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A INSIRER TALKS ABDUT THE 79/0 CONPUTER

The following appeared recently on the COMNP.SYS.TI
internet newsgroup.

Fror kmasonfimack.rtéb.cos Mon Der 19 11:18:04 EST 1994
Keywords: A heck of a lot more than a handfull.

There were over 300 (close to 330) 99/8 consoles produced
in a pilot sroduction just before upper management pulled the
oalug on the whole project. Units passing final testing were
given {as w3s custom) tn those invelved in designing and
sanaging the product. What was left over was given to other,
less associated, people who either knew someone or themselves
had enough political clout to obtain one.

The conscle was built around the THS9980 (1 think)
processor. It had 44K of RAM on bosrd with built in speach,
basic, and p-code.

Primary ewpansion was intended tn be wvia the 4-bit
Wex-Bus {tm} through a flexible cahle to peripherals such as
the Hex-Bus {HB) floppy drive, the HB RS5232/Parallel umit,
The HB Streaming Tape unit (kind of a cross between a seall
cassette and an B-trackl, a HE BO Colump videc controller, a
B 8.5in wide dot satrix oprinter, and the HE Plotter (2
near-pocket sized pen plotter). The 79/4A console couid be
fitted with a Hex-Bus adapter to use the HB peripherals or to

be slaved to the 99/B {why I don™t knowl.

Secondary expansion was to be wut an expansion port
similar to the one on the 99/4A and intc the currenatly
existing PEBox using a different adapter card. Some of the
existing PEBox cards (RSZ32, 4-channel sound, E-PROM burmer,
Hard Disk Controller, to name 2 few) could be chipped (ROM
change! to he compatible with the new console. The floppy
contraller was redesigned to operate double- sided, double
density drives. RAM expansion cards were designed/produced
in 256K and iM capacities in anticipation of +alling R
prices. The 99/8 was designed to except up to 1ZMB of RN
{we shot for 16MB but there was a flaw in the mapper chipl.
The axpansion port was designed arounc a right angle

connector cable (the ones used in now older office phones)

that would BOLT to the console and the PEBox. Most aof the
30+ units prototyped had connectors similar to the 79/44

because some idiot in cost redurtion sade an unauthorized
design change in order to save less than $1 in production
costs.

Since the 9980 was a sesher of the 95000 processor
fanily, the 79/8 was fully backwards cospatidle with the

99/44 {and the 99/2) except that the 99/8 ram much faster.
All of the 99/4A cartridges and prograss would run on the
99/8.

One cossent attributed to "upper® managemsnt {while
considering the fate of the 99/8) was "12 Mega-hytes of RAM!
My bod, who would ever need that auch RAM in a coaputer'® A
sare likely reason for killing the product was alleged that
with it’s speed and ample supply of existing business related
software, the Data Systems broup (BS5E] was concerned about
how it would impact sales of their floundering Professonal
Computer. The IIFL was a near 1BM coapatible PC that had to
run modified MS-DOS, Lotus, D-Base, etc.

¥ell, this
better quit,

is running e bit langer than I entended sa 1
Sorry {or the rasblings.

Kirk LXDONESX

Extonded MEIC TIps and Trix
ly:_ Mdy Frueh, Lina U6

'Sou aore interesting facts about the BASIC progreseing
language.

You should be aware that the PRINY statement will print
whatever follows it, whether it is 2 variable or something
eclosed in quotes. However, did you know that if the PRINT
statement is followed by 2 cemicclon, the next PRINT
statesent will follow the first ane on the same line? If the
second line won’t fit however, it prints as wsual.

