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HTIPACT /990
By JACK SUGHRUE

HHEIRHNI I

I¥PACT/09 BLUE RIBBON 1989 WINNER
If this annual award could be given to the same
company iwe vears in @ row, ASGARD SOFTWARE (with its
incredibly varied and inpressive catalogl would certainly
be wvery much in contention again. So I'malad I didn't
have to make that decision this year.

Instead, it was a clear choice: MYARC is the winmer
of the 1989 INPACT/99 BLUE RIBBON AVARD.

MYARC is one of the few cowpanies still making
anything for TI ouners on a steady basis. But it {sn't
Just ANYTHING that they are making; they have given us
the nost powerful hardware and software that exists for
us, They haven't just provided enhaacements; they have
given us a future.

RYARC (the vision, the dream, of former TI employee
LOU PHILLIPS) has been around a long time. Simce 1982,
actually, when Loy developed Winchester Hard-Disk
capabililies which sold betler in other countries than
here (as we were mostly all fledglings at the timei.
Later he produced & not-very-successful competitor to the
1T PE box {still flooding the interested market at the
tine). So he moved into the card development. And there
MWARC (which is a nutilated acronymic form  of
*Microconputer Architects*) began to blosson.

From @ personal viewpoint (as this column has 3lways
been - for better or worsel, MYARC and I have had 2
perfact ralationship. 1 own lots of their products, snd
I have never had to speak to or write to anyone about
They have been 2asy to use and have never broken
down, And they have made my computing life much richer,

A few years aoo my T disk controller card was
behaving eeratically. Lott of sy friends recommended the
HYARC card. ot it.

Loved it from the minute I pulled out my old card and
plugged in the mew. Tt immediately made my original
Shugart S350 into & SSOD drive, so I doubled my potential
on every disk and no longer had to "fliepy" anything.

Not only did the MYARC controller work smoothly, but
it was faster than my old controller, and:it had inside a
Built-in disk cataloguer which could be sccessed From
anywhere by CALL DIR(nl. I forget how wondepful this is
until I get to somecne else's non-MYARC TI.

And it had MYARC's legendary disk management systes.
Still my fiest choice among a pile of excellent systems

and one that remains constantly configured in FUNMELWER
on my RAN. (But I'n getting a bit ahead of myself.) lots
of programmers learned @ Yot of techniques from this OH,
but for users like pyself it opened up 3 large world
(particularly within its futuristic utility menu).

Now my drive was old, so I thought ['d geta mew DSDD
one and add a power sueply for nr old one. 1 did.
Again, the controller ook everything in stride.
vitched from one kind of drive to another with no heavy
breathing,

AS oy computer madness grew I knew I'd never be happy
without a RANdisk or some extended memory, MYARC had
Just come out with their 5EZ card to go alons with their
256 and 128 cards.

s I had such great fortune with MYARC, I bought
their 512, Took out my 32 card, plugsed in the new.
Just 1ite the controller, it worked perfectly from that
noment.

I had & LARGE RAMdisk that I could partition as a
buffer for my printer and have lots of opticas available,
But did I really need all that space? I didn't think so
gt the tine. I wondered why [ hadn't purchased the
smaller cards with ny hard-earned pensies.

However, within a courle weeks, I had a1l the
FUNNELWER and PLUS! files I use regularly fand some othep
very specific utiiities and ganes) 211 on 3 RAM load with
an automatic BOK set aside for buffering (which turped
out to be one of the greatest enhancements I ever added
to ay TI),

The RAM portion is wonderful to operate.  Evervthing
[ need i5 THERE at the moment I want it. A1l the word
processing tools, A1l the assembly tools, Al the

utitities, in short, that I alwars used to load one-py-
each as needed, In those days the thing NOT inmemory was
the thing needed most at any given time.

And my controller? Well, I Jjust designated ay 517
card as drive 3, and it went about its business as if I
had hardly agiven it an adult task. Its "HO-Hum' -manner
showed me that the design of the thing was ingenious. MNo
fuss. Mo muss. No bother. I like things that way,

Now, here I was with o MYARC-stuffed fuli-blown
system when my extra 5550 original drive {in the power
supply box) died after much Faithful service. Six years
i5 @ lopg tine, I've been told.  Particularly for the
kind of use 1 give the drives. So I bought a couple DSOD
half- heights on sale, ut them in the P-Box, put the 050D
from the box into the added power supply, and ran my
software. But a1l ny software had been gegred to making
drive 3 as my RAMdisk. My controller winked at me.
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*Call the extra drive 4, it said, "and keep the RAM at
3.% 1 took its advice. Now I have all four drives (with
512 at 3) operating auickly and flawlessly and wondered
how I ever did with three drives or two. Can't even
inagine how I survived with one,

{There's something very obsessive about this kind of
behavior.)

Althoush I am the ultimate non-techie, even I can
plug in cards and (as a last resort) read namuais. MYARC
nakes it so easy, you don't have to read the mamuals in
gost cases, though they warh the user MEVER do  anything
without fiest reading the manuai completely

After a few years of bliss with HYARC, I was eleased
@s ounch to learn that they were developing a NEW
COMPUTER that would be compatibie with the TI. Mot Just
an gpgrade. Bot a NEW COMPUTER.

Vell, like ALL twithout exception) new products in
the computer industry world wide, the announcements of
its coming dragged on and on. But each stage was
publicized to the point of annovance, Probably what was
the most arnoving were the doomsayers. They dumped 2l
gver MYARC for the delays. It's too bad, really. The
kinds of stuff coming out for still-manufactured
computers does not raise the ire with the endless delays
because there is so much else being manufactured and
releassd,  With WYARC, it was the only show in town. Se
it got spotliohted. And, in some people's minds, got 3
bad rep. Mot deserved. Mot deserved at all.

If you're the ONLY company making a compatible
upgrade for an orphaned computer, you are taking & great
risk to begin with. You get no support to continug with
And you get to live with what you have created to end
with.

What MYARC ended with is a minor miracle. The SENEVE
(9680} costs about twice what the keyboards sold
separataly coste. Lass than twice the different RAMdisks
cost,  For uader $500 9%rs can now buy 3 computer that
was almost 100% comrpatible with every piece of software
they own, It has G4OK built in. It has 3 full-size
enhanced kevboard. [t can partition a huse buffer for
those novels of yours., It has the best graphic
resodution in the business, It comes with some pretty
inpressive software and ports for mouse, printer, hodem,
etc,

The GENEVE is the OHLY answer for TI upsrading
Thank goodness it's a great answer. [n addition to the
powerful DOS, the software includes MYNORD (an excellent
80-column processor), Advanced BASIC (that ooes far
beyond Extended BASIC), Pascal, OGPL, and & cartridge
downioader,

Early owners {like myself! have been receiving
updates of all the software free. So our machine keeps
getting better and better. As a matter of fact, there is
another whcle package being sent out by MYARC this month.
I can't wait. What 3 service this is!

