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TIDBITS
-By Steve Mickelson, President 9T9 Users Group

MEMBERSHIP RENEWALS &
ELecTIONS NEXT MONTH! .

#64

¥

Compuserve 76545,1255; Delphi SMICKELSON; GEnie S.MICKELSON

That's all folks:

This edition will mark my last Tldbits. Rather than reflect on the last six years of news and views jn past
editions of Tidbits, | prefer to reprint an article sent to me, from Bill Gard, of the Ottawa group. Bill, also
states In a letter that the Ottawa T group pians to host ancther TI Fest, in Aprit 1993.

| would like to thank the support from all our readers and trust that you give support to the'nex! newsletter
editor. It's been a great six year's plus and | hope the Nine-T-Nine group and newsletter continue, for at least
as long! Dont forget membership renewals and elections, in January 1993!

O PresiRemlie /g,

As I struggle to follow the late Ida McCargar as
Newsletter Librarian, I have the priviledge of
reading or scaming newsletters from other TI User
Groups across our coutitry and Canada. The number of
editorial _errors is fairly substantial, all
newsletters being viewed as 2z whole. Before
starting to complain., one wmust consider that the
world's Tl Newslstter sditors are asong the unsung
herces of our remaining Tl world!

Ideally when anvone has turned in an article to the
newsletter editor, it would be nice for that author
to have the opportunity to proof-read the article
before it "goes to press”, This, though ideal,
siaply proves to be impractical logistically. As
anyone involved with producing newsletters for our
Tl friemds we!l knows, a tresendous amount of work
is thrust upon the editor (and unfortunately--more
wften than wmot--at the last sinute’). Some of the
newsietters (ros around the country [ hDave ssen are
r;'otty ¢clearly the sweat and toil of one person
alone! 4

»

Think about the work your Newsletter Editor does.
Bow wmany of us take for granted what they do? When
they ask for help., how wmany in  your group
volunteer? Bow aany writers understand the
editorial pressures created by Jackadaisical
fuabling on getting articles in to the editor on
time? If writers are not good spellers, Bow many
take the time to get a spouse or friend to check the
article for grasmatical or spelling errors so your
Newsletter Bditor will mot be stuck with this extra
chore{!)? Resecaber, too, newsletter editors have
familiea, JSobs, and other comsunity obligatioms
besides their saditorial duties! And yet, many of
thea find the time to do beautiful work dressing up
their newsletters with really neat graphics as well!

So the next time you wince at errors im your
fewsletter, resesber to be thankful you have a
newsletter at all and that you are lucky enough to
have a person dedicated enough to serve as aditor.
After all, not only has the editor given all these
countless hours to produce the letter but probably
has also foften single-handadly!) had to go out to
have it copisd and then spends more hours collating
the pages, stapling them, foiding thes, sticking on
address labdels. and putting on stamps (not many
groups have large escugh mswbership to usa wetered
wailr. Amd who takes them to the post office?...
These editors Bave te rank very close to Saints!

Pros the advantage I have of seaing so many
differsnt mewsletters from the TI world, 1 can tell
you our own SW99er newsletter certzinly appears to
be among the Dbest. This is not a boast but a
thank-you to our ows sditor! (Personally, I am glad
to see mnewsletters regardless of bow well thay are
put together. I would rather see a newsletter full
of typos (though hopefully not too many in prograa
l1istings!) rather than no newslistter at all)! As
wany newslaztters have folded in recsnt ysars--sadly
including some ocutstanding oDes--we (the T1
mewslgtter world} are unmistakably a shrianking
world. In sany cases of the surviving newslietters,
it appears that only a loyal few pesople in each
group keep the current newsletters coming. Let us
give thanks and doff our hats to all of thes!!

BN SouthWesl Ninelty-Niners/Oct ‘92

~>LAST ISSUE<~
—>*RENEW NOW!<-
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by Lucie Dorais 5

This year, I'll not just give you one Christmas song, but a ‘ i
‘ . . coliection of 20
short tunes easily played from a Jukebox. The DAgrA lines for the songs

seem like a big mountain until you know how ;
will tell you. 4 10 analyze them, which |

This program Is not entirely mine: the DATA from the Christmas songs,
and more |mportan'tfy the algorithm to play them, comes straight from
Tegas Instruments program MYSTERY MELODY (copyright 1980, Ti-Basic)
which contains short quotes from 50 songs and a quiz. There is a
featpr(_e 10 hste_n to each song individually if you want to learn them,
but it is complicated, and TI-Basic is slow. So | "cannibalized” the
DATA statements and the play routine, transformed them into XB, and
added a thﬂree-sqreen menu. Since each screen had twenty titles, |
added 10 "classical" pieces to round the number to 60. Finally,
because th_e program took some time to analyze each data statement
t?efor_e playing it, | _added some animation: when you chose a title, a
little jukebox machine appears at the bottom, and the disk is moved to
the turntable. Then, when the music plays, the screen changes colour
with each note while musical notes move from right to left.

t

When the program was finally ready for publishing in this Newsletter
{back in 19883), | had second thoughts: too manygDATA statements, and
the copyright problem... so | put it aside. With Christmas 92 around

the corner, | dug it up, reduced the number of songs to 20, and
change‘d the colours to look more like Christmas. Since there were only
14 Chrastm_as songs in the Tl program, | added six of my "classica!”
additions {lines 690-700, 720, 640, 790 and 820).

100 | ** XMASBOX ** Xmas songs & play routine: TI's MYSTERY
MELODY game; the rest by L.Dorais/Ottawa U.G. June 83, Xmas
mods Nov. 82
DATA DUMMY _
DIM H(2E5},S(60),D{60),PS(48),T${20) :: RANDOMIZE :: READ C$

CALL CLEAR :: CALL SCREEN{16] :: CALL CHAR(128,"0C0000FF

FF",128,"00ECFOF8FCFBFOEQ",136,70",130,704060504

74FCFC70")

140 CALL CHAR(123,"00555555E5555FF7F005454545454FEFCO00
02020ABAB2020",91,"FFFFFFFFFFFF",92,"C0000000C07F7
FOO0O00C000000FEFE™)

150 FORI=1TQ 12 :: CALL COLOR(I,13,1} :: NEXT ! :: CALL
COLOR({13,9,1) :: CALL MAGNIFY{2}

160 B$=CHR$({130) ;1 C$=" "7 " ::SC$=C3s&RPTS$(B%,11)
AS=CS$&B3&CS’" 2 "&B$

170 GOTO 180 :: A,B,D1,H1,ILK,KEY,N,O1,R,SC,87,T,X,Z :: CALL
SPRITE :: CALL MOTION :: CALL POSITION :: CALL DELSPRITE

180 CALL SOUND :: CALL KEY :: CALL HCHAR :: CALL SCREEN :: |@P-

180 DISPLAY AT(2,1):SC$:A$:CS$&BS&" JUKEBOX "&BS$:A$:5C$

200 DISPLAY AT{11,6):"XMAS SONGS FROM": ;" 3 TI's MYSTERY
MELODY"::TAB{10);"& MORE..." :: CALL HCHAR{19,3,128,28) .

210 CALL SPRITE(#20,125,13,177.56,-2,0,#21,123,13,177,26,
#22,123,13,177,38,#23,,124,13,177,54)! move disk up/record
rack

