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USING ¥9/4A SOFTMARE STORED OM AN IBM
CO-RON OR DOMNLOADED ONTO AN I8N’3 HARD DRIVE,
by Charles Good

Liga Dhio User 6roup

These days #ost 99/4A users have access to an IBM
cospatible cosputer either at home or at work. As a result,
39/44 and Geneve software archives are now being sold on IBM
cospatible CD rom disks from two sources listed at the end of
this article and it is also possible to download for free
lots of 99/4A software off of the internet or commercial
information services onte an IBM hard drive. The WNestern
Horizon Technology home page, for example, has all the latest
8CSI and Geneve software. Also, you can download 99/4A
software from several ftp sites intluding one maintained by
{of all peopte) Gary Bowser. These internet downloads are

easy to do using a web browser. A list of download sites is
at the end of this article.

The problem is how do you get the 39/4A softwars off of
your IBN’s CD-ROM or hard drive and into your 93/4A or
Geneve.

fne way is to cable the serial ports of the IBM and 99/4A
or Seneve and use tersinal prograss on both cospulers to
transfer the gata. For many this is not convenient. It is
not always easy stretching a cable fros one cosputer to the
other, especially if the two cosputers are in different
rooss. There is another probles also, Many IBN’s with an
internal sodes must have this sodes configured as CONZ, which
deactivates the only IBM external cerial port that is not
already occupied by the cosputer’s mouse, Thus, an JBE with

an internal aodes may not have a serial port free to connect
with anather coaputer.

There is an easy way without cables to get all that
downloaded or CD-ROM 99/4A software out of the IBM and into
your TI. The secret is PC Transfer. This is & software
product sold by 9440 news and also by Ramcharged computers.
To use it you need s (Myarc or CorComp) DSDD cantraller on
your T] and you need a way to physically aove disks fros your
IB% to your T!. This means that either you have 3 5.25 inch
{1oppy drive on your 1BY or you need ta have a double density
(720, not 1.4¥) 3.5 inch drive hooked up to your TI. M you
have this hardware configuration and a copy of PC Transfer
the job is easy.

fn the IBM-- foreat cose IBM disks double sided double
‘density, Another nase for this is 340K, This is easy if
your IBM has a 5.23 inch drive, 14 you are foraatting & 3.3
inch disk vou sust format it JAOK in the 1oM dick drive,

Ll

which say not be easy to do. If your IBN refuses ts forsat
3.5 inch disks to this low capacity thes use yowr ceos or
*setup” progras to tell the IBX that your 3.5 inch floppy
drive is a 5.25 inch drive. This will allow you to forsat a
3.5 double density disk as if it were a double density 5.28
inch disk. Be sure to wuse only “double density® and not
*high density' disks. A 3.5 inch double density has only one
hole, the write protect hale. The 5.25 inch double density
disks that most of us use in out TI's have a reinforced ring
around the center disk hole, while the look-alike high
density 5.25 inch disks usually lack this reinforcesent ring.

On the IBN-- if the CD-ROM or downloaded files containing
Tl software and in ".zip" then unzip thea onto a teaporary
directory on your IBM. Winzip does this nicely from windows,
and pkunzip will do the job fros the DOS environsent.

on the IBN-- copy the T1 files to your IBN formatied DSDD
disk., Kost of these files will have file names ending in

®.arc® or ".ark". Take the floppy out of the IBW and prepare
to put it in a TI drive.

On the TI or Geneve-- run PC-Transfer. WKhen asked for a
conversion file name sperify "DSKr.TIFILES" where ¢ is the
grive with your PC Transfer disk. The 99/4A software stored
on 18M media has a header that says TIFILES and this header
can be recognized by PC Transfer, Place the 1BM disk in one
T1 drive and a blank forsatted TI disk in another TI drive,
From within PC Transfer bring up the IBM directory. Type °L*
next to each file you want to copy to a TI disk, then type
*E* to execute the copy process. The files w»ill copy from
the 1BM to the TI disk.

On the T1 or Geneve-- use Archiver to anpack any files
that were “.arc” or *.ark® on the IBM. Your TI software is
now ready to run!

ACCESS:

Cospetition Computer. [IEW compatible CD RON with 120 seq

of T1 software, $35. 330 Millbrae CA 930,  Phone
B00-471-1600

Beery Miller. IBN cospatible CD ROM with TI software,
$35. P.0.  Box 752465, (Meaphis TN IBITS,  Phone

901-348-1149,

Western Horizon Technology internet site for Jownloads of
T1 and Geneve software: wew,sonyx.con/wht/

bary Bowser internet site for downloads cf YI and Geneve
software ang text files: www.ic.org/~cpanit/
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RECENT WESSAGES FRON THD AUTHORS DF
ORIGINAL OFFICIAL 95/4A SDFTWARE
downloaded from the internet newsgroup Conp.sys.ti

Froa: Paul Urbanus {urblonrasp.net?
Date: Wed, 04 Dec 1996 11:12:3t -0800

d.Jones: wrote; _

* Long ago, 99er had an article (actually two articles)
on. haw ta bhuild an RE232 interface that ran through the
Joystick part. ~Semeone around here might know about this, or
I sight be able to find the articles) as | recall, though, I
haven't been able to find one of the twe issues in a vary
l“ till, 10200 We'll Whesss'"

Long ago ({let’s not count years, OK t), I wrote the
article for 9%er magazine. [ had just Finished ay second
stint working in the Home Computer Division of TI as a co-op
student. During wy this time (about 1 year}, 1 worked on:
co-authoring  (with Jim  Drasis) Parsec, Mini-mswory,
Line-dy-line assweabler, wrote the "Lines" program, wrote the
"MISKE" program while spending time in La Jolla, CA working
with Contral Date on the Plato interpreter,

After I returned to school at New Mexico State

bniversity, I conceived and built the Joystick R§232, I
contacted 99r Magazine about the possibilities for doing

this as an article, and they concurred, It took about six
sonths for the article to clear the TI legal department, but
it was eventuslly published as a two part series in 1982
{19837). I have the magazines with the articles, but they
are in the storage,

Now, 1 should note 4 couple of points about the article.