This computer has so much seeed that vou have to set
sost software om siower nodes in order to handle the
difference,

And, 1ike all the other stuff from MYARE, this
computer 15 on a caerd that Just plugs right into youp P-
Sox., (the manual is huge and includes quite a section on
the superd Advanced BASIC.) it will take auite a bit of
time and effort on the user's part to use the GEREYE te
its full potential (if one can ever reach the full
potential of any computer}. There are also many options
tsuch as a 512 card} that can be added to the GENEYE.
There is alsp @ growing software sepport, HYART s 3
pouse-served, high-reselution package. Most TI software
ngkegs are creating GENEVE compatibility right at the
start,

And, KOW!!t Before I even get a chance to start to
master the GEMEVE, MYARC has dome it again!

They have Just released the first Hard and Floppy
sk Controller with Streamer Tape Backup Support with
MYARC DM-V, the most intuitive OM on the markat.

The conteoller includes a real huilt-in time clock
for file stamring; interfaces with standard floppy, hard
and steeamer drives; sueport of up to four 5 1/4 andfor 3
117 drives in any configuration; provides RAMdisk speed
of a hard-drive transfer rate of SMbit ser second. And
50 on.

I have uo plans in the impedisie future for hard-
driving, but it is sure nice to know that MYARC is
providing the optiens if Ido. It is also nice to know
that some of the best minds in the TI Vorld Comunity
have participated in the creation of these great MYARC
advances,

It is a real pleasure to present this annual award to
g company that has the TI owners in mind and whoe has
browght us into the high-tech age endoved by so many
other computers. Their continrued support in the face of
g lot of adversity is not Just coamendable but
outstanding. MYARC doesn't deserve the bum rep given fo
it by the loud t(but fortupately small in  number)
complainers who seem o need 2 scapegeat for their own
self esteen,

CONGRATULATIONS, MYARC! You're doing a orest Job,
Lou! Keep it up.

- 3 -
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HOME PUBLISHING ON THE 99/4A
FROM BCS WEWSLETTER
NOY, 1988

LSS H I SR Y

The Western MewYork 9%ers has for sale a package
called "Home Publishing on the 99/3&° by Harry Thomas
Brashear. Tt consists of a disk and an 80-page manual on
how to use the supplied erograms to create bampers,
pictures, and creative kext. According to the group's
flver:

The manual "will show in detail what clips and
instances are and how to use them.” It also catalogues
over 150 fonts and shows how khey may be used.

"Homa Publishing talks asbout the many graphics
programs, Just how they relate to each other, or how to
put then together to work For you,"

"But it doesa't stop there. The manual you get is 80
pages long.., and it Jjust wasn't tong enoush. For the
cost of the origina) manual vou will alse receive two 20-
page subplement issues during the coming vear. This is
50 your manual will aiwavs be up to date with information
on the latest graphics software,*

“You will also receive a disk of programs to help you
mke your documents look their best. The prograns
incluge a TI-Artist instance printer that will not leave
any skip lines in the printout, a pregram to oroanize

©your  fonts  and  gramhics, and the world's best
columpizer."

The cost of the complete package is $15.00, which
includes postage and handling.  User groups can but a
minimum of 10 packages for $12.50 each. To order, or for
more details, weite to:

¥estern New York 99ers

clfo Harry T. Brashear
2753 Mair Street
Newfane, MY 14108

EPEY Y (R (T 8y (0 (Hy By
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DRACULA LIYES ! !
By David fink
KUTHEG TI-99rs User Group

SHR R RARENRTIRRRAO SRS R0Y

England has recently shipeed us a treasure in the
form of CARFAX ABBEY, a fantasy game in the style of
TUNKELS of DOOM or more recently LEGENDS. The scope of
CARFRX is not as great as either of the aforementioned
games as it can be plaved easily in an hour or tun,
However the graphics are wgood, the wmoasters abound,
animstion s used well, and the plot is interesting and
siple enough to hold the attention of an adult or child.

Basically the plot consists of the olaver being
inside Carfax Abbey which vou may recall is Dracula’s
home in England. A crucifix and 200 spellpoints are
required before one may face down Dracula and then escape
from the abbey.

The gane itseif is writted in Extended BASIC with
assembly lanquage enhancements. In its present forn 18K
of program space and 6K of stack seace are used by the
program. Play is smooth and room chanses are at least as
fast as 1.0.D, Status screens are available with every
pove without cost, games can be saved, and 1,000 variants
of the gane can be generated.

My najor gripe about the game has to do with the
speed of loading and set up. However this is @ minor
pattar and there are speed up sethods available to the
end user which I hope to describe later in the
NOK PROGRAMMER'S MOTEROHK

Hardware required;
L¥i4

I or more disk drive
Extendad BASIC

This prooran is FAIRVARE. If you try it and like it,
send David Vincent the Yankee dollars and comments that
he requests in the documentation.

MG TS TLHIL I TLI TE R 14
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THE KONPROGRAMHER'S ROTEBOOK
Dy David Fink
NUTNEG TI-89ers

ISR IR 4455 2000 04N

This is the first of what I hope will be @ series of
non technical articles aimed at users who don't want to
progras but who would benefit from learning more about
some of the enhancement utilities that are available for
Extended BASIC. These utilities are often no mere
gifficult to use than OM-1000.

For our first example let's use Barry Boone's SYSTEX
to improve the loading speed of the fantasy game CARFAX
ABBEY.  CARFAX ABBEY is a fairware oame by David Vincent
of Keat, UK. This game uses 7 assembly langusge graphic
routines that take over | minute to load. After these
programs are in memory, the main eroaram beains to lpad.
From start to fimish it takes about 3 minutes to get the
progran booted. Kow this is a short time in ogeological

terms, Dbut it is forever and a day to a computer user
50000 tet’s improve it,

First you'l) need one disk drive, a back-up copy of
CARFAX ABBEY,and a copy of SYSTEX. How turn on Lhe TI.At
the ready prompt type:

CALL TRIT

CALL LOADU"DSKT. ERARH1®, *DSKY, GRAPH2", "DSKI.GRAPH3",
*D3KY. GRAPHA®, *DIKI. GRAPHS, "DSK1.GRAPHG", "DSK1. GRAP
7"

Place the disk containing CARFAX ABBEY in drive | and
press ENTER. Now read the paper until the load is done.
Ptace the SYSTEX dist in drive 1 and type:

11 RUK “DSKE.CARFAX'
Press "ENTER". Mo type:
SAVE OSK1.GRAPHICS

Place a formatted dist in drive 1 and press “ENTER',
Believe it or not we have Just performed a very delicate
operation, 7 asseshly language routines have Just been
disguised as { fast loading Extended BASIC program. There
will also be & saving of about 87 sectors of disk space.
Flace the copy of CARFAX ABBEY in drive 1 and type:

OL0 DSK1, CARF/LOAD

fress “ENTER'. At the READY promet type 440 and
press the down arrow (Fctn x}, you should see:

440 CALL INIT +: CALL LOADC"
DSK1.GRAPH1", *DSK1. GRAPHZ" , "

DSK1, GRAPH3", *DSK1,GRAPHA",*
DSK1.GRAPHS", *DSK1.GRAPHE®, *
DSK1.GRAPH7®)

As you can see this is a step that we want to
eliminate, so press Fetn 3, followed by Fctn x. The
display should now say:

450 AUN “BSKI,CARFAX"
Rewrite the Tine to read:
450 RUN "DSKi,GRAPHRICS®

Now press "ENTER®, place the disk containing the file
we Just crested into drive |, and type:

SAVE DSK1.10AD

Press  "ENTER*.,  The final step consists of
transferring the needed files from the oid CARFAX ABBEY
disk to the new one. The files that must be moved are:

CARFAX
CARFAX/DOCS

HELP (if your dist has a file calied CHEAT/NOTES,
cory it and change its mame to HELP)

[ hope you have tried the steps listed above and
don't forget to pay the authors if you mate these
prograns a part of your library, SYSTEX can be applied
to other programs, like Steve McWatty's GRAPHIC LABELER,
or many others that load in assesbly programs. Try it
out, you'll get an error nessage if it doesn't work and
you'1] Tose about 3 to & minutes of your time.

P.5. Llet me know if the instructions are too
detailed. I am aiming at the tyro and devout non
prograper.  feedback from any source will be accepted
and acted upon ag tine and ability allow.

i h (D by (B¢
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Converting GRAPHX To TI-ARTEST
By Chris Bobbitt
Taken from LA 99ers CIN-DAY

b LIRS dtid i tldasbildazatisds

I recentiy read an article in the Hoosier User's
Group's excellent user goroup newsletter on comverting
GRAPHX to TI-ARTIST with interest. T too had faced this
dilemna sose time back in trying to transfer our popular
GRAPHX Companion series of products over to TI-Artist (a
project  which regrettably still has never been completed
gue to time limitations and a rather low priorityl, In
any case, I thought the procedure we worked out may be of
interest as well,

After playing with both programs for & while, w#e hit
upon the selutionm offered by Mp. Robert Coffey. As a
satter of fact, on our now discontinued Artist companion
dist there is g font that was converted over in Just such
3 manner. It was so tige consuming that we soon gave up,

The matter staved dropped until 9 months or so ago
¥hen we were preparino Font Writer for release. [ asked
Peter Hoddie, the author if he knew of & way to convest
files over, and he said that Fent Writer could be used.

Later that week, 1 sat down, and & houps later I had
my first font. I chose @ very elegant Times Roman, with
d complete upper and lower case alphabet from GRAPHY
Companion IV {which was thep in the editing phasel for
the experiment,

The grocess was rather simple, acteally. Step one
invelves getting the fonts to TI-Aetist format, If they
are stored in & cliphoard, as our GRAPHX Companion series

- fonts are, this involves first pasting them onko & screen

teaving eplenty of room between characters) and then
saving the screen to disk. As mentioned in Mr. Coffey's
article, 1t is a very good idea to use an empty disk for
this.

Next, enter TI-Artist and select the coaversions
section, Comvert the screen from GRAPHY to TI-Artist
fornat !load it as a GRAPHX screen and Save it under
TI-Artist),

Next, enter the TI-Artist section from the menu, and
select disk options. toad the screen inte memory, Legve
TI-Artist and 9o to the tnhancements option. The screen
you loaded in TI-Artist will be i@ memory. Mext, enter
the Stides meny and select the Save Instance option. [he
file name you give should be the ASCII character that the
picture you are saving represents (i.e., if the picture
is of an "A" the filename should be A). Mext, the screen
wil) appear, Move the cursor to the upper feft corner of

the character picture you are saving, press the fire
button, and move to the lower right side of the picture,
boxing in the character. Press the fire button again and
the picture will be saved to disk, Do this over and over
until the whole font is saved as individual iastances.

Whep you are dong, exit TI-Artist and load vour copy
of our Font Writer program. Emter the Font Editor
option,

When that portion of the package is loaded, go Lo
the wmenu optioms, and select the option for opening &
fonl for outeut. Oo HOT select the Append font option,
Next, enter the Instances selection from the came mend,
and Toad in the first character (A or whatever),  After
it loadg, vou will be dropped to the grashics window.

At this point, it is a good tdea if you establish 4
*baseline” first. The baseline is the bottomn 1line that
you will use (not physically} for placing the characters.
Characters with descenders (which are the hardest to
center), can be easily lined up if vou adjust them
according to that line tremember such characters may look
odd, with all that empty seace above them, but that is
the way they should look - TI-Artist and Font ¥riter iook
at a font from the upper Yeft hand corner)

Using the Move Picture keys of the editor, you can
easily move the picture loft, right, up, and down to
center it on that imaginary line {use the block boundary
parkers £o aveid confusion). After the picture of the
character is centered, enter the senus again, and again
select the font options. Then select the opticn to save
a picture in a font. The Editor will ask you what ASCII
gharacters it represents, then a white cursor will appear
on the screen showing the picture. Position this cursor,
with the arcow keys on the lower right corner and press
fnter. The program will automatically save it to disk in
the font file you specified as the ASCII character you
specified. Do this over and over until all wour
Instances are converted to a font.

The advantages of this system over the one mentioned
by Hr. Coffey (which, while still a good system and pot
requiring Font Writer) is that it is much faster, and you
can center the characters in the font & lot easier simce
Font Writer has the tools for it.

Converting regular clipart fron GRAPHY to TI-Artist,
of course, is a much simeler procedure since all you
really have to do is paste it on the screem, convert the
screen to TI-Artist, and save each individual picture as
an Instance or Stide.

The reverse peocess. converting TI-Artist to GRAPHX,
is very easy. A1l you have to do is get whatever you are
converting into a screem, save it to disk, coavert the

-6 -
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screen to GRAPHX (again using TI-Artist's conversion

utility) and then paste it to the ¢lipboard from g GRAPHY
SCREEN,

Regarding the legality of converting art between
GRAPRY to TI-Artist: I'm not sure what the policy of
other manufacturers is, but ours is that once you buy the
stuff, it's yours. You can convert it to any format that
you 1ite. However, remember that the works in our GRAPHX
Companions and Artist Instances series ARE copyrighted
{they are in fact the product of Yiterally thousands of
hours of work - g single font may take up to {0 houps to
draw with GRAPHX!}, and you van't give them out to anyone
else. You can convert them for your own use, but no one
¢)ses,

Font Writer is also copyrighted to J. Peter Hoddie
and is manufactured and distributed by Asgard Software.
The yse of it as described here is only one of the many
functions of the product,

Copyright f987 - Chris Bobbitt
May be reproduced freely if unaltered
A1l Rights Reserved

O T T T TS T LI ST ST LI L ST LTS
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EXTERDED BASIC
STILL A 5000 CHOICE!
By Art Byers

Fn Central Westchester 99'ers
HEEH SRR R R R 00 40885 00

There are new guys in the 99744 neighborhood. Among
them are such stars as FORTRAN, FORTH, PILOT and SMALL C.
They have Yots of adhcrents who talk about *like Basic’
{FORTRAKY, “Freedom and Lxceptionally flexible® (FORTH),
‘Simelicity® (PILOTY, and *Seeed and structure® ('c').
They are Comeiled languages which means they certainly
run much faster than old friend ¥Basic. So, why bother
with Extended Basic at all? Why not go with the Hew? The
Retter? The Faster?