220 FORX=1TO 10 :: A=INT(144*RND}+1 :: B=-IINT(_3Q'RND}+20
1 CALL SPRITE{#X,130,1,A,255,0,B) :: NEXT X ! invisible notes

230 T=200: H1=2%11/12) :: CALL MOTION{#20,0,10}! tempo, scale,
move dsk rght

240 H{0)=30000 :: H{1}=262 :: FOR X =2 TO 25 :: HIX)=H[X-1}*H1::
NEXT X .

250 A$="RC1D1EF1G1AIB%.#B4+2-111" :: FOR X =1 TO LEN{A$)::
Z=ASC(SEGS$(AS,X, 1)) : PS(Z-34) =X :: NEXT X ! fill pointer array

260 FORI=1TO 20 :: READ T${1},5C$ :: NEXT | I title array

270 | = === = display song menu = ==.-= =

280 CALL DELSPRITE(#20) :: CALL COLOR(#21,1,#22,1,#23,1)::CALL
CLEAR 280 CALL HCHAR{21,1,128,32} = R=1 .
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300
310
320
330
340
350
360
370
380
390
400
410

420
430

450
460

470
480

490
500
510
520

530
540

550
' 560
570
580
590

- 600
€10

620
630

640
€50

660
670

680
690
700
710
720

730
740

750
760
770

FOR X =1 TO 20 :: DISPLAY AT(X,3:T$(X} :: NEXT X :: CALL
HCHARIR, 4,128}

DISPLAY AT(22,1):" 2 SELECT SONG with EX keys,":" 2 press
<ENTER> to hear it,":TAB(2);"<Q> 10 quit”

CALL KEY(O,KEY,ST) :: IF ST=0 THEN 320 :: IF KEY =81 THEN
END ELSE IF KEY =13 THEN 380

IF KEY < > 68 AND KEY < »88 THEN 320 ELSE CALL HCHARI(R, 4,
32} | erase cursor

IF KEY =89 THEN R=R-1 :: IFR=0 THEN R=20 - GOTO 360 !
cursor up ) T

IF KEY=88 THENR=R+1 1 IF R=21 THEN R=1 1 cursor down
CALL HCHAR(R,4,129) :: GOTO 320 ! move cursor

! == === analyzeasong =====

DISPLAY AT(22,1):"™:"":*¥ .: CALL SOUND{50,2000.0}:: CALL
SOUNDI(50,1500,0} _

CALL COLOR(#21,13,#22,13,#23,13) :: DISPLAY AT(24,26):"[[" !
rack/turntabl

CALL SPRITE{#20,125,13,177.4*INT(10*RND + €1.-10,0) ! move
disk up

RESTORE 670 :: CALL MOTION(#20,0,3} ! move disk right

READ C$,5C$% ' IFC$ < >TS$(R)THEN 420 ! find song
Z=1EN(SC$} :: A=9-INT{Z-23)/8 :: IF A>3 THEN CALL
MOTION{#20,0,A} ! adjust disk motion
O01=0::D1=2::K=0::FORI=1TQ Z ! def. octave,duration,start
counter

C$=SEG$(5C$,1,1) :: X=PS(ASC(CS$)-34) :: IF X =0 THEN 520 !
char. pointer

IFX<=13 THENK=K+1 : §(K)=X-1-01%(X>1} :: DIK)=D1 ::
GOTO 5§20 ! note pointer for H array

ON X-13 GOTO 480,490,480,500,500,510,500.510,520,520,500
IF S(K)=0 THEN 520 ELSE S{K)=S{K)+ X-15 :: GOTO 520 !
sharp/fiat

D1=1.5*D1 : DIKi=D1 :: GOTO 520 ! dotted note

D1=X-16 :: DIK)=D1 :: GOTO 520 ! duration {1,2,4,8)
O1=-12%({X=19)! octave

CALL POSITION{#20,A,B} :: IF B<218 THEN 530 ELSE CALL
MOTION{#20,0,0)

NEXT 1

CALL POSITION{#20,A,B) :: IF B< 218 THEN 540 ELSE CALL
MOTION(#20,4,0)

CALL POSITION(#20,A,B) :: IF A< 170 THEN 550

CALL DELSPRITE(#20) :: DISPLAY AT(23,26):"\]" | disk on turntable
l=s=s== playthesong === =

CALL HCHAR(1,1,136,640)! background .

ZT 14-LEN(T$(R))/2 :: DISPLAY AT(22,1):RPTS(™ ".Z)& TSR] center
title .
DISPLAY AT(24,B)SIZE(-17):"(any key to stop)” _

FOR X=1TQ 10 :: CALL COLOR(#X,INT(15*RND +2}) :: NEXT X 1
colour notes

FOR X=1TO K :: CALL KEY{(Q,KEY,ST) :: IF KEY >-1 THEN 650
CALL SOUND(T*D(X),H{S(X}),1} :: CALL COLOR(14,1,INT(11*
RND) +3} :: NEXT X | play a note, colour background

FOR X=1T0O 270 :; NEXT X :: GOTO 620 | delay, replay

FOR X=1TO 10 :: CALL COLOR{#X,1) :: NEXT X :: CALL
COLOR(14,1,18) :: GOTO 280 ! back to menu

=== songdata === oo

DATA AULD LANG SYNE, +A4G.EBE4ACD.C3D4AG.EBE4AGA1A4LG.
EB8E4CD.C8D4EBDBC2-ABALG4 +C1

DATA AWAY IN A MANGER,CB#.B%BA4AGFFEDC2C4C.D8C4Y
CGEDCFA2

DATA BACH MINUET, + D-GBAB + CD4-GG + ECB8DEF#G4-GG +
CDBC-BAB4B#8BAGAABBAGF#(32,

DATA BRAHMS' LULLABY,EBEG2EBEG2ZESGB#4B. ABAAGDSEF
2DBEF2DBFBAG48B#2 '

DATA COME ALL YE FAITHFUL, GG2D4GAZDBAARB#B2A4AGE2F#4
EF#GABF#2E4.DBD1

DATA COUNTRY GARDENS B#B8#8BA4AGGBFEAESFGACDFE.DEC
2RBC4FFAGBAGFE4ESFGACDFE.DSC2

DATA DECK THE HALLS, A G8F#4EDEF#DERF#GEF#4.EBDACED?2
DATA ELVIRA {MOZART),F2.C4A2.F4B#1B%4AGFF#2GG1CE2GB
%1 +DA4C-B%G#2AAIB#A2.A4B#2.B%4B%1 + D-B2.BaB#1