1) The article stated at the beginning of Part | that
this project was for the experienced wlectronic enthusiasst.
In fact, this advisesent mas preceded by the phrase, CAVEAT
EWPTOR {loosely translated, BUYER BEWARE!,

21 The staéé at 9%r Magazine taok sy electrical dewign,
af which 1 praovided schematic only, and layed it out so it
would fit on a Radio Shack prototyping board, so that sere
people wight be successful in completing the praject. Part
of this translation invalved the ganeration of a wire list,
ad  unfortunately, there were some errors in the wire list.
1 don’t resester whether there werw errcrs in the published
schesatic, At-this time I don’t resesber the specific errers
{mlp, anyone),

A couple of months after the article was published, I Wad
& real interesting experience, One evening, 1 got a cail
froa a gentleman (NOT'} from New York, It seess his son, who
was 10 or 11 years old, had tried to build the project, amd
this reminded e of ay early tinkering, He asked if 1 would
help hiz san try to get the project working, and | was glad
to help. First, I told the youngster about the errors ip the
article, and asked hia ta sake the necmssary changes,

" possible,

confident that this would solve the problies.
know. ..

Little oid I

Soon, 1 received another call fros the kid's dad. It
saews that the kid mas still not able to get the project
working, even with the changes. I talked with the kid some
sore, and tried to troubleshoot over the phone as wmuch as
After reaching a dead end, I told hin there wasn't
such eise [ could do to help hix,

Then, 1 got anothar call froa his dad, who turned out to
be a lawyar and an -ssholw, not that the two are related. He
BEMMRED that 1 pay for the parts which he purchasad for the
praject. It seems it was MY fault, as the author, for his
kid’s inability to amake the project work, even after
disclainer at the beginning of the article. When 1 refusad,
and said I'd talk to his son soma morw, this was unacceptable
to his. In fact, he said that if [ didn’t pay his, he’'d we
se for the parts plus damages. The sad part of this, is the
kid was raal nice shan 1 talked to hin, What kind of sassage
was his dad sending hin?

In the end, I think that 9%r Magazina ended up givin the
guy the money for the parts just to svold any passibility of
litigation. What a world, what a world,

Myway, 1 didn’t mean to get so far off the track.
Nowever, sy advice would be for you to try and find an old
PBox with RE232, or an old standalona R8232. To make wy
Joystick RS232 work, ons nesds the Mini-Mesory or Extended
Basic or Editor/Ausesbler cartridge. And even if you have
these, there is no link to the File Managesent System for-
this peripheral, That seans you cannot use the OLD, LOAD,
SAVE, (OPEN, READ, WRITE or ather I1/0 commands for this
device. You aust writz your code from the ground up.
However, if you want to do same simple, standalone comtrol
spplication, this device coshined with the Mini~Memory sodule
would be ideal,

Paul Urbanus
urburbonix.con
Warning: Urbite ships attacking

From: Paul Urbanus <urb®onrasp.net)
date: Fri, 04 Dec 1994 14:52:54 -0800

Chuk Goodin wrote:

“Boes anybody have any idea where 1 could ftp parsec, |
have an eaulator and hopefully I can fing parsec and play
again, like I did whan 1 was 13.°

Chuck,

I found a really good site (the best, methinks! for

TI99/4A stuff on the web. It is called the TI-99/44 Shrine
and the url is:

Attp: !Iw.mitin. con/kthens/ 7374741, htal

NEZXT PAGE
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Under the SOFTWARE section are ssvera] good sites. There

is one where I found the Parsec code along with
other games, the url is; g with about 30

ftp:/Iftp.prenierueh.:nn!pubisystensfti99/uploadsf

This is a 2ip file, so you sust have pkunzip to

kncompress it. | have successfully used this file with the )

v#t9 esulator (1 assume this is what you are using).

Qope this works for you. As a co-author {zlang with Jia
Draais) of Parsec, I'm glad to see that you enjoyed this geme

i & youngster, I was 25 years old whan we wrote it, amd I
enjoyed then and wtill do,

Regards,

Paul lirbanus

urb8urbonix.com

MARNING - lrhite ships attacking!

From: hankB¥ebFeats.com (Hank Mishkof$)
Bate: 10 Dec 1994 03:32:21 GNT

In article POLAR®gIObal.co.24 Says...

"And on that subject, I heard once that there was a Spaak
Spall program 4or the TI-99/8A. If it existed, it seeesd
rare. Anyone know of it?" '

Boy, is tthis} a memory jogger...

