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Features:

GO AHEAD. .. MAKE A FAGE!
By Steve Vander Ark

Tips on gattiﬁg the most out of geoPublish and other desktop
publishing programs. : ' .

DESETOF FURL.ISHING SOFTWARE
By Steve Vander Ark

A ligt of DTP titles and where to buy them.

- Reviews:

TOFDESE.
HEQS Utilities Disk

Dol umnss

Gd/128 VIEW by Tom Metsel
" Talented programmers continue to supply the 64/128 market with
@xciting and innovative software. Also, here’s an example of the
importance of making backups of crucial disks and programs.

FEEDBACK
Bug-Bwatters, comments, questions,; and answers.

DFIVERSIONS by Fred D Ignasic .
The Ultimate Digital Intercaom: 8Btick It in Your Ear.

MACHINE LANGUAGE by Jim Butterfield
Where to Put Ie™

EEEINNEH BASIC by Larvy Cotbon
Where and When to GOTO.

FROGRAMMER® S FAGE by David Fankhurst
Fandom Thoughts.

GEQS by Steve Vander Ark
The Faint Department.

FD FICKES by Steve Vander Ark
Futt-Futt and MultiRaid.



Frograms: ' o : : !

AUTODOC &4 by Cameron Kaiser .
A documentation utility for the 64.
BERRIES by Gus Vakalis ' N | ‘ —
An arcade-style game for the &4. , , )
CONTACT--SWITCH ON! by Bob Markland
A math game for the 64.
DIRECTORY MANAGER by Steven Reid
A &4 utility for managing disk directories.
HYFERDRIVE by Jim Wright
A fast disk—copy program for a single drive and a 64u
SFELL MAZE by Michael Bolin
A spelling game for the 64.
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- HYFERDRIVE

By Jim Wright

A fast disk-copy program for the &4

Have you ever lost or damaged a disk that contained the only copy of
an impovtant program or file? If you have, then you know how important
it is to have a backup of your dishks. :

The problem is that most copy programs are slow, and the ones that are
fast are expensive. It’'s frustrating enough to make you ignore making
those necessary backups. ‘ :

This is where Hyperdrive comes in. With it, you can copy & disk in
less than two minutes with a single 1541 disk drive. (This is an
excellent program for making backup copies of your Gazette Disks.)
Hyperdrive is written entirely in machine language, but it loads and
rung like a BASIC program. After it runs, you will be prompied fo
Pmwert bhe aowros disk iobto the disk dyive.
gish bhel iaf cenb Liriangey. Flace this disk in the drive and press
Feturn.

-
R

b wmonsr o olisk s bhe

The screen will flash with each sector on the disk being read and will
then revert back to the original screen. It will report (but not
duplicate) any errors found. on the disk and copy the underlying data.
This program won’t duplicate copy-protected games.

A new message o thaAgcreén then instructs you to insert the backup
disk into the drive and press Feturn. The backup disk is the copy that
Wwill be made of the souwrce disk.

As it writes, the program will auwtomatically format the disk, erasing
all previous information that may have been on the disk. After this is
done, Hyperdrive will alert you of any errors encountered while
writing. If there are any errors reported, it probably means that your

dislk is physically damaged in some way.

After the program goes through this process three times, your copy
will be complete, and the program will restart. At this point, you can
make ancother copy or copy any other disks that need backing up.

Jim Wright lives ih Wilderville, Oregon.
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BERRIES
By Gus Vakalis

A arcade-style gam@'for the 64

Yo are a hungry blue bird alone in a cat—infested gérdenu You want to
grab a bite to eat, but the cats have the same idea! The object of
this game is simple: Eat the berries.

Berries is written entirvely in machine language, but it loads and runs
like a BASIC program. Use a Joystick plugged imnto port 2 to contral
your bird as it flies around the garden. Note that you cannot stop
flying but must remain in constant motion.

MEALTIME

A% the start of the game and at each new level, you’ll have 20 berries
randomly scattered about the garden. You can eat the berries now, but
they’re only worth 10 points apiece. IT you wait, the bervies will
grow larger and be worth move points. '

The berries go through five stages of growth, being worth 10, 20, 80,
and 100 points. In their final stage, the berries decay and becoms
poisonous. This is indicated by their brown color.

OESTACLES ~ -

Poisonous berries are not the only hazard that you'll face in this
game. You'll also have to avoid flying into the walls of the garden.
You?ll have to avoid a few beehives that are scattered about, and you
especially have to watch ocut for the cats!

n the first level of the game youtll have to face only one cat and .
one beehive. As levels increase;, more cats and beehives will be /
brought into play until a total of ten cats and ten hives share the

garden with youw. : :

The cats spend most of their time vandomly roaming around the garden
wntil youw come within theilr range. Then youw®ll have a lot of tail

ashaking to do. Just to keep things interesting as you progress through
the levels, each new cat will have a greater range than the previous
VR W

Cat number 1, for instance, has a range of only two spanes making it
gasy to avoid. The range increases by one space for esach succeeding
fatb, giving cat number 10 a range of 11 spaces. This one will give you
a run for your money! ' '
SCORING : ) : _

You begin the game with three lives and earn an extra life for every
S000 points. The riper the berries the more points they're worth. If
youw eat all 20 berries at their peak of vipeness, youlll receive a

EH00 point bhonus.

)




You can pause and resume the game attaﬁy time by pressing the %uh/gtmp
key. You can reset the game to the first level by tapping the Restore
key, and you can exit to BASBIC by pressing the O key. ’ '

At the top of the screen are four readouts ihdicating how many lives

Cyou have remaining, your currvent scove, how many berries youw've eaten

o this level, and the level that yowre cuwrrently playing.

Gus Vakalis lives in Jamaica, New York.
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AUTODOC &4
Byvﬁamerwn Faiser -

A documentabion wbility for the &4,

Many of my utilities come from Gazette, and that fact has caused me

some problems. Since I have a very bad memory, I often forget how to
pee thess utilities. 8o I have to go voobting through my magazines to
find the documentaticon that explains how to activate and employ them,

After a while, I thought that it would be nice to have the
documentation right there with the utility. That’s why I wrote
AutoDoo, to make the utilities and programs I use sel f-documenting.
Now, the information is right at my fingertips.

AutoDo: is a specialized wedge that clips into the €4°s LOAD vector.
When a program is loaded, AutoDoo is invoked. If there is a
documentation file available for this program, AutoDoo displays it and
then loads the program, all in one fell swoop. Best of all, AutoDoo is
transparent to most wtilities and fastloaders and won’t choke on
programs that don’t carrvy documentation files.

AutoDos consists of three portiocns: a machine language control
routine, a BABIC installer, and a BASIC screen maker. The ML file is
AUTODOC. ML, and it gets loaded by the installation routine. The ML
loading and ending addresses are 9F00 and IFI7, respectively.

The two BASIC routines are the installer, AUTODOD.ROOT, and the soreen

maker, AUTODOC.WRT. ' . U

AutoDos documents itsel f when you run it, providing the addresses for
contralling it. It then installs the main program and then clears it
from memory. You should use AUTODOC.BOOT initially to load instead of
loading the ML file and using the BYS command to activate it.

The install program proftects AuboDoo so BASIO won't digest AutoDoo and
crash when it encounters a LOAD command. After dinstalling AutoDoc with
the install program, you can use the SYS commands afterward with no
problem. : ' ' ‘

USING THE FROGRAM

Before you can actually put AutoDoc to work, you must create a
documentation file. To do this, load AUTOOC.WRT. When you run it, it
prompts for the program’s filename that the documentation file will
link to. Enter that program name. v :

DO NOT ADD THE "I." The program will add it for you. You will then get
a blank soreen. You can cursor about in it, using any letters oy
graphic characters that you need to provide yoursel f with encugh
information to use the program.




Mote that youw can’t press Return to skip lines. That aborits the
program. Use Shift-Fetuwrn instead. When you've finished, press Esturn
and the program will save the soreen for you (without color, however).
The program adds a prefix (I.) to the filename to indicate that it’s a
dacumentation file for Autoloc. You. can even document AUTODOC. WRT if
your like. '

LUSING AUTODOC

Wher youw want o run o a wubility or program that has AuboDoo
documentation, first boot AutoDoc. To use it, simply load a program as
you normally would. If & documentation file is present, you will see
the following.

SEARCHING FOR I.FROGRAM NAME
LOAD ING

The documentation will appear while AutoDoo loads the actual Py gy &ama

If there isn’t a documentation file, you will see the following.

- BEARCHING -FOR I.PROGRAM NAME .

SEARCHING FOR FROGRAM NAME
LOAD TG : ’
FEADY

Netice that AutoDoc doesn’t cause any'errmrﬁvif y ol run it on a
program that doesn’t have a documentation file with the I. prefix.
Instead, AubtoDoo smoothly moves to the actual program.

A FEW NOTES A -

Unfortunately, not all utilities are perfect, and AubtoDoo is not an
@sception. Firet of all, you can't install AutoDoo twice. That is,
gor’t tuwrn it on twice in & row. That makes the LOAD command lock up
the computer. If you find out youwve done this, try 5YS 65418 to
restore everything.

Second, while AutoDoc has been intenticnally made as transparent as
possible--it is btransparent to BABID and occupies a rarely used block
of memory-—~there will be certain utilities that will refuse to coexist
with it. There will also be programs that will erase AuboDoo by
accident and then crash while attempting to access the disk dvive. You
gimdly hewn b b ewero of bhose progrems and Eheo tisablo QuboDos
before running them. What may help, especially in the case of
fastloaders, is to disable AutoDoco, install the program, and then
rae-enable Autoboo.

Third, your soreens may be mangled by the SEARCHING...and LOADING
prompts the computer displays. Also, if your screen depends on being
in lowercase and uppercase mode, you must be in that mode before
laoading the program. Otherwise, the soreen will look funny. AuboDoo
cannot accommodate for this, so you must be aware of it. Here,




.éﬂngistenay'in ML IRy dmaumenfatimn files helps.

autoDoc is compatible with MLVMétrms (May 193930, makingvthese DY oy ams
an unbesatable pair. . : .

Cameron Haiser, the author of ML Marcros (May 1933) is a freshman at
the University of California at San Diego. His interests include Pink
Floyd, basketball, rock music, and his aging but still useful 128. He.
S lives in La Mesa, California. :
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DIRECTORY MANAGER
By Steven Reid

A directory manager utility for ﬁha &4

Directory Manager is a program for the &4 that allows you to arrange a
disk directory in any order you wish. Just select the file you wish fo
move and, using the cursor keys, move it to the desired place in the
dirvectory. This allows you to arrange files into meaningful groups and
is an important part of proper disk management.

Directory Manager is written in BASBID, so use The Automatic
Froofreader to check youwr typing. It's very important that this
program is entered corvectly, because a single error could ruin an
entire disk. You might want to try the program on an unimpmrtant disk
until ynu areg sure that there are no typos. .

LS TNG THE PROBRQM ‘
When you run Directory Manager, which is written in BASIC, the

directory of the disk in drive 8 will be read into memory. A few

seconds later, you will see the first 23 filenames of the directory.

S You will also notice a pointer an the firvst filename. You can move

this pointer with the cursor up/down key, as well as the Home key. If
youl have morve than 23 files on that disk, you can move to the next or
previous screen by moving the pointer past the first or last filename.
You can also move to the next group by pressing the + or ~ keys.

Flace the cursor next to a file that you wish to move and press
Fetwrn. The filename will then be highlighted. Use the cwrsor up/down
key to move the highlighted filename to wherever you want it to appear
in the directory and then press Feturn to place it. Continue picking
up and dropping filenames until youw have a well-ordered directory.

Wher all the programs and files are in the desired order, press W to
write the directory back to disk.. You will be asked if you are sure
yiow want to write the directory. If you really are sure, press Y, and
the new divectory will write to disk. To view the new results, type
LOAD"$", 8 and LIST, Just as you usually would. :

OTHER OFTIONS »
In the upper right corner of the screen is a list of options. Here is
an explanation of each. ' ‘

"Fead Directory. Préﬁﬁing'ﬁ will read a new directory into memory. Use

this option when you want to begin work on a new disk.

