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C-64 Users, Type: Load "Menu",8,1 and press <Return>.

C-128 Users -~---: Enter 128 Mode; then type RUN "128 Menu'" and <Retuxn)>
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Feature:

COMMODORE GOES TO SCHOOL
By Steve Vander Ark

When Steve Vander Ark isn't writing computer articles,

he's teaching

elementary school. Read how he puts 8-bit Commodores to work in h;s

classroom.

Review:

Big Blue Reader vérsions'4.0 and 4.1
Reviewed by John Elliott

See what's new with the utility that lets you read énd write‘

files, using your 64 or 128 and a 1571 or 1581 drive.
Columns:

64/128 VIEW by Tom Netsel

The results of Gazette's readership survey are in.

FEEDBACK
Comments, questions, and answers.

"D'IVERSIONS by Fred D'Ignazio : .
Information Dirt Roads,; Bike Paths, and Hiking Trails’

MACHINE LANGUAGE by Jim Butterfield

Strings and Structures’

BEGINNER BASIC by Larry Cotton
Conversions

PROGRAMMER'S PAGE by David Pankhurst
Logical Rambllngs

GEQOS by Steve Vander Ark
Who Are You Calling Mature?

PD PICKS by Steve Vander Ark.
Sortanos and Space One

128 Programs:

"Hurricane Tracker by Hugh McMenamin

to IBM PC

Plot the course of_hurricanes as they pass through the Caribbean and




up the Atlantic coast.

Map of Australia by Spiro Tanti :
Run this graphical geography program and learn something about
Australia and its state and territorial capitals.

C

64,Prbgrams:

Capturing and Restoring Screens by James T. Joﬁes
A screen capture and display utility for the 64.

Bassem + by Farid Ahmad

Gazette's popular 6502 assembler program has some brand-new features.
The new material is emphasized in the main article, but the original
Bassem documentation is also included.

Spots by T. L. Flynn
Here's a two-player arcade- style game that 11 have you seeing spots

Sprite Editor 64 by Andrew Martin
Design and edit up to 64 sprites at one time with thls powerful sprite
editor. . .

One-on-One Basketball by ﬁavid Garner
Play a little backyard basketball with this two-player game for the
64. Great graphics.

Sortanos (PD) _ , :
This one-player game is sort of like dominoes. , ’ K,A

Space One (PD) )

Swarms of missiles, spaceships, and bombs hurl themselves at you over
an impressive scrolling background in this arcade-style game for one
player. ‘
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CAPTURING AND RESTORING SCREENS'
By James T. Jonés

A screen capture and display utility for the 64.

In writing a program for displaying a text file that uses a method
different from the usual methods, I encountered the need to "capture"
a number of the screens and restore them at a later time. I should
point out that not only must the contents of the 1000 addresses
(1024-2023 or $0400-$07E7) of the video matrix (25 lines X 40 columns) .
be stored but also the corresponding values of the color RAM
(55296-56295 or $D800-$DBE7). '

The machine language (ML) file, SCRN CAP RESTR.O, will store the data
of up to four screens and later process the data to reconstitute the
screens with appropriate SYS calls. To use this routine in your own
programs, simply include the following line in your BASIC program.

LN PORE 147,0: SYS 57812"SCRN CAP RESTOR.O”,DV;l: SYS 62631

LN is the particular line number in your program and DV is the disk
drive device number. This loads the file with the ,DV,1 extension into
memory from 52736 ($CE00) to 53021 ($CF1D).

The SYS calls to save and restore the four text screens are as
follows. .

SYS 52797 -- Save screen 1
SY3 52825 -- Restore screen 1 S

SYS 52853 -- Save screen 2

SYS 52881 —- Restore screen 2

SYS 52909 -- Save screen 3
SYS 52937 —— Restore screen 3

SYS 52965 —- Save screen 4
SYS 52993 -- Restore screen 4

- The data corresponding to the captured screens is stored under BASIC

ROM (40960-49151 or $A000-$BFFF). The following table represents a
memory map of the addresses used for the characters and corresponding
colors of each screen.

- $A3FF  SCREEN 1 CHAR. MEMORY
$A400 - SA7FF  SCREEN 1 COLOR MEMORY
$A800 - $ABFF  SCREEN 2 CHAR. MEMORY
$ACO0 - $AFFF  SCREEN 2 COLOR MEMORY

- $B3FF  SCREEN 3 CHAR. MEMORY

$B000




$4B400 - $B7FF  SCREEN 3 COLOR MEMORY

$B800 - $BBFF  SCREEN 4 CHAR. MEMORY
$BCO0 - $BFFF  SCREEN 4 COLOR MEMORY

By using the addresses under BASIC ROM, the entire memory range
$CO00-$CFFF is left free for other ML programs or data.

This program can be used for a number of purposes, including changing
from the currently displayed text screen to a screen or screens with
instructions and then returning to the original screen. It can be used
for paging back to a preceding screen or to an initial screen, as in

- the program for displaying text files that I mentioned above. You

could also use it to create special effects by rapidly changing
screens with different fonts and so on. '

Remember that, ordinarily for the address range of the BASIC ROM
(40960-49151), the command PEEK(address) yields the contents of
"address" for the BASIC ROM. If bit O of address 1 is changed to 0 and
the remaining bits left unchanged, then underlying RAM corresponding
to BASIC ROM can be read. POKE Address,Values always falls through to
the underlying RAM in this range of addresses. As indicated in the
corresponding source file, SCRN CAP RESTR.S, found on this disk in

‘Merlin format, it is more efficient to use indirect indexed addressing

for such a large range.

The program is completely relocatable to any other starting address
where 286 bytes of free, undisturbed memory are available. Unused
addresses 823-827 ($0337-$033B), preceding the cassette buffer, and
251-254 ($FB-$FE) are employed for various purposes. The SYS calls
listed above will have to be changed, of course; however, an
examination of the source file and a listing of the corresponding,
assembled object file will readily indicate the new values.

When you run the program from the Gazette menu, you will see a
demonstration of the program that utilizes several different files and
fonts on the flip side. Remember that the file SCRN CAP RESTR.O is the
one that you'll have to put on a disk for use with your own programs.

Gazette, October 1994
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RBAGSSEM -+
By Farid fShmad
& familiar assembler for 302 code that’s packed with additional

utilities

I have used Garette’s Bassem bto write many. programs, and I have always
admired its speesd and convenience. There are some other wtilities that

I am sgually fond-of, bub unforbunately many machine langliage programs

don®t work very well in combination with Bassem. I have gathered all
mf omy favorite wtilitiez into an integrated unit and then added some
new features to produce & very comfortable working envivonment. The

result is Bassemd.

Bassemt combinegs the following programs that have all been published
in Gazette: Rassem, DOS Flus, Ouick!, Twrbosave, and Tag It. In v
addition, it offers 10 {wootion keys yet takes away very little sxbra
memory from the program area. :

To wse Bassemt, simply load and vun the file B+. It's a BABIC loader
that will load and run BESSEM+. It's a good idea to always load and
run Bassemt with this loader file. More about that later.

Al mos
Bassemt, Below is a brief recap of these original featwes, plus a
vundowrs of the snhancements. :

BASSEM , _
Basmsem iz & power ful assembler for producing 6302 machine language

programs. It supports all the usuwal assenbler featwes and also allows
CEABID language to be used within the sowrce code. (For readers nob- '

alveady familiar with Bassem, see the accompanying documentation on
this digk.? : ' '

A1l the featwes of this program are available in Bassem+. The one
change is that you can activate BRassemt by typing BYE 3478% fas

b foor@d or BYSE 3R768 (which I find eazier to remember and typed.

Bassen uses an area of memory to store label names. This can be set to
ary part of the memovy, including BEAM under the BASIC and Kernel EOMs.
The memory segment SADD0 ~ $BFFF is used by default. Rassemt+ changes
this to $BOOO ~ $BFFF. This can be modified in the usual way to any
mhher unused area. (Bes memory map below.)

DO PLUS : : , . -
DOS Flus is a DOS wedge with many extra features. ALl the usual DOG
watlge commands are available, except that each command must be
praeceded by the @ symbol. Following ds & summary of the commands.

@ Fead error channel
et Send command to drive




@stext - Display directory

@/ rame load BASTO program : ¢
@1 - load and vun BABIC program

@ibhack arvow) : i

B Save BASIC program S : ‘ L;)

@ ame Verify BASIC program

@Yrame Loso T ovogram

@laddvess]l addressi name - :

Save ML program. - This command has been modified so that it

‘can save the RAM under BASIC ROM. For example, to save a copy of '
Bassemt use @'$8000 $AA0O0 BASSEM+.

C@ipame | Verify ML program. Compares a disk file with memory,

starting at the file's load address.

Graddress name Load at address

@%name - SBovatoeh file

@EfErame Digplay load address

G¥number Selt device number

@ Deactivate DOB Flus _

@=value  Perform value conversion. This function will convert a
hevadesimal value to detimal and a decimal or binary valus bo
hesades imal . ‘ . ' C g ,

@X Turns of f the Bassemt+ function keys. To rca|t1Vuto fu; i ANl
keys, reactivate Rassemt+ with BYS 32768 or BYS 3ATEE.

In the above summary, the text parameter is any string of characters. -

The name parameter represents the name for a file on disk. Any text

found within guotation marks is considered a filename. I no guotation
marks are found, all text following the command is considered to be & A
filename. Nobte that gquotation marks tale precedence over other text.

Thus @/GAME" would result in a missing filename error, since DOS Flus

tries to find & name following the quotation mark but doesn’t find

one. Finally, trailing quntatlnn marks are not necessary except to

guclude unwanted text. : :

The address, number, and valueg parameters rvepresent numeric values.
DOS FPlus accepts values in decimal, hex, and binary. For example,
49152, SC000, and A1100000000000000 are equally valid., Values must not
have»laqdlng‘ﬁpau@bu Tfy, however, anobher pﬁrametmr is too follow a

value, one space must separate the twos
The interrupt-driven featwes, @, of DOS Flug are not available.

TAE IT : o
CTag It dis a utility that makes it easy to find your place in o ¥ ocogram
Listing. All features of Tag It are avallabla @mxept the fuhttlnﬂ
keys, which are YedundanL in Rassemd.

Briefly, you set up to 26 id@ntifyinq tags in youwr program. Each tag

has the form 10 REM-A, where A can be replaced by any letter of The
alphabet and 10 by any line number“ Whenever yuu want to list your

+



"

.

program from line 10, hold down the Commodore key and press O or any
sther lebter hhat you wsed.. '

Fernumbering youwr program will move the tag to a different line number,
but it will remain in the same place in your program. This ensures
that you get the same listing when you press  Commodore—A.

Tag lets you cancel guobte or insert mode by pressing the Ctvl and
Commodore keys simultanecusly. Youw can hold down the Commodore key and
press <, », /, or Drsr down to move the cursor to the start, end, or
middle of a lime or to the bhotbtom of the scoreen, respectively.

Tag It was disabled when the Run/Stop-Restore combination was pressed.
This doss not happen in Bassemt. ' :

TURROSAVE AND RUTOK! :

These are & couple of programs which spesd up the load, save, and
varify operations of the 1841 drive. Turbosave was originally written
to be stored wider BASIC ROM, but it used a few bytes in low memory
below the cassebtte buffer. These memory locations are no longer used.
Duick! has also been moved wider BASIO BEOM. Together, these twoo
programs are labeled Quickdrive. You can activate or deactivate
Buickdrive by using the command 8YE 38568 or by pressing Commodore—f4d
if the default function keys are active.

e problem will ocoowr when Buickdrive is active. DOS Flus reports the
ending address of a program after a load operation. Guickdrive

inter feres with this operation with the result that the wrong address
s displayed. I youw want to find the ending address of a program,
turm of f Quickdrive before Ivading it.

When per forming & verify operation, Guickdrive will rveport the memory

biybe at which & verify ervor ocouwrs. If Quickdrive is tuwned off, DOS
Flus will report the ending address of the disk file if & verify error

Ecu it B 8 g

FUNCTION EEYS. , A

Razmsamt Teatwes 16 function keys. The first 8 keys are accessed in
the usual way. The next 4 are accessed by pressing them while holding
dowrr the Ctrl key, and the last 4 by pressing them with the Commodore

by

The keys are predefined, and there is no divect command to change the

definitions. MHowever, the definitions camn be changed by using the

Feydaef program, which iz a&lso on the flip side of this disk., First
activate Bassem+ and then load Feydef and list it. o

You will see the function key definitions in the lines 130 to 430,
Change the as required and then run the program. To add a carrviage
retuwrn bo any definition, wuse +RTH., (See listing for examples.)

M total length of the text, for all 16 keys, must not exceed 274
characters. ALl 16 keys can be modified. It is suggested, however,




that the following definitimnﬁ not be changed.

f8s The default deLnltlnr is "8YS start,." If you put & label called
Uehack arrowlstart” at the starting address of youwr source code, you .
can press 8, add any parameters that may be requived, and press L,)
Feturn to run the machine language program.

Ctrl flr By default, pressing this ley'rall a short ML routine whlrh
will reset the QHVLrnnmant and then perform an OLD command on any:
gsowrce code in memory. This same routine is called when you first
activate Rassemt. If you have a hardware reset button installed, you
san recover from a rmmputcr Lo kup by pressing the reset button and
Lhcn entering 8YS 32768. 1f yuur machine language routine writes over -
a portion of the sowce code, however, you will not be able to raecowve
your program properly. That means it?'s still & good ddea to save your
work frequently.