Wen I was working for TI in 1981.(7), | helped develop a
“Speak Math" progran for the 99/40. I's pretty swre we
completed it; I don’t know if it was ever released, It was
witten in BASIC, so it would have besn diskette- lrather
than cartridge-) based. 1 seem to recall that the plan was
to start with Speak Math and then progras the rest of the
*Spaak &" series (of which Speak ¥ Spell was easily the best
known]. T have no idea if the rest of the prograss were sver
writtan; T know that I didn’t work an any of thes.

P'n wire that wasa’t very helpful, Wt it wure was fun
resiniscing'

ESDONE X &

Solution to the Infocoa adventure 'Naliyhes’
(Lina disk 1050)

) 1992 Erik Futtrup, Denwark (omail:
futtrupldaisi.aau.dk) and Twan Lintermans, Hoiland

sthelp nidget:wetake maskisiwihide bahind
president;listen to tonversationtagainim:estake

polwsasnin:drop maskiuse (bx}:take ballogniw (&x):didstake
allisistwesiuntie  balloomrihale  helium:quard,  hello
[20):5:w:wear clown maskiknock on door[30):s:take ash
tray:close door:search ashitake scrap:smarch traviga under

Wall [A0)seinsmrnsnacsnirch Qarbagd [901rtake tiewetipunch
out blue dot:smisiput ticket in slot:e:ask pitcheen about dr

nostrua’sis:setlook into cagestake keys with pole [460):unlock
doorrepen  doorin:take bucketisinwinewrwisswistesunlock
compartaent:open compartment:take whipinse:niput ticket in
slot:aiete:ninestake stoolinmisimemiwininzunlock cagetopen
cagmiw:whip smooth lion:againzagain:lift grateithrow amat in
passageie:w:lower grate:search stand [70):e:sisisiwigive case
to harrysnsesput ticket in siot:e:zess:show case to jennyigive
case to jenny ([BOlininigive ticket to rimshawirisshaw,
byprotise meiwait (4x):buy candy from hawker:give money ta
hawker:standietusesdiesusesdesestand in lineswait (2x)iget
out of long linerstand in short lineiwait (3x}iget out of
long lineiyes:istand in long  lineibite  bananaidrop
banamazniask hawker about candysutmidiwiuswidin
[901:stand:sinigo under wall:search garbagettake
bar:srereintnaishow  bar to  tinattina, hellorshake
hands:nwitake radio [100):s:wiwisisesdrap all  excegt
radiosnitake headphones:siusuiset radio to 1170:turn radio
offirewind tapeiwaitiplay tapewaitiwait luntil you hear ...
ciap hands

rewind tapesturn radio onsrecordiwait (dx):didirewind
tapeiturn radio offitake all:drap stool and bucket:nwsunlock
tageropen  cageswiplay tape [1101:search straw:open trap
door:take ribboniesclose cage:sertake
bucket:nwinswswisswitouch wood with poleitake mousetrapidrop
trapieswaitiwipiwicatch  mouse with bucket  [1Z03:take
sousese:niesput  ticket  in slotiersichow  mouse to
elaphantiagainiwait [130}:swidrap allzusturn crank:losk into
wagortknock on doortin [1401:lock door:search deskitake
spreadsheet:move deskiuiread spreadsheet:d:tzke allemrask
harry about eddie ssaldone:e:neisesslide ticket under fromt
(t50):e:lyou can play blackjack here, but it’s not essential
to solve the gamel:stake ticket:open secret panel:y/niopen
secret  paneliwinwsniwiimalk around until Thush
ippears! is:neisesslide  ticket under frontieslook under

tablestake suitcaseimaitiwidrop  alliusuiwaitieswaititake
shaft:pull  shaft [1501:d:dstake all except key, whip,
stool enwinewedill  bucket with watericinesntpour water on

detective:ask detective about chelsea:drop bucket:take mote
and cardiread notesessiuttake all:utniwimswiscwssies (Chuckles
is herelsshow ribbon to chuckles:show scrap to chuck! ew: show
nate to chucklss:show spreadsheet:eddie,hellorshow cerd to
chuckles [170):search pocket:take veiliwear veil:wear
dress:wear jacketiknotk on  doorsesclose  dooritake
trowbar:nove acose:open doorwswiopen  door  with
crowbar:s:take thumbinieiesput thusb in  holeswait:take
thelsea  [1801:winte:nesniwininiclapiroustabout, get met
[190):take off veilitake off jacketitake off dressidrop
allswitake stand:e:drop stand:take radioscliamb stand:u:twrn
radic onsdrop radipsditake polesclist standsusu [to scare

Wahler and wake him go to the other platforal:take
radio:eseierwiniwinidrop radio and  pole:d:sisisie:cail
WL:wininzniclinb standrustake allieie:ezmiecl...left

hanging... imait (3x),
This gives you 200 points out of (guess how sany, yes..)

200! BIDONEX X °
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RN TG SOLVE THE INFOCON GAME “CUTTHROATS®
tLima disk 1036)

f. Get oul of bed. Take all from closet. Open  drawer.
Take all froe drawer. Read note. [Open door. (Weasel will
cose in and steal your passhook, if he can, and head for the
sainland on the ferry. If you interrupt his, you're dead, so
be sure to take the passhook or you're in for a short gase.
Neither can you lock him in your room.}

- 2. Sit. Order breakfast (or food), Eat food. Order
drink (for $2.00)}, or ask bartender for water (free) te
quench your thirst, HWait until 8:30. Whassa matter your
watch stop? Well, wind watch. Ask barteader for tise, Set
watch to (stated timel, When Johnny asks if you want in on
the deal, say yes, or it’s gqoing to be an awfully
uninteresting game.

