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I CAN'T BELIEVE HOW GOD IS PROSPERING NIAD WITH
HEW MEMBERS ! IT'S GETTING HARD TO KEEP UP WITH
THE APPLICATIONS AND ORDERS FOR HARDWARE AND
SUFTWARE ! T APPRECIATE YOUR SUPPORT AND THOSE OF
YOU WHO HAVE BEEN PRAYING FOR NIAD. I HAVE
RECEIVED SEVERAL POSITIVE COMMENTS RELATIVE TO THE
INCORPORATION OF MY CHRISTIANITY IN NIAD. I HAVE
FOUND TO MY PLEASURE THAT SOME OF YOU ARE
CHRISTIANS AND THAT OTHERS OF YOU WHO MAY NOT BE
APPRECIATE MY BELIEFS AND FEEL A SENSE OF
ASSURANCE THAT I AM ON HOMEST BUSINESS MAN AND CAN
Bt TRUSTED. THANKS AGAIN FOR YOUR POSITIVE
COMMENTS AND SUPPORT.

Iy LIFE HAS UNDERGONE A DRAMATIC CHAGNGE FOR THE
BETTER SINCE I FOUND JESUS CHRIST. MY GOALS HAVE
CHANGED FROM BEING SELF SERVING TO SERVING OTHERS
ANO I REALIZE THAJ THERE IS HORE TO LIFE THEW
FEEDING MY EGO AND TRYING TO BE A BIG SUCCESS IN
THE BUSINESS WORLD, NOW, DON'T GET ME WRONG, I'M
NOT PERFECT BY AMY MEANS, BUT YOU SHOULD HAVE SEEN
ME BEFORE !

I WAS READING IN THE GOSPEL OF JOHN THIS MORNING
AND WOULD LIKE TO SHARE SOMETHING WITH YOU. THE
SITUATION IN CHAPTER 7 WAS THAT THE JEWISH LEADERS
HAD DISPATCHED THEIR QUARDS TO BRING JESUS TO THEM
BECAUSE OF THE THINGS HE WAS SAYING TO THE
POPULATION. THE QUARDS CAME BACK WITHOUT HIM AND
WHEN QUESTIONED AS TO WHY, THEY SAID " NO MAN EVER
SPUKE LIKE THIS MAN I" (7:46). I CAN TESTIFY TO
THIS - THE BIBLE [S FULL OF AMAZING TRUTHS THAT
SPEAK TO THE HEART OF LIFES ISSUES. I USED TO
THINK THE BIBLE WAS ALOT OF PHILOSOPHY AND FILLED
WITH ERROR AND ASSUMPTIONS. WHEN GOD BEGIN TO
IRAW ME TO READ THE BIBLE SERIOUSLY, I DISCOVERED
I WAS VERY WRONG, JESUS SAID " I AM THE WAY, THE
TRUTH AND THE LIFE,"™ THIS IS WHAT I FOUND, THAT
JESUS THE PERSON IS THE TRUTH. NOT SOME PHILOSOPHY
R DOCTRINE BUT GOD HIMSELF. ONCE I DREW CLOSE TO
GOD THROUGH JESUS I FOUND OUT THE REAL PURPOSE OF
Y LIFE IN MY RELATIONSHIP TO HIM.

I HAVE INCLUDED A FREE COPY OF THE VOICE MAGAZINE
FOR YOUR READING. I THINK OU WILL FIND THE
STORIES EYE OPENING.

50D BLESS YOU ALL.
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HIAali MEWS

WELL, THINGS CERTAINLY DON'T STAY THE SAME FOR
LONG IN THE WORLD OF THE ADAM AND CoLEco ! SEE
THE ADAM'S FUTURE COLUMN FOR SOME STARTLING

CHANGE S WHICH I FEEL WILL BENEFIT ALL CURRENT ADAM
OWNERS.

WE'VE ADDED A NEW WORKSHOP THIS MONTH - UTILITIES
WALCH T HOPE YOU WILL FIND INFORMATIVE AND
PRACTICAL. WE'LL INCLUDE PROGRAMS THAT SHOULD AID
YUU IN GETTING INTO SOME OF THE "NOOKS AND
CRANNIES"™ OF YOUR ADAM. I WANT TO THANK WAYNE
ilUTeL WHO IS A GREAT HELP TO ME AND YOU AS WIAD
MEMBERS. WAYNE WILL BE A BIG CONTRIBUTOR TO THE
UILLITIES WORKSHOP IN THE FUTURE AS WELL.

READ THE CPi 2.2 WORKSHOP TO GET THE LATEST ON
PUBLIC DOMAIN SOFTWARE FOR THE ADAM.

L AM SETTING ASIDE SATURDAY A{'S BETWEEN 8:00 AND
11:00 (CHICAGO TIME) TO ANSWER QUESTIONS AND TAKE
PHONE ORDERS.

You'LL NOTICE A NEW LOOK (YES, AGAIN) FOR THE
NEWSLETTER THIS MONTH TQ AID IN REDUCING COPYING
AND COLLATING TIME. ALSO, STARTING WITH THE NEXT
ISSUE (APRIL) I WILL BE MAILING VIA BULK MAIL TO
REDUCE C0ST. IF I DON'T DO THIS I WILL NOT EVEN
SREAK EVEN ON THE NEWSLETTER OVER THE REST OF
1985. I WILL WORK TO GET THE NEWSLETTER OUT
EARLIER EACH MONTH TO COMPENSATE FOR THE LONGER
HATLING TIME, [ WILL PROBABLY 60 THE WAY OF OTHER
NEWSLETTERS AND OFFER FIRST CLASS MATLING FOR AN
ADDTIONAL COST. LET ME KNOW YOUR THOUGHTS ON
THES. PLEASE REMEMBER THAT NIAD IS THE ONLY
(ONTHLY MWEWSLETTER FOR THE ADAM AROUND. I'M
ASSUMING THAT YOU WOULD RATHER HAVE A MONTHLY
JEWSLETTER THEN EVERY TWO MONTHS. I COULD
OBVIOUSLY SIGNIFICANTLY REDUCE COSTS BY GOING TO
SIX ISSUES A YEAR - LET ME KNOW WHAT YOU THINK,
THIS IS YOUR NEWSLETTER. I FEEL IT IS IMPORTANT
TO BE HONEST AND UP FRONT WITH YOU RELATIVE TO
dIAD* S FINANCES. THE BUYING SERVICE HAS GENERATED
SOME INCOME, BUT IT IS WOT SUBSTANTIAL AND T WILL
TAKE A LOSS ON ALL 1Y STOCK AS OF 3/22 WHEW I
REDUCE PRICES. THIS PRICE REDUCTION IS BASED ON A
PRICE REDUCTION FROM COLECO IN CONCERT WITH THE
WEW RETAIL OUTLET ARRANGEMENT (ADAM'S FUTURE). THE
WwAY I AM HANDLING THIS IS THAT ANY ORDERS PLACED
BEFORE 3/22 WILL BE BILLED AT THE OLD PRICES

UNLESS T AM OUT OF STOCK OM ANY ITEM, IN WHICH
CASE THAT ITEM WILL BE BILLED AT THE NEW REDUCED

PRLCES. ALL ORDERS PLACED 3/22 OR LATER WILL GET
THE NEW PRICES. THIS IS THE ONLY FAIR WAY TO DO
IT. TIF ANY OF YOU FEEL THIS IS NOT FAIR, PLEASE
CONSIDER THAT I HAVE HUNDREDS OF DOLLARS OF STOCK
PURCHASED BEFORE THE COLECO PRICE REDUCTION THAT I
CAN NOT RETURN !!

L AM WORKING WITH SEVERAL ADAM SOFTWARE SUPPLIERS
TO REVEIW SOFTWARE FOR ADDTIONS TO THE NIAD
PRODUCT LIST. PLEASE LET ME KNOW WHAT ITEMS YOU
WOULD LIKE 7O SEE NIAD CARRY. I WILL NEED SOME
FEEL FOR DEMAND FOR A SPECIFIC ITEM BEFORE I BUY

IN QUANTITY. TwoO ITEMS I NEED YOU R INPUT ON NOW
ARE VIDEOTUNES FROM FUTUREVISION( NIAD PRICE OF
$26.95) AND RIB I/II FROM TAPEWARE TECHNOLOGY
(NIAD PRICE OF $25.95). PLEASE LEAVE ME AN
EASYPLEX MESSAGE OR DROP ME A NOTE IF YOU WOULD BE
INTERESTED IN PURCHASING THESE ITEMS AT THESE
PRICES.