A word of caution here. Since Bassemt+ per forms an OLD on being
activated, it will appear to lock up if there is no valid program in
memory. If this happens, press FEun/Stop-Festore to gain contral. This
will never happen if you load and activate Bassem+ with the BASIC
loader B+, since there will always be a valid program in memory.

Meamory Map:

AAOD — AROO Buffer used by Quick!
ALOD - AFFF Guickdrive
AODO — AOFF Buffer used by Turbosave

favnE - 9FFF Baaqem
gans - g87nn D08 Flus

326 - BODR Control routines for Quickdrive '

SlEg -~ 8324 Tag It ' : '&—}
aocd - BIE7  Function keys definitions.

8040 - BOCE Function keys routine

8000 -~ 8OBF Startup and other short routines

Gazette, October 1994
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BFOTH
By T. Lo Flynn

A two-player arcade-style game for the 4. Joysticks reguired.
f Y G . ;

I noe watohed some friends play a game in which the plavers btoolk
turns trying to contyol certain soreen positions; the results of a
playver®s move depended on the other screen positions immediately
surrounding the position moved to. I thought the game looked simple
and figwed it would hardly be any challenge at all to play.

A T watohed, I realized that I was bobth rvight and wrong. Yes, it was

gimple, but the challenge was created as the game progressed. T Tound

mysel f glusd to the soreen, my mind trying desperately to work out the
strategies of sach possible move. '

I had to leave before [ got the chance to try the game myself, but I
swore that someday I7d put together a game like it. Spots is my best
attempt at re-cregating that game. It is a two-playver game using both
Juystick portsy player 1 (bhlued) uses port land player 2 (red) uses
b ‘ . :

i W

v
[
¥

When vun, the program will ask you if you want instructions; pressing
Y for yves will get you a guick rundown on how to use bthe jJoysticks to
slay. Onoce you are into the geme, it is sasy to see how strategies are
developed and used. ’

GHAMERFLAY - ' .

There are six play sorepens availablep the fivet one is a solid
pattern. Fressing F will let you page through the remaining five
patterns, svenbual ly rebuwrning youw o the solid patbern. When you?ve
decided which pattern to play on, press the port 1| fire button, and
the game will begin. o ‘

Flayer 1 always moves first and always starts in the upper left corner
omf the soreen; playver 2 starts in the lower vight. The idea is to pick
up youry Tmpot” and move oloser bo youwr opponent. You can move up b
two positions at & time. Moving one position leaves the old position
in your color while moving two positions turns the original position
B3lack, making it available to your opponent. :

Whern  youw get olose enough to move next to any of youwr opponent’s
positions, they change color and become your positions! When all the
positions are filled, the player who has the most spots is the '
WANreEr .

STRATEGIES ‘ .
Ore of the many strategies of play is to buwild a wall of spobs around
a large mumber of wnolaimed positions. This will prevent your opponent
from claiming them. This is a good strategy evern 4f it is a little

gifficult to achieve. It uswally ends with youwr opponent being unable




to move.

When either you or your apponent vun out of moves, you must press X.
This will allow the other player to continue claiming available
positions., : , : '

The program avtomatically counts the mumber of spots for each player
and displays them on the socreen after every turn. When all positions
have been claimed and a winner has been declared, the program will
offer you a new gams &ou/or a new pattern. .

Spots is written entirely in machine language but loads and runs Jjust
like a BASIC program. I hope you enjoy playing it as much as I have!

Garette, October 1994




@

SFRITE EDITOR 64

By Andrew Martin

A sprite design an editor program for the 64,

Dﬁﬁigning gpfitas can he a mundane chore, requirving graph paper and a
alouwlator. Now, youw can throw away your graph paper,; save your

-allulatnr batteries, and let your &4 do the work for you.

Sprite Editor &4 lets you design sprites with youwr Joystick piugged
into port 2, and you can work with up to 64 sprites at a time. The

‘sprites are divided into eight sets with eight sprites in each set.

Sprite Editor 64 consists of two programs: a boot program which moves
the start of BASIC and the main program. You may want to copy both of
these to a new disk, A blank disk can hold up to 6820 sprites saved
individually oo up to 2350 saved sequentially, 64 at a time.

The program’s editor consiste of five menus, with eight function per

“menuw, all accessed via the function keys. These menus along with other
Cspecial keys provide you with more than 40 controls for editing and

manipulating sprite data. Here is a list of esach menu, its function,
ard dirvections for use. ‘

CMAIN MENL

MOVE

- This function lets youw move a sprite within a specific area.

. Select Move function.

. Select each sprite as dn%lredu
» Uese Joystick to move sprites.
. Fress Fetuwrn to exit.

LY b3 &=

du

OVERL.AY

This funcktion lets you overlay sprites to oreate a hlqh Vaﬂnlutlnn
ohject.

1. SBelect Overlay function. ,

2. Belect each desired sprite.

3. Press Feturn to exit.

4, Belect Overlay functiom again to restore sprites to their original
soreen positions. : ' '

FL.ACE .

This function lets you place sprites within four gquadrants. .

1. Select Flace function. :

e Select each sprite as desired. To skip a guadrant, press any key
obher than 1-8. ‘

3. Select Flace funchion again to restore sprites to theiv original
soreen positions. "

{2




ANTMATE

This function lets you animate a épvit@ SECUSNTe.
1. Belect beginning sprite for a sequence.

e o Belect Anidmation functiom.

Se Belect ending sprite.

4., Select Animation function again.

S Fress Jdoystick to the right to animate forwards.
£. Press Jjoystick to the left to animate backwards.
7. Press joystick up to increase speed.

8. Fress Joystick down to slow speed.

Y. Hold fire button down to rmnklnue CBEGUeNUE.
10, Hit Return to exit.

DATA : :

This function allows you to enter sprite data.

1o Belect sprite. '

7. Select Data function. : :

3. Enter three digits for every byt@ wf date. For exammla, QOL, 020,

.u:gtjy é\l"ld =T 'n_n .
Use Joysbick to move cursor. Duwrsor will move avtomatically to the

next byte of data.
Bu Hit Return to exit.

DIRECTORY : S ’
This functicon loads fhe disk directory and lists sequential files.

BAVE : ’

This function lets you save form one up to &4 sprites.
1o Belect beginning sprite for sequence.

2. Belect Save function. ~

3. Type in filename and press Feturn.

d. Belect ending sprite in sequence.

. Belect SBave function again.

LOAD :

This function lets ynu load previously saved sprites.

1. Belect the beq1nm1nq sprite bo which the Load gpquen:w s b
start. '

2. Belect Load function.

3. Type in filemname and press FHebturn. (Note: several sprites have been
included on this disk for examples. ﬁu not type the .5FR @mtenblun
when entering the filenames.?

A EDIT MENU

WORE : A .
This functicon lets you edit & sprite using the Joystick. It is the
cily way to access the special Work menu.

1. Select sprite.

2e Belect Work funoction.




o

TNVERT

This Inn¢%1nn lets you turn & %pvita upside down.
1. Belect sprite.. :
2o Select Flip funotion.

DOFY % -

Thig function letse you copy a sprite to anobther locabion.
1. Belect sprite to be copled.

Fao o Belect Dopy funoction.

3. Belect sprite to be copied bo

4. Belect Copy funchtion again.

3

B0 NORM % :
This funcdion rntdtmr a sprite 90 degress in a olockwise direction

without adiusting the 24 = 21 pixel differentiation. The last three

codumne of the spite will be truncated. |
1. Select sprite. :
o Select 90 Norm function.

S0 ADIT %

This fUﬂ'Tlnn rntat@% bt ad;usta For the pixel dlffarantlatlun..
1. Select %prleu

o ﬁ@]wwk S0 ADJIT fumotion.

X SYM *

This function mirrors the top half of the sprlte T bhe buftum,
cyraating symmebry on bthe « azis.

1. Belect sprite.

e Belect X 8YM funcbion.

Y 8BYM #
This function m*rVurw the left hal f nf the sprite to the quht,'

coreating symmebvry on the y axis.

1. Belect sprite.
*. Select Y SYM furction.

B EDIT MENU

REVERSE

This function turns of f bhits that weare oroand vice versa.
1. Belect sprite. : B
2. Belect reverse Tunobion.

SCROLL. o
This funchion sorolls & sprite in any of fouwe divections.
1o Belect sprite. ’

.

2. Use Joystick to i dlra-tiann
3. Hit Eebtuwn when {]ﬂTﬁthn

EXF X . : _ ;
This function expands a sprite hmrixantally if the sprite is
unexpanded. It shrinks the sprite if it has already been expanded.




EXF Y

This funotion eupands a %prlbp vertically if the sprite is unempmndwd,

It shrinks the sprite if it has already been espanded.

CUT :

This function is wused in conjunction with Reverse. The excess of a
reversed image is eliminated. ' '

1. Belect sprite.

2. Belect Cut function.

FILL # '
This function turns an every bit wlthln a 5pr1t@n
e Belect sprite. : -
C2. Belect Fill function.

ALT MULTI |
This function turns all sprites to malticolor mode.

THF BET

This funntlun transfers an entire sprite set. tu annthar location.
1. Select sprite set. '

#. Select TSF Set Function.

3. Belect set to receive transfer.

4. Belect TEF Set again.

COLOR MENL

SERITE ,

This function lets you xhanqa the color of a sprite. Use color guide
at bottom of screen. '

1. Belect sprite.

.o Belect Color function.

3. Select color (A-FI. :

4. Belect ancther sprite or press return.

ALIX 1 :

This function lets you change auxiliary color 1.
1. Select AUX 1 function. '

2. Belect color €A-FI.

3. Fress REetuwn.

ALY

Thsw fun:hlnn lets you change auzlllary coslor 2
1. Select AUX 2 function. ‘
Pa Belect ocolor (A-F.

3. Fress Return.

TEXT 4
This function lets you hanqe text CulHVu
1. Belect Text fun-tsunu'

2. Belect color (A-F).




-

3. Fress Feturn.

oresng o

ST, AL/AZ :
Thesd fun:k1un% swap the two-bit values that make up multicolor
sorites. :

Ed

WORE MENU

EHRID _ , ‘
This function prints the work grid on the soreen.

DIGFLAY . :
Thies Turnctian prlnta a sprite on the grid.

TOEELE

< This function twgglaa'nprtt@ colore using the five button.

BELECT

Thiies fumotion lets youw select the sprite drawing ool o . Hit Select .

until you veach the desived color.

ERID+DIGRLAY
This furcticon doss the same as selecting Grid and Display in
Lo EEs dan. '

NFM/MLT
This functiorn btoggles bebtween normal and multicolor edit.

CIRCLE #=

This function puts a circle inside a sprite with & selected center and
radius. ¥ : '

1. Move cursor to cenber.

2. Belect Circle fun'Llun"

3. Select radius.

EXIT

This function takes you out of the work menu.

* 'The functions marked with an asterisk (%) rvequire a second keystroke

to execute. They can be exited by pressing the back arrow key on the

top left of the keyboard.

Special %ayﬁ

1i-8 . Gelect'a sprite
Cly Dleare & sprite
M Togoles malbticolor/

normal mode

- Crsr Up/Down Selects sprite set

Crar left/Right Selects menu
Shift-6 . Exits program




USING SFREITES S , , . : :
CAfter youwfve created a sprite file, you®ll probably want to use it in
yiour own program. After you've saved your sprite file to a program
d]%l your may find it convenient to use one of the sprite loader
e dnoluded on this disk. SFRITE LLOADER.BAS is a BABIC loader L
and SFPITE LOADERE.ML is a machine language loader that is relocatable. Q~)"
Use your own code to display and move the sprites as you desirve.

Harette, Ootober 1994




ONE~ON-ONE BACKYARD EASKETEALL
By David Garner

A two-player basketball simulation.

Do your vemember when you were a little kid playing baskethall st in

the backyard? Your best friend would come over and the two of you

would shoot a few Mg s .

Mow youw carn have that fun on your 64 with this two=player basketball
gsimalation. It's a simple little graphics program that hs some
swishing sounds to make the game seem more realistic.

Control the black player with thejoystick in pmrt_lg contral the white
player with the Jjoystick in port 2. - ’

OFFENSE , , .
Dribble the ball by moving the joystick in the desirved direction. Too
shoot, press the firehuttmn arnd release it at the top of your Jump.

DEFENSE

Btand Just to the right of your opponent and press the fire button to

steal the ball. To block a shot, stand just in front of the player as

he attempts to shoot, After your opponent presses the button to shoot

press your button to jump and bBlack the shot.

If a player misses a basket, the ball autﬁmatically goes to the other
player. The first player to scovre nine baskets wins.

Garebte, COotober 1994




SORTANDS : : ,

You and the uumputev each have a set of tiles. You can play a tile
whenever you can match a number with the tile in play. If you can't
‘make & match, then you have to take & new tile from the boneyard. Th@
game ends when one player has no more tiles.

If you think Sortancs is sort of like dominoes, you're vight. Complete
instructions are built intos the game as an option.