3. MWait for Johnny. If he shows you & plate, vour ship
is the Leviathan, if he shows you a cein, at shich you may
took, your ship is the Sap Vera. Check your gase materials
for the ship’s depth and read the characteristics of the
boats that are for charter.

4. After dropping all but watch in the storage locker of
the ship you’1l be renting, withdraw $603.

3. MWait for Johnny. Show money to Johnny.  Answer his
guestion.  Drop passhook. (if you don’t NecGinty will see it
and nver leave you alone, leading to a dead ame and Johany
calling off the deal. I you drop it 1n town where McBinty
roams, it will disappear as though he’s taken it, but he will
still leave you alone in Qutfitter’s International.}

4, MWait until after NcGinty leaves, {If you have a save
gase handy, buy something while he is in the stare.) After
dohnny leaves, pay salesman however auch you were told, a
sosewhat variable nuaber. If you are diving on  the
Leviathan, buy flashlight, repellent, putty, c cell, and
eiettrosagnet and rent cospressor, If you are diving on  the
Sa0  Vera, all you need are the flashlight and shark
repellent.

7. Attend the 11:30 aeeting in the GShanty,
says the deal is off,
start aver.

8. Open window. Loak in window,
wait., If not, enter window.
there from 12:30 {ar so) on.

§. Wail for delivery boy, 14 you are diving on the
Leviathan, you can start getting ready now. Wear wet suit,
mask, and flippers. Fill air tank with air f(nee d
compressar, oF if you're cheap, you can fill it for free in
Outfitter’s). Wear air tank, Take repellent, putty, and
electromagnet. {pen drill, Insert c cell

10. [lase nmachine. DBrop envelope, it's curtaing if
Weasel sees you with it. Gc topside and wait for Johknny.

t1. When Jahnny asks for the latitude and longitude of
the ship, check the saterials that came with the gaee. The
syntay is lengitude is xx. Latitude is vy,

14 Johnny
you did something wrong and should

I+ Mchinty is seen,
Take envelape which #ill be

"will appear

12. Bive envelope to Johpny, {if you don’t do this and
succeed in returning the treasure, you throat will be slit on
the trip hoae.)

12, Turn on {lashlight and juap in
diving on the lLeviathan, If you are on the Mary Margaret,
wear suit. Connect hose to diving suit. Start coapressor
and then jump in water. 0Once you'’re in the water, the shark
at different depths, #hen he does, open

water if you are

repelfent.

14,  (Note: GSteps 14 to 17 apply ta the Leviathan.} Put

sagnet on mine. Turn on eagnet. Drop magnet. Up. {Don't
turn the sagaet on first.)

15. Resmgve tank.

14, Turn on drill. Drill safe. Turn off drill. Take

case,
ADvES,

17.  Turn on drill. Drill case. Open putty, Put gioh
on case, Now it's time to head up to the surface and become
& rich diver, {If you opened the door here then first
passing through, you better go back to vour last saved-game
pasition,)

18, (Nate:
iron.

19. Move row with iron {(gets the row of bunks out of the
way for three moves). Put iron under row {props up the

Head for the airpocketed room without any wasted

Steps 19 to 27 apply to the Sap Vera.) Take

bunks}.
20. Leave the squid alons, don’t even look if you value
your skin.

21, Look at skeleton, Take sword,

22. Push oak chest north (twicel, and then te the west.

23, Tie chest to lipre,

24, Push maple chest south, to under the ladder.

28. GStand on chest. Up.

26. Push cask north.

27. Stand on cask. Cut rope with sword.
up to the ship, and enjoy your escudos’

£limb rope and

REDONE X X

HOM TO SOLVE THE INFOCOM SAME "ENCHANTER®
{Lima disk 1043}

{. Open oven, bet bread, jug and lantern.

2. Fill jug. Good for four slugs-- put them this game
pay drive you to drink. 3. Like the signg say--other
waayyyyyy!

4. Having gotten the rezrov spell froa the crone, rezrov
the gate and frot: the lantern.

5.  Open door and etaaine the wall, Hove the block and
get the stained {Exex) scroll. Read, grusto and iearn it, as
you do with all {(well, almest all} spells. Leave the spoon.

11. Hide envelope under bunk. bet in bunk., When the 4. fxamine the bedpost. Rezrov the bedpost. &et gald
ship puts out +n sea, slamp. When you arrive, get out of {Vaxum} scroll, Clue is from dream that ocrurs if you're
bunk, get envelope, north. Bet ready faor your ive. tired and sleep in the bed. NEXT PAGE
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7. leave lantern (or your light source} cutside. Take
lighted portrait. et black {Bzsoo! scroll.

8. Rezrov the gate,

9. Nitfal the frags. fank under 1lily pad. Bet damp
{cleesh) scroll.  Don't for get the crumpled (Krebf) scroll
in the forest. (You can sleep safely anynhere. Read your
dreams carefully for clues.)