Write Directory. As mentioned before, press W to write the dir@ﬂtmry'
in memory back to the disk in drive 8. Be careful, however; if you

‘write the directory to the wrong disk, yo? 11 louse everything on that

disk.




Edit Filename. Fress E to edit a filename, even difficult names like
those containing & comma. You can cursor left and right through the
name, as well as insert and delete characters. If you want to start
fresh, press the Home key to clear the filename. When finished, press
Feturn. If you don®t want to change the filename, clear it, and then
press Feturn.

Sort Director. Fress S te sord the directory intm'alphabetical order.

The sort is usually. very fast. My work disk with 39 files sorts in
less than ten seconds. Larger directories will take considerably
longer. :

fuit Frogram. Fress G to return to BASIC. Diretﬁury Manager is étill_
Jin memory, and you can usually enter CONT to return to the program.

Steven Reid lives in Squamish, British Columbia, Canada.
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CONTAZT—-SWITOH (N
By F. Markland

A math game for the &4

Man your switoch panel--rall the dice-—and be the first player to
complete the circuit. Contact--Switch On! is an entertaining
educaticonal game that combines counting and addition skills, strategy,
and a little luck. Two players may compete, or one can challenge the
compuber. '

Contact--Bwitch On! consists of & loader and the main body of the
game, both written in BASIC. The special characters used by the game
are written in machine language. This file, SWITCH CHRES, loads '
automatically when you run the game.

FULES OF THE GEAME .

Contact--8witch On! is suitable for small children, but the subtle
aspects of strategy and a knowledge of the laws of probability make it
challenging for adults as well. The rules of the game are very simple,
and the addition only involves sums wup to 12,

The object of the gamé is to tuwrn on all nine switches of an
electrical circuit. Too tuwrn on a switch, you must matoh its number by
rolling dice. ‘

To begin the game, select one or two players. At the prompts, enter
the name of each player. A computer player called Chip will be the
cpponent if only one human is playing. The computer randomly
determines who will go first, and play alternates until a winner is
declared. ' '

At the start of each turn, decide if you will rollone die or two dice.
Usually it's advisable to roll both dice to take advantage of the
greater possible numbeyr combinations. If only switoch 1 remains off,
you Wwill obviously roll a single die in an effort to vaoll & 1.

Enter the number or numbers of any off switches that equal the

number () shown on the dice. For example, if the tobtal number on the
dice is 5, you may elect to turn on switoch number 5, switches number 1
wrid 4, or switches 2 and 3. (It isn’t necessary to use the same
numbers that appear on each die, so long as the totals are equal.)
Enter your chosen numbers in any order without separators. Thus 5, 14,
1, E3, or 3% are all valid combinations in the previous example. The
computer checks fof accuracy and will ask yow to try again if the
number (52 you enter don't equal the total shown on the dice.

Flayers may not skip turns and must tuwn switches on if they are able
to do so. In the event there are no possible combimations of off
switches, the computer will inform the current player, and the turnm
will pass to the obther player. -




If you tive of a game and wish to resign, type ¥ when asked for the
pumber of dice or your switoh selections. '

CThe game ends when one player succeeds in turning‘an*all nine - . -
switches. Following the end of the game, you will be asked if you want K_)
to play again and, if so, if you want the same or different players.

Robert Markland 1ivés'ih‘Nchaﬁtle, wyuming;_;
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SFELL MAZE

By Michaesl Bolin

A spelling game for the 64.

Spell Maze is an educational game that’s designed to help a »tudent
with spelling. Among other features, the gams has several levels of
waords to spell arrvanged in varying degrees of difficulty.

Spell Maze is written in machine language, but,it can be loaded and

crun like a BABIC program. Flay the game with & Joystick plugged inteo

port Z.

When you see the opening menu, use the joystick to select a difficulty
level. You can also select Quit if you decide not to play. After you
select a playing level, the word to be spelled will appear on the
sorean. Study it and press any key when you are ready to play.

When you press a key, the letters of the chosen word will be scattered
randomly among a maze. In addition to the scattered letters in this
maze, youlll also discover several keys, locked doors, and a sword. To
make things challenging, you'll be able to see only a 3 = 3 grid
around your man when he’s in the maze. Use the Joystick to move your
man throughout the maze. The object of the game is to manguver through
the maze searching for the letters that spell youwr word. You must pick

up the letters in the proper order.

Your current number of keys; the letters of the word found so fary and
the sword, if you have it, will be displayed at the top of the screen.
If you encounter a letter that you want, a key, or the sword, move
your man on top uf it and press the flre button to collect it.

You can pass through locked doors Lr@pres&nted by stars) only if you

have at least one key in your possession. Also, to spell the word
corvectly, you must pick wup the letters in order. You can see which
letters you have already found at the top of the screen. If you pick
up the wrong letter or if you finish the word, a message will inform

vyl of this. Frees any key to retuwrn to the main mena.

On rare oocasions, you will be attacked by a monster. If you have the
sword in your possession at this time, you will defeat the monster.
Dtherwise, your keys; the sword, and all the letters of your word will
be scattered throughout the maze again, and you will be retuwned to
yaur»hum@u » : ' '

Youl may press H at any time during the game, and th@ chosen word will
be displayed at the top of the screens Fress a key to continue
playing.

Pressing fl will scatter everything in the maze. This option is
helpful should you be trapped at a locked door without a key. Fress




anytime to return to the menu.

The words in the expert level are tmnsiderabiy move difficult thanm the
intermediate words. To get a word that is not too easy or too hard,
yau may have to restart the game.

You can change the color of the yellow light around your man by K~)
loading 8pell Maze. Before running the game, type FOKE 2094,colar. :
Color is any number between O and 1%5%. If yvouw are not familiar with

these colors, a list of them can be found in the Commodore 64

Frorammer®s Guide. Just be sure that you don’t select black, or you

won®t be able to see anything. '

Michael Bolin lives in Rockwell, Iowa.
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CMULTIRAID

Multiraid is-a public domain program that halpa~taach'ﬁuitiplicatian,7

It requires a Joystick plugged into port 2.

It does not have its own separate documentaticon. For more information

about this program, read "FD Ficks" on this dishs

Gazette, April 1994




FUTT-FUTT

Putt*Putt, cne of the public domain programs featured in this month?s

"ED Ficks," is a fun and ‘challenging game that simulates a round of

miniatdre golf. Documentation is included within the game.

Futt Fubt ié}incampatiblé with the Sazette menu program. To run the

game, reboot your computer, insert side 2, and load it as you would

'any'HASIﬁvprugvamn

Type LOAD"FUTT PUTT",8 and then press'ﬁeturnu

Gazette, April 1994




&4/128 VIEW

By Tom Netsel

fs you browse through this issue of Gazette Disk, yad’ll probably

notice Steve Vander Ark’s name appearing in several places. Readers

familiar with Garette will recognize Steve as the columnist who writes
"GEEOQS" and "FD Ficks." In this issue Steve provides us with those
columns plus additional samples of his prose.

When he isn’t searching for public domain software, SBteve is often on
the lookout for great GEOS utilities and applications. He found two
products recently that merit consideration by GEOS users: TopDesk and
GHEOS Utilities Disk., Youw’ll find his reviews of these products in the
Feature section. :

GEOS is popular in Germany, but not many of the applications developed
there make their way to this country. TopDesk, a file manager. program
written by members of the German GEOS User's Club, is an exception.
Dave Ferguson, a GEOS guru from the U.85., has translated the program
inta English and made it available on this side of the Atlantic. As a
bonus, he's packaged TopDesk with several of his own programs.

Nate Fiedler is ancther programmer who keeps turning out GEOS products
despite the mature nature of the Commodore market. Fiedler has

rassembled a number of his wtbilities and offers them under the

collective title GEQOS Utilities Disk. Look for Steve'ls review of this
product.

While youw?re in the Features section of the disk, look for Steve’s
name again. He shares his desktop publishing expertise with us in the
article, "Go Ahead...Make a Fage." This article contains tips for '
getting the most out of geoFublish and DTF software in general.

Hmmm. Two columns, two reviews, and a feature article. After doing all
this work for Gazette, I'm surprised Steve didn't submit a program or
two, Actually, a number of other talented people have sent in programs
for this issue. Gus Vakalis, Jim Wright, Bob Markland, Michael Bolin,
Steven Reid, and Cameron Faiser have programs on this disk, and mast
of them have sold programs to Gazette before.

Cameron Kaiser, a university student by day, has branched out as a
programmer and markets his Commodore products through a company called
Computer Workshops. He recently sent Gazette two games for review: Mah

JFong, a oross bebtween Mah Jongg and Solitaire, and Sewerman, a puszle

game with arcade action in which you try to contain toxic sludge with
a complew of pipes. '

These games for the 64 sell for $14.95, plus $2.00 shipping. They can
be ordered from Computer Workshops, 3612 Birdie Drive, La Mesa,
California 91941-8044, Look for reviews of these games in an upcoming
issue of Gazette Disk. Despite his university studies and his




commercial programming, Kaiser said additiconal Garzette projects are in
the works. On this disk youfll find Autodoo 64, & documentation
wtbility that he wrote for the &4,

Jim Wright wrote Hyperdrive, a program for copying disks. There have
been similar programs published over the years, but I felt this was a
handy one to include on the disk. It?s a good idea to make backup
copies of Gazette Disk, and this program is great for that purpose. It
works with a single drive and copies one side of a disk in less than
two minutes with a 1541, ' '

If you want to make any changes or corrections to a Gazette Disk, it's.

always hest to do any work on a copy. You'll notice several
Bug—-Swatters in this month’s "Feedback." As the disk comes from the
duplicator, it is write-protected, so youw can’t make permanent changes
unless you notch the disk. I strongly recommend that you make any
changes to a copy instead of the original disk. Keep the original in a
safe place in case something goes wrong with the copy.

That proved to be good advice for me in compiling this issue of
Garette Disk. When Steve Vander Ark sent his "FPD Picks," he enclosed a
copy of the programs Futt-Futt and Multiraid. Multiraid is an
educaticnal FD program that I suspect originated in Europe. The
program consists of a loader and the main program, but it wouldn®t
load on my computer. Steve assured me that it worked on his machine
and offered to send ancther copy. ' :

Since this issue was close to deadline, I decided to simply download a
copy from Quantumbink. The file has an ARC suffix,  indicating that it
has been compressed. After the download, I uncompressed it to my
working copy of Gazette Disk. It loaded and ran as advertised.

In putting all the programs and articles together for Gazette Disk, I
have to move files around, rename them, and try to make them load with
our menu program. Multivaid didnt want to cooperate. It refused to
load with our menu program until T wrote a separate boot routine
called MR on this disk. Finally, I had it working fine. (I wasn’t so
lucky with Putt-Futt, but that’s ancther story. Forget the menu
programy; load FPutt-Futt from BASIC.)D :

After adding other programs to the disk and checking them out, I went
back to recheck Multiraid since I had to move it in the process. When
I attempted to load it, it locked up again!

Noe problem, I had a backup disk. I make two copies as I go along, Just
in case there’s a problem with one. As it happened, that copy wouldn't
load either. It appears that any attempt to copy or move Multiraid's
main file causes a problem. I haven’t had time to find out why, but
let me warn you of the fact.

Luckily, I still had the original ARC version. Multiraid works fine as
long as I don’t touch the copy. By tomorrvrow I hope to have this
moanth?s disk finished with everything working properly, including




Multiraid. I'11 uncompress it again and see if it won®t behave this
time. Thank goodness I still had the original. I711 include the ARC
versgion of the program just in case you have any problems with it. If
you do, load the compressed version and save it to a work disk. You
will need an ARD utility to uncompress it, though:

It's been exciting, moving from paper to disk format. We've a whale
‘new set of opportunities to explore and a whaole new set of challenges

to overcome. I could tell you about other problems that I hope welve

csolved, but why give away all owr secrets?™ I wonder if Fender Tucker,

the editor of Loadstar, has this much fun?
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FEEDRACE

Bli-niat TRl , ,
There is a problem loading Ham Net from the January menu program. Line
HEO in MENU.FEOE should read G0T0 530, That does not solve the problem
however, since the machine language divectory reader, DIRRYT.O,

apparently is corvupted.