SFACE ONE . _ : ,
When you load this sprogram from the Gazette menuw, it loads via an
Lombruction program called Space One Inst. This program gives you all

the information you need to play this exciting one-player space game.

After youw ve read the instructicons, the ﬁain program loads ,
automatically. When you no longer need to see the instructions, Yl
zan bypass them and 1nad the game d1re«t1y by typing LOAD"SPQ!V
ONE", 8.

Ihm%o public dnmaln anqramb‘ar@ discussed in detail in Steve Vander
Arkts "FD lela" codumn,  found elsewhere on this dishk. '

Gazrette, October 1994




BASSEM

A machine language assembler
for the &4

By Fernando Buelna Sanohes

(Editor?s note: This article was originally published in the April and
May 1990 issues of Garette. It is reprinted here to help new readers
whie may not be familiar with Bassem.)

Fush Yoy cmmpufer tom the limit with this ocutstanding, full-featured
assembler for the 64. Now you?ll be able to write machine language
programs more quickly and easily than ever before.

Bassem is a two-pass assembler that contains many features and
commands normally found only on commercial assemblers like the
Commodore Macro Assembler, Buddy &4, or Merlinéd. This versatile
assembler can assemble bto memory, to disk, or ta both. And, if you
want to check the syntax of your source program, Bassem can assemble
without creating any code at all. In addition, Bassem has commands
that make programming guite convenient. For example, FLF gives you
pasy access to floating-point values, and OFZ gives you precise
control over rero-page addressing. o '

Although it has a wealth of commands, Rassem’s most power ful feature
is its abhility to work as an extension of the €4%s operating system.
T the movre than 150 commands supported by BABIC 2.0, Rassem adds
assembly contral commands, disk ermandw, editing commands, and &502
machine language instructions. And, becauwse it runs within the BASIC
environment, you can use the built—in soreen editor to enter and edit
yiour programs, and you can use BABICYs commands to control Yo L
programs assemble. For example, you can use IF-THEN statements for
conditional assembly or FOR-NEXT loops to generate tables.

A
o

Too wese Bassemt, load and run the BASIC boot program B+, It

automatically loads Bessemt, performs & NEW command; and then enters
the proper 8YS8 call to activate it. Bassemt installs itself and then
displays a startup message. '

USING THE ASSEMBLER
The first step in creating & mac i e language program is entering the
source code. With Rassem, this is done wusing the familiar BASIC soreen
editor. You simply enter each line of code with a line number as you
woald & BASIC program. For example, the sowrce code for a simple
5ﬁ0gram to change the screen border color to cyan might look like

is: .

10 WET 1: SET $A0D0, $RO0O: RAS $C000

20 PABS 1:? BEGIN ABSBEMBLY




30 RORDER = $DOZO

A0 COLOR = 327 THE VALUE FOR CYAN

S EO B8TART LDA #C0LOR: STA BORDER: RTH

B0 FABS 2:7 END ABS FMHIY

In line 10, the WRT cwmmahd tells Rassem to write the machine language
tm memory, the SET command establishes the label buffer, and the BAS
sommand sets the starting address for the program. CIf you dontt
und@rafand what®s going on, don®t worry; we'll discuss sach of these
in more detail later.) The FASS 1 command in line 20 tells the
assemnbler that the following lines should be assembled. Bassem
continues assembling commands until it encounters a FOBS 2 command .
Cline 60Y. As you may have guessed, the text immediately following the
FABE 1 command is a comment; Bassem treats the 7 character as a REM

~wbatemsnt.

1

Lines 30 and 40 assign values to the labels BORDEE and COLOR. Baseem
labels are always preceded by a (left-arvow rharn'tmr’ and can be up
to 40 characters long. They can conbain et “mowf othe alphabet,
numer ical digits, and the decimal point. Thﬁy may also contain BABIC
keywords and reserved variables. Some examples of valid labels are
THIS. I5. A.LAREL, FRINTL OUT, and 3RD.JMF.

There are two ways to assign a value to a label. As you can see in
lines 30 and 40, you can assign a value to a label using the ;
assignment (=) command. When defining labels this way, you can use
hexadecimal (base 163, octal (hase 8), binary (base 2, or decimal
thase 10) constants or expressions. MHexadeoimal values must be
preceded by a $ charactery octal values, by an %; and binary values,
by & % character. Decimal values are the default and require no

prefi=x.

When you use an expression to define a label ok must abide by a few
¢

rules., First, with one excepbtion, the EZDVQSEIHH must be a valid BASIC

erpression.. The excepticon is that you camn use haxad@«lma] cotal, and

binary constants in the expression. S@cmnd, Bassem muast bm able to

evaluate the expression during assembly. For example, the expression
cantt he based on the contents of the acoumalator, because Bassem has
o way of knowing what will be in-the accumulator when the program is
YU« . v

The other way to give a label a value is to place it in front of a
ES0R mnemonic. Line 30 contains an example of this method. Labels used
this way take on the value of the program counter. This value

coorresponds to the address of the instruction. For Paampley in ling

ﬁQ, the LDA instruction is at location 0000 (491520, so the label
TART has a value of 49152, Flacing a label on a llne by itself
1mmad1at91y before a line containing an opoade produces the same

result.




ca string, Bassem places each character of the string into a byte. You .
AT ape-xfy multiple byte values or strings with one BYT command Iy

Line 50 demonstrates one more feature of Bassem——you’re not limited to
ore instruction per Tlne, You can fill an entire logical line (two
soyeen lines) with Jtiens and labels. Simply separate the
instructions with rﬁlnney Just as you would in BASIC.

After youw ve entered the souwrce code for your program, be sure tu BAVE
it before you continue. Bince Rassem np@raLw" in the BABIC v
ervironment, you can save your source files Just as you would a BABTC
program. The next step is to assemble your program. Assembling with
Rassem is very easy; you simply load your source code and type EUN.
Bassen will assemble your program and save it to memory or to disk,
depending upon the destination youw’ve indicated. )

MNEMONTZE AND FSEUDD-0OFS

Bassem supports all 6307 addressing modes and instructions as shown in
the Dommodore 64 Frogrammer’s Reference Guide. In addition, it '
supports several psewdo-ops which instruct the assembler on how to
generate code. The following paragraphs summarize the pseudo-ops that
you? 11 need to know to start using Rassem, including the anes
demanstrated in the example above. In each description, optional
parameters are indicated by sguare brackets, and repeating parameters
are represented by ellipses. When only one of several choices is
allowed, the parameters are suwrrounded by parentheses and separated by
vertical bars.

BAS address

Sets the program counter (PO to the specified address. The BAS
comnmand is usually used to define the starting address for the
program. The address parameter must be a value between O and E353S, If
yod dontt o set the %Lartlnq address, Bassem assumes a default value of
OO0 CAD1IE5E, ) ’ : ' :

BUF number of bytesl, byLeJ

Feserves space for the specified number of hytes. The first parameter
of the BUF command is required and tells Bassem how many bytes of
memoyy to reserve within the object code. Legal values range from 1 to
65535, Optionally, BUF may be followed by byte values which determine
how the reserved space is filled.

P BIF e followed by only one value, the number of MEMT Y locations
specified by the value is filled m1th Oz, Otherwise, it's filled with

the pattern established by the given values. For exampla, it you enter

the command BUF 8, 2, 2, 3, Rassem will write 2, 2, 3, 2, 2, 3, 2, 2
to the object file. Legal values for the fill-byte parameters are

hetween O and 55,

BYT C(rumberstring) [, (number abyingdl]

Flaves the specified byte(s) or stringfs) into the object file. If Yo
specify a number or numerical expression, Rassem places that value
into the object file. Legal values range from O bteo 2595, If you specdfy




separating each with a_comma (see the example programs).

FASBE <1 or &0

Tells the assembler where to begin and end assembly. The FASBS 1

command lets the assembler know where to begin assembling code. You
must place the FASS 1 command just before the first label definition

cr omachine language instruction to be assembled. The PASS 2 command
indicates the end of the program and must be placed just after the
a%i 1abel d@flnltlun o mauhlna lmnguaqe instruction.

BET startlng label address,ending label address

Gpecifies the location of the label buffer. The SET command is used Fon

define the buffer where Bassem stores labels as it assembles. The
firat argument sebts the beginning of the L buffer, and the second
argument sets the end. If you don’t specify & location for the label
huffer, Bassem places it under BASIC ROM ($A000-$RBFFFI. When defining

~the label buffer, be sure to use an area of memory that won?t conflict

with BASBIC, Rassem, or your object code CLf you are writing it to
memoryd. In general, it's best to use areas ahnva HAOO0, ’

CWRT (O ar 1)

Specifies whether or rnot the object code should be witten to MEMTY Y
If the parameter followirg weT ie O, the assembler won’t write the
code to o memory. If the paramat@r i 1, Hassem wribtes the code to

memory. The WRT command is useful when you don?t want to place the
socle dn memory bub you want to check the syntax of your program or to

'a%%emble it to dl%l

See HRassem (Fart 20 for additional information and commands.

GHazebte, D« tober 1994




BASSEM (Fart 20

Because Bassem is an extension to BABIG, it's source files are Very
gsimilar to BABIC program files. Each line of Rassem code must be
preceded by a line number in the range O-E3999, canm contain up to 8O
characters, arnd have multiple commands SeparaLed by colons. Bassem'®s
commands and 6502 mnemonics are tokenized, and, like standard BABIC
commands, they can be presented using abbreviations.

Here are the Rassem commands, abbreviations, and tokens:

Mummand Ak . o Token Value
AFFIX & Bk -F S0DE CRIEY
AUTO A Bhift-U shE (2100
DEL. . P e D3 (211
DIR Meare HDE 140
DIk DI Shift-5 HOT CRO4)
DLIST D 8Bhift—-L sDG (2l
FIND . F 8hift~1 SO0 CRO5)
HELF H 8hift-E DT L2170
LAREL Lo Shift-& STE (206D
LFT e 8hift~F DA CR18)
MERGE M Shift-E SO0 (E200
QLD 0 Shi ft-L D4 CRLED
FUT FoShi fe-U D7 CE1T
-RENLIM FE Bhift-N D1 RO

S Reh!

WEITE W Shift-R S

Im part 1 we discussed how to get Bassem up and running and introduced .

a few of its commande. Mow, we’ll examine the rest of Bassem’s
commands and sxplain how to use them.

MORE COMMANDS ,
WOR number D, number ... . »

Flaces the specified numberis) into the object file in low-byte,
hiqhwbyL@ format. Legal values for number range from O bto 65535, You
can specify multiple values with one WOR command by - mupa abing Lien

w1Lh CEAMMAS .

FLF number T, number J. ..

FLLF. writes the number (s) into the object. file in five-byte floating
point format (five bytes). Legal values fnv ruamber range from —-1E38 to
1E38. : » '

Bs with BYT and WOR, FLF follows the same %yntam rules. You can
specl fy multiple vnlupb bry &@pmrabtnq them with commas,

OFZ L0 ar 110, number ‘
OFZ divects the assembler on how to assemble the zero-page addressing

modes for those instruchions which support it. SBetting the first

parameter. to 1 tells Rassem to use ero-page addressing whenever




possible. (This is the way most assemblers handle zero-page
addressing. ) Betting it to O tells Bassem to use absolute addressing

Cmecler.

If for ewample you enter the command
SE0 0FZ 1:1LDA e

in youwr source file, the assembler generates. the values AS TE. ITf you
change the DFZ 1 command to OFZ O, it generates AD 06 00,

A you can see, the first example is in zevo-page mode, and the second
in absolute addressing mode; though the two examples do the same
thing: load the accumulator with the value in address $C6.

Yead must be careful because OFZ turns on oo off the zero-page mode in
all the following instructions that reguire parameters. There are
instructions like STYX that have Y—-indexed, zerco-page addressing mode,
but not Y-indexed, absolute addressing mode. If you try to assemble an
instruction like 8TX $61,Y with zeroc-page mode turned off, it will N
give you a BYNTAX ERROR.- The assembler takes the value $61 and since

rero-page mode is not available, the computer thinks that it is

absolute mode and then ewpects to find a colon () or an end-of-line
marker; not a Commas '

OF7 is a&lso useful if the timing in your program is critical. In the
above examples of Lia, the first requires three clock cycles, while
the second uses four., ” I : S '
FROGRAMMING AIDS o

Im addition to commands which affect how youwr programs assemble,

Rassem alsc has commands that aid program development. Although most

of these commands are intended to be used in immediate mode, some can
e included in youwr souwrce code. '

LAREL Tddnumberl labell stringllil, I tnumber? labeld string2d1I10LEY1

This cumamands displays the labels that have been already defined.
LABEL typed alone prints the message "LABEL FILE:" in reverse video,
and lists all the labels defined in the label memory area, followed by

their values in hew. Press the Ctrl key to slow the listing, the Shift

key to freeze it, or the Fun/SBtop key to halt it.

When you type a string in front of - LABEL, the computer searches for
labels whose names are equal to the one specified in the string. As an
added facility in searching label names, you can use the guestion mark
¢y, and the asterisk (%) as wildoards inside the string, Just like
whern you use them in DOS commands. Esample: '

LAREL "TPE#®"

HERE = $C000  RESET

SFOEZ




.