10.  Rezrov the egqg. Take the shredded (summon} scroll.
Krebf the shredded scroll, Bet the faded (Iifeial scrnll.

11, Save game. Read the dusty bopk., Read terror and
inplesenter for inforsation. Examine rat tracks, Reach in
hole (rather fussy about syntax hered, 6ot $rayed (gondar!
scroll. If you have the tise. Iifsia the Implesenters, just
for fun. Make sere that you know the Gzmoo and Rezrov spelis
and head for the tesple.

12, ¥hen you're tossed in the cell, ozeon myself., Wait.
bet the ceremonial daqger, the hard way. Down. Open south
door.  You'll probably get flipped hack up an the altar, but
your ozaon should still hold. Down. South. Get ali. Morth

Head West.

13. Cut the rope (with the ceremonial dagger’i. Open the
box. Get vellum (melbor} scroll. Melbor myself. You may
now roam about with impunity.

i+, Tind the adventurer in une of the mirrored halis.
Zitmia the adventurer. axum the adventurer, Show hin the
eqq (or dagger! and he will follow you, at least for a whilse.

15. With the adventurer lured there by the sight of your
treasures, adventurer, open the door. Bet the map, pencil
and purple (filfre) scroll. Bive the adventurer the egq,
dagger, and box if need be to lighten your Ioad. Take the
three bjects from him if he has picked any of them up.
Filfre the room, just for fun, as you don”t atherwise require
for the game,

i6,  Vaxum, nitfol, and exex the turtle. Turtle, follow
me, and he will, for a while.

17, With the turtle there, save the game. Turtle, se
and get the paper. MWave to the turtle when he’s in the
tontrol room. Get the hrittle (kulcad) scroil.

18. GSave the game. Read the map. Conpect § and p.
Erase # and p. FErase a and v. Connact @ and p. Move to
location p. Get powerful (guncho) secroll.  Drop map and
pencii if necessary.

t9. Make sure that you have learned the vaxum and gondar
spells. GSave the game. Kulcad the stairs. Read the ornate
{izyuk) scroll. lIzyuk myself.

20,  Gondar the dragom. vasuas the being. Gumche Krill.
ongratulations on your 400 points and heing admitted to the
Circle of Enchanters.

The &pells of the Enchanter

Speil Function

vasum make hostile creature
your friend

zifmia magically summon 3 being faded egqg

ozm00 survive an unnatural  black gallery
death

Descriptions Location
gotd hedpaost

exex make things sove with
greater spead

krebf repair willful damige cruapled forest

cleesh change & creature Lo & da&p Swaap
damp amphibian

rezrov open even iorked or some sort  house
enchanted objects

staingd rell

gnusto write & magic spell into initia} spell book
the spell haok

blorh safely protect a saall initjal spell boak
object

nitfol converse with beast ip initial spell book
their lanquage

frotz cause something to give initial spell book

off light

kulcad dispels a magic spell  brittle gngineroce
melbor protect 'caster from evil vellus  box

beings

filfre create gratuitous purple wmap room
fireworks

qunc?o banish victia to another powerful terrorrooa
plane

gondar quench open flase

frayed library
tryuk fly Erke a bird

orrate faliing
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Kints Solves for Hollywood Hijinx

Brought to you by the Game Master
{Lima disk 1031}

Intra: So your Aunt Hildegarde has died but in order to
inherit her fortune, you sust collect 10 treasures by 9:00 am
the next morning, In this text file, 1’11 TRY ta describe
and tell you how to solve sach puzzle and get each treasurs.
This is alt from meeory so if I can’t seem to remeaber how to
do it exactly, 1’11 give yeu hints on how to sclve it.

%] - By doing this, you’ll end up with another treasure,

1, How to enter the house: Go north and open the @ailbaox
and get the paper with the peculiar design on if. 6o south,
turn the statue west, then turn it east, then turn it north.
Aha,. & click to the north.

12, How ta neqotiate the hedge maze: After entering the
house, there is a thin piece of paper in the diring roos,
Bet it and put it on top of the other paper with the peculiar
design.  Now you have the map te the hedge maze. Be sure te
print it out on the printer then good luck' (Resesber to have
3 shovel with you hefore you ge in)

NEXT Fasp
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¥3, How to aove the cannon: Bet the cannonbali from the
pile and put it in the cannon. Gomewhere in the house vyou'll
find a wmatch. Liks the cannon with the match and it should
sove. Open the comparisent and get the mask.

$4, fetting the diamond ring from Tokyo: This part is a
part 1 really don’t resesber too well. It should be fun for
you to figure out how to do it... but I’tl give you some
hints anyway. Keep these things in mind: 0o NOT push the red
button until I tell you. Keep pushing the east hutton until
you can’t go anyeere {due to the encounter with the Tokye
army air force}. Press the huttons to destroy the tanks
planes. Do act push red button. Black button kills tanks
and white button destroys planes. Anyways, after you defeat
the tanks planes, it would be wise to save the game. Next
you'll encounter the rocket, After the truck launches the
rocket, push green button then push hlack button. Hove east
again. Now <I forgot’ Save game if you are in the Park but
have nat yet destroyed the eonueent, One of the buttens...
Blue 1 think will get the diasond from the nonument. Now
after getting the diamend, keep soving east until the
Chihuahua hits the eastern part of the dome., When that
happens <here is where the red hutton comes in handy:, push
the red button three times. After the dore has the hole, get
the diamond ring. Note: Near all treasure that can be worn.