10 FRINT *This is a test";

20 PRINT "TEST"

o

Thic is a testTEET

10 PRINT *This is a nifty test™;
20 PRINT "This is a really nifty test”™

HRUN

This is a nifty test
This is a really nifty test

Muabers are printed with one trailing space. They
alsg printed with a lead space unless they are negative.

we

You say oaly have 31 itess {30 commas! in any one PATA
statement. SEDONESS
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NEW 80O CoOolLuUrMiN CAaRD FOR THE FP—BOX
IS RELEASED AT THE FalIrRr IM

G2 TTINGER

About 70 Tlers from Austiria, Netherland, Belgium and Germany
have attented the faire in Glttingen from Cotober 14. to 1&6. The
most interesting part was the release of the BO column card for
installation 1n the Feripheral HBox. About 40 cards were made de-—
pending on orders and availability of the 99738 VDF chip. Two
wires are connected between the console and the card. On picture
FARIld ) you will find the component layoul of Lhe bDuard which
shows vou the connection between the coansole and the card. On
the mainboard itself one wire has to be cut off whick is shown
on picture 2 (Rild 2). The ronsole VDP UINO gee picture 1 (Bild
1) must be removed for the 40 pin plug (Connection  between con-
sole and cardl. The card is addressed on CRU base >1400 which
may not have any conflict with other cards.The card is delivered
with a new GIF LOADER (later on the EFROM, UZ1) on disk which
handles the high sophisticated resolution of the card. I was im-
pressed about the resolution between our EVFC  (Enhanced Video
Frocessor Card? and the Mechatronic card. The GIF plctures they
were displayed on the Mechatronic card looks like "Ficasso" and
on our EVF Card the same picture looks like a photography. The
technical data of the EVF Card which is priced with 254,-— LSD
on  the currency exchange base of 1,- USD = 1,50 DM is shown
bel cow .

TECHNICAL DaTAa OF THE ENHANCED VIDED FROCESSOR CARD

- lingar RGE ouvtput for directional driver for terminate 75 Ohm
wire

- digital syno., ogutput for terminate 75 Ohin wire

displays 256 colors of 512 simultaneousely in single mode

= 512 x 424 pixel with 1& colors maximal resolution

128 ERyte Viden RAM and additional &4 ¥Bytae V-ROM

display of manimum of B sprites simultaneously

= 254 2 4 NOVRAM for SETUF ste.

64 FRyte DSER-REM (a modified version is in progress)

i

!

»ewe AND ARDITIONAL IN ENHANCED MODE:

284 colors of 256 000 (&-bit-Video-DAC)

{expandable to 14 000 OO0 colors, B-hit—Video-DAR)

Pirel Mashk to set separately

Socket for Sound-Chip firom the console and more features
faor software development :

!

MEX T feadR
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This fine card have brought us:

Michael Beacker (Designor?
Jirgen Stelter (Co-Designer)
Roland Meier (DSR, Software}
Harald Glaab ({DSR, Software)
Sven Dyroff '

If any VENDOR are interesting in for marketing this fine card in
the LI.5.A. they should send me an offer and suggestions of the
contract to receive their COPYRIGHT. Plepase contact

Gerd Welissmann
koenigstrasse 17-1%9
D—-&67655 FAISERSLAUTERN
Tal . /Fax 0&6TF1/12149
bermany

Here are an outlook for further projects. A SBUFER GRL Card is in
progress which can hold 16 desired modules on Flash Eproms and
Basic programs would ruon 10 times faster. But last not least, a
new motherboard will be developped for F-Box  installatoion to
make the Flex Cable unnecessary. This new Tl would have its 2900
processor.

NOTE: I & conference during the faire it is voted that the next
faire in Europe would be held in Vienna, Austriasa in cto-
ber 19795.

As far as the High Speed BFL Card concerning, I will give
you some information about it. The schematics is finished and
the layout must be done by the same person who has done the 80
coluwnn card, but he didn™t know about it. He did a hard work ‘o
do the layvout and assembling of this.