The files for Ham Net are on this disk, along with an update from the
author Ralph Ernight. Since the new files arrived too late to be added
to the program mend, they must be loaded manually from BASIC. To load
Ham Net, load and run HAM with the ,8 extension. This should ‘ )
avtomatically load DIERBYT.O and NET. Be sure to check the January disk
for instructions on how to use the program. Since you will have to
save data to another disk with this program, it¥s best to make a copy
of these programs on a work disk before you actually try to use them.

There is & problem loading the game Blue Thunder from the menu on the
February 1994 Gazette Disk. The menu program tries to load Blus
Thunder.FD, but the program is saved to disk as Blue Thunder.

- The esasiest way to load and run the program is to doo it as you woulc

any BASBIC program. Simply insert side 2 and type LOAD "BLUE THUNDER",8
and then RUN. The program is more than 100 blocks in size, so it will
take some time to load.

You can, of course, make a permanent corrvection that will enable you
to run the program from the menu, but you’ll have to cut a notoch in
your disk in order to write to it. This is & simple process if you
have a device that’s used to make these notches, but you can easily
ruin a disk if you do it incorrectly. We recommend that you make a
copy of your disk and make the changes on the copy.

To make the corvection, simply rename BLUE THUNDER on side ® to BLUE
THUNDER.FD with the following command.

OFEN 15,8,15, "REO:BLUE THUNDER. FD=ELUE THUNDER": CLOSELS

Some 128 users rveport having trouble with the February disk loading

the onscreen instruction to the game Btarship Battle. While the
instructions are included as a text file that can be read from the
menu, the program also offers the option of printing the instructions

Conscreen at the start of the game.

Apparently, when the GEOS program on that disk was added it corrupted
Starship Battle instruction file, SHE.INT. We became aware of the
problem as this disk was being completed and discovered that we did
ot have room to include the SEOINT on this disk. Look for it on next
month®s Garette Disk. (Due to hiddern files, there are actually less
than 50 blocks free. on side two of this disk.)




UNINVITED WANTE

Can you tell me where I can find a copy of the game Uninvited by ICOM?
It came out in 1987 and I haven't been able to locate a copy

anywhere.

MATTHEW MCRAIN

BELMONT, . ON

ZANADA i

Try Bare Bones Software, 940 4th Avenue, Sulte 222, Huntington West
Virginia 25701. It had a used copy that cost $10. It's best to call
£8O0Y E638-1123 to order and make sure that it’s in stock.

SFEEDRAM CZOUNT TO THE RESCUE
I must admit that my misgivings about the d15P1nq nf Gazette were
assuaged by a fine January issue. Good work!

I especially value SpeedRAM Count, using it with the Grapevine Group’s
1750 REU. I am working on my second Star Trek: The Next Generation
novel and I had been limping along far too long, switching between
count and no-count versions of SpeedScript.

RICHARD VAN FREANE

MONTCLAIR, NJ

Welre glad you liked the program. We've got a number of utilities and
productivity programs coming up in-the next few mnnbhs, We hope youtll
enjoy them and find them useful.

128 MENU FROBLEM : . :
The titles on the 128 Menu are legible. but the rest of the screen is
garbage. Selecting a number and opting for the article brings up the
text reader menuw, but it is a mixture of words and graphics. Do I have
a defective disk or are there problems with youwr programming™

Lo J. HARTNETT '

VACAVILLE, €A

Your disk is not defective. The prnblam is that you have your 12 8 in
80-column mode. The 128 menu program and textreader, programs that.
we’ve used on Gazette Disks for years, are written for 40-column mode.
We regret not having informed our new disk subscribers of this fact.

If you have a question, prablem, comment, or suggestion, write to

Gazette Feedback, COMFUTE Fublications, 324 West Wendover Avenue,
Suite 200, Greensboro, North Carolina 27408.
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D? IVERSIONS: .
The Ultimate Digital Intercom: Stick It in Your Ear!

By Fred DfIgnazio.

According to a recent survey reported on several national wire
services, by 19393 notebook computers will account for 60 percent of
all personal computer sales. Couple that statistic with the red-hot
interest in wireless personal digital communicators——beepers, cellular
phones, skypagers,; FDAs, wizards, Mewtons, Zoomers, and the like-—and

what does it give you?

It gives you the epitome of a 1950s fantasy: the ultimate .
home-intercom system, served up as a pastel-colored, push-button, tiny
techno-toy.

Fids everywhere, be on the lookout! The walkie-talkie of tomorvrow is
Just around the corner!

A 1950-STYLE HOME LAN
When I was growing up in the 1950s, my folks moved us into a new home

“that, in retrospect, seems like an anachronism out of Victorian

England. It was a sprawling four—-story mansion, built at the turn of
the century, with features and fixtures designed to delight the heart
of any child. It had mystericus doors and secret rooms; tiny,

hard- tu*flnd back staircases; sliding-board laundry chutes; a spoocky
labyrinthine basement; hundreds of room—sized closets and cabinets;
and roofs with nearby trees for nighttime entries, escapes; and daring
feats of Juvenile high-wire aerialism.

What made the house ideal from the child’s perspective made it
nightmarish from any adult’s perspective. The home was so huge, so
sprawling, and so soundproof that it was almost impossible to hear
what was going on in ancther part of the house. I still remember my
mother shouting up the stairs at the top of her lungs for us to come
to dinner or to dash off to meet the school bus.

Her attempts at communicating were a losing effort. And this was true
de%pite the fact that my mother’s lung power was nearly  superhuman.

It was my father’s 1dea to install a home-intercom qystem into this
multivocomed, soundproofed fun house. My parents agreed that it worried
them that their children could disappear for hours into far—-flung
corners of the house and that they had no idea where we llds were o
how to summon us back into the family fold.

- When the.new intercom was installed, my family spent days in front of

the central consnle in the kitchen staring in awe at all the buttons
and dials and at the glowing, back-lit (paper) display. It was

“probably my father®s hope that the new intercom would function as an

instrument of adult supervisicn and contraol, but it turned ocut
otherwise. :




The adults were the proud awners of the new intercom, but they were
also the least competent in its operation. After many futile attempts
at sending a simple message to the other end of the house, my mother
finally settled on using the gizmo as a fancy radio which piped

Chr istmas tunes and the voices and music of Frank Sinatra, Bing
Crosby, and Benny Goodman throughout the house.

My father was only slightly better. He mastered the intercom’s basic
controls, but his idea of a house communications network seemed to be
drawn from his days in Aiv Force boot camp. "Now hear this! Now hear
this!" he barked in a frightening reveille announcement on school days
and church days and any other day in which he felt his lazy
good=for-nothing children were loafing in their beds at 6:00 a.m. "Now
hear this! You are all due down to the kitchen at 0630, washed,
brushed, and scrubbed, and ready to eat a man-sized helping of home
fries, s#¥##—cn-a-shingle, scrambled eggs, and peppers and onions!?®?

(I think I should mention that my father was a child of the
Depressicn, the proud son of an Italian former priest. He owned an
Italian restaurant in a nearby town. There was a gargantuan generation
gap between my father and his kids. As "real American children" we had
noe idea where the old man got his kooky ideas about breakfast food.)

The real masters of the new intercom system, it turned ocut, were us
children. After extensive training on the system at odd hours when our
parents weren't home, we saw the true potential of the system as a
strategic weapon in our unending battle against adult intelligence,
inter ference, and control. We soon figured ocut how to send directed
messages bto any voom in the house or how to broadocast our messages
across the entire system. For example, using our radios, we set up
mobile "guerrilla radio stations" in different rooms to block out our
mother’s sappy music selections. We sent the revolutionary message of
rock 'nf oroll to selected bedrooms and family rooms without our
parents being the wiser. ' '

Our proudest system was also our most difficult to detect. It took our
mother weeks to figure out that the strange knocking sounds she heard
in the kitchen were coming from the intercom and not from the
S0-year—-old pipes behind the kitchen walls. It was even longer before
it dawned on her that the knocking sounds weren’t random electronic
disturbances (as the kids informed her) but devilish coded messages
sent and received by children scattered through the DY Ignazic house.
The results of this underground communication system were bountiful
and perverse. For example, we managed to hide a baby goat in ocur house
for almost ten days by carrying it through the kitchen in a laundry
basket and keeping it in an attic closet. We then communicated its
feeding instructions through the intercom using our homemade secret

coode.

Similarly, we functioned as a highly scophisticated spy network
wheneyer one of the kids did something bad and was . in danger of a
spanking from my father. Over the years, our parents had discovered




mast of our hideouts, so they would look for the misbehaving child in
cthe usual hiding places. But our system was more advanced. We used the
intercom system to alert the child and his or her helpers of our
parents’ whereabouts as they moved through the house. This allowed cur
brother or sister to keep one step ahead of our parents and to double
back and hide in a cubbyhole that had already been searched.

THE INTERCOM OF THE FUTURE : A :

Now were back to the 1990s. If Microsoft, Hewlett—-Fackard, and
Fanasonic have their way, before long we’ll have haome-intercom systems
which boggle the imaginaticon.

In the clden days we were stuck with crate-sized boxes and wired
intercoms that cost hundreds of dollars to install. The intercoms were
big, permanent, ewpensive, and had limited functicnality. :

In the 1930s, it's going to be different. Look for new home LANs that
will be tiny, digital, wireless, and multimedia. Picture a little
handheld intercom the size and shape of a beeper or Walkman. Punch a
button and you can page your way to any room cr any ather unit in the
houwse, regardless of its location. The units will have a tiny color
LD TV screen that can call up video images of any room in which
youfve placed a flat camera/microphone that’s the size and shape of a
small photograph. You’ll be able to hang the camera on the wall, prop
it on a table, or stash it inconspicucusly on the rug in the corner of
the room. The cameras will be so inexpensive you’ll be able tu afford
dozens——or even hundreds!

Everything will be reconfigurable. Everything will be cheap and
mobile. If you don’t like the way you’ve set up the system, pick up
the devices and set them down someplace else.

There will also be various sizes of intercoms, ranging from small to
tiny to nearly invisible. Judging from the recent trends in blending
childrents fashions with children’s electronics, it’s likely that
children’s communicators will become fashion items which look a lot
like earrings (styled for both girls and boys). Fossibly they’ll
resemble clothing and fit inside bagagy pants, sweaters, and Jjackets,
in flaps built right into the puckets. The antennas and wiring
undoubtedly will be threaded into the fabric of the purses, wallets,
and outfits, and be colored in the same primaries and pastels as the
outfits and accessories themselves. .

And, don't forget: These devices aren’t Jjust communicators. They're
fusion devices: a combination of computer, walkie-talkie, intercom,
telephone, TV, catalog, encyclopedia, bulletin board, and message pad.
You can punch in presets to digitally photograph your parents’ bedroom
using infrared optics on a time—-elapsed sequence of one video frame
every 30 seconds for a Zd-hour pericd. Or you can dial up your

family’s electronic checkbook or get a summary of your parent’s
cable~TV viewing habits for the past year or make long-distance 900
telephone calls or convert your little intercom box into a

hyper*&ameBGy machine for some wunder-the-covers video excitement using




D

'ﬁhwtmr@alistiﬁ special effects and real digital Cquuality”gmuﬁd, .

Intercoms of the future will make homes a virtual playground for kids.
However, if you are older than a kid and if you plan to live with
kids, watch out. It might be time to visit the library to check out a
book on chaos “thear y',, ' - o - : :
J
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VBEGINNER BASIC: When and Where to E0TO

By Larry Cotton

Last month, I mentiocned théb the excessive use of E0TO is one of the ,
most common bad habits in programming. 8o, let’s take a look at where K_)
G0TO shouwld and should not be used.

Short programs which use GOTO are easily deciphered. When a program
becomes long and complex, however, gobs of GOTOs can weave an
inextricably tarngled web--even for the programmer who may be

scratching his or her head trying to figure cut what®s happening.
Oocasionally, GOTO is needed in longer programs, so let’s look at some
examples. '

EO0TO is used to send control of a program to another line which can be
the same as, less than, or greater than the one which contains the '
GOTO. If GOTO must be used, keep the hop short--within a few lines. My
rule of thumb is to try to keep the target line number in view. That
iz, when you list the program, your GOTO and the line number it refers
to should be visible on the same screen.