THERE HAVE BEEN SOME PROBLEMS WITH THE VICTORY
DOP's SOLD RECENTLY BY NIAD AND OTHER SUPPLIERS.
THE PROBLEM IS NOT CONMECTED WITH THE QUALITY OF
THE TAPE ITSELF BUT WITH THE DRILLING OF HOLES IN
THE BACK OF THE TAPE WHICH MUST MATCH THE PINS IN
THE ADAI1 DATA DRIVE. THERE WAS A PROBLEM WITH THE
DRILLINGCORRECTED. VICTORY HAS AGREED TO REPLACE
ALL DEFECTIVE DDP'S WITH THE NEW ONES. IF YoOu
PURCHASED THE DDP'S FROM NIAD PLEASE RETURN THEM
FOR REPLACEMENTS.

THERE HAVE BEEN SOME QUESTIONS ABOUT TYPING
WHEELS. THE COLECO WHEELS ARE, WELL LETS SAY A
LITTLE CHEAP, WHICH IS WHY I DO NOT CARRY THEM AND
HAVE ALSO DROPPED THE ACCESSORY KIT. NIAD CARRIES
QUME SUPERSTRIKE WHEELS WHICH ARE GOOD QUALTIY BUT
WNOT OVERLY PRICED. THEY ALSO OFFER A WIDE VARIETY
UF FONTS TO CHOSE FROM. THERE HAS ALSO BEEN SOME
CUNFUSION REGARDING THE RIBBON SITUATION. THE
ADAM PRINTER USES A DiasLo HyYType I {woT II)
IMULTISTRIKE RIBBON. THESE ARE MADE BY OWLY A FEW
MANUFACTURERS AND MAY BE HARD TO FIND. wIAD USES
THE SAME RIBBON SUPPLIED BY COLECO (MINUS THE
COLECO STAMP).

ANY OF YOU HAVE REQUESTED THE DISK VERSION OF CPM
2.2. T HAVE DECIDED TO OWLY CARRY THE DDP VERSION
DUE TO THE FACT THAT THE FIRST THING YOU DO IS TO
MAKE A WORKING COPY OF CPM ON A DISKETTE IF YOU
HAVE THE DISK DRIVE. HENCE, THE DISK VERSION IS
OF NO ADVANTAGE AS FAR AS I CAN SEE. HOWEVER, IF
YOU REALLY WANT THE DISK VERSION I WILL ORDER IT
FOR YOU. THE ONLY PIECES OF SOFTWARE CURRENTLY
UFFERED ON DISK ARE SMARTFILER, RECIPEFILER,
EXPERTYPE AND SITART LTRS/FORMS,

Aalak 8 FUTURE

I7S INTERESTING TO NOTE THAT THE ADAM HAS BEEN
JOINED BY NONE OTHER THEN THE IBM PCIR AS A
CASUALTY OF THE HOME COMPUTER MARKET. IBH
ANNOUNCED IT IS DISCONTINUING THE PCIR DUE TO POOR
SALES. THE NUMBER ESTIMATED TO HAVE BEEN SOLD IS
250,000 WHICH IS THE SAME ESTIMATE AS THE ADAIl !l
SEE, IT CAN HAPPEN TO ANYOWE, EVEN THOSE WHO
THOUGHT THEY WERE PAYING FOR STABILITY !

WELL, COLECO HAS DOME IT AGAIN ! AS OF 3/15 THE
MDAl WILL BE SOLD VIA THE FOLLOWING FIVE RETAIL
OUTLETS = ToYys R Us, KAY BEE Toys, BEST PRODUCTS,
ZAYRE'S, AND LIONEL LEISURE. 1Y FIRST QUESTION
WAS WHAT HAPPENED TO REVCO AND THE 1/2
ANNOUNCEMENT THAT "CURRENT ADAM HARDWARE, SOFTWARE
AND PERIPHERALS HAVE BEEN SOLD TO A MAJOR
RETAILER™ ? I DIDN'T GET A SPECIFIC ANSWER OTHER
THEN THAT MANY PEOPLE "ASSUMED"™ THAT REVCO WAS

GOING TO BE THE SNLE OUTLET, I'"M NOT SURE WHAT TO



CONCLUDE FROM THIS AMNOUNCEMENT RELATIVE TO
WHETHER THE REVCO DEAL FELL THROUGH OR: JUST
STALLED FOR AWHILE. IT APPEARS THAT COLECO MAH
HAVE SOLD THE STOCK OF ADAMS TO THESE FIVE
RETAILERS, BUT THAT IS JUST CONJECTURE. COLECO
REPURTED THEIR YEAR-END RESULTS, CITING A LOSS OF
$80 MILLION DOLLARS ON SALES OF $/75 MILLION. A
TOTAL LOSS OF $118 MILLION WAS DUE TO THE
"DISPOSITION" OF THE ADAM COMPUTER. THE COLECO
STUCK ROSE BY 1 5/8 LAST WEEK AFTER THE YEAR-END
RESULTS WERE ANNOUNCED.

L STARTED TO SUSPECT SOMETHING WHEN NO
ANNOUNCEMENT WAS MADE ON THE PLANNED 2/28 DATE AND
THE COLECO YEAR END FINANCIAL RESULTS WERE
DELAYED. ADDITIONALLY, MY SUSPICION GREW WHEN
ToYs R UUS DROPPED PRICES AND RECEIVED ADDTIONAL
STOCK OF THE NEWER ITEMS (CPM, ADAMCALC). ALL IN
ALL THIS IS VERY STRANGE AND WE'LL JUST HAVE TO
WALT TO SEE WHAT THEY DO NEXT - ALWAYS A NEW
SURPRISE FROM THE CABBAGE PATCH |

THE BOTTOM LINE OF COURSE IS WHAT DOES ALL THIS
VEAN TO US ADAMITES ? FIRST OF ALL THE DROP IN
PRICES DOESN'T HURT US DOES IT 2?2 I WENT OUT AND
BUUGHT MY BACKUP ADAM s0 I CAN RUN BOTH PRINTERS
AT ONCE AND REALLY DRIVE MY WIFE TO THE BRINK !l
JBVIOUSLY, WE CAN BETTER AFFORD THOSE DISK DRIVES
AND GY4K EXPANDERS NOW. SOFTWARE PRICES ALSO
ORUPPED WHICH IS GREAT FOR THOSE PIECES YOU HAVE
PUT OFF BUYING. ALL THESE ITEMS SHOULD BE MORE
AVATLABLE THEN OVER THE PAST SEVERAL MONTHS (FOR
You MON-NIAD BUYERS !). NIAD WILL CONTINUE TO
CARRY ALL ADAM PRODUCTS AND AT REDUCED PRICES !l!
(SEE THE NIAD NEWS SECTION).

THERE MAVE BEEN SOME RUMORS THAT COLECO HAS STATED
THAT THEY WILL NOT BE PRODUCING ADDITIONAL

SOF TWARE FOR THE ADAM. THESE ARE NOT TRUE FROM
WHAT I CAN ASCERTAIN. COLECO DID PUBLISH A HEM
THAT STATED THAT NO ADDITIONAL

HARDWARE [PERIPHERALS WOULD BE PRODUCED (RS232,
TRACTOR FEED, 80 COLUMN CARD). AGAIN, I CAN'T SEE
THEH DROPPING WHAT WOULD HAVE TO BE AN INCOME
PRODUCING LINE.

UFDATES

. I FEEL I MUST GIVE MY OPINION ON ADAM SOF TWARE
PRICES. I HAVE HAD OTHER COMPUTERS AND BEEN
THROUGH THIS BEFORE AND HAVE SOME VERY DEFINITE
UPINIIONS. I AM ALL FOR PEOPLE MAKING MONEY ON
SOFTWARE, HOWEVER I AM NOT IN FAVOR OF
OVERPRICING. THIS IS WHAT KILLED THE HOME
VIDEOGAME MARKET. ALL NIAD REVIEWS TAKE INTO
CONSIDERATION THE PRICE OF THE PRODUCT AND RATE IT
ACCORDINGLY. ADDITIONALLY, NIAD WILL SET ITS
PRICES BASED ON REASONABLENESS FOR THE TYPE OF
PRoODUCT. NIAD WILL NOT CARRY OR ENDORSE PRODUCTS
WHICH ARE NOT WORTH THE PRICE. ADDITIONALLY, I
HAVE A PROBLEM WITH CHARGING MONEY FOR UTILITY
PROGRAMS THAT SHOULD BE AVATLABLE TO ALL ADAMITES.
I STRONGLY FEEL THAT PEOPLE WHO DEVELOP THESE
UFLLITIES SHOULD NOT CHARGE FOR THEM, BUT
CONTRIBUTE THEM FOR THE BENEFIT OF ALL ADAM

bJd

OWWERS. AS YOU CAN SEE BY THIS ISSUE I AM LIVING
THIS PHILOSOPHY WITH THE NIAD PROGRAMS OFFERED TO
ALL MEMBERS WHO CAMN PASS THEM ALONG AS THEY SEE
FIT. NOW, DON'T GET ME WRONG I AM NOT SUGGESTING
THAT COMMERCIALLY DEVELOPED SOF TWARE OF THE
CALIBER OF FUTUREVISIONS AUTOAID SHOULD FALL INTO
THIS CATEGORY. I'M TALKING ABOUT UTILITIES LIKE
DUMP ROUTINES, COPY PROGRAMS, BASIC COLOR SET
OPTIONS, MODEM PROGRAMS FOR UP/DOWN LOADING AND
TEXT FOMT CHARACTER SETS. ENOUGH SAID, I FEEL
BETTER NOW THAT I GOT THAT OFF MY CHEST !