Gne of the great things about our beloved 09784 is
that even with its limited memory, it CAN support FORTH
and  and PILOT, T consiger amy of the computer
languages that will accomelish what is needed to be Fine!
For me, however, Extended Basic still remains the EASIEST
and BEST, wmost especially when courled with Assemdly
Language subroutines that speed up often used important
areas,

Let me tey to lead you throush a discussion of the
pros and cons of Extended Basic without 'putting down® in

the slightest ANY other language for the 99/8A (including
Pascal -However Pascal requires a special PEB card and
those are hard to find and some early versions have
bugst,

Extended Basic has wmany advantages from g
programmer's viewroint, not the least of which is that it
is an interpreted language with a plethora of error
debugaing routines built in. Ore of Ehe real swift paine
in the neck of a compiled language is that if it s
conpiled containing errors or bugs, these are extresely
difficult to find. This does not mean they cannot be
found or that good programmers cannot produce erpor free
comriled code. It is Just that debugging, added to,
subtracting from, changing code, etc. is much easier
with KB, It is a shase that TI chose to make X8 3
"double® interpreted language by writing it in 6PL, TI's
"secret” proprietary language, also interpreted, (Which
to the best of ny knowledge TI has NEVER releascd and
should they have chosen to take legal action, they could
make troudle for those who have violated their rights by
selling GPL programs, books explaining GPL, etc. and
etc.). It would have been better if the interpreter hag
been written in Assembly a la MYARC's XB. The added
speed of MYARC'S XB is a big imerovement over T[,s
XBasic,

One of the biggest advantages of XB is its EASE OF
USE AND UNDERSTANDING. BASIC Itself was written Jjust for
that surpose. BASIC is supplied with such popular
comeuters as Aeple, Atari, Conmodore, and IBM. This ease
of use was wmost  important  in  bringing  better
understanding of comeuters and use of computer languages
to targe numbers of Americans. For no other reason, the
Basic langusge continues to survive.

As far as the 89/4A goes, another advantage is that
the language itself resides outside the RMM areas. [t is
in ROM and GROM. The cover of the ¥B manua) states that
the module containg "32t bites of preprograooed memory”.
Post of the RAM is free, Additionally, XB sccesses,
a9ain with simplicity, ¢larity and ease, the built ipn ROM
routines such as Device Service - printers, cassette
d¢isk drives -, screen access and display, setting up of
buffers, araphics and serites. mathematics, ete. Many of
the "new* languages save RAM memory by alse accessing
these same ROM routines, running at the sane speed for
all! Now lets talk about available memory. Because
support  for forth amd ‘c’, for examples, aust be loaded
into the main 32k nemory area, they do not have as much
remcry available as sone programmers feel is absolutely
necessary. This problen has been selved by using virtual
nesory - that is disk storage of Forth screens {blocks)
or C support routines, XB support resides in consele ROM
and the module itself, the full 28k upper Rom is
available for prograns and the 8% low memory for Assembly
support routines, and most of YOP RAM for steing storage

- 7 =
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gtc. For example, I recently purchased a Disassembler
which was written in Forth, The author elainly stated
that becauce of the memory used by Forth itself plug the
program, it was not feasible to disassemble programs from
RAM. It did its disassesbly right off the disk!. Since
Basic resides in ROM, a disassembier weitten for EfA or
MM modules can be written in plain old BASIC, and can
disassemble programs that use the 24k upper and 8% lower
nemory, because it resides in VOP RAM, and not overwrite
the program,

Some last points! let us look at what we have to
work with. We have o machine designed &s a [IOMC
copputer,  For almost every purpose of use at home,
memory and speed available Ehrough XB are more than
sufficient., We are not tracking satellites, doing high
order Tengthy math, searching a database the size of the
national Social Secupity register, Ve have a hundred or
50 hames on our phone 1ist. We do not require massive
spread sheets. For our noemal peactical purposes X8 and
the 99/44 can suit our needs. In fact T may be accused

of RERESY, but I did almost everything with onty the X8
module and cassette - NO memory expansion of disk!!!

What is nore, when I need a special program written
to fi1l a personal need, I wrote ik, dcbugged it and am
using it in g matter of a few minutes to at most an hour.
This is possible because the most Frequently use¢ ¥B
GESUB routines and CAEL SURs are saved on disk as MERGE
files ready to be placed into a erogram, easily and
ﬂMH.MWNWﬂMMWMMHMS%ﬁMf%M@
of XB.

At ()

1989 FAIRS
MARCH

TICOFF (TI Computer Owners fun Fairel, March 18, Roselle
Park, New Jersey. For information, write TICOFF '89 cfo
Joselle Park Hish Schoel, 185 West Webster Ave., Roselle
Park, NJ 07204, or call Robert Guelnitz at (701} 241-
4550 or (201) 382-5963, or the TICOFF BBS at (20D 241-
5902,

MAY

Mlti User Group Conference, May 28, Reed Hall/ Student
Activities Building, Ohip State University, Lima Ohio.
For further information, write Lima Users Group, P.0.
Box 647, V¥enedocia, {M 4h804, or call Dave Szipple
avenings at (4191228-7109,

PRESIDENT'S COLUYN

1989 heraids a new era for the Philadelehia Area TI
Users Group. Hopefully we will become larger ang more
able to provide our members with information and help
than before, In order far us to he able to seet thig
lofty goal, we need the cooeration of YOU, the
aenbership,  We need your attemdance at the meetings, we
need your input to our newsletters, and we need to knos
ah?ut your needs and problems so that we may be sble to
help,

Qur numbers have been steadily shrinking, nainly due
to the fact that our comeuters have been out of
eroduction for some 5 yesrs. Another reason is probably
that some people have moved on to newer computer systems
I think that another reason for our dwindling numbers is
that we are not providing some of the things that the
serbership expects from the Group. In this vein, we have
provided an area on the renewal form for you to express
Just what YOU would 1ike to get from the OGroup. Please
take time to let us know what it is that we could be
going for you. AIS0 on the form is an area for you to
let us know what YOU would be willing to do for the
Group. Take time to Fi17 out this section also, because
without the participation of our members, we have mo
aroup,

At our Jansary la Salle neeting, we demonstrated a
fiew progran frod Engtand called CARFAX ABBEY. This is an
adventure type gane with graphics which takes us to the
egendary castle of Count Dracula. The obdect of the
game i5 to Journey through the many rooms on the four
floors of the Abbey, garnering magical povers and sold
pieces, and acquiring the weapons necessary fo slay the
evil Count Dracula. The progrenm allows an almost endless
nueber of room lavout variations, and also allows yor to
save and restore a partially completed game. It features
the ability to constantly monitor ones status pegarding
where you are and how much power and 901d rou possess. [
¥as never very much of an adventure game buff, but this
one has been very inkriguing to me. This prograp is
available in our library, aloms with mony other pew
entries.