GOTO can be used for repetitive tasks with IF/THEN and what appears to
be a strange bit of algebra. Here’s what I mean.

10 PRINT"DEMO"
20 T=T+1
30 IF T < 8 THEN GOTO 10

T is the counter; it begins as O and increments one for every loop.
Strangely, Commodore®s BASIC syntax allows you to omit either GOTO or K*)
THEN or to put a space between GO and TO. Also, you don®t have to use

any spaces in the code if you prefer, although it's often easier to

read if they are included.

30 IFT<8THENILO

30 IF T < 8 THEN 10

30 IF T < 8 GOTO 10

30 IF T £ 8 THEN GO TO 10

These statements are all corréct, but note that the last example won’t
work without THEN. Of course, a more sensible (and faster) way to
print "DEMO" eight times is to forgo the use of GOTO altogether, in
favar of FOR-NEXT: :

10 FOR T =1 70 8

20 PRINTYDEMO"
30 NEXT




HOTO can be used with INPUTa

10 INPUT "ENTER A NUMBER LESS THAN 873N
20 IF N = 8 THEN GOTO 10

30 PRINT"LDNITHANES!":END

If the user’s response is equal to or greater than 8, the computer
goes to line 10 again for another try. If the user never eoniors a
number less than 8, the program persists in repeating the question ad
nauseam. Here’'s anocther variation using FOR-NEXT to limit the number
of times the question is asked. '

10 FORE T = 1 TO 3

20 INPUT "WHAT’S THE MOST FOFULAR COLOR";C$
30 IFC$="RED" THEN GOTO &0

40 NEXT -

S0 FRINT "SORRY. THE ANSWER'S RED. ":sEND

&0 FREINT: FRINT "CORRECT!® '

This program gives the user five tries to guess the most popular
color. Although it's not particularly good programming practice to
Jump ocut of & FOR-NEXT loop before it?'s finished, Ifve never
encountered any major problems.

Here’s ancther example thet uses IF-THEN with GOTO to alter a
program®s flow, depending on the user's response.

10 INFUT "PICK A NUMBER FROM 1 TO 4";J
20 IF J=1 THEN 100 :

30 IF J=2 THEN 110

40 IF J=3 THEN 1320

S50 IF J=4 THEN 130

&0 G0TO 10

100 PRINT"FIRST ACTION":END

110 FRINT"SECOND ACTION":END

120 FPRINT"THIRD ACTION":END

130 FPRINT"FOURTH ACTION":END

As menticned last month, this example illustrates anocther programming
faux pas: too many IF-THENs. However, it works if there aren®t too
many choices. GOTO in line 60 whips program control back to line 10 if
the user’s response doesn’t fall within the required range. Lines
100-130 would contain appropriate corvesponding actions.

" A better way uses ON with GOTO. (You can use lines 100-130 in the
previous example again here.) '

10 INFUT "1, &, 3 0OR 4";J
20 0N J G0TO 100,110,120, 130
&0 FPRINT"LUFILUFI":EOTOLO
100 PRINT"FIRST ACTION":END
110 PRINTV"SECOND ACTION":END
120 PRINT"THIED ACTION":END




130 PRINT"FOURTH ACTION":END

Frogram control goes to the line in the Jth position after the GOTO.
In other words, if 2 is entered (J=2), line 20 sends control to the
line number in the second position after GOTO--line 110. Line &0 now .
sports two cursor—-ups to prevent repeating the gquestion and contains
the GOTO. ' ’

I like to use GOTO in short, temporary utilities, such as one to
determine keyboard matrix values. Try this.

10 ¥ = PEEK(197)
=0 PRINT K
30 GOTO 10

Fress some keys and ocbserve the results. (This can be useful in
replacing the GET statement). Stop the action with the Run-Stop key.

Probably the most common use for GOTO invélves GET.
10 GET A$: IF A%="" THENfEOTU 10

Line 10 is the classic user-response line. (Again, THEN or GOTO can be
cmitted.) The computer Jjust sits there, cursorless, waiting for
somebody, somewhere, to press a key. »

What can we do to minimize the use of GOTO? The most obvious is to use
subroutines, which are accessed via GOSUR and RETURN. GOSUR, as we’ve
learned, is similar to GOTO (but cannot be split with a space) in that
it transfers contral ¢f a program to ancther line whose number
immediately follows EHOSUR. :

A subroutine is usually short. It's aoften employed when some part of a
program is accessed repeatedly, such as a part .MDRV/OK? -sg.MDNM/to
cause a pause,. to make a calculation, to sound a tone;, to set up a
screen, or to get some information from the user. '

Fecall that the last line of a subrcutine must contain RETURN as its
final statement. RETURN transfers control back to whatever is
immediately after the GOSUE.

GEOSUR's have several advantages.

13 They’sharteh programs, thus conserving memory.

23 They make programs more structured and thus easier to understand.

3) They save typing.

Enter and run this simple example which uses a subroutine for a
time~delay loop.

10 PRINT"LCCLRI




It

20 FRINTUTHIS I8¢

20 GOSUER 100

40 FRINT "A DELAYED"

=500 GEOSUR 100

60 PRINT"MESSAGE" : END

100 FOR T =1 TO S00: NEXT: RETURN

END appears at the end of line &0 to prevent the time delay from
ooourring again-—and for ancther very good reason. Try removing END
and observe the results. You'll see a syntax ervor which is all too
commonly encountered when dealing with subroutines: RETURN WITHOUT
HOSUR,

The computer is trying te return to a BASIC statement right after a
GEOBUR, but since in this case a GOSUR didn't transfer control o line
100, you get the syntax error.

Variables can be passed easily to subroutines.

10 I=ds GOSUR 100
20 I=6: E0SUR 100
30 END

100 E=I12/4.2+3
110 FPRINT K

120 RETURN

Be sure to include as much repetitive activity as possible in the
subroutine. For dinstance, I originally wrote this with FRINT K after
each GOSUR 100. But FRINT K is happier in the subroutine <(at line
1100, where one statement can be used over and over. Again, remember
to use END (linme 30) to avoilid BETUEN WITHOUT GOSUR error MEBSSACIES .

I haven't included these programming examples on disk since they’re

all short and easy to type. Entering them yourself will help you learn
how to use these techniques.
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MACHINE LANGUAZE: Where to Put It7

By Jim Butterfield

One of the advantages of having a magazine on disk, as opposed to on i@w
paper, is that I get the latitude to supply a set of illustrative
programs to go with the text. In particular, past columns often placed
code at the awkward address 8192 (hex 20001, It's not an ideal
address, but it works on a wide variety of machines. This time, I711
customize the code address for each of several Commodore machiness
youtll find several supporting examples on this disk.

Laok for the HELLO files'fmv 64, 128, and PET machines. I've also
included source code in SER and FPGM files. Look for HELLO.SREC and
HELLO.SOURCE, respectively. : : ‘ -

Why is address $2000 poor? It's poor because the code might be overrun
by BASIC variables and also because a series of POME cperations is a
slow way to start off a supposedly super fast program.

In machines that came cut before the 128, the "middle" address of
$2000 is endangered in two ways. As new variables are created during
the program run, they will be placed above the BASIC program. Arrays
go in the same area and gobble up lots of space. Eventually, address
$2000 is reached, and the machine code will be overwritten. There's
danger from the high end, too. String variables creep ever downward
from high memory toward ouwr code. The small illustrative programs that
are written here are safe from these dangers. But as youw write larger
and larger programs, hex 2000 becomes undesirable as an address for
your ML code.

THE BEST FLACE | A,
There is no guaranteed best location for your machine language code, A ‘
but a popular and convenient one is this: Jjust above the BABIC

program. This way, BASIC and machine language will load together (and

save together, if you wish) as one unit. We will use this method

here. :

Futting the code behind BASIC has a couple of possible problems. Once
yol have married BASIC and ML code, you must not change the BASIC
program’s size. If BASIC gets larger or smaller, the machine language
program will float upwards or downwards. The ML code may not work if
it’s shifted to a new locationy and in any case, it’s harder to call a
program with 8YS8 if you don’t know where it has gone to.

Ancther praoblem is the one we're going to tackle now.. Since BASIC code
lives in different places on different machines, a program written for
one computer won't work on ancther. So we must write custom programs
for each. '

A SIMFLE FROGRAM ‘
Frogram Hello does a simple Jjob: It says HELLO in machine language,

C?




but it’'s coupled with a BASIC program that calls it. It seems like a
simple task, but there are certain things we must consider carefully,
especially for the 128.

If you have a 64 or earlier machine, you may sP1m the next secticn. By
the way, load youwr machine language monitor (MLMY before you start to
center BABIC statemantsu

THE 128 PROBLEM .

Here's the 128 difficulty. The location of BASIC can be switched
arcund without the user even knowing that it’s happened. A program
using the GRAFHIC command will do this. And the relocation won’t be
fived by returning to text mode with GRAFPHIC O or GRAPHIC S: Only
GRAPHIC CLE puts BASIC back into its original place. Worse, a wedge
program released by Commodore moves BASIC in an even stranger way.
When our program starts, we dontt know what the 128 bhas been doing
previously.

Instead of trying to figure ocut what memory reconfiguration may have
taken place, our program will insist that the 18 be in its default
condition. We will deo this by peeking address 46, in bank 15. That's
something else to watch for: A prior program could have put the 128
inta a BANE other that its default, bank 13. So on the 128, we might -
use the following code. ' ,

1994 BANK 15:IF FEEE (461 <28 THEN FRINT"RESET % FELDAD"'"“NEN
2000 8Y8 ...

Wefll never get to cur SYS call at line 2000 if BASIC is badly
situated on the 128. :

OTHER COMFUTERS

The memory check that was recommended fnr the 128 is not needed as

much for other machines. I have put a simple check in line 1994 of

versions for other machines, peeking address 44 on the 64 and address

31w the old PET/CEM computers. Such checks are normally not
necessary. I put them in here to guard aqalnst evparlmanteva loading

. programs to the wrong machines. :

By the way, there is no VIC-20 version given here. Depending on memory
expansion, the VIC~-20 may place BASIC in any of three different
locations., To detect the configuration, & more complex program would
be needed, which would peek addresses 43 and 44 and use the resulting
pointer to determine a valid 8YS address.

THE SYS COMMAND .
Far line 2000, we enter an unfinished line.

S E2000 8YS XXXX
We want cur machine language code to go behind the end of BASIC. But

until we finish ouwr BABICD coding, we dontt know where that is! We
can’t supply the proper BYS address, but we may be reasanably sure




PDDDDD DD

that it will be fouwr digits long.

Our BASIC program is complete, in an incomplete kind of way. We are

ready to go o machine languege coding. Call in your machine language

monitor by typing MONITOR on the 128. On the 64 and other machines,
you should already have preloaded a MLM such as Supermon.

How do you find the address where BASIC ends? On the old PET/CEM
units, check the contents of address $28/29; on the 64, VIL, or
Flus—4, check addresses $ZR/2C; and -on the 128, examine the contents
of $1210/1211. Type, for example, M 1210 1211, and you’ll see
something like the following. - ‘

01210 3D 1€ ...

Feverse the arder of the first two bytes displayed, and you’ll get
$1C3D as the first free location behind yow BASIC program. Depending
cn the way you entered the program, the address might be slightly
higher or lower, but it will be close. On €4-class machines, you might
see something arcund $083D, and on FPET/CEM aldsters, around $043D. The
addresses may well be lower in these vases, since we won't need to
write as much RABIC.

We could start our machine language program exactly at the address
given; say, 1C3D; but it's easier to waste a few bytes and start at
1040, Let’s put in a simple Hello program. I711 give coding
appropriate for the 128 addresses, but it will be similar on other
machines. ’ ' :

01040 LDX #$00

Oic4z  LDA $1C4E, X
01045 JBRE $FFD2
01048  INX

0149 CMFP #$0D
01C4E  BNE $1C42
o1C4D RTS8

O104E »

We have no ¢ode for address IC4E, so we tap Return to take us out of
assembly mode. At address 1C4E, however, we want to put our HELLD
message (note that the address is used at line 1042, abovel. This is
data, not instructions, so we don't try to assemble it. We ask for a
memory display by typing M 1C4E 1CS55. We then move the cursor up and
type over the line to make it read as follows.