¥3. Elevator/Closet: This closet is really an elevator.
Ta go to the floor you wish, just move the corresponding peq.
For ex., basement is the first peg, foyer is the 2nd peg, and
the upstairs in the 3rd peg. Go to the 3rd floor, exit and
turn the newel that is on top of the stairs. (This will stop
the stairs from turning into a slidel To get to the 4th floor
{sawed off peg», get the bucket, put the elevator on the
toyer floor. DGo to the pond in the garden and fill the
bucket with water, go back to the elevator as quick as
possihle {use the patio door) and hang the bucket on the 3rd
peg. Exit the closet and go upstairs (providing that you
disabled the stairs/slide mechanise) and go to the elevater
entrance on top of the stairs. You’ll be standing on top of
the elevator and just wail... the elevator will sove up and
you'll be on the A4th floor. To open the chest, open the
panel first. :

36, Computer: bet all the gpunch cards you can find.
There should be seven total. Turn on the cosputer and insert
the punch cards in this crder: Red, Orange, Yellow, Green,
Biue, Indigo, Violet, Loak at the indicator lights. Call the
nusber you get on the phone in the living room, 6o back down
to the computer and look in the hopper. Suprise.. a toupee,
Near it.

$7. Back on 3rd floor: Get the sack before opening the
window,

. 1. Chisney: Enter the chimney in the living rooa. Drop
all and climk tha chisney (keep going up until you get to the
root). 6o east, go down and get the penquin. go back up and

" movie projecter.

wesi, then go back down. Bet everything. Ali treasures that
can’t be worm, you can just leave in the living room,

9. Becreening room  Enter the little booth, sut the
filmstrip in the movie projector and the slide in the slide
projector. Turn on the slide projector {take off lens of
both machines) and focus the slide projector. Turn on the
Look at the screen. Reaember what it tells

you.
the screening rooa. Open the trap door. Down. 6o south and
get the piilar from the niche. 6Go north. You can drop the

piilar. 5o up and push the piano south, Go down then north

and get the parking meter.

pianc rooa. Remeaber the wax candles, Remeaber the 4 of
+ingers each statue was holding up? That is coabiration. 8o,
knowing the colors of our flag, turn the dial accordingly.
It goes right, left, right.

Hey - that is nine treasures. All you need is pne sore!
{Remesber, watch vyour time!} To continue: Have these itess
with you: All the wax statue candles,

12. Dbetting past the gap in stairs: Reaeaber the skis ia
the close Wear thea at the top of the stairs and ski
down, At the beach, get the green match. Light one of the
statues with the fire (not the match). 6o south, then west
inta the underground cave.

13. Underwater passage: Drop all but the wax statues and
the green match. Cover the green match with wax (wax is
dripping down from the burning candle}. You can drop the
burning candle. 6o down, down, west, up, up, now you will be
at the surface of the water. Go up again fshould be pitch
blark}, Light the match then ance of the candles. Bo north,
and up,

of all, pull down the right end (the end below the hatch).
Pull the chain, Burn the rope. Gtand on the right end.

Nait,.. WNow drop all..., get the ladder, put ladder in
hatch, GBet all., Down. Put ladder on hooks {or was it in
hooks??77), .. Look at the plague. The Combination is hidden

in it. See the first letter of each of there I guy’s names?
Those are the directions you will have to turn the dial.
Also count the letter in each person’s name and that’ll be
the nusber to turn to.

13. Come on down!'!: You opened the second safe and gat
the fils reel, note;, and peg. You did read the note.,. did
you? You're almost done with the game. 6Bo back into the
house to the closet. Put the peg in the hole. You should be
in the prop rooa. Your evil tausin is hera. Attack hia with
any object you see, The first few attempts will be in vain
but do it anyway. Onte you imjure him, untie your Aunt. Now
you finished Hollywood Hijing!'!!
: REDONEX X
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AROENILY LOADERS TUTORIAL
by Merle Vost

This tutorial is continued here from previous issue of
MW, The entire tutorial is available to anyone on disk.
Sead 2 disk and paid return mailer, or $1, to the Lima User
broup, P.D. Box 547, Venedocia OH 45894,

(SECTION 4.2.. THE KEY 18 FOUND IN SOME DATA ELENENTS
USED BY THE LOADER WHICH I HAVE NOT YET EMPHASIZED, FIRST,
LET US EXANINE THE E / A SYSTEN AND THE WINI MEMORY SYSTEM.
DOTH THESE USE AN AREA OF RAM NAMED THE * UTLTAB *, [ UTILITY
TABLE ), WHICR IS A VERY MISLEADING NAME SINCE ITS CONNECTION
WITH THE UTILITIES PREVIOUSLY DISCUSSED IS ADGWT
NOM-EXISTANT, BUT WE ARE STUCK WITH IT.

BECTION 4.3.. SPECIFICALLY WE ARE INTERESTED IN SOME
MDDRESSES IN “UTLYAR". THESE ARE NAMED °FSTHI®, “LSTHI',
“FBTLONY, AND “LSTLOW®,

FSTHI MEANS FIRST FREE ADDRESS, HIGH MEMORY.

LETHI MEANS LAST FREE ADDRESS, HIGH MEMORY.

FSTLOW WEANS FIRST FREE ADDRESS, LOW MEMORY.

LSTLOW MEANS LAST FREE ADDRESE, LOW MEMCRY.