HIGH SFEED GFL CARD

The card is designed with 2 MB RAM/ROM and is 8 times fas-
ter in execution with the use of all modules. It has 16
hanks (pages) with &4 KB cach = 1 MR GFL ROM and contains
GROM O, 1 and 2: this &4 KB has additional 1&6x44x8FKE ROM
hanks = 512 KR and S1Z2 KB DSR ROM which can individual
used; &.9. 192 EB of it rcan bhe used as GRAM/GROM.

fnother hardware proiect is realirzed by Oliver Arnold that
he has developed a Videotext interface which is now in produc-
tion, With this unit you have the ability to dump the Vidsotext
pages from your TV seat onto the diskette. It is also compatible
on IBM clones. You see, we are doing a lot.

2XDONE: R
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BERMAN FAIR REPORT BY MARKUS KRAMER

I promised Dan Eicher of Delphi (at least I think he was 1t) to say sSome
#mords about the German TI Fair in Goettingen this year (14.-1& Oct. 1994).

I’'m sorry that you all had to wait so long and I apologize the shortness,
put I'm still involved with dozens of non-TI related thingsj)

Here it comes:

It was a smaller meeting, surely:)
But &ll the important people (that are left:) joined' From
Hamburg and Berlin in the north of Germany to Munich in the south.

But not only Germans came, also people from the Netherlands, Belgium
and Austria.

And what was new? ... As you already read, the most important thing
was the new BO column card ...

Some new software ... 1 remember the RISC game of Oliver Arnold!

You alsc could buy some interesting stuff, like complete systems from
Austria ... several boxes for only some bugs:)

LI bought a CorComp RS232 card, the interesting point with this one
is that it has a Jjumper for using it as a RS232/3,4 and PIO/Z ...

I remember a discussing here on the point:

What to do to use a RS232 card as a second one?l]

Also you could see some usual:) things like self-modified consoles
*in all colors", =o to speak!

Some people have self-build “PC-looking"” TI’s, means have build their
own tower cases ...

We also could have a look at the {(every vear progressing) software
of the Muys family from Belgium

(perhaps vyou know Peter Muys with a very early MDOS editor

and Bill Muys with his Tetris clone’). Bill and his father (not Peter

he is the brother of Bill and was absent this year)

showed us the newest version of their stock broker program,

which is really usable (Mr. FMuys 15 a stock broker),

really impressive (graphics guys!:) and really unknown overseas ...
-== at least to my knowledge! .

I myself showed my own (more or less:) known software

‘{like the XB series: "How to program efficiently scrolling graphics”
and THE Spriteben{erator), discussed some of my ideas

{like an XB/AE compiler which is based on the idea to convert XB to
Fortran instead of Assembler ...) and introduced FORTH+, which was

really impressive for the people ... even to the Non-Genevers;)

Additionally I showed some “new’ toys like my Sharp. printer/PLOTTER
and the MBX Speech System, never seen working in Germany before!

OF course:? I had two of my systems with me. The first one is a 2MB
bBenny with two 1.44Meq, two 720KB drives and two HD’s with lots of

(legally bought software:}) installed!
MEXT FASK
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FAaGE S

The second one is a *high armed’;)}

Tl system (f.e. with a J512KP

Mechatronic GRAM Card}) on the fair used as MIDI sequencer for my

Roland Juno 1046 analog synthy ...
Joe

which was also played by my friend
he i1s the keyboarder of our Techno group NEUROFLEX

{watch out for the first CD <big grinx>:)

I'm really sure I forgot a lot of people and their great stuff ...

C Markus.

PARSEC
" By Bob Gagle
1475 Evaile Drive
Fairfield, OH 43014

Winning at Parser requires more than just flying through
a few asteroid belts, landing in the refueling tunnel and
knocking off every alien fighter or cruiser you come across.
Ta be a true Parsec master you need good eye-hand
coordination, quick reflexes, and sost iaportant-a winning
strategy, The following is a careful analysis of each of the
Parsec eneeies their individual habits and peculiarities and
a collection of tips for nailing the little nasties before
they destrey you.