Qur “official™ meeting will now be the YOC meeting,
which is held on the 1st Saturday of each aonth, at the
Youth Development Cemter in Bensalem, PA, nmext to the
Reshaminy Mall. The la Salle meeting on the 3rd Saturday
of each month will continue to held for those members of
the Group who are members of PACS, and for those members
of PACS who are not members of the PATIUG
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TIPS FRON THE TIGERCUB
$#47
Copyright 1986

TIGERCUB SOFTWARE
136 Collingwood Mve.
Columbus, OH 43213

Distributed by Tigercud
Software to TI-99/4K Users
6roups for  promotional
purposes and in exchange for
their newsletters. May be
reprinted by now-profit
users growps, with credit to
Tigercub Software.

Over 120 original programs
1n Basic and Extended Basic
available on  cassette or
disk, H(OW REDUCER TGO JusT
§1.00 EACH!, plus $1.50 per
order for cassette or digk
aind PPEM. Mioimum order of
$10.00. Cassette programs
will oot be avatlable after
my present etock of blanks
18 cxhausted, The Mandy Dan-
dy series, and Color Prog-
rawmieg Tutor, are no longer
availabie on cassette.

Deseriptive catalogs, while

they last, $1.08 which is
geductable from your first
order,

Tigercub Full Disk Collec-
tions, redeced to $5 post-
paid. Fach of these contains
either § or 6 of wy reqular
cataleg programs, and the
remaining disk space has
been filled with some of the
best public domain programs
of the sawe category. I am
NOT selling public domain
programs - they are a free
bonug!

TIGERCUB'S BEST, PROGRAMNING
TUTOR, PROGRAMMER'S UTILI-
TIES,  BRAIN GAMES,  HRAIN
TEASERS,  BRAIN  BUSTERS',
MANEUVERING GAMES,  ACTION
REFLEY  AND COMCENTRATION,
TWO-PLAYER  GAMES,  KID'S

GAMES, NORE GAMES,  NORD
GAMES, ELEMENTARY NATH, NID-
DLE/HIGK SCHOOL MATH, VOCAB-
ULARY AND READING, MUSICAL
EDUCATION, KALEIDOSCOPES AND
DISPLAYS

KUTS & BOLTS DISKS

These are full disks of 100
or more utility subprograos
in MERGE format, which you
cab werge inte your owp pro-
grams and use, almost like
having another hundred CALLs
available 1n Extended Basic

Each is accompanied by prin-
ted documentation giviang an
example of the use of each.

FUTS & BOLTS (Fo. i) has 100
subprograms, @ tutorial on
using them, and 5 pp. docun-
entation. MUTS & BOLIS No. 2
has 108 subprograms, 10 pp.
of  documentation. WUTS &
BOLTE 43 bhas 140 subprograms
and 11 pp. of docunentation,
NOW JUST $15 EACH, POSTPALD.

TIPS FROM THE TIGERCUR

These are full disks whaich
coptain the prograws and
routines from the Tips from
the Tigercub newsletters, in
ready-to-run program format,
plus tfext files of tips and
nstructions.

TIPS (VYol. 1) contains 50
ortginal pregrams and files
from Tips newsletters No. 1
through No. 14, TIPS VOL. 2
containg over 60 programs
and fites from Nos, 15 thru
24. TIPS VOL. 3 has another
62 from Nos. 25 through 32.
TIPS VOL. 4 has 48 wore from
133ues No. 3 through 41,
HOW JUST $10 EACH, POSTPAID.

(SRt RN 32T T2 0022200323

! NOW READY t
* TIPS FROM TIGERCUB VOL.5 2
* hnother 49 programs and *
' files from 1ssues No. 42 *
* through 50. Also $10 ppd *

RERRRARRFERRARROARRREN AR REE

TIGERCUB CARE DISKS 41,182,143

and #4. FPull disks f text
files {printer required).
Mo. 1 contains the Tips news
letters #42 thre 345, etc.
Fos. 2 and 3 have articles
mostly on Extended Basic
programeing. No. 4 coatains
Tips newsletters Nos, 46-52.
These were prepared for user
group newsietter editors but
are available to anyone else
for §3 each postpaid,

If you bought my C11 disk,
Kid's Games, please check
tine 100 of the Butterfly
and Flowers program and, if
necessary, change it to -
1000 CALL CLEAR :: CALL 35CR
EEN{4).

It you bought my C12 disk,
Nore Games, and have tronble
loading Lost Plane and
Mdroredan Invasion, please
go to line 1000 of the LOAD
program and change *TC-18%
to *TC-18 aod *TC-23* to
TC-23. Or,  return  the
disks to oe and I will fix
ther,

Thanks to Ollie Hebert for
this fix to the Gordian Knot
10 Tips #36. This will keep
it frow running off the edge
and  crashing iz the
autonatic node,

270 GUSUB 480 :: R-R-24*(RC1
1424 (R224) :: C=(-26*(C(3)+2
8+(C330):: CH=128-(D=1)-(D=3
}:i CALL GCIAR(R,C.8):: IF 6
(232 THEN IF INT{24RND+1) ()1
THEN CH=G

The trouble with me i3 that,
betore 1 finish ope program
I've thought of another that
I want to Lry writing - and
50 T don't take time time to
test completed programs as
well 23 I should. The Decom-
pactor in Tips 433 was one
that should have been tested
more  thoroughly. I think
this version will work. It
will break an YBasic program

- Q -

into single-statement 1ines

to wake 1t easier to modify,
Then, John Dow's Compactor
or a swmilar program wiil
put 1t back together.