DATA GREENSLEEVES,A + C2D4E.F8E4AD2-B4G.ABB4B#2A4
A.G#BA4RZ E

DATA "HARK, THE HERALD ANGELS", DGG.F#8G4BBA+DDD.C8-
B4AB2DAGG.FARGABBA + D-AAGF#ED2

DATA JINGLE BELLS.EBEEREEEREGCDE2F8FFFFEEEEDDEDAG

“Basic, my dear Watson. Basic!™

9T9 - Pace 5



780 DATA JOY TO THE WORLD, B#B8AG4.FBE4DC.GBA4.ABB4.BBB#1

790 DATA MEMORY, +F.F2EBFGFDF4.F2EBFGFCD4.D2-B%8 + CDC-B% ]
A1.A4 +CBC4.-GABB%4 + CBD4EBFEDC .-ABFB# 1D8D4ESF1 .

800 DATA © CHRISTMAS TREE,D.G4GBG4.AB4BRE2.A4BBB#4.F#
A4GBG2.

810 DATA REST YE MERRY GENTLEMEN,DDAAGFEDCDEFGAZ2.D4DAA
GFEDCDEFGAZ,

B20 DATA SCARBOROUGH FAIR,D2D4AGAE.FBE4D2.A + C4D2C4-A 1
BGAZ2A4 4+ D2D4C2-A4AGFDCDD2A4G2F4EDCD2.

B30 DATA SILENT NIGHT,G4.ABG4E2.G4.ABG4E2. +D2D
4C%2.C2C4-G2. - .

B4Q0 DATA THE FIRST NOEL,EBDC4.DBEFG2ASBB#4BAG2ABBRB#
ABAGABB#GFE2

850 DATA TOWN OF BETHLEHEM,AAAA%AB#B%DGFEBFGA4CAZ.A

. - 4AA+DCC-B%DGFEBFA4GF2.

B60 DATA WE THREE KINGS,A2G4F2D4EFED2. A2G4F2ZD4EFED2.F
2FAG2G4A2A4B#B%AGAGF2E4D.

Editor's note: The superscript numbers printed between quotes (eg. " * ") indicates the
number of spaces to be entered.

The DATA DUMMY in line 110 is just that... because one DATA statement
has to precede the prescan (it is READ in line 120). The arrays are used as
foliows: the H array holds the frequency for each notes from middle Cto C
two octaves higher, and D will hold the Duration of each note of the song
after it has been analyzed. PS will be filled by a pointer value according to
each character used in the song strings {thus it is not entirely filled: see line
250 and its explanation below); this value will be used by Tex to decide
what kind of character it has encountered: 2 note, a duration attribute, an
octave, etc.; T$ will hold the 20 titles in the menu.

The program title screen is initialized and displayed by lines 1590- 200 (with
the prescan in between), then the sprites that define the record rack are put
at the lower left of the screen. In line 220, Tex places the random sprites for
the musical notes, with random motion from right to left (thus the negative
value of B); they are transparent at this stage, but they will be there 50 the
program don’t waste time piacing them aon screen each time a new song
starts; this ling also moves the disk (sprite #20) towards the right untif the
program is ready to display the song rmenu.

' Lines 240-250 are straight from the Tl program; they initialize the H array
with all the frequencies: H(0O) is the Rest, H{1} middle C, and the PS array
that will hold a value pointer for each character used in the song strings (for
example, PS(1} is for character 35, "#" to indicate a sharp, and holds the
pointer 16 (it is the 16th char. in the A$ string); when Tex will analyze the
song, in line 470, the value of 18-13 =3 will send the program to line 480,
which deals with sharps and flats); for that reason, do not alter the string
AS in line 250.

Line 260 READs alf the song DATA and keeps the titles in the T$ array. The
disk rack is made invisible (line 280, colour 1 is transparent), the moving
disk disappears, the maip menu is displayed (lines 280-310) and Tex asks
you to press a key. There is a cursor to the left; you move it with the E or X
keys (zlpha lock down, no need for FCTN), and you press <ENTER> to pick
a song (lines 320-360). After you press <ENTER>, you GOTO 380 to
analyze the song.

Two notes confirm your choice, the botiom information is erased, and the
jukebox’s disk rack is again displayed (by colouring it green) at the lower
let1; the turntable is displayed at the bottom right, and the disk starts to
move; & random column is chosen, since you do not always play the same
song! The negative vertical value makes the disk go up. The CALL MOTION
in line 410 has two values: O for the vertical motion makes the disk stop in
its ascension, and the 3 value for the horizontal motion makes it move
slowly towards the right. In line 430, after Tex knows the length of the song




string SC$, the disk motion is adjusted so that it does not pass by the
turntable,

While tlje disk moves, the program continues: in order to find the correct
DATA iine for your song, Tex has to read all of them sequentially until it
finds the correct title by comparing each DATA titie, C$, with the title in the
T$ array that corresponds to the Row of the chosen song.

Line 440 starts the analyze routine: the Octave default is 0, the duration is 2
{this value will be muttiplied by T =200 initislized in line 230; change that
value to change the temnpo) and the note counter X is set to zero. Tex then
reads all characters in the song string into C$; knowing its ASCil value, it
refers to the PS array 1o find the X pointer explained above, and the
programs flows to various lines according 1o that pointer, If it is between 1
and 13, we deal with a note (A, B, C etc}, dealt with in line 480: the total
note counter K is incremented, and S(K) takes a value which is the note
pointer less one multiplied by the octave value 01 {which is zero for the
default lower octave, 12 for the upper one, see line 510); if the pointer
X=1, we have a rest, and $(K) takes the value of zero for both octaves.

The other characters are dealt with by lines 470-510: a sharp or a flat will
augment or diminish the note pointer by one (line 480}, a period indicating a
dotted note will multiply the duration by 1.5 (480}, a digit character will
modify the current duration {500) and if Tex encountersa "+ ora "-" it
will change the octave accordingly (510). At then end of this text | will
explain how to read each character is the song strings.

All that time, our disk was moving towards the turntable: since we don’t
want to miss it, line 520 checks its position until it reaches pixe! column
218, then it stops it. But what if the song is so short that the disk is still too
far? After all the song has been processed, fine 540 will continue the move
until the disk reaches cofumn 218; when it does, it changes its MOTION to a
positive vertical value {to move down} and a zero horizontal value. Line 850
checks its descent until it reaches the turntabie {pixel row 170}); it then
DELete the moving disk SPRITE and piaces an horizontal one on the
turntable.