First, let’s take a look at the Swoopers. These ensly
craft look like large-winged jets. They come in all colors
and enter from the tep of the screen, increasing their speed
as the game progresses.

Never underestisate the power of these ships. Although
thoy will nat fire at yoar craft, they do have a tendency ta
raa into their enemies. When you encounter a Swooper try to
stay in the far left hand corner of the screen. (Actually,
it’s a qood idea to ALWAYS stay as far to the left side of
the screen as passible.) When battling Swoopers you want to

"sove fast, so it is best to use 1ift 3. [In later levels,
however, it might be necessary to use lift 2, for eore
precise alaming capabitities.

Shaped like.tiny bullets, the Urbites are arsed with two
cannons each, When these ships are announced, fly
immediately to the extreme top of the screen. Because they
follow your vertical sovements only very slosly, Jjust nove
and fira. Stay away fros the bottos of the screen, and you
will be safe.

sorry for that and this ad about myself

z =)

A sleeker version of the Swooper, the LTF will eserge
from the top of the screen and accelerate steadily. Thase
sulti- colored ships alsp resesble the Swogper in that they
will not fire upon you. Their speed changes, however, are
such more dynaaic. They like to fly low forcing you to crash
inte the plane, so stay in the siddie of the screen until
they come up. The hest 1ift for this level is 3, but be
ready to change to 2 in dangerous situations.

Dragites iogk exactly the same as Urbites, but they track
faster and have only one cannon. People say that these ships
are the most deadly enemies in Farsec, but they can be easily
destroyed by following these hints : 1) Always stay on lift 3
because Qrasites are quite Fast in tracking vertical
sovesent. 2} Start as close to the surface of the planet as
you can: 3) When the Dramite coses out, go up and down while
firing occasionally, letting the ship follow you into your
Taser.

Tricky Saucers:

In my opinion, it is the Saucers who are the trickiest
adversaries because they come from behind, seemingly out of
nowhere, But rever fear, they can be destroyed. 1f you have
four or more ships in reserve, the Sawcers will attack in
randos patterns, The best thing to do is stay on lift 2, and
fly near the wmiddle of the screen. I+ you notice a
particular group is coming fros the top or tottom, wait eatil
they have been destrayed, then sove vyour ship near their
source. If too many Saucers are screen, switch ta 1ift 3,
And be careful! Sometimes when you fire your laser at Saucers
on lift 3, it will qo between the ship and the exhaust. It
you have three or less ships in reserve, the Saucers will
attack in a pattern starting at the top of the screen and
moving down.

Bynites are very siailar to Urbites, and can be easily
destroyed. Begin as close to the planet as possible, using
lift 3. When the Bynite coses aut, aove all the way to the
top of the screen; fire at it w»hen it gets there and then
sove, It works every tiee'!
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Killer Satellites will appear after you complete the
asterocid belt on level 4. Entering from all directions,
moving erratically and firing frequently, these vicious foes
are bent upon your destruclion. They attack in randos
groups, at randos speeds. The best strategy with these guys
is to drop as far back as possible and use lift 3, beciuse
they are very unpredictable. There is ne real sure way to
destroy thes.

~Now that you are aware of vour enemies’ foibles and
idiosyncrasies, here are a few pointers to improve your oOmn
performance. Mhen you are in the asteroid belt. always use
tift 2, stay at the bottom of the screen, and ¢ire
contipually at the lowest asteroid. That way, if you miss
your target, you can dodge it and retreat to the protection
of the planet, Occasionally, you may get trapped; if you get
into trouble, use 1ifl 3. And be wary of firing too much,
overheating is very easy. Also, you should always use lift |
in the refueling tunnel.