100 'DECOMPACTER V.1.1 by 31
o Peterson fixed 12/87
110 DISFLAY AT(3,1}ERASE ALL
:*TIGERCUB DECOMPACTER V.1.1
" :" Program must first be
-*; :"RESequenced to greater
1~": "crements than the num
ber*
120 DISPLAY RT(9,1)."of stat
ements in any one:"line.":
:"SAVEd by":" SAVE BSK(tile
name ), KERGE"
130 DIGPLAY AT(16,1):“INPUT
FILENAME?®: "DSK" :: ACCEPT A
T(17,4): IF$
140 DISPLAY AT(16,1)ERASE AL
L:“OUTPUT FILENAME?":"DSK® .
i ACCEPT AT(17.4):0F%
150 OPEN #1:"DSK“&1F$, INRUT
YARIABLE 163 :: OPEN #2:°DS
K*&0F§, OUTEUT, VARIABLE 163
160 LINPUT $1:M§ :: LN=ASC(S
EG$(MS, 1, 1)) *2564ASC{SEGS (M8
L8, 1) IF LKYINZ THEN 186
170 DISPLAY AT(12, 1)ERASE AL
L BEEP: *ERRCR' RESEQUENCE PR
(GRAM TO":“GREATER INCREMENT
5 MED TRY":“AGAIN." .. CLOSE
41 :: CLOSE #2 .. STow
100 LN2=1H
190 P=POS(M§, CHR$(130),3) ::
IF P=0 THEN PRINT $2:M$ :: 6
070 260
200 A$=SEGS(NS,1,P-1}:: R=PO
S(AS,CHR${132),3):: 5=POS(A$
LCHR§(201),3)
210 IF R=0 THEN PRINT #2; A$é
CHR${0}:: GOTC 250
220 TF 5=0 AND R<M0 THEN PRI
KT §2:M% .. 6OTO 260
230 IF 5¢>6 THEN IF S-R¢3 TH
EN PRINT #2:A$8CHR$(0}:: sOT
0 50
240 PRINT #2:M$ :: GOTO 260
230 LE=LN#1 :: LN2-LN :: 05
UB 270 .. M§=LHSESEGS(NMS,.PH
, 205} :: GOTO 190
260 TF EOF{1}C>1 THEN 160 EI
SE CLOSE ¥l :: CLOSE #2 :: D
ISPLAY AT(12, 1} ERASE ALL:“En
ter NEW': :“Then Enter*:" N
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ERGE DSK"KOF$ .. END

270 1N$=CHRS(INT (LN/256) ) kCH
R$(L¥-256* INT(LN/206)) :: RET
URK

Tf yon have my BXP routine
from Tips B0 (corrected in
Tips #421 or from =y TIPS
disk Vol. 4 or NUTS & BOLTS
13. or Genial Travetler Vol.
1 No. 6, here is a neat 1m-
provement that Barry Traver
thought of. Key this in, run
it to create a merge file on
a disk. Then clear memory
with NEW, xnerge in BID, lhen
MERGE DSK1.LINEZERO, and now
save Bib again iy merge for-
pit and 1t will CALL itself
from line zero (and do some-
thing else that ['m aot
going to tel! you about!

100 OPER #1."DSK).LINEZERQ",
VARTABLE 163, OUTPUT

110 M$=CHR$(0) ECHRS (0] RCERS(
157} RCHRS (200} &CHRS (3) &" BXB"
RCHRS (130) &CHRS(157) ACHRS(20
O}&CHRS(4)&"CHAR"RCHR$(183) &
CHRS (200) ACHR$ (215" 30"

120 M§=MSACHR(179)6CHRS (199
JECHR$ {16} 8" 81CITEN58199663C
"SCHR$(1B82}ACHRS(D):: PRINT
F1:M$ o. PRINT #1:CHR$(255)8
CRR$(233)

Aud if you have merged in
BXB, the edge character
{ASCII 31) can be reidenti-
fred and colored (set 0) teo
give the screen an orna-
eental border.

100 CALL CHAR(3L,"0"):. CALL

CLEAR :: FOR J=1 TO 24 .. P
RINT .. HEAT J .. CALL CHAR(
31, "1824429999422418") . : CAL
L COLOR(D,5,16)

Here is an improved version
of the CATWRITER program to
create the Tigercub
QUICKLGADER, which 15
intended for disks  of
programs  which  you have
filled and do not plan to
It will read the

display  each

change.
directory,

fitename, and ask you for
the complete program mame of
each ose. Then it prepares
a program which displays one
or more memu screens of
corplete pregram nawes, and
auto-loads whichever one you
select,

First, key in this part and
save 1t to disk by SAVE
5K1.CATI,MERGE.  If you
vani, you cap change the
screen and character colors
in line 10. Don't change the
line numbers!

18 CALL CLEAR .. DIK X${127)
:+ CALL SCREEN(5):: FOR 5=0

T0 14 :: CALL COLOR(S, 16,1}
: NEXT § :: CALL PEEK(8199,A
Voo IF M2170 THEN CALL INIT
11 REM (leave this in!}

12 ON WARHING NEXT .. BQSUB
21

13 X=Xs1 :: READ M§(X):. IF

M${X)C"END™ THEK 13

14 R=3 :: FOR J=1 TO -1 ::

READ X§ .. DISPLAY AT(R.1):S

TRE(J); TAB(4); XS ¢ R=R¢l ;.
IF R(23 THEH 17

15 DISPLAY AT(24,1):*Choice?
or 0 to eontinne 0" . MCCE

PT AT{24,26) VALIDATE(DIGIT)S
[ZE(-3}:N :; IF W>%-1 THEN 1

]

16 IF NCX0 THEN 10000 :: R=3
17 NEXT J

10 DISPLAY AT(24,1):*Choice?
* 1 RCCEPT AT(249, 9)VALIDATE
{DIGIT}:N :: IF N=0 OR K)X-1
THEN 18

19 CALL CHARSET .. CALL CLEA

R :: CALL SCHEEN(B):: CALL P

EEK(~31952,%.B):: CALL PEEK(

At256+B-65534. 4. B):: C=A*256
+8-62534 ;. A$="DSK1, “SMS(N)
i+ CALL LOAD(C.LEN(A$))

20 FOR J=1 TO LEN(A$):: CALL
LORD(C+d, ASC(5EG$(A$,J.1)1)
v+ NEXT J ¢ CALL LOAD{C+),0
1:: GOTC 10000

21 CALL LOAD(g196, 63, 248)

22 CALL LOAD{16376,67,85,82,
83.79,82, 48,81

23 CALL LOAD{12288,129,1905,1
26,165,129,153,102, 60

24 CALL LOAD(12296,2,0,3, 240

.4,1.48,0.2,2,0,8,4,32,32,36
,4,91)

25 CALL LIRK{"CURSOR"™]:. RET
URN

10000 RUN *DSK1.1234567490"

Next, key in this little
routine and run it to create
a file ealled CATZ. If you
added or deleted any lines
in the CAT! file, change
the J-loop aceordingly.

100 OPEN #1:“DSX!.CATL*, VARL

ABLE 163, INPUT

110 OPEN #Z:°DSKL.CATZ™, VARI
ABLE 163, GUTPUT

120 FOR J=10 TQ 26 :: LINPUT
BL:M$ :: PRINT 42:CHR$(0)AC
HRE(IIECHRS (156) RCRRS(233)4L

HR$ (200 &CHRS (124" 2 RCHRS (18
1)RCHRS (1991 &CHRS {LEN(M5) ) 6K

$ECHR$(0):: NEXT J

130 PRINT #2:CHRS(255)&CHRS{
253):: CLOSE 41 :: CLOSE §2

Finally, key in CATWRITER.
Leave 1ibe line numbers as
they are, we need that space
after iine 5.

Then KERGE in DSK1.CATZ to
combine the two, and SAVE.