*O1C4E 48 48 40 4C 4F 21 0D ...

The last value doesn’t matter, since we won’t be using it. Fress
Feturn to enter this data. Now, a little careful counting in :
hexadecimal will confirm that the first free location is $1055. Enter
that into your end-of-BASIC pointery on the 128, that's address

$1210.




-

LI035 10 ...

Command X to go back to BASIC. Femember that the ML code started at
address $1040, which is 7232 in decimal. Change line 2000 to read as
follows. : S

2000 SY” iy

Go back intu the MLM to cheok that youl haven?t arrldentally moved
anything when you were typing in BASIC.

If all is Ok, yuu could save the prnqvam dlrertly wout of the MLM wlth
the Fnllqunq command.

=] "D:HELLDlEQ";8,1801,1E55
Alternatively, if you have set that end-of-BABID pointer corrvectly,
you could reburn bo BASIC with X and Jjust save the program in the

uswal way. Once the end-of-BABIC has been moved, the whole works saves
in one shot. And it will load in one shot, too, when you bring it in.
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FROGEAMMER?!S PAGE: Random Thoughts

By David Fankhurst

FRandom is defined as "having no specific pattern.” It’s this lack of a
pattern that makes computér games enjoyable. Randomness also allows
simulations to make highly accurate pred1ct10ns based on
unpredictability. .

The Commodore computers come with routines that create random numbers
based on highly complicated formulas, but all that appears random is
not necessarily so. Since the Commodore routines depend on past
results, the numbers they generate are predictable, if only by anocther
computer. Although not truly random, the numbers give every appearanre
of being so, and are called pseudorandom numbers.

THE EYE ENOWS

What we usually want from a random number generatov is a lack of a
pattern and a gonod spread of values. Unless you are a professional
gambler, you donft want a dice program that produces sixes half of the
time or snake eyes every seventh roll. Although there are many ways bt
test random number generators, one simple way is to let the eye do it.
If your eye can’t spot a pattern, then there’s a good chance that the
pattern is random.

10 REM RANDOM NUMBER FPLOTTIMG v
13 REEM LINE S50 IS INITIAL SEEDING VALUE

20 REM LINE 70 IS GENERATOR FOR X .

23 DIMICe000):CLRE:B=8192: FOKES3Z27Z, PEEK(S3272)0R8:FPOKE
53265, PEEK (S3265) OR32 '

30 FORI=1024TOZ024: POKETI, 1: NEXT

40 REM e RANDOM NUMBER SEED--—---

S0 X=RND(-TI/1023)

55 FORI=I1TOI1E37

65 REM—-—-RANDOM NUMEBER bENEPATDP“—~~

- 70 X=RENDC1)#63999

75 REM~——-PLOTTING SECTION-———

80 X=INT(X):Y=INT(X/8): FOKER+Y,FEEK (B+Y)ORZt(7-X+Y*8): IF
FEEK (198)=0 THEN NEXT : :

85 POKEL198,0:8Y5198

This program, HIRES RND FLOT on the flip side of this disk, repeatedly
plots random numbers on a high-resclution screen until you press a
key. Line 70 multiplies the random number by 63,999 to spread the
values across the pixels of the screen. Line 50 generates the seed,

the initial value that all subsequent random numbers ceme from. The
eye has a knack for seeing patterns, 'and a program like this lets you
try out random number routines to see if they "look" random. Change
lines 30 and 70 as you wish, and rerun.

C




FEANDOM DOs and DON’ Ts

BASIC?s RND function is actually three functicons in one: one function
for positive numbers, one function for negative numbers, and one
function for 0. The three work their magic in completely different
ways and should be used for different purposes. Let’s look at each in
turn.

FENDCOY gets its resulting value from the CIA (Complex Inter face

Adapter) chip and should be aveided like the plague. Although it is
technically a random generator and not a pseudorandom cne, in reality
it’s Jjust not random enocugh. To see what I mean, run the above
number-platting program with the following line change.

70 X=REND{O)*632939

Rather than a random pattern, you®ll get a series of lines. RNDCO)
only generates about 500 unique numbers, and this severely restricts
its usefulness. This certainly is not what you'd call if you wanted
random numbers from 1 to 10,000,

A positive value for ENDC) is the anly way to go. The value that you

" select doesn’t matter; only the sign is important. So RND¢1) and

ENDC(Z) give the same result. This works by taking the result of the
previous REND call (now the seed value), performing some calculations
on it, and returning the result, creating a new seed value in the
process. This seed value then becomes the input to the next REND call.

Sequences of random nupbers vary because of the starting value, or -
sead. On startup, the Commodore computers place a constant into this
seed value. If you don’t alter it, positive END calls will yield the
same sequence every time the computer is powered up. Any game that
uses this random number generator will alsc have the same sequence
every time you play it.

To change this startup seed value, call REND with a negative value.
This is the only reason to use negative salls, as the numbers they
generate are not random at all. :

Of course, this Jjust exchanges one type of predictability for ancther,
s0 in practice use a changing value such as TI in the call. Due to the
way the RND functions work for negative numbers, you improve the
results by using a very large number, or cne with a fraction. Try
dividing by & prime number, such as 17.

In summary, then, random numbers can be most effectively used in
programs by following a few guidelines. Use one negative random number
call at your program’s start to get the sequence going. And fay that
initial call, use a varying negative number with a fractiqn? My
personal favorite is END(-TI/Z10Z3). From then on, use FENDC1).

THAT’S MY BIRTHDAY, TOD .
Now that we're well on our way to nice, well-behaved random numbers,

what do we use them for? One use is in simulations. Here's an example




that involves birthdays. BIRTHDAY SIM, found on the flip side of this
disk, runs from the menu program.

10 REM MATCHING BIRTHDAYS SIMULATOR o
20 X=RND(-TI/313:DIM B(365):I=1:T=0:C=0 N\
30 X=INT(RNDC(1)#365+1) '

35 FRINT X,

40 IF B(X)=1 THEN &0

S0 B(X)=1:1I=I+1:G0T0 30

60 T=T+I1:C=C+1zA=INTCT/CD

70 PRINT:FRINT"RUN #"C, "FEOFLE UNTIL MAT!H°"I,,“AVF FEOFLE <ALl

RUNS) "A

80 FOR I=1 TO 365:B(I)=0:NEXT

90 I=1:50T0O20

e

How. many pecple would you have to pall until you found 2 with the same
‘birthday? 3007 2507 1837 Run this simulation and find out.

It loops arcund, randomly picking birthdays (a number from 1 to 3630
at line 30, and marks that day in use. Line 40 checks to see if that
day is already occcupied, and if it is, we have a match. The simulation
prints out the people polled and the random birthday that is generated
until a match is found. The pragram then repeats ituelf.

After about 40 runs, the average remains at a stable value. This is
the average number of people you would likely need to poll before you
found 2 with the same birthday. Try it; the results will surprise
youl. ‘ ' )
Sometimes a liability becomes a benefit. Fseudorandom generators K‘)
repeat when you start with the same seed. Type in this little routine

and watch the results.

10 X=RND(~2)
20 FOR I=1 TO 1003PRINT RND(1)3:NEXT

It always prints the same sequence. This predictability, based =n that
first negative seed number, leads to the following Ladlng program.
Ll“ntl’ for REANDOM ENCODER on the flip side.

10 REM CODING USING A RANDOMIZING KEY
20 INFUT"CODE MESSAGE ";X$:G0SUBR 100
30 POKEZ1E,99:FRINT"ENCODED TEXT: "Z%
40 INPUT"PRESS RETURN TO RECODE"; X%

S0 X$=Z%:E0SUER 100

60 POKEZ16,99:FRINT"REVERSED TEXT: "Z%
70 END .

100 REM ENCODING ROUTINE

110 INFPUT"KEY NUMBER";kK:X=RND(-ARSCK) /17)
120 Z$="":FOR I=1 TO LENCX$) ‘
30 X=ASC(MID$(X$,I,13)

C




140 Y=INTCRND(1)#255)
150 X=NOT(X AND YIAND(X DE Y):REM XOE
160 Z$=7$+CHRS (XD s NEXT: RETURN

Subroutine 100 does the actual cmding.'lt per forms an exclusive OR
function on each character of X$ with & random number, placing the
result in Z$. ’

And where do we get the random numbers? Line 110 sets the seed value
using a number that the user supplies via an INPUT statement. This
number is ouwr code key for encoding and decoding. Supply the same
number for the decoding sequence, and you get the original strings. If
a different key is supplied for decoding, the string remains garbage.

The predictability of pseudorandom numbers allows you to reverse the

coding process. With truly random numbers, this would be impossible.

In ciasing, here are several functions that youw may find handy in
random number programming.

RANDOM NUMEBER FUNCTIONS

DEF FN ROCX)=INTCRNDC1)#X)
Feturns an integer from O to X-i.

DEF FN EXC(X1=INTC(RND(L1)#CX+103)
Feturns an integer from O fto X

DEF FN R1CX)=INTCRND (1) %¢X=10+]
Feturns an integsr from 1 to X-1.

DEF FN FRCXI=(RENDCLY< (X/1000)
Feturns TRUE (~1) X percent of the time.

The first three functions give ways of generating a range of integers.
They differ only in whether they include X and O as allowable return
values.

The fouwrth function is used for random decision making. It returns
TRUE, represented by -1, X percent of the time. Suppose we'd defined
the above function with X egual to 80. Look at this lime of code.

IF FN FR{B0O) THEN 200

Fepeated execution of this line would jump to line 200 BO percent of
the time and continuwe without Jumping 20 percent of the time.

-The files are on disk as follaows.

HIEES FEND FLOT ~ random number plot
BIETHDAY SIM - Birthday simulabor




RANDOM ENCODER - secret-code cade
- RANDOM FUNCTIONS -~ random functions
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GHEQS: The Faint Department

By Steve Vander Ark

Froductivity. That’s where GEOS shines. In fact,-there’s no better
productivity system for the Commodore than GEOS. You may recall that
last month I spent my thousand words saying exactly that. The metaphor
I used was that GEDOS in all its various functions was a lot like an
office complex: a work environment with work areas designed to handle
different productivity tasks or sets of related tasls, all geared
toward a finished product.

While you have that image in mind, let’s poke around in the nooks and

Lorannies and see what kinds of programs make up the GEOS environment.

This month, let’s check ocut the gecFaint area and see what strange and
wonder ful programs fill cut this area of the "office

0f course, the bigwig programs in the Faint Department are gecFaint
and geoCanvas, two of the finest paint programs available for the
Commodore. Working with these main programs are a variety of
conversion utilities that let you import various graphic formats into
the GEOS environment. These include Graphics Grabber (part of DeskPack
Cfrom Berkeley), Graphic Storm, MacAttack II, gecSIF, Scrap It!
(shareware or public domain and available on Guantumbink), Import
Funner, FaintView II (both from RUN's GEOS Fower Pack disks), and
others.

There are plenty of accessory programs, too, tools to make working
with gecFaint even more praductive. Here you’ll find NewTools as well
as gexStamp and UltiFatt (all from Quincy Softworks, 9479 East
Whitmore Avenue, Hughson, California B98326-3745). B

There’s a file area, too, where tons of clip art are packed for ready
use. This area also opens into the Fublish area, but it’s here in the
Faint Department that clip art is not only used in documents but
edited and combined and even created from scratch. Some of the best
stuff is full-page artwork from DigiClips (look for clip art- files
from Fasung Jai on @G-Link). There are other great collections,
including three Jjam—packed disks from Springboard coriginally designed
for Newsroom. .

Some of these files are already in GEOS photo albums, which make them
particularly handy to use. kKeeping all this artwork sorted and
accessible are the hardworking utilities Scrap Gfab and FPhoto Grab
thoth shareware and available on @-Link), along with that marvelous
little accessory called AutcAlbumAdd (found on the Collette Ubilities
disk from Creative Micro Designs). AutoAlbumAdd automatically places
the current photo scrap into the first album on the disk, saving all

~the time it takes to open the photo manager every time you want tn
SaVe a scrap. :

Here in the Faint Department you’ll alsao find some unusual pieces of




equipment, the kind of high-tech gizmos that add many opticns for GEDS
artwork. It's here, for example, that you’ll find video digitizers:
Video Digitizer from RIO Computers; VideoRyte II; and VideoMate, a
cartridge that lets you digitize straight from gecFaint.