. THE RESPONSE FROM THE SURVEY FOR BASIC 2.0 AND
THE UTILITY KIT HAS BEEN VERY G00D. I HAVE ALSO
RECETVED MANY RESPONSES FROM NON-NIAD COMPUSERVE
ADAMITES. I WILL REPORT THE STATISTICS IN THE
NEXT ISSUE.

. M0OST OF YOU HAVE PROBABLY RECEIVED YOUR CARD FOR
THE ADVANCED ADAMLINK SOF TWARE BY NOW. IT WILL
START SHIPPING BY LATE [1ARCH. THIS SHOULD BE A
GREAT HELP IN THE SHARING OF SOFTWARE VIA

COMPU SERVE AND LOCAL BBS.

. COLECO IS RUNNING BEHIND ON 2010 : TEXT ADVENTURE
WHICH IS NOW SLATED FOR EARLY APRIL RELEASE.
FAMILY FEUD, JEOPARDY, MATH QUEST AND BERENSTAIN
BEARS ARE ALL SLATED FOR A SECOND QUARTER RELEASE.

. CPM PUBLIC DOMAIN SOFTWARE IS STARTING TO COME
O0UT FOR THE ADAIM. SEE THE CPM 2.2 WORKSHOP FOR
DETAILS.

. VICTORY SOFTWARE HAS ANNOUNCED TWO NEW TITLES
WHICH SHOULD BE OUT IN TIME FOR A REVIEW IN THE
APRIL NIAD ISSUE. STRATEGY PACK I CONSISTS OF

FOUR BOARD GAMES. GAMES PACK I CONTAINS THREE

GRAPHIC ACTION GAMES.

. THE SOFTWARE EXCHANGE LIBRARY IS GROWING., L
WILL PUT A LISTING OF ALL PROGRAMS IN THE APRIL
ISSUE.

. NO NEWS ON THE AVAILABILITY OF A RS232 INTERF ACE
CARD YET, BUT I KNOW THAT SOME COMPANIES ARE
ACTIVELY WORKING ON IT - BE PATIENT, ITS JUST A
MATTER OF TIME FOR THIS ORNE.

. BC: GROG'S REVENGE HASN'T APPEARED YET BUT

SHOULD SHORTLY. VIDEO TAKE QUT HAD HOPED TO HAWE
THE EXCLUSIVE DISTRIBUTION RIGHTS ON THIS BUT IT
WILL BE AVAILABLE ELSEWHERE (Toys RUS I ASSuME).

. SEVERAL OTHER SUPPLIERS ARE RUMORED TO HAVE
COMPLETED ADAM CONVERSIONS BUT ARE HOLDING OFF
PRODUCING THEM TO SEE HOW THE MARKET FOR ADAM
SOFTWARE IS. I WILL BE STARTING A WRITING
CAMPAIGN TO THESE COMPANIES AFTER THE NIAD
MEMBERSHIP IS A LITTLE LARGER.



UTIIITIES

FDUMP
BY W. MOTEL

THIS PROGRAM GIVES YOU A FORMATTED HEX DUMP
FOR ANY MEMORY LOCATIONS. THIS IS HELPFUL WHEN
DOING INVESTIGATIONS INTO THE OPERATING SYSTEM
AND/OR BASIC. THE PRINT OUT SHOWS THE DECIMAL AND
HEXTIOECIMAL ADDRESS AT THE LEFT SIDE. THIS IS
FOLLOWED BY THE CONTENTS OF THE WEXT 16 BYTES,
STARTING AT THAT MEMORY LOCATION. THE CONTENTS OF
THE BYTES ARE SHOWN IN HEXIDECIMAL. THESE START
PRINTING AT POSITION 14. AT THE KIGHT SIDE,
STARTING [N POSITION 63, IS THE CHARACTER
EWIVALENT OF THOSE 16 BYTES. ANY NON-PRINTABLE
CHARACTERS ARE PRINTED AS A . CHARACTER. THE NEXT
LINE START AT NEXT ADDRESS (16 BYTES MORE CURRENT
LINE STARTING ADDRESS). THIS CONTINUES UNTIL YOUR
REQUESTED END LOCATION HAS BEEN PRINTED.

YOU CAN START AND END AT ANY VALID ADDRESS
AD HAVE THE OPTION OF SINGLE OR DOUBLE LINE
SPACING. THE PROGRAM ALSO CHECKS WITHIN EACH
REQUESTED ADDRESS RANGE AND LETS YOU CHANGE PAPER
WHENEVER 60 LINES HAVE BEEN PRINTED.

THIS PROGRAM WILL BE THE BASIS FOR FUTURE
ARTICLES AND PROGRAMS I WILL HAVE ON VARIOUS
LNVESTIGATIONS AND UTILITIES. HEXT MONTH WE WILL
LOOK INTO PRINTING OUT THE CATALOG AREA FROH
TAPE/DISK.

THE ONE THING I HOPE YOU NOTICE WHEN YOU USE
THLS PROGRAM IS THE USE OF COLOR FOR BOTH
BACKROUND AND TEXT. SEE MY ARTICLE AND PROGRAM IN
THIS ISSUE THAT COVERS THIS. LET ME KNOW WHAT YOU
THINK OF THIS DISPLAY.

ONE REMIMDER, THIS PRINTS OUT THE CONTENTS OF
EACH BYTE IN HEXIDECIMAL. WHEN YOU DO PEEKS/POKES,
YOU WORK WITH THE DECIAML EQUIVALENTS. FoOR
EXAMPLE, THE POKE 17115,245 USES THE DECIMAL VALUE
245, WHAT ACTUALLY GETS POKED IS THE HEXIDECIMAL
EQUIVALENT F5. DECODING THIS BACK,

15 * 16 (POSITION VALUE) = 240 (F 1s 15 IN
DECIMAL)

5% 1 (POSITION VALUE)

i

5
245

IF YOU ARE NOT FAMILIAR WITH HEXIDECIMAL,
PETER HINKLES BOOK INFORMATION FOR ADAM EXPLORERS
HAS AN EXPLANATION ON THIS, AS DUES MOST GENERAL
UATA PROCESSING BOOKS.

BRIEFLY,

THE POSITION VALUE IN HEXIDECIMAL ARE 16
TIMES THE POSITION TO THE RIGHT (DECIMAL IS 10).
THE RIGHTMOST POSITION IS THE UNIT POSITION AND IS
WORTH 1.

e =HEgE S SR G e =

IN DECIMAL, EACH POSITION CAN HAVE A
CHARACTER O - 9 IN IT.

IN HEXIDECIMAL, THE CHARACTERS ARE O - 9, A -
F. THE VALUES OF THE CHARACTERS O - 9 ARE THE SAME
AS IN DECIMAL, WHERE AS A = 10, B =11, C =
1,

NOTE: FOR YOUR ASSISTANCE, I'VE INCLUDED A
HEX-T0-DECIMAL CONVERSION SCREEN. JUST USE START

ADDRESS 88888.

THIS WILL CALL THE HEX CONVERTOR.

WHEN DONE, YOU RETURN BACK TO DUMP SCREEN.
PROGRAM DESCRIPTION

1010 - 1090

LT BLUE

DK YELLOW
1100 - 1170
EVITS.
URIGINAL SCRN
1200 - 1270
1300 - 1390
VALUES
VALUE

1400 - 1470
VALUES

1600 - 1649
HEX VALUE

VALUES

HEX VALUES
1650 - 1699

SYMBOLS O - F

THE

(Rs+1), THE

1Z0 05 == 1759

INITIALIZATION

1005 SAVE ORIGINAL SCREEN SETTINGS

1010 SET NORMAL WHITE LETTERS ON
INVERSE DK BLUE LETTER ON

PROMPTS FOR ADDRESS RANGE, SPACING,

1115 END PROCESSING, RESTORE

PRINT OF LEFT SIDE (ADDRESS)
DECODE AND PRINT OF 16 BYTE HEX

SAVE INTO C$ ARRAY FOR CHARACTER

PRINT OF RIGHT SIDE CHARACTER

LINE CONTROL CHECKING
ROUTINE TO BREAKDOWN AND DETERMIME

WNOTE: EACH BYTE CUNTAINS 2 HEX

EACH ADDRESS IS 2 BYTES, Y

PRINT OF HEX EQUIVALENT
HOTE: X$ CONTAINS THE 16 HEX

IF RS 1S 0, THIS PULLS ouT (Rs+l),

FIRST VALUE OR O
TEYRS I8 155 THT S PULES OUR

16TH VALUE OR F

HEX CONVERTOR

CHANGES YOU MAY WANT TO MAKE

1010 - POKE DIFFERENT COLOR COMBINATIONS INTOQ

17105, 17126

1115 -~ DON'T RESET TO ORIGINAL COLORS, KEEP NEW

SETTINGS
(1115

IF SA=99999 THEN END)