SECTION 4.4.. BELOW I HAVE TRBULATED THESE [TENS, THEIR
ABDRESSES AND THEIR CONTENTS, FOR THE E / A SYSTEM AND FOR
NINT MEMORY. THE FUNCTION OF EACH ITEM 1S SINILAR BUT THE
ADDRESSES AND CONTENTS MAY DIFFER GLISHTLY.

DATA E /A E/A NN . %
ITEN  LOCATION VALUE  LOCATION  VALLE

FETHL 2024 JR000 37022 JA000
LSTHI  >202% JFFDT  ¥7024 JFFED
FSTLON >2028 w2674 X0 22000
LETLON >202A YFIB 7028 YIFFF
FSTHEDIUN HOIC 2118
LETMEDIUN STHE 18000

LOOX IN MINI NEMORY NANUAL, PAGE 74; AND THE E / A
MAAL, PAGE 263,

SECTION 4,5,, THE VALUES SHOMN ARE PLACED INTO THE
LOCATIENS BY THE ** LOAD AND RUN ** PHASE DR THE ““ CALL IMIT
"" PMIMEE OF DPERATIONS.

WARNING:::: THIS DOES OT APPLY FOR THE X-BASIC ** CALL
IMIT **, 1T DDES A DIFFERENT SETUP IN MNOST ASPECTS. TMWIS
WILL DE DISCUSSED IN PART 5 FOLLOWING.

SECTION 4.5.. NOM, FOLLOW THIS CAREFULLY. WHEN Y&W
EXECUTE THE LOADER IT LOOKS AT THE LENGTH OF NODULES AND
UPDATES ADDRESSESS ACCORDINGLY.  CONSIDER THE E/ A SYSTEW.
YU BRING LIP NENU 3, "LDAD AND RUN®, YOU TYPE IN AN GBJECT
MOBULE NAME, DSK1.ENTERIOBJT <ENTER>, AMD THE LOADER RUME.
IT LOBKS IN "FSTHI* AND SEES THE VALUE >A000, 50 IT BTARTS
PLACING THE CODE OF EWTER! INTO THAT OPACE IN WM. IT FINDS
THE LENGTH OF ENTERL AND INCRENENTES “FSTHI" ACCORDINGLY.

JUST FOR SOME NUWBERS ABBUME THAT ENTERI IE 1100 BYTES LOWG.
" "FSTHI" DECOMES >BLOO. ALSQ THMERE MUST DE ONE, OR MIRE,
DEF’S 1IN ENTER1. TME LOGADER LOOKE IN “LSTLOW" { = }3F3d ),
ANG PLUGS IN THREE DEF’S AT ADDRESSES »3F30, »JFZ6, AND
Y¥20, THEN UPDATES "LSTLOW" TR BE »3F20. REFER BACK TG THE
MOBULES OF PART 1. THEN THE LDADER ASKS FOR MORE INPUT.

SECTION 4.7.. NDW WE TYPE DSKI.ENTERZ0BJT {ENTER).
MOBMLE ENTER2 WILL BE LOADED INTD RAM STARTING AT LOCATION
XB100. ASSUME IT TO BE >0700 BYTES LDNE. “FSTHI IS UPBATED
70 EQUAL »BBOG, ENTER? HAD TWO DEF’S. THEY WILL 60 INTD
LOCATIONS >3F18 AND >IF10, AND “LSTLOW BECOMES 3F10.  THENW
WE TYPE DSK1.MAINDBJT {ENTER>. MAIN IS LOADED AT >BBOO. IF
MAIR WAE >1Z00 BYTES LONB THEN "FSTHI" BECDMES )CA00. THE IS
OME DEF, SO IT GOES INTO >JFO8 AMD “LSTLOW BECOMES »3F0A.

SECTION 4.8.. IF WE CONTINUED LOADING WE WILL PUSH ON UP
IN WIGH RAM. GSOMEPLACE WE WILL GET A MODULE THAT MWONT FIT.
THEN THE LDADER 60ES 7O °"FSTLOW®, WHICH SHOULD STILL BE
Y2476. 1F THE MODULE WILL FIT BETWEEN »2&74 AND "LSTLOM® IT
1§ LOADED AND SOME MORE DEF’S ADDED TO THE REF / DEF TABLE.
IF YOU RUN OUT OF SPACE THEN YOU HAVE BUILT A PROGRAN THAT
CAMOT BE RUN.

SECTION 4.9.. REMINDER:::: ALL THE ABOVE IS "STATIC*
PRACEDURE, USING THE E / A SYSTEM. YOU CAN OPERATE SIMILAALY
USINE NINI NEMORY. THE REF / DEF TABLE WILL BE AT LOCATIONS
»7FF8, YIFF0.  )IFES, D7FE0, >JFDB, AND DONNWARDS. THE
MOBULE LOCATIONS AT >A000, >B100, AND >B800 DD NOT CHAWGE.

§ K :11se2: GET A CUP OF EOFFEE. 1 HAVE GONE THRU THIS
MEBS IN EXHAUSTIVE DETAIL BECAUSE ONCE YOU GET AN IRON 6RIP
ON IT THE REST 15 ALL DOWNHILL,

SECTION 4.10.. WE WILL PROCEED DN AN DVERLAY WITH THESE
PRENISES:zs::e2

1. USE NINI MEMDRY ENVIRONNENT.

2. USE A MASTER CONTROL PROGRAM IN BASIC.
MBIC)

3. EXECUTE ONE ASSEMBLY MODULE AT A TINE,

4, MAKE A THREE WODULE SYSTEM,

5. HAVE NODULE #&f CALL IN NODULE #3, WHICH WILL CALL
NODULE #2, WHICH WILL TERMINATE THE JOB.

SECTION 4.11.. WE WILL MAKE THE LOADER PUT EACH NEW
WODULE INTO THE RAM SPACE OCCUPIED BY THE PREVIOUS ONE, HENCE
"* QVERLAY ", IT IS EASY TO TRICK THE LODADER INTD DOING
THIB.