1 CALL CLEAR ;. CALL TITLE(1
6, "CATWRITER") .. CALL CHAR{}
24, "304299011199423C%) . DIS
PLAY AT(2,10):"Version 1.3":
;i TAB{B);"! Tigercub Soitwar
g
2 DISPLAY AT(15,1):"For free
*:"distridbution”: "but no pri
ce or": “copying fee":*to be
charged.” :: FOR D=1 T0 500
:: NEXT D :: CALL DELSPRITE(
ALL}
3 DISPLAY AT(Z, 3)ERASE ALL:*
TIGERCUB CATWRITEZR V.1.3°:;
* Wil read a disk directory
,Ti'request an actual progra
p":"naee for each program-ty
p'ell
4 DISPLAY AT(7,1):"filenane,
and create a merg-*:*able §
uickloader which dis-*:"play
s fuil program names and*:*r
uns a selected program.”
5 OPEX §2."DSK. CATMERGE", VA

_10_

RIABLE 163, QUTPUT
100 OPEN #1:*DSK1. ", INPUT R
ELATIVE. INTERNAL :: INPUT §)
N$, &, 3,K :: IN=1000 :: EN=1
100
110 DISPLAY AT{(12,t):"Disk n
ame?":;:N§ :: ACCEPT AT{14,1
)SIZE(-28):N$ :: LX$=5TRE(14
-LEN(N$)/2):: LILEN=LEN{Li$}
120 PR§<CHRS{Q)&CHRE (11}6CHR
${162)&CHR${240) RCHRS(1083)4C
HRS(200}&CHRS (1) &"1*&CHR$(17
9} &CHRS (200 RCHRS (LELEN | &LYS
130 PRE=PREACHRS (182) RCHRS(L
BL}ECHRS{199)GCHRS (LEN{NS) )&
N$&CHES (0):: PRINT %2.FR$
140 =X+l .. INPUT #1:P%,k.J
B o IF LEN(PS)=0 THEN 180
oo IF RBS(R)=5 QR ADS{h)=4 A
¥D B=254 THEN 150 ELSE X=1-1
1 GOTO 140
150 DISPLAY A%(12,1}.P¢:*
PROGRAN BAME?® :. ACCEPT AT
(14,1)SIZE(25) . F$
166 PRINT #2:CHR$(INT(F%/256
F)RCHRS (FM-2562 INT(FN/256) }h
CHR$ (147)8CHR$(200) ACHRS(LEN
{F§) ) RFSECHRS(0):: FN=FN+1
170 N$=M$&CHR$(200)&CHRS(LEN
{P$) J&PSRCHRS{179):: IF X1
THER 140
180 IF M$="* TKEN 200
190 PRINT #2;CHRS{INT(LN/256
1V ECHRECLN-2562INT(LK/256) 14
CHREC147)R5SEGS(MS. 1. LEN(NS) -
1)ECHRE(0):: LH=LNH41 :; My="
"o d=0 0 IF LEN(PS)O0 TH
EN 140
200 PRINT 42:CHR§(INT(LN/256
DIRCHRS(LN-256INT(LH/ 256) 14
CHR$(147) BCHRS (200) ACHRS (3} 4
“END“&CHR${0)
210 PRINT #2:CHR${255}8CHRS¢
259):: CLOSE 1 :: CLOSE 42
220 BISPLAY AT(8,1)ERASE ALL
:"Enter -":;:* NEW*:..* NP
RGE DSK1.CATMERGE®:;." DELE
TE “"DSK1.CATHERGE*"*..;." 3
AVE DSKY. LoAD®
230 5UB TITLE(S.T$)
240 CKLL SCREEN{S):: L-LEN(T
$):: CALL MAGNIFY(2}
250 FOR J=1 TO I :: CALL SPR
ITE(#d, ASC(SEGS(TS, 3,107, 0¢1
-{Jt1=8) HIH1=5+13)+{I5141 ")
3,08 {1T04L), 10420 (200/13 ) -
NEXT J
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260 SUBEND

Mike Stapfill and Ed
Nachonis and others have
been publishing some neat
tittie “tinygraw* programs
which can be listed on 4
single screem, so here is my

contribution. It's not only
i ope-screemer, it's .
one-liner!

I RANDOMIZE :: PHINT : : :
oo A=INT(RND*7):: B=INT(R
NDAO+1):: POR X-1 TO 5 :; Y=
MY“2-B*{+D .. PRINT Y;:. HE
IT X o0 Y=Ar1"2-B04B o0 PRI
BT . : :: INPUT *GUESS NEXT
NUMBER“:N :. IF N=Y THEN PRl
NT :"REGKT" :: 60T0 1 ELSE P
RINT :"CORRECT IS™:¥ :: 6070
1

MEMORY FULL! - Jim Peterson

COCXNONY

SPRITES, PART 1
by Jin Petersen

The  sprites of TI
Extended Basic are mostly
n3ed in fast-action
arcade-type games, but they
have other uses as well.

Up to 28 sprites can be
placed on the screem at one
tine, Dbut thers is one very
serious limitation - if more
than 4 of them are in a lipe
horizontally, only ithe 4
towest-numbered ones will be
vigible. That 15 why, if
you have nuwerous sprites
woving about the screem, one
of them will occagionaily
disappear and reappear, or a
horizontal  slice of a
nagnified sprate will become
transparent.

R sprite is placed on the
acreen by the statement

CALL SPRITE(#N, ASC, COL,
DOTROY, DOTCOL)

§ is the sprite nusber,
between 1 amd 28, and it
wust be preceded by the §
sign. ASC is the ASCI] code
of the character that you
¥1sh the sprite to have. It
must be between 32 and 143 -
the ASCIl  characters 33
through 126 are the keyboard
characters, the others witl
be blank upless you redefine
them.  COL is the color you
wish ithe sprite to have,
using the same color codes,
1to 16, as are used for
€ALL SCREEN or CALL COLOR,

DOTROW and DOTCOLUME are
the dot row and dot column
at which you vish the sprite
to appear. You know that
the wonitor screen copsists
of 24 rows and 32 columas.
Using HCHAR or VCHAR, you
can place a character op any
one of t{hose 768 spaces
(PRINT and DISPLAY start at
column 3 of the graphics
screen).  Each  of  those
spaces consists of a grid of
8 x 8 dots, totaling 64. By
turning variows of these
dots off (blank) or on
(colored), a character is
displayed on the screen.
Therefore the screen i5 8 x
32 or 256 dotcolvmns wide
and the vigzible screen is 8
X 24 or 192 dotrows deep.
Actually doirow can De
anything wp to 236; dotrows
193 through 256 are hidden
below the bottom of the
screen, and sprates can be
hidden there.

The upper lett  hand
corner of your sprite will
be at whatever dotrow and
dotcolumn you specify.