144U - FOR CONTINUOUS FORM OR NQ LINE CHECK
(1440 GOTO 1200)
1150 - IF vou HAVE MEMORY EXPANDER, CHANGE 65536




L1OREMH FDUMP  BY W. MoOTEL

1000 x$="0123456789ARCDEF™:DIM c$(15)

1005 s2=PEEK(17115): S3=PEEK(17128)

LOTOPOKE 17115, 245:POKE 17126, 74:60T0O 1100
LO30FOR Lc=0 TO 5000:NEXT

LIDOPR #0: TEXT

Lo1?2 ™ EWTER "3 :IWVERSE:? "START": :dORMAL:? "
ADORESS"

1103FLASH

11102 ™ or 83888 10 HEX CONVERT"

L1112 ™ or 29939 To STOP"; :NORMAL:INPUT " "
SA

I112TF $A=33338 THEN GOSUB 1700:60T0 1100

LUISTF $A=39999 THEW POKE 17115, s2:POKE 17126,
S3:TEXT:END

1120? " EWNTER "s :INVERSE:? " END "; :NORMAL:? "
ADDRESS"; <TNPUT ™ "; EA

1UDTIF sA>EA THEN ?:2? CHRS(7):FLASH:? "
edD ADOR™:GOTO 1090

L1501F sa<0 OR sA>65535 OR Ea<O OR EA>B5535 THEN
2:7 CHR$(7) :FLASH:? ™ ADDRESS OUT OF RANGE":60T0
1090

115622 ™ DousLE LINE SpacIng”":? " =3
sFLASH: 7 "YIN™ s :NORMAL :INPUT " "; A$

L1154 Ls=1:TF A$="Y" OR A$="y" THEN Ls=2

[1o0? CHR$(7) :? CHR$(7) :FLASH:2 ™ RETURN WHEN
PAPER READY": :NORMAL :TWPUT ™ "; A$

LI70PR #1: Le=t

L2OOFOR €=0 TO 15: c$(e)=" ":lEXT ¢

12102 :IF Ls=2 THEW ?

12207 SPC(5-LEN(STR$(sA))); sa; "-":

230 sv=sA: DV=4096:G0SUB 1600 :G0SUB 1650

1240 sv=Rv: 0V=256:60SUB 1600:60SUB 1650

L2590 sv=Rrv: pv=15:60SUB 1600:G0SUB 1650

1250 rs=rv:60SUB 1650

12707 TAB(1Y4);

1300F0OR ¢=0 TO 15

1305 v=PEEK(sa+c)

1310 sv=v: pv=16:50SUB 1600:60SUB 1650

1520 Rrs=RV:GOSUB 1650

LSRR

L340TF v<32 OR v>126 THEN v=4s

1554 ¢$(c)=CHRS(v)
I360TF sa+c>=gA THEN
1370HEXT ¢
L380IF c1=1 THEN
1330 c0=15

1409? SPC(63-(c0*3+16) )¢ :FOR c0=0 TO 15:2 c$(cO);
WEXT ¢0
U'MOIF sa+c>=ea THEN GOTO 1100

1420 sa=sA+16

I143) Le=Lc+Ls
LHH0IF 1e<60 THEN 1200
LY50PR #0

14507 CHR$(7) :INVERSE:? "
PAPER™: NORIMAL
14706070 1160

START >

c0=c: cI=1: c=15

€1=0:60T0 1400

INSERT WEW

1500REN BREAKDOWN To HEX VALUE

LoV IRE SV IS START VALUE

1602REM DV 15 DIVIDE VALUE

16U3RE RS 18 RESULT

IGO5REM RV IS REMAINDER(RETURN VALUE)

1610 Rs=INT(sv/ov)
1620 Rv=3V-Rs*DV

1649RETURN

1650REM PRINT OF HEX VALUE
16607 MID$ (x$, Rs+1, 1);

1699RE TURN

1700REM  HEX CONVERTOR
1708G60TO 1710

1709F0R Lc=0 TO 5000 :NEXT
1710TEXT :HTAB (9) :INVERSE:? " HEX COWVERTUR "
ENTER 1-5 DIGIT HEX NUHBER":?
17202 " ENTER "; :INVERSE:? "HEX"; :NORMAL:? "
NUMBER >>"; <LiPUT " "3 H$

1725 LH=LEN(HS)

1727IF LH<Q OR LH>5 THEN 2:2 CHR$(7) :FLASH:? "
TWVALID NUMBER OF DIGITS":G0TQ 1709

1730 rs=0: DV=0

174D IF pv=LH THEN 1770:REM ALL DIGITS USED

1745 py=pyv+1: sv$=MID$(HS, DV, 1) :REM GET A HEX
CHARACTER FROM NUMBER

1748TF sv$>="0" AND sv$<="9" THEI

RV=VAL (sv$) :GOTO 1760

1749REM  ABOVE WAS NOT 0-9, FIND OUT WHICH IT IS
A-F

1750IF sv$="A" OR sv$="A" THEN
1751TF sv$="8" OR svs="8" THEN
1752TF sv$="C™ OR své="c" THEN
1753TF sv§="D" OR svs="p" THEH

1754TF sv$="E" OR sv$="E" THEN Rv=14:G0TO 1761
1755IF sv$="F" OR sv§="f" THEN RV=15:60T0 1750

17582:2 CHR$(7) :FLASH:2 " INVALID HEX DIGIT
":GOTO 1709

1760 RS=RS+RV* (16" (LH-DV)) :RE/
POSITIONAL VALUE

17656070 1740

RV=10:60T0 1760
Rv=11:60T0 1750
RY=12:60T0 1760
RV=15:60T0 175U

HEX VALUE *

17702 : INVERSE :2 " DECIMAL NUMBER >>"; :HORMAL :?
n "= RS
17722:FLASH:2 ™ MORE To CALC Y/H™: :INPUT ety
A3

SHARTEASIC UORKSHOF

EASY COLOR FOR BASIC TEXT
BY W. MOTEL

WITHIN THE ADAM, THE TEXAS IWSTRUMENT VIDEO
DISPLAY PROCESSOR IS RESPONSIBLE FOR PRODUCING
TEXT, GRAPHICS, AND SPRITES. THE TI VDP ALLOWS FOR
52 INDIVIDUAL SPRITE SCREENS, A PATTERN SCREEW,
AND A BACKDROP SCREEN. THE PRIORITY, OR
OVERLAYING, IS SPRITE O (FIRST) THRU SPRITE 31,
THEN THE PATTERN SCREEN, AND LAST THE BACKURUP
SCREEN, WE WILL NOT DISCUSS THE SPRITE SCREEWNS Ti
DETAIL, OTHER THAN TO POINT OUT AN EXAMPLE FROM
LUGO . THINK OF EACH SPRITE SCREEN REPRESENTING A
TURTLE. THE LOWER THE TURTLE NUMBER, THE HIGHER
THE PRIORITY. THE LOWER TURTLES SHAPES PASS OVER
THE HIGHER NUMBERED TURTLES. ALL TURTLES PASS OVER
THE TEXT. THE TEXT IS ON TOP OF THE BLUE BACKDROP.

PN BASIC, THE TEXT SCREENS (BOTH NORMAL AND
INVERSE) COLORS ARE CONTROLLED BY THE SETTING FOR
THE PATTERN PLANE AND, TO SOME DEGREE, THE



BACKDROP SCREEN. THE NORMAL DEFAULT IN THE ADAM
FOR TEXT IS

NORMAL MODE:  WHITE LETTERS ON BLACK

INVERSE MODE: BLACK LETTERS ON WHITE
UN THE ADAM. THE ACTUAL SETTINGS ARE,

BACKDROP SCREEN IS TRANSPARENT (BLACK FOR
HE RE )

PATTERN SCREEN IS

NORMAL MODE: WHITE LETTERS
TRANSP ARENT BACKROUND
INVERSE MODE: TRANSPARENT TEXT
WHITE BACKROUND

WHAT DOES TRANSPARENT MEAN ON THE PATTERN
SCREEN? BASICALLY IT IS CLEAR, OR WHATEVER IS
UNDER IT (BACKDROP SCREEN) SHOWS THRU.