2 OLARELS DEFINED.

LABEL typed with & number or a pair of numbers separated by a comma
oy @ven a single comma-— works like the LIST command, but instead of
listing lines, it lists the labels whose values are in the range
betweern numberl and numberz. ' o

Evamples:

Y typei Your get s

LQBEL S © Labels  $3F (hex).

LGHEL %801yEND ’Labelﬁ 204% and the value of the label ENﬁn‘
LABEL $I000, » Labels from $C000 to $FFFF

LAREL -, 255 L.abel s uiﬁh»vaiueg from O to @855,

LABEL CLE, clears or erases bthe memory area defined by the SET

command, but dossn’t affect the sebttings. In fact, LAREL CLE only puts
a zero in the firet byte of the label memory. area (LMAY, and resets to
the beginming of LMA the vector that points to the following available

1}

byte for stoving laboelz. TF you Just used LABEL CLE, and want to view

Cthe old list, simply poke to the first byte of the LMA the ABCIT value
cof any legal label character if the first label was two or more

characters long. Foke the ASCTT value plus 128 if the first label
contained only one character. But be careful, this method of rescwing
an old label list doesn®t permitb yuu tu define new 1abels without

.rmally affecting the old labels.

FIND charl string char?

" This uummdﬁd lets you search through the text of youwr program (Souroe

caded for a given string. The computer lists all the lines where
string appears. :

The string parameter e the string you want to search for and the char
parameters are delimiting characters. You can use any charactér that's
ot found in youw search string as as your delimiter. If you use the
guate marks (") as the delimiter, the search string will will be used
as isy obthrwise the string will be tokenized before the search

begins. : :

T the computer lists a lobt of lines, ymu can stop. it by pvaé%ing the

CFun/8top key or slow it with Ctrll

Charl and char® can be any character but they both must be the same.
Mere are soms examples of valid search commands. :

FIND /FRINT/ CBearchs for the FRINT cﬁmmand

FIND "FRINT® Bearches for the word FRINT in a ﬁtfing




FIND TXYZ Searches for the variable XY

FIND @ @ Searches for a quotation mark.

AUTO Lincrementl ' ,
This eases the Job of typing programs by providing the line numbers
automatically. Typed alone, AUTO disables the auwtomatic line
numbering, but if you specify an increment (0-6553%, the numbering is
gnabled. When you add a line to a program and the numbering is
@nablmd, the computer prints for youw the next line number and places
i curnor ong space to the right. For evample, if you enter the
uummand AUTO 10 and then type '

100 Worldfs Greatest FProgram
Bassem will print 110 as the next line number.

If the rnew line number is equal to one of an existing line, the
computer prints an apostrophe () pricr to the line number. If this
Mappens, you can press FEetwn, and the old line is not affected; the
“numbering is stopped but not disabled. :

Anather way to stop the numbering without turning it off, is by
pressing FEeturn.on an empty new lineg, or by moving the cursor off the
line by pressing Shift-Return o the cuwrsor keys. Also, the numbering

is stopped if the new line number is higher than EATIY.

RENUM Tetarting 1ine,numbertyihcr@ment33

This command changes the line numbers of your programs. If you btype it

without parameters, it renumbers the program in-memory using its
gefault values of 10 for the starting line number and 10 for the

increment. If you only want to specify the increment, you must set the

astarting line number too.

For example, if you type BENUM 100,5, it will renumber the program s
that the first line is line 100 and each line after that is
incremented by 3. This instruction renumbers the whaole program, and
anly the line numbers. Numbers in front of GOTO, GOSUR and so on, are
not recalcul ated; you must change them manually.

DEL ¢(line number [~[line numbér]l)-
This command deletes a block of lines from souwrce code in memony. It
works like the LIST command. Here are some emamples“

DEL 100 Deletes line 100
DEL. 25230 Deletes lines 25 thruuqh 230, inclusive.
DEL. —8%5 Deletes all linaﬁ'frwm_the beginning of the program

through line 85

DEL 40— - Deletes all lines from 40 to the end =f the Py &ma




Be careful. If yo

w type DEL by itself, youw’ll erase all code in memory
and you can® VST A :

oeviy ik

oLp - .
Fescues a program erased by BABIC?s NEW command. It cannot rescue a
program erased with DEL. : '

HELF

Thig instruction lists the line where the last error oourred. If a
portion of the of the listed 1in is in reverse video, the error
ccoured just before the reversed section. If you madify the program,

HELF still lists the line, but the spot where the error was may not be

indicated properly. If in direct mode you get an error, HELF doesn?t
list any line. When runring a program and an ervor oocurs, there’s no
e o type HELF; the computer lists the line., HELF is used to list
the line again. ' : .

LFT [SET/CLRED . ‘
Sets or clears the formatted listing flag. LFT BET causes the LIST
commarnd to format the source lines as it displays them. LFT CLE

returns LIBT to normal mode of operations. When you use LFT BET the

listings are formatted in a single line in the form listed below.

IT the instruction is the first one on a souwrce line, then the line
rambzey is printed in the first column. ‘

It the instructicon is preceded by a label or & label is defined by~the

assignment operator, the label is printed starting in the sixth

ol LU .

The instruction itself or the assigrnment operator for a label
definition is printed beginning in the 13th column.

New BABSEM instructions and mnemonics are printed in the 20th column.

Comments are listed right after the line number if they are at the
start of the linej or if they are after a colon, they will be listed
on the 40th column, the start of the next line on the screen.

This format is used unless the column is not available. For example,
if in a line, there is a label containing 30 characters and a
instruction after it, the instruction will be listed like in & normal
listing.

This kind of format is wseful when vou w2 HELF because the ervor is
identified more easily. When the new list format is set, you can still
enter new lines to the program as you novrmally do, but never edit a
Ling in the new Tormat wunless it occoupies only one soreen line. Be
sure the listing is not formatted before editing.




fe an added bonus, you can use the apostrophe 03 to indicate a
comment. Youw-can still use EEM, but when using the new list formabt, &
comment defined by an apostrophe is more notable tham the ones in
FEM.

The keyword INFUT can be abbreviated by typing the gvclamation point
(!'y. This is like wsing the gquestion mark to mean FRINT in BQSIC3

DISK COMMANDS

BABEEM also adds seven commands Tuv use with your disk drive. IT you
de not specify a device number, the command will operate with the
default device number 8. Commands that require strings or filenames as
parameters accept up to 4l characters. '

DIBE astrindl,dev.]l default device numnber

DISKE sends a sbtring to the disk drive command channel and- dl‘pla/S Tl
drive status; or, sets the default device. Typed alone, it prints the
disk drive status on the screen. If you specify a sbtring, it is sent
to the drive, and the computer waits until the drive rvesponds with itse
sbtatus. ' ’

You can change the dcfmu]t dmv1«e by typing a number in the range
8-11.

DIR Cstringl,dev.1]

DIFE lists to the screen the cuwrvent di%h‘dif@ctmry Wi thouat di%tmrbimg
the program in memory. After the directory has been listed, the number

of files in the disk is printed in reverse vnd@n, Your can stop the

listing by pressing the Fun/Stop key.

Youl can specify which files DIR displays by including string
parameters. The string can contain a valid filename or Commodore
wildoards. ' :

WRITE filename [,dev.]

With this Jnﬁhrn:t:un Yo Can wrnbw youy object "«dm qen@rafed by the
assembler to disk. You have to add the extension ",F,W" to the
filename to prevent a disk evror. You can spedcify th@ dyive to write
to by including the drive number. For example, WRITE "CL.ML, P, W', 9
saves the object file CL.ML on th disk in drive 9, ,

For Bassem to writé the object code pfmp@rly,'ybu'muﬁt place the WRITE
command before the BAE and FPABS] commands. The following program
fragmaent shows the order lhat’ required.

10 WRITE "CODE,F,W"

20 BAS $C000




.30 PﬁSS,i,

yor  oocde

1000 FPASS 2

Before déing the write instruction, you may want to try to assembly

the code withouwb writing it ta memory or disk (using WRT 0. When ,
wrediting to disk, the FABS 2 instruction at the end of your source coscle
i required because 1t closes the file. Without it, youw’ll get a splat
file. - :

FUT (lime number T-Lline number11), filename [,device number] .
Baves portions of the source program to disk. The ling number
parameters are used to specify which lines of the code are saved. A11
the limne number opbions of BABIC s LIST command are available.

BFFIXN filenamel,dev.]

Appends & source file to the end of a source file in memory. AFFIX
wirks like LLOAD except that it doesn®t overwrite any file in m@mnryn
If memory is empty, the program. is LOADed normally.

\
DLIST filenamel,dev.] : .
Lists a file from disk withouwt disturbing the file in memory. DLIST
wor ks like BASIC? s 1LOAD command, but the file is only displaysd
cnscreen. The file in memory is not distuwbed. The type of listing you
get, depends on Llw Tist mode you are uurllnw with, normal oo

Cformatted.

MERGE fl}enamet,dwv 1

This command veacds a progeam from ﬂlal adds the lime to the program

in memory, and ther 1ists the line to Lhe screen in the mode in which

ol are using. I for example, both programs. have equal line numbers,
Cthe ltnwr from disk will replace the ones in memory.

ERREQR MEBBAGEDS :
To belp yow debug youwr programs,  Bassem adds several ervor and contraol
massages bo BABIC,

OUT OF LABEL MEMORY :
This error means that there’s no move voom in memory ] %tnre label
definitions. See the SET instruction above.

LAREL ALREADY EXISTS .
This error appears whenever you try to define a label with a name that
is equal to one already defined. Change, add, or delete one or more
characters to make it different. Also use FIND to search for the twin
label. ' '

LABEL: NOT FOUND




If P att@mph tn use Lhw value nf .an undaflned 1mbmly this ervor
mm%%aqp will appsar. : . .

 BHﬁNcH TOO LONG ,

In relative addresing mode, you can Jjump up to 127 bytes forward oo
128 bytes backward; if you exceed these limits, you’ll get this

@Y Ty . ' ' : : o

,DIPFIT MODE ONLY . L .
THis dpp@arc wh@n a dlYF!L micle ummmand i VP&thd inside a prugramu

CPZERQD VALUE IN wxxxx and FZERQ QDDFFSQ IN wwxnxx ~

These two control messages are warnings that indicate an instruction
had a zero value for. its arqument, Yol can turn of f these warnings
wnbh the OFZ .mmmand, - : '

NOTES AND PPGHPQMMIN& TIFS : :
Hassen uses several memory ]u-atlun& that youw muwt be  aware. uf, arnd co
not try to modify them until it's absolutely necesary. Here are the
locationsg and their uses. v ,

Locations: Uses ' .
FOOOZ 2D ' Identify a FABS 1 oo FASBS 2 during the

assenbly process.

FOOFE-$00FE (251-2%54)  Currvent PO address pointer, and pointer to the
next available hyte of the 1ohel memory are@a. o

%UMA?*%OQFF (E79-TET) Storage area for the current label name;
HOZE4-EOIIR CQEO“QE?}‘ Tempmfary buffer for preserving sevéral

three—-page pointers.

Gazette, October 1994




wtill confused about a few thing

Ea/128 VIEW: Survey Fesults
By Tom Netsel '
The results of the farette readership ﬁurvay that we published on the

July disk are in and tabulated. I7d like to thank all of you who sEnt
in your replies. While most came by mail, & good number arvived via

Buantuml-ink and the Internet.

Tabulating the arswers o owr guestions was the sasy part, but many of
vl also sent sugoestiong about the disk. It711 take us a little
lomger to vead thyough and absorb all of your comments, but you can be
aure bthat wetll read every one. Whatever changes we make in the dishk

will be directly rvrelated to the swvey. With your input, we hope that

ary changes will be viewed as improvements rabther than irksome
CcHanges.

Tt¥s drteresting to nobte that over the yesrs the number of 64 owners
whio have completed ouwr surveys has remained around 75 percent. This
yvear the number  die 794 percent, with 56 percent of you owning 128s. The
128 figure is up move than 10 percent over previouws years, but hang
art! Those Tiguwres add wup to way move than 100 percent. That’s bhecause
mary wf you own both computers. Breaking down the figures a bit more
reveals that 44 pevcent of you own only & &34, 26 percent own only a

128, bub 30 peroent of you own both computers. It seesms that 90
Cperoent of you who own 128s also use an 80-column monitor with your

sysatem.

Before Gazebtte switohed to ite present disk format, €1 percent of you
Fad at least used the companion Garette Disk, but 3% percent had not.

Towas curious about this because a number of people seemed Yo have no

idea how bo use bthe disk, despite my answering a number of guestions
by mail and im this column, T gathey & omall percentage of you are

o When you load a program®s
gocumarntation, & help/meny soreen appears. This soreen tells you how
to change the colors of the background and text and it also ewplains
Frow you can print the doecumentation with either the default settings
DY YLAE T . :

Fimally, if a program will not load and vun from the menuw, reboot your
conputer and try loading and running it as you would any Commodore
program. For the most part, dooumentation is on the front of the disk
ard the programs are on bthe back. Our progerams are not copy protected,
but keep a few things in mind. If a program has a feature in which it
writes data o the disk, youtll have to load the program and copy it
tooa ome of your own work dieks. Gazebtte Disks come without notohes in

Cthem. This oeans you cannot weite or save programs bo this ordiginal

b Ay ] e
TR

] g oyou purich yowe own notohes. Once you® ve seen what é
fr T nodoy we recommend that youw make & copy of iU oo youwr owr
work digk and put away the original disk for safe keeping.