We can finally hear the song! Line 580 replaces the song menu with an
emnpty character, and line 590 displays the chosen title in the jukebox, with
a reminder that you can stop play with any key. Line 820 makes the musical
notes visible with random colours. Then each note of the song is played,
with a CALL KEY between each to allow you to press the “anykey”. If you
press it, fine 650 makes the musical notes invisible again and sends you
back to line 2B0 to display the song menu.

In the line that plays the song (630}, the duration is the tempo T multiplied
by the value analyzed for each note, and the frequency is that which is
pointed to by the note array $(X); while each note is played, the empty
character that erased the menu is coloured at random, so you get the effect
of an old Wurlitzer jukebox! When you type the DATA, be extra careful with
the song strings; each song is one complete string, DO NOT include the
spaces on the second line of some, it is there only 10 make the nrogram
listing easier to read. If you make a mistake, the program wiil still work QK,
but the song will not play well to your ear!

" Now the details of the sonhg strings, which you can use to pla.y the songs on
a piano, or 1o add more songs, or to extend the onas already in {I extended
AULD LAND SYNE in two minutes); just be careful that your song has 60
notes or less, or modify the DIM S{) and D{) in line 120 accordingly. Each
time you change the octave or the duration of the notes, it will be the
default for the next ones, until you change them again {see AULD LAND
SYNE for an example of both}.

OCTAVES (enter before the notes): + for higher, - for lower: Tex assumes
the lower octave unless changed in the string.

NOTES: letters A-G, R for a rest (for a C at the top of the current octave,
use B#; if you are in the lower octave, you can also use +C).

ATTRIBUTES (enter after the note): # for sharp, % for fiat.

DURATION (enter after the note}: 1 for whole note, 2 for half note, 4 for
quarter note, 8 for eighth note; the first note of any song is assumed tc be a
quarter note unless you change it. To get a dotted note, put a8 period after
the note and any other attribute (for exampie, a dotted, C-sharp quarter note
is entered as "C#4.").
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NEW RELEASE NEW RELEASE NEW RELEASE NEW RELEASE NEW RELEASE

A MYBASIC PROGRAM FEATURING A PROGRAM
MYM EN U 4+ ™™ DIRECTOR, WORD PROCESSOR, SFREADSHEET,
‘ GRAPHIC LABELER DI?ASSEMBLER AND A 6
DL SOPFWARE FUNCTION CALCULATOR ALL FEATURES ARE
, IN MEMORY AND CAN BE SELECTED FROM
MENU WITH A SINGLE KEYSTROKE,

PRICE $25.00 Poetpaid in U.S,

A DATABASE PROGRAM FEATURING INDEXING ANY
OF 10 FIELDS, SEARCH FOR ANY SPECIFIC

MYBASE DATA OR RANGE OF DATA, FILTER ALLOWS YOU
G e TO SELECT WHAT DATA YOU WANT DISPLAYED OR

L. PRINTED, EXCLUDING ALL OTHER DATA.
COMES SETUP AS A MAILLIST BASE AND CAN BE

QUICKLY CHANGED TO ANY KIND OF DATABASE.
FRICE $25,00 Fostpaid in U,S,

MYPUZZELLT“ A CROSSWORD PUZZLE CREATOR OR SOLVER
COMES WITH PUZZLES TO SOLVE,
PRICE £15.00 Postpaid in U.S.

Sk
DDI SOFTWARE

ALSU AVAILABLE ARE SULVUM1, SOLVUMZ, 1WO
DISKS OF PUZZLES TO SOLVE,
FPRICE $5.00ea when purchased with
MYPUZZELL else $10.00ea.

A PROGRAM PACKAGE COMPRISED OF AN EDITOR
VIEWER AND CONVERTER OF ICONS PORTED OVER
DDI-ICON FROM PC, ALSO HAS OPTION TO ALLOW YOU TO
Stttz CREATE YOUR OWN DESIGNS. PACKAGE INCLUDES
OVER 200 ICONS,
PRICE $25.00 Postpaid in U.S,

DO SOFTWARE

A PROGRAM THAT GRABS A MYBASIC SCREEN ANLC
SAVES IT IN ASSEMBLY LANGUAGE OBJECT CODE
GRABBER . OR ASSEMBLY LANGUAGE SOURCE CODE FORMAT,
ALSO CAPTURES REDEFINED CHARACTERS IF
USED, DESIGN MDOS SCREENS IN MYBASIC.
EASY TC USE.

PRICE $30.00 Postpaid in U.S.

1992

A 9 OR 18 HOLE GOLF GAME WITH GRAPHIC
MYGOLFTH - SCREENS, WATCH OUT FOR THE TREES, WATER
eyt AND SANDTRAPS. BOTH PRO AND AMATEUR
LEVELS, PAR IS TOUGH 72.
DDISOFI‘WARE <

PRICE $20.00 Postpaid in U.S,.

9T9 --PaGge 8



LOAD AND PAINT A TIPS GRAPHIC THEN SAVE
AS A PICTURE. ALSO CAN FRINT YOUR PICTURE
IN 8 DIFFERENT SIZES, COMES WITH SAMPLE
PICTURES AND INFO ON HOW TO INCLUDE
PICTURES IN YOUR OWN PROGRAMS .

¥

TIPSPAINT

PRICE $25,00 Postpaid in u.s,

A PROGRAM THAT GRABS A MYBASIC
SCREEN PIXEL BY PIXEL AND SAVES
IT IN ASSEMBLY LANGUAGE OBJECT
CODE OR ASSEMBLY LANGUAGE SOURCE
CODE FORMAT.

PRICE $25.00 Postpaid in U, §.

PXLGRABBER

DDI SOFTWARE

MAIL ORDERS TO: JIM UZZELL 615 ASHE ST. KEY WEST, FL. 33040

DDI SOFTWARE
615 ASHE ST.
KEY WEST, FL. 33040-7110

NOTE:
THE FOLLOWING IS NOW AVAILABLE AS OF 10-14-92 FROM
' - 9640 NEWS P. ©O. BOX 752465 MEMPHIS. TN. 38175

MDOS H VERSION 1.21 $2.50
MDOS F VERSION 1.21 $2.50
MYBASIC 3,00 $2.50

STOCRING <=

X

<A
&

B
7 . /\.}\""




liTi 92-93 FAIR SCHEDULE

o )
DEC 1S, 18S2 (SAT) MRRLBORODUGH,. IMA. ROYRL PLRAZR TREDE
CENTER/HOTEL. 698 TRBLES. MRSS.PIKE T0O I48% TO EXIT
a2YB —1/2 MILE ON RIGHT SIDE. KCGP.

#1993

JAN 3, 1883 (SUN) BRYSIDE. NY. 1BRN-SPH S6.90. CRLL
TRI-STRTE COMPUTER FRIRS FOR MORE INFO. TSCF .

»>»>> FEB 13/1%, 1883 (SAT/SUN) FEST WEST S3. SALT LﬂKE .
CITY, UTHAH. MORE INFO CRLL SALTY FLRATS BES (801) 384-
PB64Y. HoJo Hotel (B881) 5218138 or (8981 36E-366U.