FROM QUR FIRST ISSUE, WE SEEN A CHANGE TO THE
CUNTENTS OF LOCATION 17059 WOULD CHANGE THE
BACKROUND COLOR, BUT NOT THE TEXT. WHAT THIS DID,
WAS CHANGE THE BACKDROP SCREEN COLOR. THE TEXT
STILL REMAINED WHITE IN NORMAL HMODE, BUT SINCE THE
NORMAL MODE BACKROUND IS TRANSPARENT, THE NEW
BACKDROP COLOR SHOWS THRU. IF YOU DID INVERSE
PRINTING, YOU WOULD GET WHITE BACKROUND, BUT YOUR
TEXT WOULD BE THE BACKDROP COLOR (INVERSE TEXT IS
TRANSPARENT). THE OTHER THING TO REMEMBER IS THAT
[HE COLOR CHANGE TOOK PLACE AFTER THE POKE AND
AFTER A TEXT COMMAND .

ON THE PATTERN SCREEN, WE HAVE A LITTLE
OIFFERENT SITUATION., WE NEED BOTH THE TEXT AND

BACKROUND COLOR. WITHIN THE TI VDP, ONE OF THE
REGISTERS USED DENOTES THIS AS FOLLOWS: UPPER Y

BITS LOWER Y BITS
TEXT BACKROUND

THE UPPER Y BITS ARE THE TEXT DESCRIPTOR, THE
LOWER Y BITS ARE FOR THE BACKROUND. EACH HALF CAN
CONTALN A DECIMAL VALUE O - 15 (HEX oF O - F). THE
DEFINIT IONS FOR THESE ARE:

J  TRANSPARENT 8 MD RED

i BLAcK S ARED

2 MDD GREEN 10 DK YELLOW
3 LT GREEN 11 LT YELLOW
4 Dk BLUE 12 DK GREEN
5 LT BLUE 13 MAGENTA

6 DK RED 14 GRAY

7 CYAN 15 WHITE

THANKS TO GREG CALENT ON COMPUSERVE, HE HAS
FOUND CHANGES TO LOCATIONS 17115 AnND 17126 CONTROL
TEXT AND BACKROUND COLORS IN BOTH NORMAL AND
LNVERSE PRINT MODE,

IN THEORY, WHAT BASIC DOES OWN A TEXT COMMAND,
IS TO SEND THE CURRENT VALUES OF LOCATIONS 17059,
17115, AND 17126 TO THE OPERATING SYSTEM, WHICH IN
TURNS DECODES THEM AND SETS UP THE VARIOUS SCREEN
SETTINGS. GIVEN THIS INFORMATION, WE CAN CHANGE
THESE INITIAL SETTINGS TO WHATEVER WE WISH.

THE BACKDROP VALUE (17059) 1S EASY. JUST POKE
I THE DECIMAL EQUIVALENT (O - 15) FOR THE COLOR
YOU WANT. DO NOT PUT A HIGHER VALUE IN AS IT ONLY
USES THE LOWER Y BIT VALUE.

THE NORMAL MoDE (17115) AND INVERSE MODE
(17126) ARE NOT OIFFICULT, BUT A LITTLE TRICKIER
UNTIL YOU GET USED TO IT.

FOR EITHER ONE:

A. GET VALUE OF COLOR YOU WISH FOR TEXT

B. MULTIPLY BY 16 (THIS HMAKES THE VALUE 60
INTO UPPER 4 BITS)

C. GET VALUE OF COLOR YOU WISH FOR BACKROUNJ

D. ADD THE VALUE FROM STEP C TO VALUE FROM
STEP B

E. POKE THIS VALUE INTO 17115 FOR NORMAL HMODE

17126 FOR INVERSE

MODE

F. DO TEXT (THIS RESETS SYSTEM COLOR SCREENS)

ASSUME WE WANT NORMAL MODE TO BE WHITE TEXT
ON BT BLUE

A. WHITE VALUE I8 15
B. 15 * 16 15 240

C. LT BLUE VALUE 1§85
D. 240 + 5 15 245

E. POKE 17115,245

F. TEXT

ONE THING TO NOTE ON THE COLOR CODES. THESE
COLORS ARE THE SAME, BUT THE VALUES ARE DIFFERENT,
FROM THE VALUES USED IN THE COLOR AnD HCOLOR
COMMAND. I'M SURE THE CODES USED IN THESE COMMANDS
ARE TRANSLATED INTO THE TI COLOR CODES BY THE
BASIC COMPILER. THE GOLOR AND HCOLOR VALUES ARE
THE SAME AS APPLE BASIC AND THIS IS PROBABLY WHY
THEY ARE DIFFERENT.

SEE MY PROGRAM FOR BTCOLOR. THIS WILL LET vou
PLAY AROQUND AND SEE ALL THE DIFFERENT
COMBINATIONS. FOR A SAWPLE OF HOW MUCH MORE
EFFECTIVE COLOR TEXT/BACKROUND IS, RUN MY FOUP
PROGRAM. THESE COLOR CHANGES ARE SIMPLE TO LNCLUDE
In ANY BASIC PROGRAM.

BTCOLOR BY W. MOTEL

HOPEFULLY, YOU READ MY ARTICLE ON EASY COL®R
FOR BASIC TEXT. IF NOT, READ IT FIRST.

THIS PROGRAM WILL ALLOW YOU TO EASILY
EXPERIMENT WITH ANY COFMBINATION OF COLORS YOU WANT
FOR BACKDROP, NORMAL, AND INVERSE PRINT SCREENS.
NOTE, SOME COMBINATIONS ARE NOT VERY READABLE. THE
SAME COLOR TEXT AND BACKROUND WILL GIVE YOU
INVI SIBLE PRINTING,

THE PROGRAM HAS 2 PARTS:
= FIRST SHOWN IS THE CURRENT SETTINGS WITH PROMPT
FOR

CHANGE DESIRED. IF INVISIBLE PRINT, 4 WILL END
AND RESET

= THE SECOND SCREEN PROMPTS YOU FOR THE COLOR
CODE CHANGE AND GOES BACK TO ORLGINAL SCREEW. THE
COLOR IS NOW SHOWN.



THE CURRENT VALUE IS THE ACTUAL DECIMAL VALUE
Il

17059 BACK DR OP

17115 NorMAL MoDE

17126  INVERSE MODE

THESE VALUES CAN BE POKED INTO THE RESPECTIVE
LOCATIONS OWCE YOU FIND A COMBINATION YOU LIKE.

OF INTEREST, CHANGE THE BACKDROP TO WHITE AND
THE BACKROUND OF WMORMAL MODE TO SOME COLOR. NOTE
THE SIZE OF THE NORMAL SCREEN, IF YOUR TV IS LIKE
MINE, YOU"LL NOTICE THAT THE BACKDROP SCREEN AREA
[S LARGER THEN THE BACKROUND SCREEN OF THE TEXT
SCREE N AREA.

LOREM BTCOLOR BY W. MOTEL
J0DTHM ¢$(15)

100 ¢$(0)="0 TRANSPARENT"

101 ¢801)="1 Brack"

102 ¢8(2)="2 MD GREEN"

103 ¢$(3)="3 LT GREEN"

DY cs(W)="Y4 Dk BLUE"

105 ¢$(5)="5 L1 BLUE"

108 c$(B)="6 DK RED"

107 c3(7)="7 Cyan"

108 c$(3)=" 8 IMp RED"

109 ¢$(9)=" 9 LT ReD"

10 ¢$(10)="10 DK YELLOW"

111 e$(14)="11 L1 YELLOW"

11? ¢$(12)="12 DK GREEN"

113 ¢8(13)="13 MAGENTA"

114 cs$014) ="14 Gray"

115 ¢$(15)="15 WHITE"

130 s1=PEEK(17059) : $2=PEEK(17115) : $3=PEEK(17125)
200G0SUB 1000 :60SUB 1150

2IOTMPUT " "y A$:IF A$<"1"™ OR A$>"5" THEN 200
220IF A$="4" THEN POKE 17059, sl:POKE 17115,
FPPOKE 17126, S3:TEXT:END

22LIF A$="5" THEN TEXT:END

225603 B 1000:608UB 1400:2

23JIF as="2" THEN 300

SHOIF A$="3" THEN 400

2507 " CHANGE BACKDROP!