Next to the digitizers is HandyScanner, certainly one of the most
power ful graphics tools for GEOS. Oh, neither Video Digitizer nor
HandyScanner are specifically GEOS tocls, but a conversion utility
called Handy Import (shareware from Storm Systems,; available on
G-Link) will easily import images from either of these products into
GEOS. '

This being the Faint Department, there have to be a lot of different
colors splattered about. Of course, the 40-column section has plenty
of colors to choose fromy, but if youw look a little closer, you'll see
colors in 80 columns as well! The latest release of geolanvas, version
3.0, includes support for 80-column color on the 128. There'’s even a

bl to make color changes easier. ChromaPhobe (CHROMA.LRIN found in

CompuServe's Commodore Art & Games library) will make global color
changes in a geoPaint document with a few clicks of the mouse. That
means that you can now change the background color on an entire page
with one command. '

There’s no doubt about it: The GEOS Paint Department is certainly well
equipped to handle whatever graphics chores may come along. There are
many more utilities and programs that I haven't menticned, and
additional capabilities are added all the time as new programs are
written or as users discover new ways to use older GEOS programs.

There is one area I haven’t covered that’s sort of a back corner in
the Faint Department. It’s a specialty area where some real magic
happens. Chances are a lot of you have never heard of the programs
that you'll find behind the door with the big-eared mouse on the door.
It’s the Animation Department, and you’ll be surprised what wonders
these applications can per form. '

The woriginal GEOS animation program. is called Ultimate Stage
(available on @-Link: filenames ULT STAGE and US-DOC;, both uploaded by
Fob Siegel?. When you double—-click on this file, you'll find yourself
looking at a stage with its own crude drawing program and a selection
of icons that lets you cut and paste individual frames. When you'’ve
finished, you can play the whole thing back. The resolution is pretty
low, and the frames don’t really flip very fast. But the effect is
neat to watch. :

A step up in speed and resclution is Album Animator (available on
G-Link: filename ALEBUM ANIMATOR uplcaded by DEN 8). This utility
page~flips through a photo album to create a very nice animation

sequence. You use gecPaint to create the frames and then paste them

intc the photo album. (This is an excellent place for AutoAlbumAdd to
step in.? '

But if ymu’ke really in the mood to create animation, you need




gectnimator. This power ful animation program lets you oreate
full—screen presentations using photo scraps and an assortment of
drawing tools. You can place filled rectangles on the soreen, for
example, or draw lines. The program uses a BABIC-like language foyr
creating scripts which you can test, add to, modify, and eventually
turn into stand-alone animation files. You?ll find gecAnimator on
FUN' s GEOS Companion Disk, available from Creative Micro Designs.

Giarette, April 1994




FD PICKS: v .
MultiRaid and Futt-Futt

Ry Steve Vander Ark

. I get mail every so often from folks who have read my columns or
articles, and it comes in a variety of ways. Sometimes it's E-mail on
GEnie or Quantumblink, and sometimes it shows up in my mailbox,
forwarded from COMPUTE's editorial office in North Carolina. I always
enjoy reading the comments, even if they aren’t always favorable.

The most frequently asked question about this column goes something
like this: "I don’t have a modem, so where can I get more programs.
like the ones you talk about?" Since I received anocther letter with
. that same guestion in it the other day, I figured I°'d answer it in
this column before I get to this month’s hot shareware/public domain
progy ams. ‘

First of all, why not buy a modem? You can then sign up with GEnie or .
@-Link, even for a few months, and download files to your heart’s:
content. Oh, I know that some of you may feel that you don®t know what
to do online and that anyone you talk to will think that you're a
doofus or something. I went through the same thing, but the feeling
lasted for about a day and a half. It didn’t take long to realize that
practically everyone else online is as nice as all get ocut, extremely
helpful, and tolerant of my missteps.

But if you are absclutely dead set against reaching into the ocutside
world with your computer, there are a couple of other options to

- consider. Frobably the next best source of shareware or public domain
programs is your local user group. Most groups maintain libraries of
programs that you can get for a low price, usually Just a buck or twa
per disk. You may have to become a member to have access, but that’s
something every computer user should do anyway (along with using a
modem) . ' '

You can also buy disks of shareware and public domain files from
companies that advertise in places like Garette. One such outfit,
called Disks OFlenty, offers a catalog and sample disk for a couple
of dollars. You Just might find some treasures there. Look for other
ads on the disk or in back issues of Gazette. You should also find
several other FD and shareware sources in the Commodore buyer®s guide
that’s on the March 1994 Gazette Disk.

O0f course, since you're reading this article, you already have a great
source of some great programs: this disk! In addition to the cool
stuff I find for this column, you get all those great programs that
used to be offered as type—ins in the old Gazette magazine. (If most
mf you are like me, you never actually got arcund to typing in many of
them.) ' :

O, let’s talk programs now. This month I told myself that I was going




to get seriocus. I didn't even lock in the game libraries (at least at
first) and headed instead into places where most of you.probably don’t
visit very often: educaticonal software collections. I figured I would
be able to find a couple of nice;, intellectually stimulating programs
that would artfully drill kids on spelling or subtraction or
something. And since I'm a third grade teacher (in my spare timed, I
figured I'd be a great Judge of what’s worth the download time.

Oh boy, did I ever find a doozy! MultiRaid is an arcade game that
reviews multiplication facts (serious educational value) while letting
you shoot things and blow them up! Let me tell youy, I was in heaven.

Once I'd found that one, I was hooked on games again, wouldn’t you
know it? I just had to poke around in the game libraries to see what I
- would find. What I found was another of those games that keep me
coming back again and again. This one is called Putt-Futt.

MULTIRAID by Tom Dively. ,
O-Link filename MULTIRAID.ARC. Uploaded by Starman33.
GEnie file number 13941.

184 blocks.

This game was created with the Shoot "Em Up Construction Set program.
If this is an example of what that program can do, I need to buy a
copy. I would-love to create games that loock this nice and play this
smoothly. Everything about MultiRaid is slick and professional. The
background that scrolls by has a three-dimensicnal look to it; the
helicopter youfre flying is smoothly animated, and the weapons make
spiffy little sounds as they knock out the bad guys.

0f course, this is an educational game, and you’ll need to develop
skill at multiplication if you hope to survive for long. As you fly
along, you pass over multiplication problems embedded in the scrolling
background. A few seconds after you pass a problem, you'll have to fly
through one of three gates. You want to go through the one with the

- ocovrect answer to the problem that youw Jjust passed. Go through the

Wi Eng qabe, and you’ll turn into a smudge before you can say square
root .

The game gets harder as the levels increase. For one thing, there are
more enemy weapons firing at you, including some nasty little tanks.
The math problems alsoc get a bit harder, too. The problems gﬂ up to 9
% 9. This game is a great way to encourage kid

s to study multiplication, but what will really get them playlng th1s
game are the superb graphics and excellent playability...and blowlnq
things up.

FUTT-FUTT

G-L.ink filename FPUTT-FUTT V1.3. Uploaded by B29Gunner. -
GEnie file number 13942, ~ :
5% blocks.




I love this game. As you might guess from the name, it's a miniatuwre
golf simalation, and it has plenty of sand traps and barviers to keep
you putting for a long time. You control things with the keyboard,
choosing both a direction and how hard to hit the ball by pressing
numbers. : '

You have eight possible directions to hit the ball. Although there
aren't any windmills or loop-the-loops to play through, it's really
fun to try to come up with just the right combination of angle and
velooity to make the ball ricochet off the wall and avoid the various
cbstacles. If you hit a sand or water trap, you lose a stroke. If you
send the ball through the rough, it might bounce in any divection. If
youw hit the ball a bit too hard, it will skip right over the hole or
curl around the lip of the hole and roll away. In other words, it can
be frustrating, Just like the real thing.

But, of course, with the computer keeping track of the score, you
don®t have to find a way tao hold onto that little pencil while you
putt. _

If youlve come across a great public domain or shareware program that
yout think aother Commodore users would enjoy, why not send us a copy
for consideration. Send it on disk to Gazette FD Picks, COMFUTE -
Fublications, 324 West Wendover Avenue, Buite 200, Greensboro, MNMorbth
Carolina 27408.

GHazette, April 1994




50 AHEAD... MAKE A FAGE!

By Steve Vander Ark
Desktop publishing tips for gecPublish and octher DTF programs

‘Desktop publishing is one of the most popular ways to use a personal
computer these days. From simple programs like The Frint Shop to.
powerhouse applications like geocPublish, people are using their 6&4s
and 128s to create cards, newsletters, signs, and anything else that
can roll of f a printer.

l.ets face it, though, it’s the software that does most of the work.
With simple programs such as The Frint Shop, DTF is actually easy. All
the design choices are already made for you. All you have to do to
create a card or banner is to make a series of simple choices.

0f course, to exercise your creativity, you’ll have to select a
program that’s a bit more complicated to use. One of the best evamp19$
of a true desktop publishing program for the Commodore is geocPublish.
This excellent program doesn’t tell you where you have to put your
graphics or limit you to three styles of greeting cards. With
gecFublish, you're presented with a blank page and some very power ful
and exciting creative tools. In other words, there are no limitations,
Jjust possibilities. And since geoFublish is part of the GEOS universe,
the program can be used in conjunction with other GE0OS programs to
design and produce just about anything you can imagine. GeoFublish
certainly isn’t simple, and by the same token, it isn’t simple to
learn. :

If I were to give one tip to anyone who wants to learn to use
gecFublish, it would be this: Eead the manual. There are so many
features and capabilities to this power ful program that you really
need to read the documentation to learn to use them well. All these
features, along with the GEOS connection, make gecFublish the most
comprehensive and capable desktop publishing program around for the

Commodore. The manual also provides a nice tutorial that will help you

understand the basics of desktop publishing while using geoFublish.

There are always plenty of tips and ideas that aren’t found in a
manual, though. In this article I*'1]l present a variety of tips gleaned
from my own experience using geoFublish and other programs and from a
number of books on the subject. A great. many of these tips are
gpecific to geoFublish, but others are general desktop publishing tips
that are worth adding to the list. All of them will help you create
professional ~-locking documents with your computer.

FLAN AHEAD

This is probably the biggest favor you can do for yourself when you
start a geoPublish project. Get out & pencil and piece of paper and
sketch a few ideas. Try using two columns and then three. Write in any




special text and sketch where you think you’ll want your g%aphics T
go. FPlan your project first on paper. Get a firm idea of what you want
to accomplish. '

If your project involves gecWrite text files; switch to that program
and try setting the margins equal to the size of your project’s
columns. With your text loaded, you can then see how it fits the spare
that you have. This can help you determine the size of the font you
will need.and how many pages you’ll have to have to get everything in.
You can also aveid widows and orphans, those odd bits of text left
stranded at the top or bottom of a column or page if the text doesn’t
gquite fit the space.

Then find the pieces of clip art that you want to use. If the size of
your clip art is wrong, -an you find alternative pieces of artwork
that don’t require resizing? If you must resize your clip art, it
helps to do so in geoPaint, where you can use pixel editing to clean
up the results. When you’ve selected the olip art that you think _
you?ll need, make a single photo album to hold it all. You can use
Fhoto Grab or one of the other photo scrap handlers to put it all
together efficiently.

Sketch several variations of your basic design, even if you think the
first one is great. Use a ruler to determine the actual size you want
for each column or graphic so you can lay the page out intelligently
when you start gecPublish. You can use these measurements to place
‘Master Page guidel ines cnce yuu start working on your page.

I know that using pencil and paper seems a bit backward when you have
all that computing power at your fingertips, but as with any Jjob, it’s
best to use the right tools to get the Jjob done. Just because you have
a wonder ful computer program with lots of neat features doesn’t mean
you should use it for everything. True, geoPublish’s object-based
graphics can be moved and changed without any fuss. That makes
creating on the fly a snap, but it?s simply more efficient to plan
things ahead of time.