About 78 percent of you do some programming in BASIO and half of this




rumber consider themselves intermediate, 41 percent beginners, and 11
percent advanced.. A smaller number of you (28 percent). program in

machine language, with 76 of those replying classifying them
beginners, 20 percent as intermediate, and 4 percent as advanced.

The 8-bit Commodore market has often been called "mature." Well, it
meems that those of ws you use those computers are also matuwre. The
average Gazebtte subscriber is 48 years old. There’s a 24 percent

w

chance that hefs male, and he’s subscribed to Gazette for about O
YEAY . '

While these are the averages, it?s interesting to note that more that
40 percent of you have subscribed to Gazette for more than 10 years
and our largest number of users (31 percent) are more than 65 years
old, ' .

The teenager blasting aliens with his 64 is no longer the average
Commodor g computer wser ! In fact, less than 1 percent of you are
teenages and ocnly 4 percent of you want more games in Garette. The
number requesting more utilities is 40 percent, and the number who
want a mix of both is 56 percent. ‘ '

For years our philosophy has been to select programs that will run on
the largest number of machines. If. a program requirved special '
equipment not owned by a majority of readers, we’ve tended to reject
it. Welve sometimes published programs of special interest but we’ve
Cbeen hesitant to spend resources and time developing programs that
couldn?t be used by the majority of our readers. In the past, only a
small number of you have owned EAM expansion units, for examaple, so
welve nobt featwred many programs that requive an RELUL

MNow, it seems that about half of you own an REU of some kind. It looks
like Gazette had better start publishing more programs that take
advantage of that extra memory. Programmers should take note.

When it comes to disk drives, the 1541 is still the most popular with
47 percent of you owning at least one. The 1371 comes in next with 31
percent, faollowed by the 1581 with 21 percent. .

Onoce again, Ifd like to tharmk the hundreds of you who returned your
suwrveys. Welll be looking at your comments and suggestions and wusing
this data to help us plot the couwrse of Garette Disk for the next YERY

Yy S50

Garette, Outober 1994

B




FEEDRACE

Muest ions and comments from our readers.

NEW FRINTER RLUESD b , .
I recently bought a S8tar Micronics NX-2450 printer and use it with a
Micrographiz inter face and my 128-D. T am having problems using the
formatting commands with SpeedScript 128+, Can you help? o

FEICHARD W. CONKLIN

BATH, NY. :

There are btwo by cf fol eatting comamnds uwsed with SpeedScript,
stage 1 and stage T commands. Stage 1 commands usually control
variables such as margins and page length. These commands are usually
a sirgle reversed letter followved by a number with no space between

“the command and the number. In most cases they are placed at the top

oof a document and are executed before printing starts.

Stage 2 commands are oftern wsed to center o whiderline text and are
usually embedded within a document. These commands are programmable
from within SpeeédBoript and you can define your own. To define a

printkey, press Ctrl-3, then the key you want to assign as the

printkey, then an @qual'gign (=1, and finally the ABLIT value to be
aubstituted for the printkey during printing. The entire upper case
al phabet is available for use as printheys. : :

For example, many printers use an ABCILD value of 18 ta print text in

reverse video and a value of 146 to turn of f reverse video. You could

define uppercase F a8 a printkey and assign it the value of 18 to turn
o reverse printing, and then define uppercase 0 as 146 to turn off
reverse printing.

SpeedScript was desigred to work with a large number of printers, but
it is impossible for ws to test it with all the printers and SR
inter faces that are now avallable. SpeedBoript doesn?t understand the
intent of the printkey, 1t Jjust sends oub that value. '

Many printers and interfaces reguirve different codes and settings for
different printing effects, and we Jjust don’t have the hardware '
available to find out what works and what dossn’t. Ferhaps if readers
have printers and inter faces. like yours, they will write in and share
what oodes and settings that they?ve found to work.

CHIFS, FLEASE

T oam looking for the 8383 80-column video chip wsed in the 128. I'm

also trying to find a 6560 video chip uﬁ@d‘in the VIC-20. I would
ppreciate any help you ocoulad gives ' : ~

AREON BURNELL.

DAYTON, OH

e

Give The Grapevime Group & call at (BOOY 2937445, Tt stocks many of




the ochips found in Commodor e computers. The address is 3 Chestnut
Street, Suffern, New York, New York 10201,

GFRITE COLLISTIONS : ~

I am writing & game that ha% to detect sprite-to-sprite and
sprite-to-soreen collisions. The program has to decide whether Lhw
sprite can pass through an object such as & olowd or wheth@r it?s
something solid like a wall..

JUSTIN HUSSEL

MEL.BOURNE BEACH, FIL.

Many Commodore reference books devote whole chapters to understanding
aprites, but here’s some information that might help. In games it's
necessary to find out when a sprite has ciollided with another sprite
cr some other screen data. There’s an easy way using FEEK and the AND
apevator to tell if a sprite has been in a collision.

Lewmation 33278 is a hardware location in the VIC-II chip. The eight
bits in this lacation, one for each sprite, are usuwally clear (0),
When two sprites overlap, a collision is said to ococur, and the bits
in location B3278 which corvespond to the colliding sprites are set to
1. The bits remain set even after the sprites move apart. To determine
if a particular sprite has been involved in a collision, peek location
S3E78 and examine the appropriate bit.

The general prmcedpre is to peek the 1mca£imn,.aﬁaign the value to a
variable, and then use the variable with the AND operator and sprite
numbers to check the individual bits. VYou might use a line of code
something like the following. - : :
PmPEEHtuu“78)=‘IF F AND N THEN sprite was in a collision

The value of N, the bit value, is‘determined from the table below.

Sprlta Number

O 1
3 -
@ 4
c) B
4 16
= e
3 6
7 15

e ot Tt

For example, the number . that correspond to sprites 2 and 2 are 4 and
8, respectively. ' '

100 P=FEEK (33278 _
110 IF P AND 4 THEN spite & has collided
120 IF F AND B8 THEN spite 3 has collided




- ———




Aotual program statements would ha'plac@ﬁ in the code-after sach THEN.

In the example below execution jumps to line 300 if spite © is
involved in a collision. Line 300 could be the start of a subroutine

that activates a collision segquence.

110 IF -F AND 33 THEN 300

hocation S53278 only veports sprite-to-sprite collisions, in which one
sprite has kit one or more obther sprites. To ocheck if a sprite has
overlapped. any soreen data, such as characters o bitmapped graphios,

wse the same technigque with location 33279,
Fe=FEEK (E3273): IF F AND N THEN sprite has hit screen data

T check if sprite & has hit & character—drawn barriegr, for example,
wse a line like the following.

F=PEEK (5327521 IF F AND &4 THEN 300

Fooo more information abou sprites, you might want to check a reference
such as. ALl Abouwt the Commodore G4, Volume Two" by Craig
Chamberlain. ‘

OuT OF MEMORY . v .
I was writing a fairly large program that used a lob of memory. When I
tried to run one version of it, it loaded fine, bult when I tried to
run it I ogobt oan OUT OF MEMORY error in the line where I had DIM
statements for my arrays. Why would this line trigger the error
message’ i : o ' :

ED GRIMSLEY

FEALETGEH, NG

When you create an array with a DIM statement, the computer sets aside
gome memory for exclusive use by the arrvay. When you get an QUT OF
MEMORY message on the line that corntains the DIM command, that means
that there isn't encugh memory remaining in the computer for the
arrvays that you want to create. ‘

One way to save memory when creating arrays dls to use integer arrays
instead of mnumeric arvays. Floating point arvaye need five bytes per
element, but integer arrays need only two bytes per element. The
statement DIMC100) would create an arvay of 101 floating point numbers
from O-100 that would take up. S05 bytes of memory. I you used "
DIMLCIONY instead, it would take up only about 202 bytes of memory.

If you have a guesticon o comment abouwb, or simply want to share some
informaticon with other Gazrette rveaders, write to Gazette Feedbacohk,

COMFUTE Publicaticons, 334 West Wendover Avenus, Suite 200, Gr eenshora,
Mor bl Carol ine 27408, '




i
D? IVERSIONS: Informaticon Dirt Foads, Bike Faths, and Hiking Trails

By Vrmd D’*”ﬁa i

We have all heard the hype about the information superhighway which
Wwill soon link people together arcund the globe. We hear about school®
children who are corvesponding with electronic pen pals in 8t.
Fetersburg, Fussia, and Ok draway Japan. Bubscribere to naticnal and -
zwbevnuLlunal computer services are supposed to be able to shop, play
games, visit libraries, and have live online chats with peaople all
ocver the world without ever leaving the comfort of fThedir homes.

Conmecting Wwith people and informaticon from arownd the world is alitsy
and thrilling, but it showldn®t distract us from the real benefits we
Can recelve by connecting with peopls vight in owe own community.

During the last year I have been involved with a local project Pnnwn
as Multi-Media Detectives. The mid-Michigan cable opsrator fur T
Cable, & Lansing-area bulletin bosrd for children, TON (The yh11Urmn’%
Metworlk), and my company, Malti-Media Classrooms, partnered with
teachers and fifth graders in three school districts. Our motto was
Think glaobal but 1ink local. We connected with national services such
aw America Online and Tuwrner Broadeoasting, but we bnrmurmqed the
children to be research gophers by looking for resowross

Their own backyard.

We were all swrprised by how rich that backyard tuwrned out to be.
Btudents and their families knew many exciting people. who 1jvmd Fight -

in oy small community. They browght these people into our tlﬂ%"rmmmﬁ
and shared them electronically over the cable and computer network we
had patched together. And they uncovered many artifacts am well-—-old
photos, Tivil War sowvenirs, family treasuwress, and so on--which they
Breoaght oo sohool and st acvoss our 1ittle network.

HOLDING & TALE SHOW WITH JIM CASH , .
Linking students in the olassvoom Wwith famous personalities in theidr
Rometown was the most iting way for us to use the cable TV and

computer network Orie our teachers knew the soreenwriter Jim Cash.
Mr. Cash hasg written screenplaye for sizc movies, inclading "Tnp Gty

"Dick Trauy,' "Legal Fagles," and "Sister Act." His home was only a
faaw blocks from one of the schools on ouwr network, and he was able to
visit o cla%armamm El&u romically via his computer and mocem.

|
Beveral timess during. the year bthe %tudﬁnb" sohedul ed 11vw Pﬁmputar
chat sessions with Mr. Cash. They called these chats "tallk shows.”
Firset Mr. Cash would talk online about his career and givé tips to
kids about writing, and then students would ask him gquestions which
they had written before g oonto the network. The btechnology
permitted all five olas e Tifth-grade ol assrooms and one
hivd-grade classroom) in the three disbtricts to pmrL1|1paL@

simul taneously in the tallk show,




Mr. Cash, whoo is incredibly busy, would never have had the time to

vigit each school in person, but in order to "appear” on the talk
shows all he had to do was press a button. He never even had to leave

his study. He could work on a new movie right up to the time of the
talk show, dial the kids, field their guestions, ard then immediately

i3

click 2 hubtbton and return to his lateéest movie project.

THE EENEST GREEN STORY

Farhaps our bigoest electronic catoch of the year was Ernest Green. Mr.
Green wasg one of the African-American students who became nationally
famouws when they integrated an all-white high school in Little Fook,

Arkansas, in 1987. Mr. Green went on to become an advisor bto several
.8, presidents. He represented the U.8. at the inauguration of South

African president Nelson Mandela, and he recently cotaught a civil
righte lesson in & Washingbon, DI, classroom with President Clinton.

s

Mro Green came to our state this spring. as a speaker at Michigan State

University®s spring commencement ceremony. One of the partners in our
Multi~Media Detectives project knew a friend of Mr. Green’s on the
Michigan State faculty. After he heard about Sy prodject, Mr. Green

agreed to come to the local TCI public-access studic to hold a Bwoeway
televised talk show with a?] the classrooms in our project.

The adults were excited about having Mr. Green talk with the kids in
their classvooms becauwse they had been alive during the historic
events in Little Rock in the 19%90s. The amazing thing was thalt the
kide were excited, too. Bubt why? It wasn’t as if they were going to
speak with a current media star like Michael Jordan or Shagquille

7 Nexal . ' :

The students were excited because they had s@Er a Diographical movie

apout Mr. Green titled "The Ernest Green Story.” The movie appeared on
the Disney Channel early in the year. And TOI Cable sent out apies of
the movie to each of the classrooms a couple of weeks before Mr. Green
vigited the local studic.

The part of Ernest Green in the movie was played by a talented
Afvican-American actor who had starred in the recent movie "Royx N
the Mood.” The Ernest Green Story was dramabic, tense, and realistic.
Tt made history come to life for students who were born 20 years after
the original events in Little Rock. The students identified wlth Lhie
plight of Mr. Green in the movie and his African—American - frie :
After watching the movie, they felt Mr. Green and his friends had Ly e
brue heroes in standing up to an entive community Just to receive
their basic rights. ' i

They ceuldn?t believe that they were going to meet THE REAL ERNEST
EREEN! L .

The biggest EQVpriaa to the students during the talk show with Mr.