0 NE="BACKDROP": GO B 1300:POKE 17059, A:GOTO
200

3007 " CHANGE MORMAL™

510 N$="TEXT":GOSUB 1300: HI=A

320 N$="BACK":G0SUB 1300: LO=A

330POKE 17115, HI*15+L0:60T0 200

H002? " CHANGE INVERSE"

410 N$="TEXT":60SUB 1300: HI=A

420 nS="BACK":G0SUB 1300: LO=A

Y30POKE 17125, HI*16+L0:60T0 200

1000 TEXT

10102 ™  CURRENT BACKDROP 18 "

1015 H1=INT(PEEK(170539)/ 18)

1016 Lo=PEEK(17059) -(H1*15)

1420?2 " "y c$(Lo)

040? " CuURRENT NORMAL 18 "; PEEK(17115)
150 HI=TWT(PEEK(17115)/16)

1060 Lo=PEEK(17115) -(HI*16)

10707 " TEXT 18 "; cs$(HD

10807 " BACK 1s "y c${(L0)

1090 INVERSE

11002 ™ CURRENT INVERSE 1s "; PEEK(17125)
1110 HI=INT(PEEK(17 126) /16)

1120 Lo=PEEK(17125) - (H1*18)

102 TEXT 15 ": ¢c$(H1I)

ikl f BACK 1s ": c$(L0)

1145 N0 RiMAL

L14IRE TURN

11507

116072 " 1 cHANGE BACKDROP"
11702 ™ 2 cHANGE NORMAL™
11802 " 3 cHANGE INVERSE™
11302 " 4 END  (WITH RESET)"
11932 " 5 END (NO  RESET)"
1199RE TURN

3007 " >> PICK COLOR # FOR "y N$; :INPUT "™ ",
A

1310IF A<0 OR A>15 THEW 1300

15207

1330RETU RN

14002

1410FOR ¢=0 TO 7

420? TAB(3): cs(c)s TAB(16); cé(c+3)

IHS0NEXT

144 ORETURN

FONT EDITOR  BY BEN HINKLE

THE FOLLOWING PROGRAM ALLOWS YOU TO CREATE NEW
CHARACTERS (EG. RUSSIAN?) OR NEW STYLE CHARACTERS
(FONTS) FOR THE SCREEN IN ANY MODE. IT LOADS THE
ORIGINAL CHARACTER SET INTO A TABLE IN RAM
STARTING AT 50,020 TO USE AS A BASE FROM WHICH TO
WORK. LT THEN ASKS WHICH CHARACTER YOU WOULD LIKE
TO CHANGE, AND WHEN YOU ENTER THE ASCII HUMBER OF
THE DESIRED CHARACTER, IT FORMS A BOX ON THE
SCREEN IN WHICH YOU CAN PLOT A NEW CHARACTER ON AN
8X8 GRID USING THE CURSOR KEYS. WHEN YOU ARE DONE,
IT PUTS THE NEW CHARACTER IN THE TARLE IN RAM, AND
THEN LOADS IT INTO VIDEQO RAM USING A MODIFIED
OPERATING SYSTEM ROUTINE. WHEN YOU HAVE MADE ALL
THE CHANGES YOU WANT, YOU CAN SAVE THE NEW FONTS
AND A SHORT MACHINE LANGUASE ROUTINE ON TAPE AS A
BINARY FILE. TO USE THE FILE TYPE "BLOAD (MAME)",
"CALL 50000" AND "TEXT"™ IN THE IMHEDIATE MODE 0OR
FROM A PROGRAM, AND THE NEW FONTS WILL BE
INSTALLED. VERY LONG PROGRAMS HAY OVERWRITE THE
FONT TABLE, ALTHOUGH THEY SHOULD HOT. IT AL30
SOMETIMES HAPPENS THAT THE EDITOR PROGRAIM GIVES A
"BUFFER OVERFLOW" ERROR WHEN SAVING A FONT SET, IN
WHICH CASE TYPING "BSAVE (NAME), A 50000, L 1035
(RETURN)" IN THE IMMEDIATE MODE WORKS. I HAVE
MADE A NEW FONT SET CALLED FAT FONTS., AND AN SURE
YOU WILL FIND IT INTERESTING TO TRY YOUR OWH.



2REM  FONT EDITOR BY BEN HINKLE
SHLMEM $49936 :GOSUB 1010

7DATA 62,0.205,20,253,33,4,3,1.0,4,17
SUATA 100,195,237,176.62,1,205,20,253,201
1ODATA 175.,50.112,225,50,113,225,50,1 ¢4
L30ATA 225,00 7127, 225,50,128, 225,50, 120 .25
LSDATA 5011252256851 7, 5051185225 /62
17DATA 100,50,119,225,62,195,50,120,225,201

20FOR x=50000 TO 50037 :READ p:POKE X, D

7206070 50
ID10FOR %=49997 TO 50018 :REA) D:POKE X, D:ilEXT
1U20CALL 49997 :RETURN

ALDAMCALC WORKSHOF

SINEXT:CALL 50000

SOGR:COLOR =10: x=11: y=1

5327 "'0'-QUIT 'D'-DISPLAY 'S'-SAVE"

54?2 "TR'-RESET SET", ""L'-LOAD"

SSINPUT "EpIT CHARACTER # (32-126)72"; D$
56 p=VAL(p$%) :IF p=0 THEN 600

57IF p<32 OR p>1256 THEW 50

53 RA=50020+D*3

oOVLIN O, 9 AT 10:VLIN O, 9 AT 19

olHLTIN 10, 19 AT O:HLIN 10, 19 AT 9

70? "CUR.KEYS-MOVE™, "'S'-SAVE SET™'

du? "'A'-pror™, "'E'-ERASE"

907 ""RETURN'-DONE", "'Q@'-QuIT"

357 "CHARACTER #"; D: " L0OOKS LIKE:"3; CHR$(D):
LOOCOLOR =6:PLOT %, Y:GET A$: P=ASC(AS$)
120LF E=1 THEN COLOR =8:PLOT X, Y:GOTO 140
130COLOR =0:PLOT X, Y

190IF p=97 THEN COLOR =8:PLOT X, Y

145IF p=113 THEN 50

1471F p=115 THEN 500

I50TF p=101 THEN COLOR =0:PLOT %. Y: E=0
I551F p=13 THEN 230

Search for formulas,
words of values

1G0TF P=163 ANMD x-1>10 THEN x=x-1: E=0
165TF p=161 AND X+1<19 THEN x=x+i: E=0
1671IF p=160 AND Yy-1>0 THEN y=vy-1i: =0
170IF p=162 AND v+1<9 THEN y=y+1: E=0
180IF SCRN(x, Y)=8 THEN E=1
1050 TO 100

230FOR y=1 TO 8: 1=0

Z40FOR %=18 TO 11 STEP -1

250TF SCRN(x, v)=8 THEN 1=1+2"(18-X)

2oJNEXT X:POKE RA, I: RA=RA+1 :NEXT ¥
27060 T0 50

SOOTEXT:LNPUT "FILE NAME 2"3 AS$

5407 CHRS(H4) s "BSAVE "3 A$: ",A50000,L1036"
5507 A$: " HAS BEEN SAVED":ENWD

S570HDME :INPUT "FILE NAME?"; AS$

5302 CHRS(Y) s "BLOAD "3 AS
5306070 50
GODTIF p$="s" THEM 500

THEN TEXT :END

THEN 640

THEN RESTORE :60SUB 1010 :60T0 20
THEN 570

Ds="Q"
p$="p"
025IF Ds="p"
G2/ZIF ps="L"
S3060TO 50
BUITEX T2 "
SH2NEXT:7?
B550F0R x=3 TO 9:HTAB 2:2 ¥:NEXT

B50F0R x=10 TO 12:? X:NEXT

670VTAB 2 :HTAB 5

GIOVTAB 2 :HTAB 5:FOR x=32 T0 125

OI0TF INT(x/10)=x/10 THEN 2:HTAB 3

6357 CHRS$(X)s :NEXT:?

710VTAB 22:7 " HIT ANY KEY TO CONT":GET AS

6l10IF
o20IF

"+ :FOR X=0 TO 9:7 X;
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WE ALL Kilow ADAMCALC IS GREAT FOR SPREADSHEET
BYT T'VE FOUND IT TO BE EXTREMELY USEFUL FOR
PROCESSING.
WHAT MAKES IT SO HELPFUL IS THE SURT
CAPABILITY. I'VE MADE LISTS FOR MY. WIFE'S PTA
WORK, FOR MY WORK WITH THE CUBSCOUTS, AND EVEN FOR
MY OWN JOB AS A PROGRAMMER. LET ME GIVE YOU AN
EXAMPLE TO GET YOU GOING. THIS WAS SOMETHING I
USED FOR THE PINEWOOD DERBY RACE WE HAD FROM OUR
CUBSCOUT TROOP.

THE SHEET CONSISTED OF Y4 COLUMNS:

LASTNAME FIRST DEN # CAR #

Use,
LIST

I ENTERED ALL 64 SCOUTS IN WITH THEIR DEM i
AND A CAR NUMBER T RANDOMLY ASSIGHED. I SAVED THE
SHEET ON DISK. I NOW HAD MY ORIGINAL SHEET
PROTECTED. HERE IS WHERE ADAMCALC WOW PROVED To 8E
VERY USEFUL. I WAS ABLE TO PRINT LISTS FOR QUR USE
Il VARIOUS ORDERS. SORTED ON LASTWArkE, I HAD #y
ALPHABETIC LIST. SORTED BY DEN #, I HAD My LIST IN
URDER OF DEN AND WITH THE PRINT BLUCK ASLLITY uF
ADAMCALC, PRODUCE LISTS FOR EACH INDIVIDUAL DEWN,
FINALLY, T SORTED THE SHEET BY CAR #. TO GET A
LIST IN CAR # ORDER.