{ %7 1

4.11.1. CONSIDER "FSTHI®. IT CONTAINED THE VALUE >A000.
50 BEFORE WE LOAD A WODULE WE PLACE A000 INTQ “FETHI'.

4.11.2. WARNING:;:: PROCEED CAUTIOUSLY:s:: THE LOABERS
ME DIFFERENT, THE NINE MEMORY LOADER OPERATES WITH A 9PLIT
REF / DEF TABLE AMD PLACES THE DEF'S INTS THE MM PART OF THE
REF / DEF TABE STARTINE MITH THE ABMRESS Faumd IN

NEXT Faie
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"LETHEDIUN*, AT )7O1E, WHICH CONTAINS >8000. 50 IN THE MIN!
MENORY ENVIROMMENT YBU FINO YOUR DEF’S AT Y7FFN, )7FFO,
}IFEB, AND EOWNNARDS.

4,11,3.. THEREFOR, 7O RUN AN GOVERLAY YOU MUST RESET
"LSTHEDIUK" TO CONTAIN THE VALUE 38000, ERASE ALL OF THE

LOOK AT SUBRGUTINE "4000" IN THE DASIC PROGRAM BELOW.

. SECTION 4,12,, THAT 1S ALL THERE IS TD IT. SINCE YOU
RESET ALL THE ABDRESSES THEN EACH TIME vDU CALL THE LGADER IT
CAMNOT TELL THAT YOU HAVE PREVIDUSLY CALLED IT AND IT LOASS
THE MODULE AT LOCATION YAQOO AND BUILDS THE REF / DEF TABLE
FRBM 38000 DOWNWARDS. THUS YBU CAN CHAIN THREE WODULER OR A
MUMBRED SEGUENTIALLY INTO EXECUTION AND NEVER RUN OUT OF 2
SPACE. MY EXAMPLE 1S VERY SINPLE AND WNOULD BE RATNER
INPRACTICAL BECAUSE IT USES SWALL MDBULES AND THERE wOLLD €
EXCESSIVE DISK OPERATIONS WITH A LDT OF SUCH. THE MORWAL
TECHNIQUE WDULD USE LARGE MWODULES WHICH WOULD FILL MOST OF
NIGH RAM, JA000 THRU )FF00; DN EACH "CALL LOAD® AND REMWCE
TME DISK ACCESSES,

SECTION 4.13.. THE BASIC MASTER CONTROL PROGRAN.

100 REM RUNNING NULTIPLE OVERLAYS, MINI BENORY WITN
BAGIC.

110 CALL INIT

120 NEXTRTN = 1

130 REN

150 0N NEXTRTN 6OTO 1000, 2000, 3000, 4000

160 REN

1000 REM RESTORE THE PDINTERS

1010 OSUB 6000

1020 REN PULL IN ROUTINE AAAAM.

1050 CALL LOAD{"“DSK1.ARRANNOBIT")

1040 REN NOW RUN 1T,

1030 CALL LINK{*ARAAM®)

1040 NEXTRTN = 3

1070 50T 150

2000 REN RESTORE THE POINTERS,

2010 BOSUR ADOO

2020 REW

2030 CALL LGAD(*DSK1, BEBBAMOBIT")

2040 REN

2030 CALL LINK{*BBBENN")

2080 NEXTRT = 4

2070 6070 150

RERE YOU HEITE ROUTINE 3000, NEXTRTN = 2,

4000 REW END OF J0B.
4010 DISPLAY "END OF OVERLAY JOB":::
4020 ST0P
£000 REN RESTORE LDAD POINTERS, STARTING AT 7022
5010 FIRETHI = 7 5 409 + 2 8 16 + 2

4020 REN D080 = 140,0
4030 CALL LOAD(FIRSTHI, 160, 0)
5040 REW WOW ADDRESS 701E

DEF’S AT )7FFE AND BELON, AND RESET "FETHI® BACK TO 000,

4030 LASTMED = 7 ¥ 4096 + 1b + 14

6060 REM NOW NEED 8000

70 E=01¢1b

$080 H = 0

&0%) CALL LOAD(LASTNED,6,H)

#100 REM NOW CLEAR 3 ENTRIES FROM REF / DEF TABLE.
GLIO DEFF = 7 B 4095 + 15§ 256 + 150 Lo + @
620 FOR LOP = 1 70 3

6130 CALL LOAD(DEFF,0,0,0,0,0,0,0,0)

6140 DEFF a DEFF - 8

5130 NEXT LOP

6160 BISPLAY " RERDY TO LOAD NEXT MODULE":::
6170 RETURN

6100 END
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NEWS PHOYO BY KEN MCGAGH

Stapleton third-grade teacher Jack Sughrue, dressedas a 1 gth-century
schoolteacher, shows Vanessa Ramos, left, and Vanessa Earle, howto

compete in 2n egg and spoon race yesterday.
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