDITOR 'S NOTES

Once again, we are faced with the end of the year and anuther decision aboul where to oo itk owr Users® Browp. The fact
of the matter is that our seager meabership is steadily shrimking as the menths go om, Subeissioss to the newsletier have
sunk to zern with the exception of Tony Kleer's articles and there doesn’t appear to be any prospects for anything substantive
in the ismediate #uture. Once, 1 had a library of articles from newsletters ariiles in Lhe heyday of ouwsr wachine but even
those have been used at least once. 5o, here we are!

Anpther factor to consider is that we will need to have a new Executive OfFicer, a new Secrelary/Treasurer, and & new
Mewsletter Editor salected by year’s end. There doesa’} seer to be 2 wealth of velusteers! 1 know that I would like to take a
rest for awhile“and Iet someone else handie the newsietter for the comimg year ---any takers?

B decision of some sori about the future of the Users’ Group will have %0 be mage at the Deceeber aeeting at the nutside.

SPELLCHECKERS
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There are currently two spelliing checker prograas for the TY. The First is SPELLCHELN oy Dragonslayer Sofis
second i5 the recent stry from Asgard Softwars naoed SPELLIT. Let’s cospare thes to esach other.

SPELLCHELY

1Y It comerises about 390 disk sectors which includes the program itself ard teo Eain dictionaries. There is & seperate
18 prograa to create the "seed” for additignal dictismaries.

31 SPELLCRECY is easily configurable with a3 4isk sector editor {and a litile comamen sensed to run From any disk drive
--either 2 physical drive or a RAMdisk.

3b 1t lacks the facility to run in 80-colusns,
4} 1t is slightly slower than SPELLIT.

5) You can go directly frem the Funnelweb Editor to SPELLLMECK fo edit a document and it installs quite sasily as a FPHWER
seru option,

a} It reguires the “fiyed” docusent to be reformatisd if the corrected sords are not the sasme size as those they replace.
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o~ 7} The destinaticm drive nuaher and Filen
AfMdisk and have any Flizname,
3} When uss sords zre  added
saved, You zap select and name any nul
dictinnarise and aodify thes.
3) There is no facility for synonyas,
SPELLIT
1) SPELLIT rsquires BT+ sectorz for the *rogram and the inzluded dirtipnaries,
iithout dist switchingd 1s a D900 drive or a RANdis

2} #c delivered, the program will not access a RAMdish above 5100,  That creates probi
RAMdisks are RAMdisks with drives installed above thst loestion, To be fair, there is 3 fix
THAT problen. ‘

3} 1t nperates in pither 40 or S0-coluan sode.

8} It is a bit faster than SPELLCHEEX.

2 Thers is np girscy entry zllowed frop FUER. £ 2eeery contention causes the 2ailbex to

Teave FTHEE complstely to check your dorumest,

4} Lorrectog words are autodatically replaced when the document is re-sritien,

h

Lorrocied
drive or filenaze,

files arp automatically saved to the same disk as the original. There is ng

8) #11 added words are saved 1o 3 dictionary naged "USER’
grder. This

ang are placed at the end of
liaitc the user Yo 3 single suppiesentary dicticnary.

9} & {L)ookup feature presents possible spelling variants From the sain dicticnaries.

progrags  have dictionaries that zre exten

ens  for ‘these with
froa gan Kleinschafer

the dictionary

facilily to use an sltarnative

in no special

Eoih 2 d3 icible with the addition of new words nol found in the ealn diciionaries,
SPELLIT sesms io be restricted io 3 single suppliemeniary dictionary whereas SPELLINEDY can accept zp unlisitsd nuader of 2,000
anrd supplementary dictipnaries,

When using SPELLIT, you will Rave 1o add the new words *o the main gdictienaries for speed and sase of use,

SPELICHEEY views upper and ipwercase words in a doroment as different until they are eptored into a suppliementary
dictionary. An agvantage is the use of an 1B program to creats the basis for a dictiopary of sudplzsestary words,