THIS WILL HOPEFULLY GIVE YOU AN IDEA OF SOME
ADDITIONAL USES FOR ADAMCALC. THERE IS JUST OHNE
THING TO WATCH OUT FOR. I'VE HAD SOME TIMES WHERE
I'VE ENTERED INFORMATION IN, BUT NOT ALL THE
VALUES WERE KNOWN YET. TAKE THE FOLLOWING EXAMPLE:

PROJECTH# EST-HRS START-DATE COMPL-DATE

ENTERING THE VALUES IN FOR EACH PROJECT, [
DLD WOT HAVE THE COMPL-DATE FOR A FEW PROJECTS.
KEEP IN MIND THAT IF I SORT 0w THAT COLUMN, THE
SURT WILL NOT SORT ANY ROW IF THE SORT FIELD IS
BLANK. THIS PRODUCES A LIST WITH THOSE PROJECTS Id
THE ORIGINALLY TYPED IN POSITION. HOW CAN WE FORCE
THESE BLANK VALUES TO SORT TOGETHER. WE CAN'T USE
A BLANK VALUE, BUT WE CAWN USE ONE OF 2 VALUES,



DEPENDING IF WE WANTED THESE AT THE BEGINNING OR
END OF THE LIST.

WITHIN THE SORT SEQUENCE, ! IS THE LOWEST

VALUE

AND T IS THE HIGHEST
INSTEAD OF LEAVING THE UNKNOWN VALUE BLANK, FILL
IT IN WITH EITHER VALUE, DEPENDING ON HOW YOU WILL
BE DOING THE SORT, AFTER YOU DO YOUR SORT AND
PRIOR TO PRINT, JUST REBLANK OUT THESE FIELDS.

ONE FINAL THING, IF YOUR JUST USING THIS FOR
PRINTS, YOU CAN KEEP ALL YOUR CELLS AS TEXT. SINCE
YOU WON'T BE DOING ANY CALCULATING ON THEM. ALSO
TO SLIGHTLY SPEED UP ENTRY, SET IT TO MANUAL
RECALC. HOPEFULLY, THIS WILL GIVE YOU A NEW IDEA
FOR USING ADAMCALC.

S5MARTLOGO WORKSHOF

LOGOLINK BY BARRY WALLIS

"BY WISDOM IS A HOUSE BUILT,
AND BY UNDERSTANDING IT IS ESATABLISHED..."
- PROVERBS 24:2

AS PROMISED THIS HMONTH THE COLUMN WILL BE DEVOTED
TO SMARTLOGD HINTS AND TRICKS.

THE TECHNIQUE THAT I FIND MOST USEFUL IS CALLED
"ACCUMULATING PARAMETERS™. IT IS USED WHENEVER
YOU NEED TO HAVE A FUNCTION WHICH ACCUMULATES A
LIST AS IT RUNS. FOR EXAMPLE, LETS TAKE A
FUNCTION WHICH TAKES AS INPUT TWO SETS (SET1 AND
otT2) AND OUTPUTS THEIR DIFFERENCE (THAT IS THE
SET CONSISTING OF THOSE ELEMENTS IN SET1 WHICH ARE
NOT IN SET2). THE TECHNIQUE REQUIRES US TO DO ONLY
ONE STRANGE THING, WE HAVE TO DEFINE TWO
FUNCTIONS.

THE OUTER FUNCTION LOOKS LIKE THIS:

0 SETDIFF :SET!1 :SET2
0P SETDIFF% :SET! :SET2 [1
END

WHAT WE HAVE DONE HERE IS DEFINE A FUNCTION WHICH
L"LL CALL THE FUNCTION WHICH DOES THE REAL WORK
(MY OWN CONVENTION IS TO APPEND A "%" TO THE
FUNCTION NAME TO SHOW THIS). THE CALL TNCLUDES
UNE MORE INPUT PARAMETER TO THE IWNER FUNCTION,
THE NULL (OR EMPTY) LIST. THIS WILL BE THE
VARIABLE IN THE INNER FUNCTION WHERE WE WILL BE
"ACCUMULATING™ OUR RESULT.

HERE IS THE INNER FUNCTION:

T0 SETDIFF% :SET1 :SET2 :0P
IF EMPTYP :8ET1 EGP :0P1
IF NOT MEMBERP FIRST :SET1 :SET?
[MAKE "OP LPUT FIRST :SETL :0P1
OP SETDIFF% BF :SETL :SET2 :0P
END

FIRST LETS DISCUSS THE ALGORITHM I USED. IN ORDER
TO IDENTIFY ALL THE MEMBERS OF SDETI WHICH ARE NOT
IN SET2 I DECIDED TO USE LOGO'S BUILT IN FUNCTION,
MEMBERP, TO CHECK EACH MEMBER OF SET1 AGAINST ALL

OF SET2 TO SEE IF IT APPEARS. IF IT DOESN'T THEWN

IT BECOMES PART OF QUR OUTPUT LIST, OP.

THE FIRST LINE SIMPLY CHECKS TO SEE IF THE
RECURSION IS COMPLETE. IF IT IS, WE OUTPUT THE
LIST WHICH WE HAVE ACCUMULATED.

THE NEXT LINE (ACTUALLY TWO LINES IN THE ABOVE
LISTING) DOES THE CHECK TO SEE IF THE FIRST MEMBER
OF SET! occurs IN SET2. [F IT DOES NOT, IT IS
ADDED TO THE END OF THE LIST OP. ON THE OUTERMOST
CALL OF THIS FUNCTION WE PASSED IN THE NULL LIST.
ON SUBSEQUENT RECURSIVE CALLS WE ADD TO THIS LIST
(IF THE CONDITION IS MET). THIS IS WHERE THE NAME
"ACCUMULATING PARAMETERS" COMES FROM. WE SIMPLY
GO MERRILY ON OUR WAY ADDING TO THE LIST AS WE
NEED TO.

FINALLY, THE LAST LINE EXECUTES THE RECURSIVE CALL
ON QUR INNER FUNCTION PASSING IT THE SECOND AND
SUBSEQUENT CHARACTERS OF SET1, THE ENTIRE SETZ2,
AND OUR CURRENT LIST OF ACCUMULATED PARAMETERS,
op.

IF You DON'T BELIEVE THAT USING THIS TECHWIQUE IS
EASIER THAN DOING IT SOME OTHER WAY, JUST TRY AND
FIND ANOTHER WAY WHICH IS EASIER (IF YOU COME UP
WITH ONE PLEASE LET ME KNOW).

THE NEXT TRICK, THOUGH NOT AS IMPRESSIVE, IS JUST
AS USEFUL, IT IS CALLED "LOCAL PARAMETER PASSIHG"
AND IS USED TO IMPROVE THE MODULARITY OF A LOGOD
PROCEDURE. IT MAKES USE OF THE FACT, COMMON TO
ALL VERSIONS OF LOGD, THAT WHEN A VARIABLE IS
DEFINED WITHIN A PROCEDURE ANY REFERENCE TO A
VARIABLE WITH THE SAME NAME IN AN OUTER PROCEDURE
IS MADE INVISIBLE TO THE EXECUTING PROCEDURE AND
ANY PROCEDURES CALLED BY IT.

FOR EXAMPLE, IF WE WANT TO USE A VARLABLE CALLED X
IN OUR PROCEDURE, BUT WE WANT TO GUARANTEE THAT IT
WON"T INTERFERE WITH ANY VARIABLES WHICH HAPPEN TO
BE NAMED X IN THE OUTER PROCEDURE WE COULD DEFINWE
OUR PROCEDURE AS FOLLOWS:



0 DO_LT X

MAKE "X [ANYTHING YOU WANTI

enD
WE COULD THEN CALL THE PROCEDURE WITH:
DO_IT [1

AND WE WOULD BE GUARENTEED THAT ANY VARIABLE NAMED
A IN OUR OTHER PROCEDURE WOULD NOT BE AFFECTED.
INCIDENTALLY, SINCE THE VALUE OF X COMING IN TO
THE FUNCTION IS BEING IGNORED WE COULD HAVE PASSED
ANY VALUE IN. I USE THE NULL LIST BECAUSE THAT
SEEMS THE CLEAREST TO ME.

THE CHALLENGE FOR THIS MONTH IS TO USE THE
"ACCUAULATING PARAMETERS" TECHNIQUE AND WRITE A
PROCEDURE WHIGH ACCEPTS A LIST OR A WORD AS INPUT
AU OUTPUTS THE LIST OR WORD IN THE REVERSE ORDER.
For EXxAMPLE, PRINT REVERSE [HOW ARE YOUI wouLp
PRINT: YOU ARE HOW.