3>>> MAY 1415, 1983 (FRI/SAT) LINMKH MULTI USER GROUP
CONFERENCE. OHIO STATE UNIVERSITY LIMH CRAMPUS.
INFO:CRLL CHRRLES GOOD. (41S) 667—-3131.

LITI SSERS NEWSLETTER IS NOT RESPONCIBLE FECR CRRCEL -
ATIDNS. CHALL THE NUMBERS BELOW TO VERIFY TIME BND DRTES
BEFORE YOU 6O0. )

. ¥, . Ken Gordon Productions (KGP) SHOUS . COST S8.80—
%1 .PP discount cords ore sent to tho=e peocple on there
moiling lisis. Call (8001631862 OR (S8 I287=2526 for

info. (rev 8/713/782).

¥ Tri-Stote Computer Foirs (TSCF) SHOWS COST $6.86-
- 91 .98 discount cords ovoiloble by moil. Call Robert
Borlow (201) 533-1881 for info. (rev 11/7/82).

Don” &t miss the borgﬁins‘onfcompuferﬁ- sof twores IC' s,
Eeréphernls- printers, monitorss poris,. supplies and
o0KS - :

7 B HAPPY
C oy Chiitna- M CHANUKAH]

LLONG ISLAND
99ER USERS GROUP 9T9 - Pace 10



B NISCRLLANY #12

Larl Ragume

FiLES, FILES, FILIS and STILL MORR FILIS

Whex [ was 2 young boy, wy father vas a
blacksmith and l‘fa:rier (that’'s a 325
'OFT of a blacksaith horseshoer). Then
a vas either 3 Hill [File (smcoth)

or & Doublie Cot Bastard (fairly coursel.

There was also the “file® that wy fatber
wsed to finish trim the borse’s boofs,
called a2 “Horse Ramp". 1t had a very
suafus Nile, asd ihe ather wide wan a2
- little ‘romghsr than the D C Bastard. |
-ased it for shaping wood. In school, we
bad fire drills. where I learned what
Single File™ meant. later, I found ont
that the adainistrators kept “files” on
the students. When [ grev old eaough to
ig} a_job, found out there vere “Payroll
iles el St _

That was my education on files until I
vent to UCI, circa 1970, dnd learned
some cowputer programming in Fortran and
BASIC. ~ Then [ discovered that just
about everything having to do with the
coaputer required a “file”. If yon
wrote a propram, that was 2 “Program
File". and wany cosputar prograss wrote
and read "Data Files”. Now I find that
our 99/4k is pretty much like those
coaputers, only better.

Progran and data files are what [ shall
talk about this time. What [ say here
is a compilation of what I have read .in
many newaletters, and from personal
experience with the T1 99/44, not the
feast. of which were the JE and £/A
Hanvals, hersinafter, BRITENDED BASIC
and ASSEMBLY LANGUAGE will be just IB
and A/L. BASIC will mean TI-BASIC
mless otherwise noted. A partial list
of some pewsietters which have published
soad file info are: tbe UGOC BOM, LA
Sers Toplcs, Long Island 39%er, St Louis
Cowputer Bridge, Greater Akron 9%er,
Columbus ‘s Spirit of 99, Cleveland Area
G newsletter, Birmingham BUG etc, ete,
ste.

[ suppose “progran” files, as the disk
cataloggers call them, are the most
cosmon. for the 99/4A they cap be in
nany forss and languages. Im BASIC and
IE they are largely diatinguisbed hiathe
size. _ 45 sectors is the largest BASIC
file that can be loaded. IB size can
reach abowt 50 sectors, after that they
become INT/VAR 254 files, remuiring
eisaneion mepory.  Nost BASIC programs
wri]l run in JB unless character sets 15
wnd 16 are used. When you try to rmm
such a file in XE you will probably
crash with a “BAD VALURZ IF ie xx2°.

Programs writtem with IB nsinﬁ the
rules of BASIC will rum in BASIC, but a
normal IB program will often crash with
a “T0R MEIT NESTING in xxx” ete. lf you

fist ths program yom may see a ot of
gibberish, Elcllll leIC cannot
iaterpret a domble colon correctly, or
the DISMLAT and ACCEPT, comsands among
other thinga.

Program files may be identified by their
size as follows:

iﬁ? E?Etorn: Iry in order, 8ASIC,

33 Sectors:

Probably an assesbly langmage
program, eapecially if there ia
another fila with the sane nase,
but the last letter is the next
letter of the aiphabet.

Try to RUN it using the /4
cartridge LOAD and HON Option.

A Sectors: - -
These are probably GRAN-U-LATOR or
GRAM IRACERR files. fhey will end
in oumberz from [-7. You nted a
GRAX device to ron thea.

>M Sectors: Firat try it in BASIC
or IB, it may be necessary to free
ng nenory vith CALL PILES BBV OLD
DSL!.Name RN,

a FORTESAVE file, and can only be
run with the Forth kerzel, ses
DIS/FIX B0 below.

52 Sectors:
Tunnels of Doon files peoally use
this forsat. :

5¢ Sectors:
Scott Adams Adventure series uses
this format.

Other Proiran Files that won't RON:
bikely a data file for amother
progran, don’'t erase it, you might
find that some other progras won't
run withont them.

Pile parameters other than lemgth are
Internal (I¥T), Dieplay (DIS}, Fixed
(FIX), and Yariabie (VAR). The latter
has 2 record length associated with it.

Progras Piles of major interest are as
follows.

INL/VAR 254 ...

“These are IB prograns, you wust have the

uesory expansiop instalied. They are
‘executed with RUN °DSIr.Name™. Good
programsers place a file named LOAD on
the disk, and whez IR is selected, it
auntomaticall runs and  hopefnlly
erecutes & DiRectory or MINU program for
yor to select what is to bs run.

DIS/VAR 163 ...
Hoat  likely an IE MERGI format progranm.

This could also be

This i» weed for both programs and
grans. They mayr be loaded with
“DSLz.Piledlame”. They may be
losded into empty memory, {ie after NEV)
or with a ::olrnn already 12 memory. |f
of the line rs ia the serge
file are the same as those aiready in
sewory,  they will overvrite wmemory
lizses. 4 merged lstriggrxn will aot
108, it west be from within a
rameing I3 program. :
BIS/MIL B0 ...

These are assesbly langaage programs
which can be BUN with the E/A cart,
HiniMem, FW etc. Ume of these is Forth,
vhich will automatically start rumnia
when loaded with DSIL.PORTH. When asie
for the filename, enter DSIx ¥ame and
prees KNTIR. Sometimes they will 1oad
and - start ronning, iite forth, but more
likely you vill be asked for a {ile pame
again, enmter the  additomal files, if
any, else just press DNTIR. ext ymo
vill be asked for Progras #ame. If you
bave no other info, try STAET, BEGIN,
FIRST, ROK, GAME, or even LOAD, [Llse
wse the IV loader, it will suggest names
it reads in -the file. i all else
fails. coe can ume a _sector sditor to.
read some of the names in the last
coupie of mectors of -the file.
Peraonally, [ believe that if the
programmer makes you go to all this
tronble, “to heck with 1t.”