In trying to use SPELLIT with ay twin Quests, I ran into zo many probleas that [ fimally éaczjsa to switch back io the

Jragoasiaver grogras, It runs fine from 3 RRMGisk,

Symmetrical Redefined Characters

by Jim Peterson

symmetrical redefined

but

This tutorial will help teach you how to create random
~~maracters. I doubt that I'm the first one who ever thought of thisg,
swver sSeen it in anyone else's programs and I don't think it can be done in

BASIC on any computer other than the TI.
In its basic form it goes like this:
100 DIM A$(16)
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110 DATA OD,18,24,3C,42,5kA,66,7E,81,99,A5,8BD,C3,DB,E7,FF
120 FOR J=1 TO 16

130 READ A3(D)

1490 NEXT J

150 FOR L=1 TO 4

160 RANDOMIZE

170 X=INT{(16*RND+1)

180 B$=BF&AS{X)

190 C3~AS5(X)&CS

200 NEXT L

210 CALL CHAR(65,B$&CS$)

Now, no one should ever use a routine without understanding it, because You
won't be able to debug it and you won't be able to modify it. So, let's go
through this. If you take a good look at the chart on page 109 of vyour
"BEGINNER'S BASIC", or page II-77 of the "USERS REFERENCE GUIDE", you will see
that those pairs of hexadecimal numbers in line 110 represent rows of bite wh™~"
are mirror images of each other. Therefore, if we assemble a character fi.n
these pairs, it will have left-right symmetry. So, lines 100-140 read these
pairs intoc an array. Then, lines 120-200 go through a loop four {4) times, each
time picking one of these pairs at random, by randemly picking =2 subscript
number between 1 and 16. The top half of the hex code of our redefined
character is built up by adding these pairs to the end of string B$, which
‘starts out as a blank. For instance, if on the four (4) loops the random values
generated for X are 1, 2, 3 and 4, the pairs selected are 00, 18, 24 and 3C, and
Bs is successively built up as 00, 0018, 001824, and finally 0018243C. At the
same time, C$ 1S built up with the same pairs in reverse order, as 00, 1800,
241800, 3C241800. Finally line 210 redefines ASCII character 65 as being string
B$&CS, which is “0018243C3C241800", and which is symmetrical top-to-bottom as
well as left—to—right.

Now that you understand how it works, let's program it a bit more efficiently.
100 FOR L=1 TO 4

110 RANDOMIZE

120 X$=SEG$("0018243C425A667E8199 ASBDC3DBE7FF", INT(16*RND+1)*2-1,2)

130 B$=Bs&X$

140 C$=X$&CS

150 NEXT L

160 CALL CHAR(65,B3&CS)

You can cram that into one line of Extended Basic! Sco. what's it good for? Well,
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/=t 's add:
S0 FCR CH=40 TC 152 STEP 8

change 160 to CALL CHAR(CH,B$&CS)

170 Bg=""

180 Cg=""

190 NEXT CH

Now we've redefined the first character of sets 2 through 16. Don't forget
lines 170 and 1890. 3Since B$ and C$ are formed by adding ontoc themselves, they
must be cancelled out before we start over or they will just keep on adding onto
themselves. Next, let's give each character set a foreground color and a
different background color. :

200 FOR SET=2 TO 16

210 X=INT(15*RND+2)

220 Y=INT(15*RND+2}

230 IF Y=X THEN 220
"0 CALL COLOR(SET,X.Y)

250 NEXT SET

Now for the fun...