To convert an qraphics
screen (HCHAR} positien into
dotrow and dotcolumn, use

DOTRON=RON*3-7 and
DOTCOL=COL*8-7; to convert &
PRINT/DISPLAY position, you
pust use DOTCOL=(COL+2}78-7.
So, CALL SPRITE(41.42,16,89
A2 wili place  sprite
#, in the forn of the
asterisk (ASCII 42), color
ed white (16} in  the
niddle of the screen. If
you wamt, you can give it
wotion when you create it,
by gqiving it 2 row-velocity
and a2 coluen-velocaty,
These velocities cam be from
-128 to 127. X positive roe
velocity moves the sprite
down, negative moves it up;

& positive column velocity
woves it right, negative
moves it left, Velocaty

0 is a standstill,and spesd
increases from 1 upwards and
frow -t downwards.

So,  CALL  SPRITE(#1,
42 .16, 89, 121, 5, 4
will  place that white

ds1eTisk in the middle of
the screen and start it
woving slowly at & 45 degree
angle  dowmward to right
(since the values 5 and 5
are positive and equall. It
will continue moving at that
direction and 3speed until
you tell it to do otherwise,
all by itself and without
program control. When it
reaches the right edge of
the screen, it will ‘“wrap
around” and appear at the
left. When it reaches the
bottom, 1t will disappear
briefly while it pasaes
through those hidden
dotrows, and ‘“wrap around”
to appedar at the top.

If you want to change the
pattern of the aprite, there
are three ways to do so.
You can CALL SPRITE again
¥ith the same sprite number
but & different ASCII
character =~ but if the
existing sprite is not in

-

the position of the dotrow
and dotcolumn you specity.

it will disappear and
reappear iz the  new
position, Or you cap

reidentity & character by
CALL CHAR, and any sprite
baving that character will
change accordingly, without
affecting its color,
posttion or wmovement. Or
you can use
CALL_PATTERN(4H, A3} to
change the pattern of sprite
¥ to the pattern of the
specified ASCII character,
without  affecting color,
position or wotios.

There are also two ways
to change the color of a
sprite. CALL GSPRITE with
the same sprite pumber and
RSCIT but a different color
code  will  recreate  the
gprite vith the new color,
but  1n whatever position i3
specified. CALL
COLOR(N,COLOR) will recolor
sprite #¥ to the specified
color code without atfecting
1ts patiern, position or
eotion.

If you want to change the
position of a sprite. CALL
LOCATE( 84, DOTROW, DOTCOL)
will make it disappear at
its old Tocation and appear
at the new location, The
pattern and color wil} be

unchanged, amd if it was in
motion the sawe motion will
continue  from the nmew
posibion,

To change the motion of a
moving sprite. or to start a
statiomary  sprite  ipto
wotien or vice wversa, use
CALL MOTION(#M.RV.CY) - RY
and OV Deing the same row
velocity and column velocity
optionally wused in CALL
GPRITE. CALL MAGNLFY wili
change the size of your
sprite. You do mot specify
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8 sprife number with this
CALL, because it affects all
sprites that are om the
gereen or are subsequently
placed on the screes. CALL
MAGNIFY(2) enlarges  the
sprite 4 times so that it

fiils 4 of the graphic
screen  spaces, 256 det
spaces.  CALL  MAGNIFY(3)

causes the sprite to consist
of 4 characters, occupying
4 graphic screen positions,
The upper left of these
characters will be the ASCII
gpecified in the CALL SPRITE
or CALL PATTERN, provided
that the ASCII is evenly
divisible by 4  otherwise,
it will be the next smaller
ASCIT evenly divisible by 4.
The next higher ASCTI will
be in iower left, the next
10 upper right, ihe next in
lower right. o other
words, 1if you use CALL
MAGRIFY(3) and CALL
SPRITE{#1.64,2,10,10)  you
will get & sprite looking
like this - @B
M

- and if you

CALL  SPRITE(#1,65.2,10,10)
you will get exactly the
same thing, because the
computer wiil substitute the
next lower number, 64, which
is evenly divisible by 4.

Naturally, you will not
have much wse for sprites

consisting of four
characters, unless  you
redefine them into a single

pattern, and in that case
you nust remcmber that they
will appear in that wpper
left/lover left/upper
right/lower right sequence.
Fortunately,  there  are
sprite editor prograas to
take care of this for you.

CALL MAGKIFY({4) will
enlarge that  4-character
sprite so that it fills 6

graphic screen  positions,
Note  that wagmification
options 2 and 4 actually
enlarge each dot to fill 4
dot positions, so that the
spriles huve 4 more angular,
blocky appearance,

Ang finally, CALL
MAGNIFY(1) will  return
magnified sprites to their
normal singie-space size.

Programming with sprate
notion 19 unlike any other

programming, because you do
not centrol the program
execntion step-by-step.
When you set a4 sprite 1n
motion, it comtinues in

moption while the program
yoes on to do whatever it is
suppoged fo do next. When
you want to control the
sprite again, you must catch
up with it and find out
where 1t is. There are
three ways to do this.

CALL  COINCIALL.C) will
give a value of -1 to € if
any two aprites on the
screen are overlapping, even
siightly,
not. CALL CORIC(#1,42,TCL,C)
will qve £ & value
of -1 if the upper left
left hand corners of sprites
#1 and #2 are within TOL
dotrows and detcolumn3 of
each other. TOL way be any
nueber you want, dependiag
on whether you waat to catch
them only when they are
right on top of edch other,
or just getting close. If
not within tolerance, € will
equal 0.

CALL COINC(#1,  DOTROW,
OTRON, DOTCGL, TOL, ()
will qive C a value of -1 if
the upper left corner of
sprite. #1135 within TOL
dotrows and dotcolumns of
the specified DOTRO¥ and
DOTCOL.

or 0 31f they are-

CALL  COINC 15 not
foolproof.  If you give the
sprites a fast motion, a
coincidence may not  be
caughi. And  when  you
alternate your CALL COINC
with other statements such
as CALL JOYST, & coincidence
will be missed if the
program 1% executing sowe
other statement at the time.
CALL POSITION(#N, DOTRG¥, DOTC
QL) will gave the dotrow and
dotcolunn  that the upper
left corner of the sprite is
occupying af the ipstant it
is called. Thiz one again
is not foolproof because Lie
sprite will have moved from
that positicn before another
statement can be executed to
do  aoything  with  the
information.

CALL DISTANCE(41,42.D] or
CALL DISTANCE(#1, DOTROW, DOTC
0L, B} wiil give to D a value
dependirg on the distance
between the two sprites, or
between the sprite and tLhe
location. The value, aa I
understand it, is the square
root of the total of the
squares of the difference
between the dotrows zdded {o
the  squares  of the
differences between the dot
colunns. I'm not sere how
eseful all that 1s, and [
have rarely seen this CALL
used by programmers.

Pinally CALL
DELSPRITE(#H) will delete
sprite #1 from the screen
and CALL DELSPRITE(ALL) wiil
delete them all

Those are just the basics
of sprite programming. What
can De done depends solely
0D Your ingepuity.

-1? -