IF YOU HAVE ANY TRICKS OR TECHNIQUES WHICH WOULD
BE VALUABLE TO OTHER LOGO USERS YOU CAN SEND THEM
TO:

BARRY L. WALLIS
2140 BESSANT STREET
SAN BERNARDINO, CA 92404

UR E-MAIL THEM TO ME OVER COMPUSERVE AT 74726,500.

* * TURTLEHQP * *
A GAME IN SHARTLOGO
BY KIp H. HAMMOND

THIS MONTH, LoGo FANS, WE ARE GOING TO DESIGN A
GAME CALLED "TURTLEHOP", WHICH YOU WILL NOTICE IS
MODELED AFTER THE GAME "FROGGER". QOUR TURTLE WILL
BEGIN IM A STARTING BLOCK AT THE BOTTOM OF THE
SCREEN. THE OBJECT IS TO JUMP THE TURTLE FROM ONE
MOVING LTILLYPAD TO ANOTHER UNTIL HE REACHES THE
FINISHING BLOCK AT THE TOP OF THE SCREEN. WE WILL
BEGIN BY SETTING UP THE GRAPHICS. THE PROCEDURE
"BRICKSTART™ DRAWS A BRICK WALL AND STARTING
BLOCK AT THE BOTTOM OF THE SCREEN.

T0 BRICKSTART

PU HOME BK 72 RT 90 FD 8

SETPC 6 PD FD 240

RT 90 FD 16 LT 90 FD 16 LT 90 FD 16
PU SETSH 30 BK 20 SETPC 10

PD FILL PU SETX O SETPC 6 PD SHADE PU
SETSH 36

SETPC 15 HOME

END

THE PROCEDURE "TOP"™ DRAWS THE FINISHING LINE AND
TARGET WINNING BLOCK AT THE TOP OF THE SCREEN.

10 TOP

PU SETY 72 RT 90 SETX 8

SETPC 12 PD FD 240 :

LT 90 FD 16 RT 90 FO 16 RT 90 FO 16 RT 90 SEIPC 3
FO 16

PU FD 16 RT 90 FD 8

SETPC 12 PO FILL

PU HOME

M 80 SETPC 8 PD FILL PU HOME SETSH 36 SETPC 15
SETBG 4

END

THE PROCEDURE "SETTURS"™ SETS THE STARTING
POSITION, COLOR, AND SPEED OF ALL 11 TURTLES THAT
WE WILL USE IN THE GAME.

[U SETTURS

TECET RS 2 = hs6 7 8 3101

SETSH 7 PU

TELL 1 SETY -84 SETXVEL -10 SETC 13
[EELES2=SERE=48

TELL 3 SETY -43 SETX 16

TELL [2 3] SETC 3 SETXVEL 15

TELL- YW SETY =32 SETC 9 SETRVEL =8
TELL 5 SETY -16 SETC 7 SETXVEL 12
FELE 6 SEFC 6 SSETVEL =5

TELL 7 SETY 16 SETC 12 SETAVEL 39
TELL 8 SETY 32 SETC 1 SETXVEL -13
TELL 9 SETY 48 SETC 3 SETXVEL 7
TELL 10 SETY 64 SETC 9 SETXVEL -11
TELL 0 PU SETY -80

TELEPOSAS 28 he 56 708 -9 A ()]

ST

TELL O

END

IN THE PROCEDURE "DEMONS" WE DEFINE ALL OF THE
"WHEN® AND 'ON.TOUCH' DEMONS THAT WILL BE NEEDED
IN THE GAME. IT IS NECESSARY TO DEFINE THE
DEHONS WITHIN A PROCEDURE FOR TWO REASONS. FIRST,
DEMONS WILL NOT BE SAVED ON TAPE WHEN YOU  SAVE
THE WORKSPACE UNLESS THEY ARE IN A PROCEDURE, AND,
SECOND, WE WILL ERASE THE DEMONS WHEN WE DEF INE
OUR PROCEDURE TO STOP THE GAME. HOWEVER,
THE DEMONS ARE AGAIN EASILY REACTIVATED BY
RUNNING THE "DEMONS™ PROCEDURE WHEMW THE GAME IS
RESTARTED.



“TO DEMONS
WHEN 2 [JUMP Joy 01
ON.TOUCH O 1 [SETXVEL -10 SETY -64]
ON.TOUCH O 2 [SETXVEL 15 SETY -481]
ON.TOUCH 0 3 [SETXVEL 15 SETY -481
OM.TOUCH O 4 [SETXVEL -8 SETY -32]
UN.TOUCH O 5 [SETXVEL 12 SETY -16]
ON.TOUCH O 6 [SETXVEL -5 SETY 01
UN.TOUCH O 7 [SETXVEL 9 SETY 16]
ON.TOUCH O 8 [SETXVEL -13 SETY 321
UL TOUCH O 9 [SETXVEL 7 SETY 43l
ON.TOUCH O 10 [SETXVEL -11 SETY 641
EfO

THE DEMON "WHEN 2" RUNS THE "JUMP" PROCEDURE WITH
AN INPUT OF 'Joy O' WHENEVER THE JOYSTICK ON GAME
CONTROLLER O IS MOVED. THIS MAKES OUT TURTLE
'JUMP' AROUND IN WHATEVER DIRECTION THE JOYSTICK
IS MOVED.

T0 JUMP D

IF :D = 0 [SETH O SETY YCOR + 16]
IF :D = 2 [SETH 90 SETX XCOR + 16l
IF :D = 4 [SETH 180 SETY YCOR - 161
IF :D = 6 [SETH 270 SETX XCOR - 161
IF COLOR.OVER = 8 [FINISHI

SETSP 0

END

THE "IF COLOR.OVER' PRIMATIVE WITHIN "Jump"
DETECTS TF THE TURTLE IS IN THE FINISHING BLOCK
AND RUNS THE PROCEDURE "FINISH" IF IT IS,

[0 FINISH

SETSP 0

SETPOS [0 801
PR[*"‘***YOU-WIN"'**]

WL SONG

REPEAT 10 [SETC t WAIT 6 SETC 15 WALT 61
Al

START

EdD

THE PROCEDURE "WINSONG" ADDS A LITTLE FANFARE TO
THE CEREMONY IF THE TURTLE SUCCESSFULLY COMPLETES
HIS JOURNEY.

10 WINSONG

00T 0 130.81 15 7
WALT 8

00T 0 174.61 15 7
AALT 8

00T 0 220 15 7
WALT 8

TOOT 0 261.63 15 14
WALT 15

T00T 0 220 15 7
WALT 8

00T 0 261.53 15 14
WALT 20

00T 0 174.61 15 60
T00T 1 261.63 15 60
T00T 2 349.23 15 6O
END
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IN THE PROCEDURE "PLAY", WE DEFINE A RECURRING SET
OF CONDITIONS THAT ARE CONSTANTLY BEING SEARCHED
WHILE THE GAME IS IN PLAY.

TO PLAY

IF ( AND YCOR > -70 XVEL = O YCOR < 75 ) [HT DEAD
STARTI

IF C AND YCOR < =70 XCOR < 0 ) [HT DEAD START]

IF ( AND YCOR < -70 XCOR > 0 ) [HT DEAD STARTI
IF YCOR = 96 [HT DEAD START]

IF ( AND YCOR > 70 XVEL = O ) [HT DEAD START]
IF LBUTTONP O [STOPGAIE STOP]

PLAY

END

THE PROCEDURE "DEAD"™ IS RUN WHENEVER THE TURTLE
JUMPS OFF A MOVING LILLYPAD INTO THE POND, OR
MISSES THE FINISHING BLOCK.

T0 DEAD

PR[* * * % YOU'RE DEAD * * * %]
NOISE 6 15 1 15 15

BD

THE "START" PROCEDURE RESTARTS THE GAME EACH TIME
THE TURTLE DIES OR WINS,

T0 START
SETSP 0
HOME
SETY -8)
WALT 120
CT ST
END

You WILL NOTICE IN THE PROCEDURE "PLAY" THE 'IF
LBUTTONP O'CONDITION. THIS MEANS THAT IF AT
ANYTINE THE LEFT FIRE BUTTON IS PRESSED, THE
PROCEDURE "STOPGAME™ WILL RUN. THIS WILL ERASE ALL
OF THE GRAPHICS AND THE DEMONS AND SET THE

SCREEN BACK TO THE ORIGINAL STARTING CONDITI ON
THAT EXISTED WHEN SMARTL 060 WAS FIRST BOOTED.

T0 STOPGAME
ERDS

TELL (123456789 10]
SETSP 0
HOME

HT

TELL 0

HOME

ST

€S

SETBG 5

END

AFTER "STOPGAME"™ IS RUN, THE PROCEDURES ARE STILL
IN THE WORKSPACE. TO START THE GAME FROM SCRATCH,
(R RE-START THE GAME AFTER PUSHING THE LEFT FIRE
BUTTON, SIMPLY TYPE "GAME"™ AND THE ENTITE GAME
WILL BE SETUP AND STARTED.


