Girmen wan Mow old he was! The historical svents in the movie had
seemed en real to them that the students regarded them as curvent

gvents. Mr. Green had to patiently esplain to the fifth graders that




- . R : ‘ : ) z
the incident at his high school had occocurred 37 years ago! E

YOUR LOCAL IS5 EVERYONE ELSE'S GLOEAL
Ome of our biggest insights in this project was that what was looal
for we and might be boving and normal was global--faraway, exobic, and
agxciting--for kids in other.cities, countries, and other schools.

Jrmal o things that kids grew up wlth their whole lives, which onoce were
invisible bheoause they were lose, all of a sudden came iﬁtm foous
wharn students real ized these same things would be hot items foy
students in distant schools il remote communities. "

i

These same Poe-lum Dooal oaless becamse more cool when WET G
broadoast over cable TV or 1xam mitted via the computer bulletin board
oo other olassrooms in owr project. For Emamﬁlw a parent mfgmhe o f
the students was an avid Tivil War bdff and @wnmntdr, H@,aaT@ 1=
clases one day dressed in hig Civil War wndform and carvying his
marching and fighting gesr. The students in the fifth-grade olasseoom
shared him with all the classroomg on the network by pnthlﬁm a vigdeo
camara at him while he demonstvated all his neat stuff. He wav a star!
Students and teachers the other olassrooms wabched in fﬂnllhatlﬂﬁ
for almost btwoe houwrs as he showed how a real Divil War soldier
actually lived, fought, and survived on the battlefiesld. '

E :

Tt was i mcentive to students that they couwld ask the soldier
rereonal questions over the two-way TV link. For oall of us whon wier e
there that day it was like talking with a real, live, breathing Civil
War soldier. It felt as if we had boarded a anw mq‘hxn@ nmd?”1ppcd
130 years into the past, right into the middle of the Civil War. The
soldier always sbayed in character, and pretby soon we all accepted
Cthat he was real and somehow we were able to talk to him Live!

i

[ S W i

ONE-WAY TV TS BORING ;-
O of the most dmporbant le we learned in owr project was how
much childrern Tiked to inter with, TV, orce given the chance. As
athults, we hold the sterectype that children "zone out” and become
couch potatoss when the TV comes on. Actually this is not the case.
Unless & TV program was extracrdinarily interesting fas in thm case of
"The Ernest Green Story”) students in the olassrooms. in our pru; vy
gquickly lost interest in the TV and began talking, teasing their
melghbors, and lTooking for edcuses to leave thelr chairs ahdiwalk
around their voom. BEven live, two-way TV was disappointing whan the
whudent groups were too large. [T the students weren’t given an ,
opportunity to talk dirvectly with their friends in other ula%wvunm% il
with the experts on TV they showed their boredom after only a few
minwbtes dnto ar event. '

Wl

of the sus o foowr Think global but link local philosophy
when Tuwrner Adventuors Learning held an m]mmtvwmia Fiegld trip to
@ Battle of Gettysburg. The field trip was well done and featured
lLive national television coverage tin ula%bfnum% broadoast from the
historic Gettysburg battlefield in central FPennsylvania. The progeam
faatured child actors who portraved historical mh&:uuh@?ﬁ from the
original battle. It also allowed students across the U. 8. to ashk




guestiong of the TNM NewsRoom commentabtore onsoreen via phicaie,  faw,
argd America Onlirs.

For our students, however, this wasn®t enough! They were used bto baing
abhle to turn on their televisions and interact with students in other
classrooms or famous people like soldiers and civil vights piloneers.
They were wsed to tuwrning on their computers and holding lively "talk
shows" with famous screenwriters like Jim Cash. On the national field
trip owr students submitted dozens of gquestions via modem and not oa
single cne was answered. On the other hand, when they participated in
cthe local TV and modem talk shows every one mf theilry guestions was
immediately answered, and each student was featured on camera or
identified by name. On the national network they were anonymows, butb
in their local project the spobtlight shone Just on each of them
alone! '

WOULD THE REAL DRE. FE FLFhmE STAND UF?

Ae part of owr project, students freguently asked their parents to
help them scout out Jocal experts who would participate in our
project. The expert could visit the classroons via modem like Jim Cas
o wvisit the classrooms via bwo-way cable TV like Evnest Green. They
cold even visit via speakerphone or live like Dr. Roger Fosentretor,
a Civil War higtorian, did one morning midway through the project.

That®s just what Dr. Rosentretor (Dr. ) did during the three days of
the Gettyshuwrg electronic field trip. He came to owr olassrooms sach
day after the field trip was broadoast over our classroom TV, and he
Ttold the kide color ful stories that made the incidents shown on TV
seemn more personal and understandable to ouwr Fifth graders.

e of our proudest-—-—and funniest--experiences of the entire year
mcurred during & classroom vislt by Dr. K. :

The students were online chatting with cther students from all over

Amer Loa in the "Studio Room” of Turner Adventure Learning. The subject

was the 1v31 War and the importance of the Battle of Gettysburg. Bub
the oo Cion owas going nowhere, and the students were clowning
ar o and driving the official Turner chat moderators orazy.

That®s when Dr. B sat down at the computer in Mre. Laflkas? fifth-grade
classroom and logged on. He introduced himsel £ oas s historian, a
specialist on the Battle of Gettysburg, and editor of the "Michigan
History ?@Vlew" the largest state history rveview in the .9,

The Turner moderators were delighted o see him. "We're so glad youfre
online, Dr. E'" they wrote. "We would like you to officially lead owur
cliscussion on the Battle of Getbtysburg.” - '

Dr. R complied, and the discussion fnu! off. ALL the students and
teachers in classrooms acrose the country immediately began feeding
Him their personal questions about the Civil War. Dr. B's krnowledoe
proved to be encyclopedic and extracrdinarily funny. : T
Me' had a witty or poignart story to kw}l a‘.gt almost every incident,




gvent, or personality in gquestion. His answers to the students?
guest lbong were brief, factual, and intriguwing. The Turner people wrote
Fim while he was online and credited him with saving the discussion!

Ther, suddenly, Mrs. Laflkas pulled Dr. R away from the computer. He
Fad to begin mesting privately with the student "detective" teams to
help thaem with their ressarch projects. The teams and Dr. B moved
across bthe hall to . an empty olassvoom, lesaving the rést of the olass
tos continue the electronic chat online.

That?s whern one of the fifth graders still in the room noticed that
the other students around the country participating in the America
Inline chat were still flooding Dre. B with questions. "Hey!" said one
of Mre., Lafkas? students. "They still think Dr. B is online."

Withouwt consulbting their teacher, Mrs. Lafkas® students grouped around
the computer and read the incoming gquestions &l oud.

"Did General Fictalli oh along, with his men on the thivd day of thes
Gebttysburg Battle during the famous Fiockett®s Tharge?™”

"Henw many people were killed during the Battle of Gettysburg?"
"Were tThere any wWomen kill@d?”

ﬁw@rw Blacks or mnative Americans killed?"

"Dic any children fight at the Battle of Getbtysburg™!

Or and ony, the guestions kept coming.

Mre. Lafkas? students formed ad bhoo teams and began resesrching the
uwestions as they came in.  They grabbed their Divil War research
bowks. They discussed the videos they had watched in class. They
gquizeed Mrs., Laflkas., They even ran across bhe hall and stuck their
head in the room and fed & couple of guesticons to Dr. B oand then
dashed back to the classroom and breathlessly dictated his answers to
a classmate who was at the computer kevbosard.

Mre. Laflkas® students typed their answers as quickly as they could
into the computer and fed them via Amevica Onlime ocubt into the
mational chat session.

"Tharik you, De. DT s students around the country rveplied. "You
sure-krow & lot, Dre R'" they wrobte. '

Ared Mre. Laflkas® students glowed!

Orce Mre. Laflkas discoversd that her students were "subbing” for Dr.
R, she decided that it would be a good time to conclude the online
chat. Bhe was very proud of her students and showered them with praise
for their researoh. : '




Her one area of concern was that'ﬁha teachers in classrooms around _
America might be wondering why the knowledgeable and erudite Dr. R had
suddenly begun spelling like a fifth grader!

~

CGarette, Ootober 1994
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BEGINNER BASTIC: LuHV@"%1HH”

By Larrvy Cobbon

firmish our units conversion program that we started last month.
e that well learn a 1itt1@ moo g about constants and variables.

Ircidentally, I*m probably a 111%]@ more particular about
distinguishing hetween constants and variables than most punple. The
covrect word for lebtters which represent numbers and other letters is
probably "variable,” but I like to reserve that word for something
that varies whils & program is running oy that gets a different value
from the user each time & program ds run. For o instance, if "8" is the
letter which will repraﬁvrt a number of units to convert, such as <,
ther it's a variable. ' '

@ things which don®t change value are what T call constants. In
program, bthe mumsric Constants are those numbers which convert
it b another. For o dinstance, since there are always 25.49 mm in
o dinch, 23,4 de & conversion constant. The atring constants are the

abbreviations for units, such as MM (millimeters) and IN (inches).

Where were wel ﬂh yvis, gebting ready bo convert mebric wnits to
Erglish., But fivet, let me vepesat lines 220280 from last month’s
porosge amy  wWhiioh gather and check for valid user input .and control
progyam Tlow. Argd ple add anocther [UFRT Gursor up) to lines 230 and
0y this ensures that the cwsor Wwill stay on the input line when an
cub o f-range menu dtem is entered. Here are those lines again.

TNFUT" CDOWNTWHICH NUMBER" ;N

IFN ITHENPRINT LURFICURIIUPIY s GOTOZZO
.ATHFN'FTN*"EUP3EUF]FUF1"" GEOTOZZ0
.}1mTHENJﬁC

parallel lmn@ﬂ EEOD-ZE0 Cforr menu

2H0-310 Cfor menu itemns
; merrt g

tbum» lalﬁ), wWwhich were oover

. ",rriNT”FQONNTHQN MﬁNYf“pxﬁ”MﬁinX);
BOG INPUTE: A=Ged /0 ON-X0
10 PRINTsFRI NTD“N%ﬁNmE)”{%ﬁQZm"Q; Es ON-X0 s END

THere's where things get a tad tricky. In those threée lines we
caloulate an index to all three arvays. This is a very important and
Wseful concept dn BABID programming. Often, avrvayes are accessed
indivectly--from calowlations rather than from exact rumbers.

sall that din lime B0 we read 168 thres-ites groups of data. The firsht
sm droeash group dsos ceoromstant, 0 ). Thus, CO1) is '
SOOORES, and CO1EY is 16 For the 16 English-to-metric

canvmr&lunﬁ; they?re used without change.

Bt for mebvic-bo-BEnglish conversions (N o= 17 bheough 33, the




inverses of the consbants are used.

an inverse of & number is that number divided into 1. The inve
is 1/2 or 0.5; the inverse of 25.4 is exactly 0.03937. (Actually,
computer will introduce & slight error, but that relates to how it
mverts decimal numbers. bo o bhinary, doss its caloulations, and bhen
converts them back from hinary to decimal so we can read them. Rub
it's oclose enough.)

SRR

By using inverses, we can neatly generate the 1€ other constants that
we need to handle metrvic-to-English conversions. :

Thus, when menut namber N s either 4 or 20, C04), which is 25.4, is
the basic conversion factor. We Jjust have to subtract 16 from any
input greater than 16 and use inverses to take care of those
Conversiong.

T lime 40 we defined the constant X as 16. Lines EH0-310 subtract. 16
from N to index the arvays.

Arn example: The user wants to convert twe millimeters to inches. N
wWwould be 20 from line 220, Since it's greater than 16, line 250 sends .
control to ling 290, The computer then performs five operabtions: '
1. Moves the cwsesor down one 1ine

2. Prints "HOW MANY "

3. SBubtracts N-X bto geb 4 ‘

d, Looks up the value of ME4) and finds MM

S. Frints MM on the screen . o ' S

AL this h@int, the computer soreesn reads the fallwwing,
HOW MANY MMT

Ling 300 waits for the user to input 0. He or she enters "2 and
presses Fetuwrn. Control continues along line 300 to caloulate the
answer . The computer then per forms these next caloulations: :

1. Dalocuwlates N-X again to get 4

e Finds the value of C04) to he 20,4

3. Divides 1 by 285.4 to get approximately 0.03937

4. Multiplies 2 (the value of ) by 0.03937 to get 0.07874

Thus, the valus of A (the answer) is 0.07874. Line 310:

Frimts & blank line

Frintes 8 as "3V

Subtracts N-X again

Frints "MM" again.

Frints an equal sign

Frints the value of A as 0,07874
Calouwlates N-X again

Frints the "valua" of E$C4)--"TN"

E3 IR I AL I BRI 5 I R

rEadd



J. Ends the program
The computer GO REN oW diﬁplay% the following line.
FOMM o= 0,07874 IN

Try & few conversions. An easy way to test the program for accwacy is.
Lo convert from one unit to the other and back again with the same

Comeasurement .

In other words, vun the program and pick option 4 for inches to
millimeters. At the prompt, type in "1" and press Return. The
gruivalent number of millimeters will be displayed as 25.4, and the
program Wwill end.