There - are -thrae forms of asembly
languape programs, TAGGED  OBJECT,
HAGEISSED TAGGED OBJECT, 4AMD MWEMORY

TAGGED OBJECT files are stored

in DIS/MIY 80. They arz in HEX.
They are lcaded and run as above.
Can be loaded via IE or (TI-BASIC
ueing the E/4 or M¥ woduies) uming
CALL LOAD statements.

COMMPRRSSED TAGGED OBJICT files
are like the above, except that
they it can mot be loaded from IE.
Both forms are are produced from
the same E/L source code.

NEMORY IMAGE files are the most
conpact of the assembler programs,
and can be stored and loaded from
casseites, They are loaded frow
~disk with E/L option 5 or TIN
option 3. They are fast loading
and anto-startieg. There is a
pize restriction of 2400 bytes,
bt larger prograns can be loaded
as weltiple files. The loader
looks for filea whose last
character is one greater tham the
revious. For example GANE, GAMF,

9T9 - PaGge 11



from LLTL

¥B MISCELANY #13
By Earl Raguse

OH GREAT! STILL MORE FILES YET!

This column will finish up on the file
situation. Laat time, program filea
were covered to the extent of my
knowledge. Thias article covers DATA
FILES that are used by various prograas.
Most of this was copied from an article

in the Greater Akron 99sr by Jerry
Keisler.
DATA FILES
Files such as INT/FIX 108, INT/VAR 128,

INT/VAR 64 and some program files are
data files used by the program on the
disk. Data filem will not rum, and
should be 1left on the diak with the
other programs. 1f you just wish to get
rid of deadwood, copy the diak, then
delete the file and see.if all programs
will run. 1If so "you did good".

QUICK RRFERENCE for PROGRAM FILES

Type Size Info or Try
BS -—- ¥B, BASIC, E/A, CART
PG 33 E/A #5, BOOT, FW
PG 34 GROM SIMULATOR
PG 52 TUMNETS OF DOOM
PG 54 ADVENTURE
, Dvao --- TIW, FW, ETC
DV163 --- XB MERGE
DF80 -~— EéA 34 (ASSY, FORTH)
— IVER, FORTH

DF1
1V264 4% XB, TIPS Fonts (no rup)

SOME OTHER FILES

TI-BASE -
Ext Type Description
/P IF255 Program
/H  DVB0 Help
/C  IN8O Command
/C N40 Coamand
/D IF Data :
/S 1F255 Data Base Structure
TI-ARTIST
Ext Type Description
C 25P6 Pictures Color
P 25PG Pictures Pattern
¥ INBO Character Font
-5 18DVB0 Slides
1 N8O Instance
v D2 Vector
M INZ254 tHovie

9T9 -

Deacription
Picture (TXT

Name text ( )

3 led Graphic
TY%% Fonta

That s about it.

XB MISCELLANY #12 continued from page

DIS/FIX 128

These are probably Forth screens which
must be loaded and compiled with Forth,
Do not confuse with Archived files. 7
These files are identified as SYS-SCRNS.
One executes a loaded and compiled Forth
program by entering the key word. Most
probably the last word defined on the
last screen loaded. Good Forth programs
will prompt you, and you should not even
need to know that it is written in
Forth. Some Forth disks will load from
XB like any other auto-loading XB disk
with a LOAD program.

That concludes the list of program files
in the normal sense. I will continue
with the various forms of data files.
ER. ’

“[ thought this new system was supposed io give us more accuracy,
fiexibitity and better information fiow. it keeps telling me, “Try again,
better luck next time!""

Page 12



from LIT.L.

XB MISCRLANY #14
By Earl Raguse

THE MYSTERY OF ON ERROR AND RUN

When playl?g around w th

gram, discovere a

a strange operation of ON R- I
frequently put a directory diak
when it is only partlally filled 1
also sometimes give the disk to people
before the disk is complete. e
tendency is for people to select a blank
line in the directory. That is, ! am
sure, Jjust curiosity as to what would
happen, as opposed to being down-right
mecnnl:l to see if they can make my program
CTrAasi.

- H@en a line ias selected from the
displayed directory, it in %turn causes
the program to go to a specific line to
RUN “DSK1. zooox” If the directory
line is blank, so 15 XX Now XB
does not like to be told to RUN a blank
program. An erronecus one is just an
error. but a non-existent or blank
program just puts XB into a tizzy I
used to put RUN "DSK1. DIR on all the
blank lines, so the 'would re-
run itself. But tﬁat was not a good
solution, because that required users of
a blank DIRectory to overwrite parts of
the program. Now that is very
scary to some people. They do not mind
filling in blanks, but overwriting, UGH!

DIRecgoig

Then I got a brilliant idea, why not use
ON ERROR nnn. Then when  someone
selected a blank line, and the program
tried to RUN the blank program. the
error would cause XB to go to line nnn.
where a sarcastic message would be
displayed about people who select blank
lines from a directory.

I thought [ would even make this a
subprogram. IT DOES NOT WORK! WHY?
Because when XB executes . RUN, it
apparent ly wipes all memory of
subprogram locations and & whole host of
other things. You can’t even do a CALL
CLEAR after that kind of a crash.

Normally when RUN  is successfully
executed & program is loaded. all the
required utilities are put in place and
the program is run as expected. But,
if no program is available to run, XB
appesrs to get lost. Page 182 of the
XB wmamial carries a momentous 59 word
. discussion of RUN. At least 25 percent
nf those 59 words are three lettera or
less. There is absolutely no mention of
what actually goes on. This i=s cne of
the few times, however, that a good
example is given. and all is well if
there are no errors, otherwise CRASH!!!

My final asolution to the problem was +to
asbbreviate my lank RUN lines from RUN

"DBK1." to RUN. How Bsoes that work?
Well in a program you may execute RUN as
a program command, and it aimply canses
the program in msmory tc be run again.
No harm, No foul. Sonetinea this ia an
effective way to glear % large trix of
mumber or string s+ for another rum.

I do not wish to take the space to
publish the - actual program, but [ have
included here a short program called
ERRORTEST to demonstrate what [ have
been talking about. The program offers
two patha A and B. Enter the program as
“listed, with lines 180 and 180 having
the comment mark to inactivate them, the
program will work sort of OK. But if

vyou remove the comment mark from line
160 or 180 or both, to activate <them,
and select A, vyou will get an error
message. If you select B the program.
gtill cycles just fine.