80 CALL CLEAR

260 CALL SCREEN(5)

270 CALL HCHAR(INT(Z4*REND+1), INT(32*RND+1),INT{(15*RND+1)*8 +32,INT(10*RND+1})
280 CALL VCHAR(INT(24*RND+1), INT(32*%RND+1},INT(15*RND+1)*8 +32,INT(10*RND+17})
290 IF INT(10*RND)< >0 THEN 270

300 CALI. CLEAR

310 GOTC 270

Or if you're in Extended Basic, let's change:

90 FOR CH=40 TO 136 STEFP 4

155 SP=5P+1
—

70 CALL CHAR(CH,RPTS$(BS&CS,4))

165 CALL SPRITE (#SP,CH, INT(15*RND+2),1,1, INT (10*RND+2)-INT (10*RND+2) , INT
(L10*RND+2)-INT({10*RND+2))

85 CALL SCREEN(5)
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200 FCOR D=1 TO 100 A§
210 NEXT D

220 CALL MAGNIFY (INT(4*RND+1))

230 GOTO 200 )

and delete 240-310.

You would prefer something a bit more useful? OK, let's try a different
variation of the game principle.

100 CALL CLEAR

110 RANDOMIZE

120 DATA TIGERCUB PRESENTS,THE ,CHAMELEON,SCREEN DBORDER,AND,WIPE . by Jim
Peterson," "," TQUCH ANY KEY"

130 M3="1800665AC342DB667E1881009 $5AC3ASE7R142DB24BDA6008142992400
7ESAC3A5C3241800FFDESAFF7EFF00991 88100660018"

140 RESTORE 120

130 FOR P=1 TO 9

160 READ As$ -
170 PRINT TAB(15-LEN{A$)/2);A$;" "

180 NEXT P

185 PRINT :::::

190 GOSUB 240

200 CALL KEY(O,X,S5T)

210 IF ST=0 THEN 200

220 GOSUB 320

230 GOTO 140

240 CALL CHAR(128,S5EG$ (M$, INT(43* RND+1)*2-1,16))

250 X=INT(15*RND+2)

260 Y=INT(15*RND+2)

270 IF Y=X THEN 260

280 CALL COLOR{13,X.Y) M
290 CALL HCHAR{24,1.128,64)

300 CALL VCHAR(1,31,128,96)
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<20 RETURN

320 T=T+1-AB3(T=2)*2

330 ON T GOTO 340,360

340 CALL VCHAR(1,3,128,768)

3530 GOTO 370

360 CALL HCHAR(1,1,128,768)

370 CALL CLEAR

380 RETURN

In this one, M$ consists of any of those symmetrical pairs typed in at random,
and we define a character which has only left/right symmetry by randomly pulling

out any sequence of 16 of these.

Now start tapping any key until you find an appropriately eVil-looking alien
space ship or man—eating bug for your game program.

If yocu consult that chart in "BEGINNER'S BASIC" again, you will find that the
first eight (8) of those pairs do not turn on the first or last Dit, therefore
Qg not f£fill a print space. So, let's enter another program:

100 CALL CLEAR

110 FOR CH=129 TO 154

120 RANDOMIZE

130 FOR L=1 TO 3

140 X$=5EGS$("0018243C425A667E",INT(8 *RND+1)*2-1,2)

150 B$=B3&X$

160 C$=X$&C3

170 NEXT L

180 CALL CHAR(CH, "00"&B$&CS$)

190 Bg=""

200 Cg=""

210 NEXT CH

 10 INPUT Ms

230 GOTO 220

NHow type any of the letters with the CTRL key held down — your computer has a
built-in Venusian alphabet!
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Many other effects and variations are possible. I use this rautine frequentay
in my Tigercub programs. It provides the infinite variety of kaleidosco,
displays in Kaleidovision, Multivision and Ten Thousand Sights. It enables me
to provide a completely different assortment of colorful cards to turn over in
each new game of Match a Patch, and a new screenfull of walls in each game of
Getaway. It provides the colorful characters of the Mongolian Typewriter for
the little tots, and the rainbow displays that reward correct answers in
Kinderminus, and many more. My Color Programming Tutor will show you ways to
make the displays even more colorful, and my Random Character Generator will
give vyou your choice of 8 different types of these characters, print out an
assortment of 40 of them, display them singly and in strips and blocks and as a
sprite, allew vyou to change their foreground and background colors, print out
their hex code, and enlarge them t¢ your choice of 3 sizes, even filling the
Soreen.
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