FONTS

I can always tell when documents have been created by inexperienced
desktop publishers. It's not because they don’t know design tricks or
how to access the best clip art. It?s because they don®t know how to
use fonts., With GEOS you have lots of fonts to play with. Even with
the program’s limit of seven fonts per document, you can-get wild with
typefaces. Also, it doesn’t take people long to figure out that by
using geofFaint to create scraps of other fonts for snazzy headl ines,
you can easily beat the seven—font limit.

The problem is that too many fonts make a document look wrong. In
fact, it loocks amateurish and distracting. As you plan a desktop
publishing project, forget about using a wild mishmash of fonts.
Choose two-—one for the body of text and one for headlines. You really
donft need more than that.

o



Oh, there might be an unusual situation where throwing in a
specialized font for a particular headline is what you want, but that
should be the exception, not the rule. I like to use a serif font-——one
with those little decorative lines on the ends of the letters——for
text. My favorites are Roma and Smith Corona. I often choose a sans
serif--without serif--font for headlines. I like California the best
for that. Each of these fonts is available in many paoint sizes,
including megafont versions. The result is a dofument with a
professional, unified look to it.

Now, that doesn®t mean that I never spice things up a bit. Instead of
throwing a whole new font into the mix, however, I use style
variations. I may take the first letter of a headlinme and make it
cboldface, for example, and then set it to outline. Depending on the

- font, you can also use italics or a larger point size for a single
letter. With a larger first letter and maybe a box from the graphics
tools you can also create some very nice "dropped capitals, ! initial
letters that are larger and offset from the rest of the text.

None of these options muddles your page with extra fontsg instead, 
they give your work a polished flair and keep you from looking like a
rank amateur.

While we’re on the subject of fonts, let me offer a few more
suggestions. First of all, use megafonts for your headlines and other
special text whenever you can. These fonts will give you the -
best-looking results for larger text. ' -

Second, always use existing point sizes whenever possible. They will
look much better than resized versions when printed. If you must:
resize your text, try to use multiples of the existing sizes. If you
need the font Bancroft for a headline, it comes no larger than 24
points. For a larger headline, resize it to 36 points, cne-and-a-half
times the original size, or 48 points; two times the original size.
Multiples such as these require less guessing on the part of the
program as it tries to re-create a font in a new size.

OBRJECT PLACEMENT TOOLS

GeoPublish has several features which can help you place cbijects
carefully. You can really help yourself by placing Master Page
guidelines where you want to locate various objects. Once youlve
placed these guidelines, you can use the Snap To feature in Fage
Graphics mode to make your cursor automatically fasten itself to those
guides. With Snap To turned on, youw can line up all your graphics and
text cbjects easily.

A similar feature called Ratchet makes the cursor move in preset
Jumps. This feature makes it easy to create a series of identical
lines. Draw one line and then use the Ratchet to move the cursor to
create another and anocther. Snap To and Eatchet make creatan pages -
faster and a lut less frustratlngu ‘

WHITE SFACE




Ancther way that amateur desktop publishers give themselves away is by
cramming too much onto a page. When you plan your pages, remember that
a genercus helping of empty white space is essential to making the
page readable and pleasant to look at. Notice the pages in many
quality magazines. See the white space along the margin? By placing
that space there, the editor makes this page a little less crowded and
more open. It also provides a place to put "pull out" text, that
snippet of text which can draw your eye and whet your appetite to read
the rest of the article.

Flan white space into your document right from the start; it’s far too
important an element of the overall design to leave to chance.

Notice also that, with the exception of advertisements, all the text
. pages in magazines usually have that same general layout: three
columns with an area of white space on the cutside and a header area
on top. This illustrates ancther good idea for laying out
multiple—~page documents: Strive for a consistent look from page to
page. :

UTILITIES _ ,

GeoPublish is a complete program. It even includes a stripped-down
version of gecWrite to make editing text easier. There are, however, a
few utilities you might want to have that can make your gecFublishing
project run even smoother. While gecWrite and gecFaint can hardly be
considered mere utility programs, they are power ful additions to your
gecFublish arsenal. I recommend that you add them to youwr publishing
arsenal. Later, I'1ll mention some other excellent programs that you
might want to acquire. '

Your text files will almost certainly start cut as gecWrite documents.
As you work on these documents, you can use a few strategies to make
it easier to use them later with gecPublish. If you have a graphic you
want to be part of a text block, for example; you can paste it into
your geclWrite text file and then. pour it into a text region in
gecFublish alang with the text. Of course, when you get to geoFublish,
you have to he sure to create a text region for that file wide encugh
to hold the graphic. ‘

Do yoursel f ancther favor when you're in geclrite, use the font and
point size that youw'll use for youwr geoFublish document. As I
mentioned before, it. helps to set youwr margins as close as possible to
the size of your final document.

You can use gecPaint to manipulate your graphics in ways gecPublish
can’t. Because you're using an entirely different set of rules in
geoFaint, you can edit each. individual dot of your artwork.

If you want to do this with a section of your gecPublish page, you can
convert things into gecFaint format and edit them in gecFaint. To edit
the entire page, you can use Faint Fages to "print" youwr geocFublish
page into a gecPaint page. Then, if you want to convert the whole
thing back into gecPublish, you’ll have to use Scrap Can or Scrap It

i



to turn the whole page into a photo scrap that you can paste onto a
gecFublish page. Once youw’ve done this, however, the individual

graphic abjects and even the text on the page can no longer be edited B

using geoFublish’s tools, so save this step for last.

If, on the other hand, you only want to fine-tune one small section of
your page, you can use & program like Screen Grabber to copy any
portion of the visible screen to a photo scrap. This scrap can be
edited in geoPaint and then pasted back into gecPublish. Once again,
however, the various ocbjects which made up this graphic can’t then be
edited with geoPublish tools. ’

With all this Jjumping between programs, you will appreciate having
gecWizard. From gecWizard®s menu, which you can call up from Jjust
about anywhere in any program, you can start up any other program, use
it, and then exit back out to where you left off. In other words, youw
can be working in geoPublish, copy & section of the page to a photo
scrap using Scocreen Grabber, use geoWizard to switch quickly to
gecFaint to paste, edit, and copy the graphic back to the photo scrap,
and- then return instantly to geoPublish. From there, you can paste the
now-edited scrap back onto the page. The amount of time that gecWizard
CAan save you is enormous. : '

FRINTOUTS

The quality of your printout can make even the best planned and
‘designed document look feeble, but there are ways to improve the looks
‘of your finished product. Probably the most important tool is the
printer driver that you are using. If you can find a double-strike
driver for your printer, use it. There are drivers that offer three,
four, or even six passes during printouts. These can somet imes
eliminate the Jjagginess from your type.

There are also drivers that will interpolate as they print, meaning
that they®ll do their best to fill in extra dots to smooth things out.
lLaserMatrix drivers are a good example of this type.

Youw might also try a driver that prints a reduced image. There are
several of these for Epson-compatible printers that achieve beautiful
results by reducing everything. All the Jjaggies get reduced as well.

You can use an enlarging copier then to bring your document back to
full size, while keeping the improved image quality. Since many
desktop publishing Jjobs are destined for a copier anyway, this extra
step in creating your finished product is aoften worth the effort.

The best printer drivers I've found for my Z24-pin Epson printer are
those written by George Wells. His drivers include a draft—quality one
for gquick checking of how a page looks and also an excellent reducing
cne which compresses the printout slightly with stunning results. Look
for these and other alternative drivers on GQuantumlink and GEnie.

Don®t ignore the possibilities of using something other than regular
computer paper for your printout. A more porous paper will tend to
make the ink blur slightly. This blurrving can eliminate some of the




 jagaies at the same time. I like o use construction paper for signs.
It provides me with larger sizes and a porous surface, plus a nice
variety of colors.

I started this article by suggesting that reading the manual is the
hest way to learn to use geoPublish effectively. I711 finish by
telling you the second best way: practice. I know that sounds hokey,
but it’s true. You don’t get good at basketball Just by buying $200
shoes; youw have to put them on and play & lot. The same is true for
desktop publishing. You may have a snazzy DTF program with gecFublish,
but you still have to get in there and use it. You have to use it
repeatedly if you want to become proficient. Of course, employing
these tips and ideas won®t hurt, either. '
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DESKTOP PUBLISHING SOFTWARE FOR THE COMMODORE

Finding good desktop publishing software for the 64 or 128 can be a
bit of a chore these days. Bometimes you can find good buys on used
software, which is a great way to pick up DTF titles that have been
discontinued. For used software, check with the following
distributor.

EARE EBONES SOFTWARE
940 4th Ave., Ste. 222
Huntington, WY 25701
(800 638-1123

The following list of programs should still be available commercially.
You will find many of these programs in the catalogs of Tenex and
Software Support International. The entire GEOS line of programs is
now available through Creative Micro Designs, which also sells the
GEOS Companion and Power Fack disks.

Because many titles are no longer produced by their original
companies, look for them at independent distributors.

GEOS, gecFublish, Faint Pages, gecWrite, gecFaint, Scrap Can (on the
gexCanvas disk), geoWizard (on the Collette utilities disk)

CREATIVE MICRO DESIGNS

F.0O. Box 646

East Longmeadow, MA 01028

(413 5285-0023 :

Call or write for current price list.

The New Print Shop-——$44.95
BRODERBUND SOFTWARE

S00 Redwood RBlvd.

Novato, CA 94947

Swift Desktop Fublisher

Diskart GEOS clip art collections
TENEX COMPUTER EXFRESS

36800 Magnetic Dr.

Mishawaka, IL 46545

€213) 239-7051

Fersonal Newsletter for GEOS

SOFTSYNC ,

Newsroom and Newsrcom clip art disks
SPRINGROARD

Dutrageocus Fages

Faperclip Fublisher

BATTERIES INCLUDED

Frintmaster Flus and art gallery disks
UMISON WORLD

52



All available from

SOFTWARE SUPFORT INTERNATIONAL
E700 N.E. Anderson Rd., Ste. A-10
Vancouver, WA 98661 o

8O0 3561179

Screen Grabber by Richard A. Rardin
COMFUTE?S FUBLICATIONS

Gazette (January 1990)--43,50

324 W. Wendover Ave., Ste. 200
Greensborao, NI 27408

(210 2753809

Scrap It

GUANTUML. TNk
Filename SCRAF IT; uploaded by TerryV7.
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TOFDESK

Feviewed by Steve Vander Ark

Once in a while a GEOS program shows up that I immediately start using
regularly. One such program is gecWizard; ancother is Scrap Grab. It's
been a while since these products came out, but now ancther one has
finally shown up. The name of the program is TopDesk, and thore’s no
doubt about its TapDesk is dynamite. :

TopDesk is actually a couple of years old, and you may wonder why it's
taken so long to get a review of such a great product. The reason is
quite simple: TopDesk was written in Germany by several top
programmers. in the German GEOS Users Club, one of the biggest GEOS
user groups in the world. It wasn’t until Dave Ferguson-—-that guy with
the dog named Dweezil--brought the program to the U.S., translated the
documentation and text, and packaged it with several of his own GEOS
wutilities that TopDesk became a choice for Amer ican Users.

TopDesk is a file manager program, like deskTop or DualTop, that gives
you access to the various files on your disks. You can copy or erase
files, for example, or run your applications. You can also select
printer or input drivers and set other opticons that affect the running
of GEDOS. As far as most of these functions go, TopDesk is no different
from most other GEOS file manager pvugrams, TopDesk?s claim ta fame,
however, is its windows. '

Yap, windows. I don't mean that confusing program IBM-compatible
owners use to be more like GEOS users, but there are similarities.
These windows are dynamic, independent display areas for showing you
what’s on your disks. Oh, I realize that deskTop?s pad area is
similar, but imagine being able tu resize that pad to show fewer or
more icons and then being able to open ancther pad to show yet another
set of icaons from the same or different disk. Get the idea? TopDesk
lets youw have up to fouwr windows open at once, arranged however you
like on the screen. There's even a menu option to arrange the windows
automatically so you can see as much as possible of each one. TopDeshk
does windows, and it’s a pleasure.