Now run the program again and select opbion 20, which converts
millimeters to inches. AL the proopt, enter "25.4," and the answer 1

CCinch) showld appear. If it doesn®t, go back and ch@ck'ymuv typing

carefully, especially the DATA statements.
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MACHINE LANGUAGE: Sfringﬁ and Structures

By Jim Butterfield

Strings are not hard to handle cnce you get uwsdd to them. "Canned"
messages can be defined in your program; input string data can be
browght into a buffer area. To reference a string, all you need is two
items of information: where in memory the string is located and how
lomg it is. '

A Tstructure” dis a collection of data of various sorbts; grouped
together. Structures are popular in many high-level larnguages. BABIO
doesn’t use structures. In machine language, we could use structures
or we could use obher ways of organizing data. This time, we®ll use
them to get a feel of how Shey el

DEFINING STRINGS _

e not hard to didentify where a string starts, so Jjust make nobte of
its address. The lengbh of the string is usually defined in one of bwo
wayss  esxplicit lengbth information or a special terminating

character.

If you know that all the strings you are interested inm will be shorter
than 256 characters, you could define each length as a single byte of
data. These shorter strings are easier to handle since indexing will
reach across the entirve string.

If your string lengths may exceed this limit, you'll need to define
the length with a two-byte word; alternatively, you could supply the
string’s ending address. ' o

Special terminating charvacters are quite popular. The O language, for
example, puts a binary O at the end of strings. We can do that, too,
or we might find it convernient to use some other character such as a
Feturn. The disadvantage of this method is that ouwr terminating

character can't be. used in the middle of a string. If you are dealing
cwith simple text, you can be confident that strings will never contain

such & thing as, say, binary 0. But strings can be used for data other
thar test.

Our sample program, Months, will use & mixture of these methods bo
(&) ¢ v y
define the lengths of various strings.

STRUCTURES . . . ,
THfs often convenient to group various types. of data as a unit, or
structure. A BASID array, for example, consists of the same kind of
data throughout, sither all strings or all numbers. Bubt a struclhure
can bhe a collection of various kinds of data. '

If you look at code in higher level languages, you might find a

sbtructure suwch as this.
i




[t

rame char D107
abibrev char[371;
rumday intg

This might signal you to set aside ten bybtes to hold the name of this
urmit, then three bytes to hold an abbreviation, and, finally, set 7
aside enough space for an integer value. The numbeér of bytes neeseded to
hold an integer might vary from one machine to another. -

OUR FROGREAM , :

Cur simple program Will use a structure similar to that described
above., Tt will ask the user for the name of a month and then report
Mo many days are in that month. : :

The name of a mornbh may be wp o nine ocharacters in length. We'll use
a binary O to terminate the name, giving a total possible size of ten
brvbes Tor this field. ' : : '

The abbreviabtion holds the first three characters of the month name in
uppercase. That will make it wasier for the program to check what is
typed in. The user’s input will be converted to uppercase, and only
the first three characters will be checked. We don®t need a '
terminating O bylte, z=ince this string length is fixed at three .
characters.

The nunber of days in each month will obviously be less than 28535, so0 a

‘wingle byte will hold this value. The total length of this structure

ig d4 10 4+ 3 4+ 1) bybes.

The length of sach field is fixed, so a short month name such as March

must be padded out with binary zeros to fill the available space. The

axact method may depend omn the assenbler you use. Foor example, heve’s

The structure Tor Maroh weitbten in PALSBUDDY format. ‘
casoc "Maroh!

Jayte 0,0,0,0,0

L Lanc "R

~3

iybe $31

Other aaa&mblér& might accept & simpler definition such as the
foal Lo inrigs '

Lbyte "March",0,0,0,0,0, "MAR"
Jbyte 31

Note, by the way, that the number of days is held in BLD, not Dinary.
Mex 31 would have a binary valug of 49, and we obviously mean March to




have 31 days. The BCD format will mabke 10 specieyw Feor us to outpub the
VEL L S ‘ ‘

FROGREAM COMMENTS . .
The program’s scurce listings are available on this diskn-l’llfma&e e
few notes on the coding here. o C

"The prompt message 1is defined with a binary O at the end. So, vather.

than counting characters, ow program will print until it sees this
wrd signal. :

120 lod=w #0O .

130 prip lda prompb, s

140 beqg inpt 3 oout owe go!
180 dsy Bffd2 s oelse print it
160 inx

170 bne prilp

The program calls the Fermal®s INPUT voutine at $FFCF, rather than

wsing. the more usual GET at $FFE4. This gives the user more freedom to
type, but the program is suspended until the Retuwrn key is pressed. Wes
take only the first three characters of what the user has typed. :

190 ldy #0 L
BO0 inlp sty ysave EFFOF might hit ¥
210 sy $ffof :

EEQ ldy yvsave

Tf we =88 a FReturn before three characters have been received, we
ot have a valid data entry.

230 omp #E0d .

CEAD beg exit 3 less than 3 saves
IEO sta inbuff,y

CREO . dny S

270 opy #3

280 hoo inlp

Sending a Feturn to the ocutput cancels the rest of the keyboard input
lLine. It also, of cowrse, starts a fresh line on the soreen.

200 scan lda #$0d

310 sy Sffodd

Since welre going bto hop from etructurse to structure Cmomth boo o montho,
Cas we check the input, we mast put the address of the structure into
arn indirect address. :

2800 lda #4table
T340 sta $1d
BE0 lda #xtable
3E0 sta $fe




Our plan is th ek tha uﬁar’§_input against the abbreviation field‘
af the structwe. That's at position 10, so we put that value into the
Y ragister. : ' '

280 sonlp ldy #1090

.

T allow Yo the valus of Y starting at 10, we of fset the input buffer
downward by the same amount. After we load the character, we convert

it to uppercase with an OF command.

S0 wochy lda dnbuff-10,y

400 ara #%80 ; change to uppercase : .

Bince Y started at 10 and we want to compare three characters, we know
that we are complebe when Y reaches 13, : ' ’

A0 opy #1300 5 test 2 osaves matohed

I we didn?t find & match on the last structure, w@'mu%t'mwvm along to
the next one. We do that by bumping the indirect address by the number
of bytes in each structure, 14,

CAB0 ole

490 lda $fd

SO0 ado #1140 i osize of structure
10 sta $fd '

GED - boo ning

S0 inc $fe

G0 ming .

Whigr we do find a matoh, we print the full name of the month; that's
at positicon O in the stbructurs. Bince the length of this rname is not
fimed, look for that binary O at the end,

SS90 ldy #0003 position in structures
GO0 mlp Yda (Efdd,y

G100 beqg hprn i binary zero - exit!
20 gmvy $ffdR

iy

Brme mlp

cThe program counts oub the number of characters in each of the fixed

strings. The value printed betwegen the tws is taken from the
structure, This time, we look &b position 13 for the Tield we want.

730 ldy #13 ;o position in structure
740 lda ($fcdd,y

The two digits of the BUD number are split apart and printed in the.
usual way. Then the whole progream repeabts, asking for another month to
e mamed. : :

A dnval id name causes the program to exit. That includes no




.

name—--which is what youw get by Just pressing Eeturn.

| BUMMARY

We?ve handled Several different kinds of strings and played a little

with a simple stricture. You may find this useful in under»tand ng how

UM ER hluhwrwlﬁvml 1Hﬁﬂﬁﬂﬂwm W about handling data,

This gy am dnean’t care if the uer type in'"aprily" "AFEIL, "
"afFril, " "Apr," or, for that matter, "Apron.” It’s good to aim for
this lxnd af wser friendl iness in ynuv prnmrambu

Incmdentally,’ﬁmnthsy which is on the flip side of this disk runs on
virtually any Commodore 8-bit computer, comes in fwo pleueﬁu Monthe is
the RASIC boot program that brings in the machine language module,
called MONTHS.ML. If you haven®t seen this type of boot program
before, it's worth taking & look at how it is constructed.
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This month we're going to look into the logical asper
i

WHQEEAMMEE’S FAGE: Logical Ramblings

By David Fankhurst

Te 1ai=1l wvalid? Y@y if oyouwre dealing with Boolesan Algebra. Althouwgh
yid o may not have haard wf ity youwve seen it in actiony every IF o
stabtement is comprised of Boolean statements, called propositions. The
plus sign was the original symbol foor O, making 1+1=1 sguivalent bto
boday®s 10RI1=1, ' '

Boolean logic gets its name from George Boole, a British mathematician
wf the nineteenth century. Me envisioned an algebra of logical
statements or propositions. A proposdtion is as simple as AMR, or as
comples as ARREDI=X-3, The key iz that each proposition has orfe of bwo
values: true or false, yes o no, or (in the case of computers) zero
and  PorE e oo :

¥

@ct oif things and
sae what we car dooon the Comoodore with George's discovery. '
LIS TNG PPO!FﬁNs M MATH :
Commminisclon @ BASIL uses several operators in evaluating logical or
Boodean expréessions. We use >, <, and = to create propositions, and
AND, OF, and NOT to combine the individual statements into one.
Although these propositions are used mainly with IF statements, they
var e u”ed in ang math swpression, since they have a value. In

o i 2T, dtbts 0 for oan untrue stabtement and -1 for a trus.
dtdLuantu For emmmpla X=A0E would assign ~1 to X if the value of A

were greater than B and O chETWi%@u _ '

A opractical ”nmmpla ot Pow owe o an mjlaw these values for our benefit
carn be found in the follawing.

Y53 (0 B )

gve the statement (ATRY is evaluated, with two possible owtocomes: ~1
Chyue) or 0 Yo The result is multiplied by -8, giving 0 tfalsel
cr W Chrued. @ any number instead of 5, and you change the true
value placed in X. What if you want to change the false value from O7F
Make the expression btws tevrms, one for esach possibility, like in the
following.

X Ein (A0 BT -G (A

Mere the btwo expressions ATR and A5 are gxact opposites, meaning
mmly e e brus abt & bime. ‘Nobte that the opposite of AR is AR,
rioet ; ' ' : '

Sirce a Talse expyr foris O and multiplying it by - any abher numb ey
gives O, only one of the two sxpressions is -1 Chrue) ab & time.
Fesult: X is assigned T 1if A and 9 othervise.




MANY THINGS ARE TRUE , -

Strictly speaking, IF recognizes only two possibilities: false, which
ig 0, and true, which is nonzero. As far as IF is concerned, all
ponzeros restilts are considered true. This simplifies a statement like
IFACFOTHEN to IFATHEN, saving time and space. :

SIMPLIFIED BRAMCHING :

Friowing that any logical esupression has only one of two values )
provides a way bto do special brarmching. Adding & to a proposition
gives o for false, and 1 for true. This is especially useful with the
ON/GEOTO command, giving you & simple kind of IF/THEN/ELSE statement.

100 ON CACEI+Z GOTD 110y FRINT"HERE" s END
110 PRINTYTHERE"™: END '

There’s only one branch an this ON/GOTO for a veason. IT AR is brue,
then (ACEIFE eguales 1, meaning the GOTO 110 command is execubed. Bob
the convenient thing about BAEIC's ON/GOTO tand ON/EOSUEY is thab, if
Cany oub-of-range numbers are found, processing continues with the novt
statement, not the next line. The result is that a false condition
fresulting in a value of 2) causes the ON/GOTO too continde with the
rest of line 100, the FRINT command. Just remember that a false
statement stays on the same line and a true one branches. -

Arother method of simplifying branching ooours when using the AND
operator. A statement such as IFAXEIANDOCZIDITHEN is slower than it
need be. When the program execubtes, both of the espressions AR and
C4D have to be evaluated. Time is saved by breabking bthem Into btwo
mested IF statements. : :

IFﬁﬁ}B)THENIF(EiD)THEN

First AR is checked., If it fails, the second IF (with C4D. in it) need
never be checked, which saves time. For even guicker running, place
the espression that is least often true first. The fewer number of
times that the firet IF is brue, then the less often the second IF is
cheokad., : ' : B '

S EXCLUSIVE, OF I :

When T say I'm going to the bank or the post office, people naturally
expect me to go to one or the obther, bubt not both. In English, the
word Yo" ods an saclusive form, but in Boolean algebra, OR is
inclusive; one statement, OR the other, OF bobth, may be true. This
bears keeping in mind when you're writing IF statements.

The exclusive form of OR, called exclusive OR, (abbreviated XOR or
EQOR) works the Way we're most familiar with. The result is true only
if one or the other proposition, but not both, is true. If you have
propositions A and B (each being a true/false swpression), Exclusive
OF them with the following. : ' '

A XOF E=(NOTCA AND BIDANDCA OR B)




YOU AN DOUNT ON IT , .

Whern you do courting, wusually you need two statements, one to count
and anocther to test for overflow or btobal. Typically, you have to

wr ite code something like the following line. E

X=X+d o IF X EMAX THEN X =0
Arcther way to implement it is like this.