I have found that in playing Parsec, joysticks do not
respond as well as the keyboard; therefore i use the keyboard
with the following finger placesent; LEFT HAND: Middie finger
on E key, pointer finger on X key, pinky and ring fingers
control the litt. RIGHT HAND: Pointer finger on the period
key, niddle finger contrals pause (p key). For horizontal
aovesent, 1 interchangs the fingers on ay left hand (on the E
and ¥ teys) to the S and D keys whenever needed. Always
anticipate where the enemy is going, and stay cala while
pressing the buttons on the keyboard. Remeaber that ustil
you get acrustemed to the keyhoard, it will be difficult to
play, because all it takes is a split second to get killed it
you resave yeur eyes from the screen!

500D LUCK MND MAPPY AND NAPPY PARSEC-1

much more to do.
work.

explanation. Llet’s get started.

¥ Dump DSR to VDP LLLLLLL LKL
LI RO, >0100
LDCR RO, 8

BLWP XRY

DATA VDPBUF

DATA >4000, DSRLEN
CLR RO

LK
VHMBWD

LLLLLLLLCLLLLL

I’m back again for the last part of the DS5R dump program.

20001 ¥for 156 bit HRDs
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Assembler Executing . #11
By Bob Carmany

There isn’t too

This is the part of the program that actually does all of the
The next segment of code is commented and probably needs little

>0100 for 8
8 or 0 for 16

Assume no problems in reading asmory mapped adr

8 or 0 for 14

PIEXT e
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All we are doing here is setting up the type of DSR to be read. The
comments should be sufficient to figure out what is going on. Once the DSR
type is set up, VMBW reads it into VDPBUF starting at >4000 (beginning of the
DER) for >2000 bytes. Nt this point, we bave the DSR read into the VDP buffers
and ready to dump to disk.

¥ BSave file to disk

X
¥ Error return to title screen

L § RO, DSRLEN Load DSK length
MOV RO,®FILLEN

BLWF IR9 Load PAE data to VDF
DATA VDPPAB i
DATA PABDAT,PABLEN

LI  RO,VDPPAB+9 Set SCNAME pointer

MOY RO,2>831546

BLWP @DSRLNK FW DSRLNK (no data)

JEG ERROR Immedi ate error

MOV #CMSRET . R11 Fetch FUW central menu return
RT

ERROR BLWF &>0

The first order of business is to load the DSR length and file length in
the VDPPAB. Both are in the last segment of code. The screen name pointer is
obtained and the data is written to disk via the DSRLNK. 1If there is an error,
the program returns to the title screen. Otherwise, F’WEB is re—entered via
EMSRET which leaves Rl1l1 lpaded with the F'WEB return address (another crafty
trick from Tony).

"% Various PAB data

PABDAT DATA >0400C,VDPBUF, >0
FILLEN DATA >2000

DATA >0C
DNAME TEXT °DSKS.DSRDMP1”
NXFILE EGQU $-1
"PABLEN EQU 3$-PABDAT

QUERY TEXT *Which DSR CRU-base 7’
AUELEN EY <«-QUERY

PROMPT TEXT ?>1000°

PRMLEN EQU $-PROMPT

DSAVN TEXT "Dump to file”
DSAVEL. EM) $-DSAUM

EVEN
END START

This last lot is simply the messages, PAB data and other bits and pieces
used by the program.

The beauty of this bit of programming is that it makes full use of the
F’WEP routines already in specific addresses in memory. Even using indirect
addressing to access VMBW, F’WEB return, and fetching characters directly from
the screen input. We will sse where this all leads in yet anothsr column.

$SDONESS
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This all TI evernt i= TOT
No admission charge,

for tables

ALLY FrREE
No charge
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For Motel informaticn, To arrange free airport
or to schedule a free pickup and delivery, phone
.exhibit room Lable, COLUMBUS OHIO
0r to schedule a video John Parkins 614-891-4965
taped seminar: phone DAYTON OHIO .
. Ciaa. Rick Kellogg 513-773-5941
Dave 821ppér513 498-9713 FORT WAYNE INDIANA
Charles Good 419-667-3131 bave Szippl 513-49§-9713

(Please make airport
arrangements with these
individuals as far in
advance as possible)