If you select A, the program tries to
execute line 150, this produces an
error, this directs the program to line
180. If 160 is active, you will crash
and be told that the subprogram, ie CALL
‘CLEAR, could not be found. Line 1B0O
produces A Syntax error message because
it cannot execute the FOR-NEXT loop of
line 210, even though it has no syntax
error. Trv them one at & time. I have
determined also. that IF THEN statements
will not work either.

Note what happens ii you select B, the
program executes line 200, displaying a
friendly message, while it executes the
FOR-NEXT loop of line 210, then executes
RUN, to repeat the progran. This does
not depend on whether lines 160 and 180
are active or not.

100 ! SAVE [SK1 . ERRORTEST

110 ¢ By Esrl Raguse 4/82

120 ON ERROR 160

130 DISPLAY AT(10,1)ERASE AL

L:" PRESS A FOR PATH #1,
PRESS B FOR PATH #2"

140 CALL KBY(3.K.S):: IF S<1

THEN 140 ELSE IF K=ASC("A")
THEN 150 ELSE IF K=ASC("B")
THEN 200

150 RUN "DSK1.

160 !CALL CLEAR
170 DISPLAY AT(12,1)ERASE AL
L: "ERROR. ERROR, YOU BIG DU

MY

180 !GOSUB 200

190 GOTO 120

200 CALL CLEAR :: DISPLAY AT
(20,1):" NO PROBLEM, Pause
here then R

UN" :: GOSUB 210 :: RUN

210 FOR T=1 TO 300 :: NEXT T
: :RETURN .
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West ?onn 99 'ers

From the Tl-echo...

Here is an assembly program for the T1-99/4A written by Jonathan D. Guidry, that turns
the cassette port on and off and the audio port on the cassette port on and off.

DEF MNTRON,KTROFF SBZ 2¢
DEF AUDON,AUDOFr JNP QUIT
STATUS EZQU >837C AUDOFF CLR R12
GPLWS EQU >83E0 BBO 24
MTRON CLR R12 JHP QUIT
SBO 22 ' QUIT CLR RO
JHP QUIT MOVB RO, @STATUS
MTROFF CLR R12 _ LWPI GPLWS
SBx 22 B e>0070
JMP QUITAUDON END
CLR R12 ~WP ¢

From: Tim Tesch
To: Anyone

Subject: Ansi Programs

If anyone is interested, | have modified two versions of Mass Transfer to display
ANSI-graphics. Additions were made to version 4.3 for the TI, and versions 3.9 (80
columns) and 4.3 (40 columns) The Ti version has additions which will allow you to
toggle the ANS! graphics on or off from the main menu. The other two versions for the

' Geneve/80 column card were not as easy to modify, so | have created a small object
code (D/F80) file which does the extra work. One nice thing about these programs is
that they will capture the graphics in the buffer/log and will print them, or even SAVE

- them to disk for later use! Not even Telco can do this, it just saves asterisks ’*'s in place
of the graphics. Once saved, these files can be used and edited by using my
ANSI-TOOLS program. The programs do not as of yet recognize the ansi command
structure but some work is being done to at least include some of the basic ESCape
codes for positioning the cursor, etc.

If you're interested in the Mass Transfer versions, send a blank disk or $3.00 to
cover diskette costs and mailer to:

Tim Tesch
4346 North 88th ST
Milwaukee, WI 53222

I will also sell copies of ANSI-TOOLS to anyone wanting one for $13.00 (covers
disk & shipping) which will let you create your own ANSI screens or edit those captured
with the above versions of Mass Transfer. If you want the modified Mass Transfer files
with your registered copy of ANSI-TOOLS, just write a note requesting them,

9T9 - Pace 14



Using the TI—Nriter Mail Merge by Chick De Marti

WHAT I5 A MAIL MERGE?

A Mail Merge is a convenient way te mail a form letter to many

pecple without manually typing in the names; addresses, etc. This
id extremely useful when varicus forms of communication must be
sent to the same group of people monthly, quarterly, ete. S0 the.

c¢cbvious thing then would to create the mailing list. Use this...
Example: :

Mr o (Press <ENTER> after each line.

1

2 Tom _ Yes! the numbers 1, 2, 3, 4, S, €
S Jones must be entered. MNotice the w1
4 2341 Any Street . asterisk separatina each group of
S Somewhere, CA 91123 members, TI-Writer recognizes it
6 Jones family as a sgparator.)

-

Ms

Jane

Smuthers

7777 Lucky Lane
Sameplays,CA 91119
Smuthers family

Mrs

Eunes

Somuch

2468 'Freciate Ct.
Fairytale, CA 91121
Somuch family

XU A WA~ %

Save as DSK2.MYFILE/1

Next, let’s create a form-letter. This is the one 1 created faor
~our August meeting (which Fred Mcoore put on for me when I realized
that T was playing (I'm a musician? on that night.> A typical head-
would look similar to this:

-FI3AD;LM B;RM 72 <enter>

«IN +32 " (the +32 will print the follow
Chick De Marti " ing limes near the center of
18028 Falda Ave. " the page).

Torrance, CA 90504 "

{enter> ' _ "

August 26 1931 "o

«IN +0 _ <enter> This cancels the .IN oh line :
<enter> ’

<enter > :

*1x X% AT <enter> = Title, F-name,L-name

*< % " = Street address

*o* " = City, State, Zip code
<enter> ‘

Dear «#2x, Lenter> = F-name

<enter >

ng - PAGE 15 Thanks to LA 99'er's TopIcs



For kids of all ages - a series of articles
on how to get started making vour own

programs.

A few months ago I proposed a challenging
program for all you enthusiasts to work on.
I hope that you have enjoyed working on the
Program. or on one that you thought up
yourself.

For those of you who want to see the
completed program, I must admit that I have
busied myself with other things armd do not
have the program worked out. However. here
are the basic necessities:

The beginning would have a title, a list of
choices, and a way to let the user choose:

10C CALL CLEAR

110 REM THIS PROGRAM IS WRITTEN IN BASIC
120 REM SPEECH MODULE AND TEII REQUIRED
130 PRINT TAB(20):"TI WORLD"::::s:srstri11::
140 FOR WAIT=1 TO 250

150 NEXT WAIT

160 PRINT"'PRESS ANY KEY TO BEGIN”

170 . CALL KEY(0,K.5)

180 IF S=0 THEN 170

190 REM THIS SECTION GIVES THE CHOICES

200 CALL CLFAR

210 PRINT"PRESS THE LETTER OF YOUR CHOICE"
220 PRINT"A. A SONG"

230 PRINT"B. A QuIz™

240 PRINT"'C. A GRAPHICS DISPLAY"

250 PRINT"'D. TO END THE PROGRAM"

260 CALL KEY(0.K.5) *

270 IF 5=0 THEN 260

280 IF K=£5 THEN 330

290 IF K=66 THEN 2000

300 IF K=67 THEN 3000

310 CALL CLEAR

320 STOP

330 CALL CLEAR

340 CALL SOUND(200,392,15)

350 CALL SOUND(100,392,15)

{continue with call sound statements to
play the entire song)