Xm( (X+1) AND 30

his statement will oycle from O to 2 and vepwesl, without over flow.
is oonly works with specific values, namely the powers of 2 minus 13
-1y 8-1, 1€-1, 3Z-1, and so one. If that's what you need, it :
ritainly is faster-——and neater, boo. '

A FEW SONCLUDING BITSG

Wefve fooused on the Boolean or logical uses of the AND, OR, and NOT
opsrators, but they have ancther use, as anyone who has set up a
sorean display or programmed the Commodore SID chip has found. In
these cases you are concerned with sebtting and resetting individual
hite of & variable or & memory location. For anything more than the
simplest programming, you’re going to have to twiddle bits, so here's
a listing of how to perform the four basic acticons invalving . o
individual bits. :

le Bet a Bit: X=(ZIBOYORX
wa Dlear a Bit: H=ONOTZTE DANDY
B Gedt a Bit¥s Value: YOI TRIANDY

Feverse & RBit: X=002TRIORXANDNOT 02 1H)ANDXD

S
H

In these equations X is the byte valueg, and B is the bit pogition: O
for the lowest bit position and 14 for the highest (anything higher
than 14 will give you an TLLEGAL QUANTITY ervord. ALL other bits,
except the one designated by B, remain untouwched. Normally yow would
raplace the 1B caloulation with a lookup table to speed things up.
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But the Commodore market? I think not. After all, there are alway

GEDSu Wheo Are You lmlllnu Matuwr e

v

By Steve Vander fMArk

What s new? Years ago, there used to be a column with a name somebhing

Tike that in every one of the Dommodore magazines on the newsstand.

Mowadays there doesn’t seem to be very much new to vamrtn The veason,

were told, is that this is a matuwre markebt, which mear- Lt

Commodore users bave alveady spent all the money they’re likely to

gpernd on Commodore products. In a mature market there are no prudut
released; there is nothing new.

Newe I%¢ call the Atari videogame market a mature market, at least by
that definition, or maybe the market for the Timex Binclaly computbtey.

P
products coming out for the Dommodore and especially for GEOS. Don? b
helieve me? Fead on. ' :

Mare are a few goodies available from Farsec CFL0. Bow 111, Salem,
Massachusetts 01370-0111. These programs were originally included on
some of the Twin Cities 128-64 Magazine disks. They have now been
released on a single disk called Farsec’s Tools #01, available for
19,95 mlue 34,25 shipping and handling (prices somewhat higher for
forsign ocrders). These programs are not shareware, so don’t expe

af the disk, however.,

geonFager
By Fob Enop, Jr.

Yat another minor inconvenience of the GEDS system has beén congueraed
by a rescurceful GEOS programmer. Rob has made it possible to
hatoh-print a whole bunch of gecoFaint documents without any further
input from you. THis leaves you free to go of f oand do something else
while gecFager and your printer grind away unattended. Until now, if
you wanted several copies of a geoPaint file or had several geoPain
files to primt,. you had to fesd them into the printer one file at a
time. GeoFager saves a lob of time spent babysitting your printer by

Cletting you ocreate a list of the doocuments you want printed and then

taking aver the work for you.

i oalled

There are actually two versions nr u@uPuQWx" The vers
geosFager 1328 is BO columns anly, while ge
the &4 or the 128, but only in 40 columns

A impressive list of features ls the same Tor eA!“" - d
program. The main screen includes the uptnnn af previewing any
gexFaint page before you add it to the list to be printed. uenrnua

Will print pages from move than one drive during the same print Job.

The print control dialog box lets you print more than one copy of each

pags. You can also tell the program to print the 1ist move than once

. ¥
which means that you could prict more than one set of several pages.

ot
find theém on your local bull@twn board. They are well worth the price

ager &4 ds usmable on eilbher
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Labtas say you hatd crested a three-page newsletbsr and you wanted twoe

copies printed. You could tell geoPager first to print the three pages
in order and then go back and print them again in order. You'd come '
back to find two sebts of three pages waitiﬁm for you. Any kind of
printing task you can imagine, gecPager can probably do for you.

Farsen "JTGH imcludes three geoFaint dmaum@ﬁtmy twa of which
are edxcellent scanned olip art images, as well as a wonder ful font
called Zingies that comes in regular and megafont versions. This font
iz essentially a clip art collection, with beautifully drawn flowers,
rhvaits, and symbols. Because it's & font, this olip art collection
sibile guickly from the font menu.

Fornt FPaint 64-128
Tent Smocker man

TE o ln]1w’L fomts, you need this program that’s also part of

ol lection. Font Paint ds a Tont printing wbility

Lhab 5 done right. The program creates one or more gecFaint pages
showing all the fonts on dislk, sach digplaying the character set and
lismting the fomt ID mumb o The resdlt dis a ready-to-print font
guide, complete with font information and edamples. Once you® ve .
created a serigs of pages showing all your fonbs, you could even use
gecsFager to print them with a minimum of fuss. This method of creating
frt examples has long besn needed in the GEOS community, where the
tomgue-in-ochesk: philosophy seems to be Whosver diss wikh the mos

forts wing!

s

DGy &, however . Thm interface is

i 1"1, EVETT Mmoo & of the lack of docunsntaticon. For most
BEQS programs this i sesarily & problem, since things tend to
wiork i certain accepted ways. Font Paint fails to follow many of
those conventions, however. For exanple, when you want to select &

odi from which to print fonts or on which to oreate geoFaint '
documents, bthe pryogram § setbs youw with file selector dialog boves,
2V EL L”WLGH yid areantt soting files., There are a few bugs as well,
one of the most obvious ing that the program doesn’t seem to

peoper ly 1ug in a new o when you olick on the Disk button.

Fromt Fadint de mob s @

‘,::

b hor has
gy gaem Wl ik
already in the dyive
Fave noo trouble. The wonder ful pages this pro
the confusion.

teft GEOS and star: progyamming for the IEBM,
Ty Tf oyoul are caveful o have bthe disks YLl wanL
when you start the program, howsver, you should
wram creates are worth

H

Fuf’@” ter®t the only place to get mew and sxciting GEOS products, and
all the crackerjack programmers haven't defected to the IBM world.
Hersts an & Ta of & new upgrade to an existing produst that really
pushes the limits of Commodore applications. '

Geolanvas 3.0

F':_)" Mate Fiedler




‘which in BO columns ds gquite a good-sized chunk. Having this much

5711 Mt. Pleasant Rd.
Bernville, FA 19506

The &4 (40-column) version and 128 (80~ column) versicn are $28 gach.
Yol can order bBobh for $43. Upgrades from earlier versions cost $13

plus trade—-in disk.

Version 3.0 of geclanvas ig more than just an upgrade to B0 colubmns.
Nate has reworked the way the program uses tools, adding functions and
making it easier to upgrade or modify the system. The result is an
gvern more powerful program that offers full GEDS 128 support as well.

Az with earlier versions, 3.0 gives & very large work window and

multiple windows to view documents. The tool icons are invisible until
called for from the menus, which helps to keep the soreen open :
drawing. You can even view a full soreen's worbh of your dooume:

soreen space given to the drawing window, not to visible tools and

coontyols, makes it necessary to doos lob o of menu~hupanq AB Yo woy by

but plenty of keyboard shortouts are included to help things move
along.

The new version is being sold dirvectly by Mate. The dishk includes
several obther utilities, miost 1mpurban 1j Scrap Dan, & useful tool to
cut and paste large photo scraps. These wtilities are upgraded to
BO-column wse with the 128 version . as well. Look for a full review of
geclanvas 3.0 soaon.

Newt month, I'11 be starting a series of GEO0S columns in which I'11
tallk about programming GEOS applications wsing gecBASIC. I711

damonstrate some of what makes programming -in GEOS unique. I1 you
dontt have a copy of this program bat would like to give GEODB
programming & try, contact Creative Miocro Designs for a copy (F.0. Box

EdE Ea 23 Luuqmaaduw Massachusetts, 01028; order number
BOO-63R-3Z63) .. The curvent price is $20. The manual for gecBABIC
assumes that you already know how o progeam in BASIC, and my columns
wWwill be written with that same assumption. '

Garebtbea, ﬁ'"mb@r 153
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Cpwogrammer . Toam e oardt
.

FD Ficks: Sorbanos and Space One

By Steve Yander Ark

T have a heck of a lot of respect for programmers. I mean real

preogye ammer s, the kind whoo turn oot wseful wtilities or exciting,
playable games. Twoe things happened over the past few weeks that
cottvinoed me that the pecple e unsung heross. First of all, I
bagan working with a fellow who programs foor the Newbton, a hand-held
computer T have for soh ;3 he's going to write a wtility for teachers
b omy specifications. Second, I tried my hand at programming again
after heing away from it for a few years. ‘ ‘ '

The programmey I%9m working with is & friend of ming on GEnie. I have
traded a few messs wWith him via E-mail, discus :

posmsibilities for & selb of povbtable teacher’s programs. As we tal ked,
I started to realize Just what an art programming veally is. In order
to create the kind of program T kad in o mind, he had to help me '
byansform my vague ideas inbto & veal workable plan, for & program. He
has the vision and the oveabtive thinking to Surn my vramblings and

1 ized ldess dnto s fully dimensioned application. He can see
the veswlt as an inbes sobed set of & ;r%ﬂ,iﬁpmt‘rautine%y SOV @GN
displays, and s on. MHes an artisty; there’s no doubt about it

That impressicn was reinforced when T started my own little
programming project; a very small GEOS program using gecBASIC. I

real ized thalt, while I wrdevstand how o program in BASIG, T am not &
b omither. T slogged my way threough, trying to
sf spaghetti oode, and thought how Tost T

from oy

i

brew i T were btryiog bo wite somsbthing thalt actually did scomething

Ling &

LS

@ful. It made me again appreciate what & lot of btime, effort, and
lon goodnto a goods progyam. ’

The reason I bring this up at &ll is that gach of the programs in this
month?s column s the work of someone like that, someone who worled
veary hard bto ocreate a great, exciting wtility or game. (In fact, every

sme @EFD Picks'? programs are like that.) The names of these
programmers arentt always listed in my columns only because they don’i
leave their namss on the work. But T want to take this opportunity to
thank them all for the time and effort they’ve put into these programs
and Tor all bthe pleaswre IPve derived from using them..

e ot bh

Boung P cams dn this oolunn are sharewars, too, and that’s where all
this appreciation has turn dinto some cold harvd cash. I & program
in this column is a shaveware program and you choose to keep and use
ity you owe that programmer bthe sharevare fee. The fee requested for
Commmodores programs ds always reasonable. Send bthe creator his or
chag, shralghi while youlre at it, send a word of tharnks,

Me oy she desevves ib.

SORTANOS




Authory unbnown.

Oh, I'm getting downright sedate these days. I can almost ses my
hunkered down on a park benoch somewhere playing some peaceful =t 2
game thalt requires heavy thinking, such as chess or dominoes or, obhy,

aybe Bortanoes. Yes, sirree, here’s anobher calm, guiet thinking game.
CBortanos got dts name from the fact that i47s "sort of like dominoes.”

As & matbter of fack, it is. It's also & lob of fun.

This is one of those games that youw play against the compubter. I
ustally dor’t like those kinds of games because I think computers.
cheat, bub in this case the computer doesn’t really have an advantage.
Your have a et of tiles to play in your hand, as do the oompuber .
Ore by one you place them in s row, mabching wp like numbers. IT you
can't play, you have to draw an extra tile from the "boneysrd.”

The rules arern’t much more complicated than that. You don®t need to be
the next Bobby Fischer to win. ALL you need ds a little time, a little
careful thinking, and a little strategy. It's not always easy bto wing
but it’s always warth trying. And I promise you nothing will bBlow up.

! : ‘
Now that I have all these great . disks from Jim Green, I'm going to
mtart pubting a thivd file in this column every so often. Jim incloades
a lob of graphics on his diskes, including some animated cartoons he’s
creasbed himsel f. These are done on the text soreen using character
graphics, and they feature sound effects and movement and show of f &
Tittle of Jim's quirky sense of humor. The gags are usuwally pretby
lame, bubt the programming is & delight to watoh. There ave much
fancier graphic and sound presentationsg available for the Commodore,
of ooy s, bubt Jims 1ittle car have a oharm of their own.e This
morkh Itmoincluding one called Weird Marviage. o - :

SFATE OME

Author uankrown. .

C Bo omueh foor strategy and thinking. 5o omuch foor o wabilities, and so omuch
Cfor the nice graphics displays. ITt's time to pop b bop on anobhey
can of Mountain Dew and test the continuous fire bubtton on my
Juoystick. It's time to fry somsthing. ' ’ ~

When I first started this game, I was very impressed with e
grralling background that feabtwes nicely detailed gray orabters. I
also liked the swarms of snemy missiles, spaceships, and bombs that
Fuar Lad themsel ves at my 1itdtle round spaceship. :

After six or seven btries at the game, hmw@v&r,‘my Migh soovre was
@dging only & little higher each time, and I started getting bored
with things. I thern figured out how to beat the missiles that sc "
in onoan angle and sucked toward me. At this point. I wondered if T had
fourdd & dud game. . L R

Thern I kit level 2.

Space One is one
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by making the bad guys move a little move guickly. Nop, as the levels
an by in Space One, these bad guys get smarter and more power ful as
well as faster. It wasn’t long before I was careening all over the
soreen trying to avoid the hosts of nasty odds and ends. Sonme ships
meed miltiple hits to take them out. Others fly in and make a sneaky
Tittle turn just when you think you®ve given them the slip. There's

Cenough eneny firepower heve to keep any space Juockey busy for hours.

CEditor®s note: Bruce Thomas of Edmonton, Alberta, Canada, wrote in to

may that Tony Bratner is the author of Tenpinsg, a program featured in
the August 1994 "PFD Pioks. " '

Garette, October 1994