You can resize the windows, but you will still be stuck with a
four—icons—per-row arrangement. This means that when you make a window
narrawer, you can’t see some of your icons. It would be nice if the
display would adjust to show as many icons as possible in the space
you provide. There’s ancther menu option that can help in this case,
though. You can tell TopDesk to display things at half size, which
allows you to show the four-icon rows in half the width. This mode
wor ks just fine, but it makes the filenames almost impossible to read,
even on my monochrome monitor. It's worth it, however, to have four
windows open showing different areas of several disk directories all
at once.

Of course, in a way this is all just cosmetic. Do you really need to




see the contents of more than one disk or different areas of the same
disk at a time? I'm not sure. It zure does look cool, though.

A real test of a file manager lies in the way it handles drives. First
of all, it should be able to handle more than two drives. Then, it
should be able to access many types of drives, both real or RAM-based.
The reason this has become so important is that more and more of us

are using FAM devices such as RAMLink. I like to break these monsters

up into all sorts of partitions, some emulating

a real drive and some

not. The more variations a file manager can tolerate, the better.

TabDask, like DualTop, will accept up to four drives. In order to

overcome the built-in GEOS barrier against such

a setup, TopDesk

automatically swaps your drives back and forth to keep the two youlre

working on in the A and B slots. In other words,

file on drive B which requires an application from drive D, the system

if you try to open a

can be set to awtomatically swap drive D into the A slot. While this

can be a bit confusing at times, it assures you
run your applications and files no matter where

that you can always
youw have them stored.

This solution to the problem is not a true fix (which would require a
modification to the GEDS Kernal coded, but it will keep you running.
In order to use more than twa drives, though, you need to have a RAM

device. :

So far so good, but when it comes to campatibilify, TopDesk slips a

little. It readily accepts standard 1341, 1371, .

and 1881 drives. I had

no problem getting it to talk to a FAM 1581 partition on my EAMLink,

gither. But no matter what I tried, I couldn®t get it to see my native

mode partition. I tried firing up TopDesk from Gateway, a technique
which allows DualTop to read a native mode partition. With TopDesk,
all I did was confuse things. TopDesk told me to insert a disk called
FAM 1581 into my EBAMLink drive, and it refused to budge until I did.

As near as I can tell, you can run TopDesk from

Gateway, but you lose

touch with any RAM devices. When started up from deskTop, thouagh,

TopDesk does Jjust fine with RAM drives, but not
partitions.

with native made

S0 what?s the verdict? Is TopDesk worth the money, or is it just a
nice example of fancy window programming for GEOS?T With its limited
FAM device support, TopDesk certainly can’t be the file manager of
choice for RAMLiInk owners who like to take advantage of all the REAM
they have with native mode partitions and subdirectories. After all,
the power of being able to ocrganize your disks in subdirectories is

hard to give up.

Wait a minute. Did somecne say ofganizing? This

is without a doubt

“where TopDesk rises above all other file managers, including Gateway

with its subdirectories. TopDesk will let you create folders on a disk

Cany kind of disk, not just native mode RAM partitions) where you can
place whichever files you want. Unlike the subdirectories Gateway
uses, these folders are really only a function of the TopDesk display.

Files placed in one of these folders are accessible whether they’re in

a window showing that particular folder or not.

That means that you
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can create a folder for fonts, clear your main divectory by copying
all your fonts into it, and still use those fonts in any application
in any other folder. :

~Let me give you an example of Jjust how neat this is. I set up my RAM
1581 partition to open with a display showing a set of main

application icons——gecoFaint,; gecWrite, and geocTerm——and several

folders. One of these folders holds my fonts, anocther holds desk
accessories, and ancther all my gecWrite files. I set up ancther
folder called Misc to hold all those oddball files that tend to

accumul ate, such as text scraps and preferences files.

Now, when I need to stop playing gecTiles and do some real work (such
as finishing this review); I Just open the folder for Write files
(with the Games folder window still visible) and double-—click on this
review file. The fact that geclWrite isn®t in the same folder makes no
difference. In a few seconds I'm off and writing. When I try to open a
desk accessory, I find it in the GEOS menu, even though the
ancessories are tucked away in their own folder.

The reason this works is simple. No files are actually moved; as far
as the system is concerned, everything is where it always was. TopDesk
is doing the organizing for you, but only with regard to the way you
see things on your screen. I wish I could do this with Gateway and my
big native mode partition, but with that system the files in
subdirectories are isolated and accessible only from within that
subdirectory. :

This one feature, more than any other, makes TopDesk a winner. Dave
Ferguson recognized the power of this system, and he added a nifty
little utility to handle the one drawback to working with folders. His
program Unfold/Fold will let you take everything temporarily out of
folders so you can do some real organizing. You may need to actually
rearrange font files;, for example, to place the ones you want in the
first seven slots for geoWrite. Once youw’ve finished working with the
directory, Unfold/Fold will put all the files back into the folders
where they were.

Unfartunately, TopDesk doesn’t get along very well with geclWizard.
Apparently they both try to use the same area of memory in a RAM
device. Somecne on B-Link suggested that a larger DACC partition on a
FEAML.ink might fix this problem. Next time I have to reconfigure my
RAMLink, I might Jjust give it a try. I sure miss being able to task
switch when I need to.

Overall, I think you?ll find TopDesk to be a very exciting cption when:
you pick a file manager. Now that I have my disks organized and am
used to sailing through all those windows, it will be a little
depressing to go back to the plain old display of deskTop or the
scralling list of filenames in Gateway and DualTop. If it weren®t for
my native mode partition and gecWizard, I don’t think I'd go back at
all! :




Toppaak“waa,writﬁan{by ualtefzknupe, Volker Goehrke, Ralf Bonse, and
Ho J. Ciprina. : , ce ’ : ) »

Distributed by

QUINCY SOFTHORES -
39479 E. Whitmore Ave.
Hughson, A S95326—-3743
$19. 95 S
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GEOS UTILITIES DISH

Feviewed by Steve Vander Ark

Frogrammers like Nate Fiedler keep GEOS users like me going. No, let
me rephrase that. Frogrammers like Fiedler hkeep the Commodore 64 and
128 going.

Sericously. There’s no surer way to kill a computer than to stop
producing software for it. That's what the software companies have
done with the &4 and 128. That should mean that the &4 and 128 are
history, but there are a few creative people like Fiedler saving the
day .

This is especially true when it comes to GEOQS. GEOS users are acutely
aware of that operating system’s huge potential and its many
unexplored possibilities. To see the commercial companies abandon GEOS
is frustrating, but talented individuals such as Fiedler, Maurice
Fandall, Dave Ferguson, Faul Murdaugh, and others are still creating
programs that tap that great potential. ’ :

Some of these efforts result in high-power applicaticons that deliver
new tools and capabilities to GEOS, programs such as Fiedler's own
geclanvas. Others programs are smaller, utilities and extras that fill
in some of the smaller GEOS niches. While some of these programs are
small and are used by only a small number of users, all of them are
welcome new additions to the world of GEOS.

The GEOS Disk Utilities is such & collecion of programs. It's not the
next big thing, by any means. It’s a whole lot of neat little things.
You might not have a use for all of them, but you’re sure to find
something that will make you say, "Hey! Ifve always wanted to be able
to do that!®

That’s the way I felt when I found the EggTimer program. I had always
wanted a timer I could set, not for a certain time of the day, but for
a certain number of minutes. This disk had two such timers on it, and
I tried both. Unfortunately, only one worked in 128 mode, which is
where I prefer to spend my time, but it worked like a charm.

I discovered that as long as I stayed in 128 mode, I was out of luck
o a number of these utilities. Buite a few of them work their magic
by fiddling with the system coding and with that of my FEAM device.
That wouldn?t matter in 64 mode since the utilities were written for
that machine, but they rcaused all sorts of interesting crashes on my
128.

I dug up a &4 boot disk and started over. Things worked much better.
Now Jjust about everything worked--not quite everything, though,
because some of the routines apparently didn't like my RAMLink with
the geoRAM poking out of the top like Devil’s Tower. That was where I
drew the line, though. If I dismantled my EAMlink, I%d lose all my




.memory and have to reconfigure. That’s something I'd rather not do.

Scy, you’ll probably do as I did, pick and choose the utilities that

you actually want to use. The price of the disk is low encugh for you

to easily get your money’s worth out of it.

Here’s a rundown of what’s on the disk, along with a few comments.
Bear in mind that I tested every file I could, sometimes with several
system setups, but there are a few that I simply couldn’t run. This
doesn’t mean they won’t work, but that they wouldn®t work with my
system.

There are several alarm programs, including the two EggTimer programs
I menticned. There is also an auto-exec file called AutcAlarm which
will set your alarm clock on boot for whichever time you set. This is
handy if you like to be alerted at the same time each day to catch a
show on television or something. Version 4.0 of BlackOut, a 64 and 12
program that protects your monitor screen by blanking it out after a
specified number of minutes of inactivity, is alsc included.

Speaking of protection, there are several security programs on the
disk. FileLock lets you set a password for a single file; LockScreen
does the same for your keyboard and includes a screen blanker; Logln
adds password protection to your boot disk, requiring a four—-character
code to be entered in order to boot your system.

You can also use DiskProtect to remove the protection from your boot
disks and master disks, converting them intu normal GEOS disks. This
allows you to delete files from them much more easily. You can also
reverse the process, as well as add boot-disk protection to any other
disk. That makes it much more difficult for anyone to delete files
from it. :

UnMakeGEOS converts a GEOS disk into a non-GEOS disk, although I'm ncot
sure why anyone would ever need to actually do that.

Frogrammers will find uses for programs like HeaderEditor, which let
you change the information found in a GEOS file’s header (the '
information you see when you select Info from the File menuw), and

gecDump, & simple memory monitor program. DisBAM displays a graph of

the BAM, or Block Availability Map, of any disk. Its visual display is

interesting but not very informative since you can’t identify specific
locations as being used or open.

Here are some programs that are much more useful to the average user.

An excellent example is NewSysErr, an improved error-trapping routine
that replaces those pesky SYSTEM ERROR NEAR...dialog boxes (which then
lock up the system) with a soft reboot. This protects the contents of

your REU.

Ancther program with potential is DirPrint, which prints cut a disk
directory in ASCII. That means it comes out of youwr printer much

" faster than with normal GEOS. Unfortunately, the program had no idea

how to talk to my Imagewriter, preferring I'm sure the more common
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types of printers, such as Epson compatibles. All I got was a locked
up system that even NewSysErr couldn’t prevent.

FhotoFrint is alsc a printing program that’s designed to print ocut the
contents of a photo album. I've always wanted a reliable program to do
this, and this cne certainly works. It even liked my Imagewriter.
Unfortunately, it prints one graphic per page, so my Fhoto Album with
12 Print Shop graphics took 12 pages, each with a single small graphic
in the corner. You might find this program a bit more useful if you
keep albums of larger clip art.

A couple of programs are included which modify other programs many
GEOS users have. SaveWiz works its magic on geoWizard, easily the
number one GEOS utility program of all time. SaveWiz moves the
actuator code for Wizard into the REU. This means that Wizard won't be

disabled in a soft reboot (such as the one NewSysErr now produces in

lieuw of a lockupl.

Fatchfonvert modifies Convert 2.5, the utility we &ll use to convert
files between Commodore DOS and GEOS formats. With this fix you no
longer have to wade through that series of dialog boxes during a
conversiong Jjust select the file and hit OPEN. The downside of the
patch is that it diuables some error dialog boxes as well, but this
won®t really bother much. :

Fiedler has also included several other helpful wtilities on this
disk. You’ll find 64 and 128 versions of FindFile, a slick program
which will search any disk in any drive for a filename you specify. It
supports the use of the asterisk (#) as a wildcard, which helps if you
can’t remember exactly what a file is named.

If you have a disk with a damaged directory, you will be glad to have
Fedirect. This program will try to reconstruct a divectary on such a
disk. As the documentation states; this process is by no means a sure
thing, but at least it gives you a chance for recovering lost files.

All in all, Fiedler has filled this disk with quite an impressive
variety of utilities. True;, a number of them have limited appeal, and
if youre a GEOS 128 owner, you’re often left out entirely. But the
price is less than most shareware fees for one program. At $10;, you'll

ccertainly get youwr money's worth of GEOS goodies on this disk.

NATHAN FIEDLER

9711 Mt. Fleasant Rd.

Bernville, FA 19806-9313

$10,00 plus $3.00 shipping and handling
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