1980 GOTO 200

2000 CALL CLEAR

2010 PRINT" GUESS THE ANSWERS! GOOD LUCK!"
2020 PRINT"I WILL KEEP SCORE FOR YO
2030 LET SCCRE=D

2040 1ET S=0

2050 FRINT' QUESTION 1: WHAT COMPANY FIRST
DEVELOPED THE COMPUTER CHIP?*

2060 PRINTY A. WESTINGHCUSE"

2070 PRINT" B. TEXAS INSTRUMENTS"
2080 FRINT" C. WESTERN UNION"

2090 PRINT" D. COCA COLA COMPANY"
2100 FRINT TAB(20) ; SCORE

2110 CALL KEY(0.K:S)

2120 IF S~0 THEN 2110

2130 IF K=66 THEN 2170

2140 CALL SOUND(500,-3,15)

2150 PRINT"WRONG ANSWER! TRY ANOTHER
QUESTION! ™

2160 GOTO 2190

2170 FRINT"VERY GOOD! TRY ANOTHER QUESTION!"
2180 LET SCORE~SCORE+1

COMPUTER ARE YOU USING RIGHT NOW?“

2200 FRINT" QUSTION 2: WHAT BRAND OF
(continue with questions and answers for as -
long as you wish following the above format)
2990 GUTO 200

3000 CALL CLEAR

3010 CALL CHAR(96,"O00OFFOFFOFFOFFF"')
(continue with call char statements to
define your graphics)

3500 CALL HCHAR(12,12,96)

(contimie with call hchar and call vchar
statements to place your graphics on the
screen)

4000 GOTO 200

That will - in this cordensed form with
hints to help you keep building - ‘create
the program I had in mind. I hope you can
fill in all the blanks. If not, let me
know by contacting me, or anyone in the
Pittshurgh Users group who can then pass on
the megsage.
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CONPARISON CHART FOR BO COLMN CARDS

By: dndy Frueh, Lisa UG

H Asgard EGI/ I Dijit IO0PA TI~Image
Feature(s) H Mechatronics | AVPC H Maker

] ] :
Method of installation ! Sidecar 1 P Box card ! Internal board
Modification to console?! No ! Some ! Some o
Highest resolution H 512 x 424 ! S12 x 424 1 512 » 424
Max colors in that mode ! 16 of 256 i 16 of 256 : 16 of 512
Most colors in one mode 1256 (256 x 424) 1256(256 x 424) 1256 (256 x 424)
Ports/outlets { Mouse port X1 ! Serial port H None
Operating system? H Ti’s H TI's i OPA OS5 k2
VDFP chip used : 9938 H 938 i 9958
VDP memory standard/max | 192K i 128K/192K : 192K
Sprites I Unknown 13 H Unknown i32/8 per line
80 column modes ‘180 col /24 rows &, BO/24 x4 ! BO/24, 80/26.5
Composite compatible? H Yes x5 H Yes X35 i No %6
Total # of modes %7 H 8 H 8 H 8
Approx. price H $250 H $220 H $179

Thinking about buying an 80 coluan card, but can't decide

which one to choose? This chart may help you decide. Mo
opinions, just facts,

Rotes

1 I's not surez if Asgard’s device (same as the

Mechatronics) will also have the apuse port

12 OPA developed an operating systes to cure any software
probless. Soae prograss do NOT operate properly on 9938/58
systens.

.33 1 know these devices will alow B on one line, but I's
not sure on the saxisus nusber of sprites with the AVPC and
EBI. @n unmodified TI will give you 28 sprites, 4 on 2 line.

$4 There say be other sodes, but 1's not sure on that,
All BO column programs are designed to use BOx24 sode anyway.

15 But it is MOT reccosended. An RGR monitor is
desirable

$& There should he available soon a device to let the
T.1.M. be cosposite compatible,

17 A1] of these devices have 256 by 192/212/384/424 as
well as 582 by 192/212/384/424 nodes. The differences are
sainly in the total nusber of colors. Using what is called
the YJK Systes Display, the DPA device can use 19,268
SIMULTANEDUS colors. The other two are lisited to 256.
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Now sose more interesting tidbits. The E&I, although the
sost expensive in our group, offers a double-edged sword type
advantage. All you do is plug it in and go. No set uwp or
aodification, no satier how siaple. This seans any cosputer
can be set up for 80 rcluans in about 5 seconds. The bad
part is that your console will increase in width., Also, some
devices sees to have unreliable contacts when you use thea
"sidecar” d{fashion. By some devices, I go NOT sean the EEI,
Jjust soae of the other sidecar devices. Both of these
probleas tan be corrected with a RELIABLE sideport cable.

fore interesting facts. Check out this table coaparing
video forsats. It cospares twp of the best IBMN/clone

" graphics sodes with an unsodified TI and a 9938/58 TI.

TIi9938/58 TN

Best resolution 16202200 720x3501256x192 | S12x424

1
F
1
[
¥ 4 H L]
)
1
1

Total pixels on screeni128000 1252000 | 49152 1§ 217088

11BN CHA!IBN VoA iNora.

That’s right. TYhe "super video® TI’s are better then a
®low res" IBM and alsost as good as a top of the line IBM.
Meed sore coavincing? Mell if you think that the TI has good
graphics (very good for a 1979 computer) and feel that these
devices offer nothing for you other than a handy $180-250 aid
in word processing, consider this. The sodifie¢ TI's have a
graphics screen that has barely over 4.4 TIKES the resolution

of a norsal consola!
X¥XDONEXX




RECIPE
OF THE MONTH

By
DEBBIE GRZSY
BUTTERY CHRISTMAS COOKIES '

Ingredients:

u
ggs
sp Baking Pouder

/ l1b of margarine (sof tened)
/€ cups Sugar

/4 to /2 cup Orange Juice

. Nix the sug.r and baKing powder with 5 cups of the flour
in & boul. Add eggs and margarine to the mixture and stir
till ingredients are well blended. If the mixture is too
drg and won't hold together, add scne orange {uico.
Likewise, If the mixture is too wat, add & 1ittle flour.
When the batter has the right donsist-ncy, pPlace some flour
ot the table and roll the gough out to 1/4 inch thickness,
Preheat oven to 378 d.?r-.. for ten minutes. Cut cookies
out of ths dough and plece them on a covkle sheet 1 1/2
inches apart. Hake at 375 dogroo- for 14 to IB_minutes.
CooKiss are done when tha bottons are brown. Ingredisnts
will make B ~ 8 dozen cookles.

M-rrv Chrilstnas
r

on NEWJUG 9SER'S NEWSLETTER
Gazsy Cookle Jar




