


Enschede, 28~3-1786
Gesachte lezer,

Voor U ligt nu eindelijk weer een  niedw  nummer  van de

ENTERFACE. Wij willen allerserst U onze excuses aanbleden voor de

late verschijning van dit nummer. Allerleil kileine sangelegenheden

hebbern de Witgave van dit nummer opgehouden, wWaarvoor nogmaals
,}4

‘.c

onze  eRcusss, D aummer bestaat  voor een groot deel uil gen
overdrulk van het blad van onze engelse collega’s. Wij hebben dit
gedaan i.v.m, de nog geringe copy die de redactie heeftl

ontvanaen, de copy die wij ontvangen hebben maar die niet in dit
nummer staat komt in het volgends nummer zeker aan bod.

De wverschijning van dit blad houdt tevens de verschijning vanh
een nisuwe redactie in. Daar wij hopen dat U veel copy in gaat
sturen gever wij U nu al wvast het niguwe adres

Redactis ENTERFACE

p/a ixuaﬁlnm
Dollardestraat 92
THEZ2 GE Enschede

Warnnear U copy in stuurt zouden wij het zeer op prijs slellen
als U de copy op sen 80-koloms word-processor formaat schrijft

met  de left-margin op de eerste tab van links en de right-margin
op  de  laatste tab. Tevens stellen wij het op prijs als U zowel
gen cassetis (of 2.5 inch’ dishkette) on « geaprints versie, als
U dasr de mogelijhheden voor heeft, opstuurt., Dg casselle of disk
trijat o weer  pretour op sen van de gebrdlhersdagern of als o
progrannm iy bijg de  sofitware biblictheek bestelil. Oves ae
znfitwerebiblintheel Lunt u in het volgende blad lezen.

esn gironumnery zodat wij U nu
el moogellji de konbribuilis over
Fiwﬂrciéée mﬁ@illghﬂﬁ% garaken voor
vieel weld

Sy a5 BN




Gebrulkersdag e Hilversum.

Zaterdag 12 april a.s. zal er weer sen gebrulkersdag worden
geordanizesrd, en wel van il tobt 4 wur bij

Mabarn MNederland
Fuitersweyg S04
1211 ¥ Hilversum
tel. 035223769

Op het programma staan o.a. {onder voorbeboud) |
- Een demonstratie van de uwit Engeland overgekropen Muls.
~ HIRES-Graphics-card. (Nederlandse vinding’.
~ Demonstratie laatste zoflwuware.

Hopelijk tot ziens aldaar.

Gebruilkersdag Noord-nederland.

Waarechijnlijk iz  het woor veel Enterprisers geen probleem om
steeds naar Hilversum te reizen, naar owm dat dezws keer te
vaorkomen voor de  vele Gebruikersdas  in het nooprden houden.
Zover het ondergetekenden belend s zal =er & april een

gebruikersdag in Milversum zijn hebben onze gebruikersday
op apkil geplaatst, deze vindt

11 £t 4 uur, het volledige adres
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Pav. "Megerzichi’
.0 Van der Dong
Malsloolt 3

2749 TJ1 HMatsloot

Dit is te vinden Rijksweg AP Groningen-Drachten afslag FPelze -
Rodern -~ Hoogkerk, komend vanat Groningen bij atslag rechtdoor en
komend  wvanat Drachten varn afrit afhomen linksaf onder viaduol
door weer linksat en dan richting Roderwolde asanhouden.

Voor weer informatis kunt U zich wendern tot:

K.K.V.D.Dong of Geddsardl

De Baandesr 4 e Baander 57
QARL cH Tolhoert FaABE& L Tolbert
059458185428 OHBY4GE- L AT 30

Bij voorbaat danken Lovoor uw Romsb,
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Een foutje van BASIC?
Vanuit BASIC Lkunnen we riefje’ naar EA0E sturen om een
andere systeem extensie acht & Een voorbeeld is

gen briefje met ":HELP Lp» : vig dit on
ket brisfje hij de mordporos
op  het schermn  afderobt, Wil

ophemen,  dan mosten we BV vare  "EXTension") gebruiken, met
daarachter de tolst op het briefje in de vorm van gen string. Dus
bijvoorbesld:

Zic intikken, zal
=3 aankomen, die d4an esen boodschap
gn owe dit in een IS-BASIC programma
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aReNoRe]
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FRINT "end of program®

Dit  programma blijkt niet te werken! Hei stuurti het briefje in
Tijn 20 weg, WP drukt de boodschap af, maar dan geeft BAZIC een
invalid =2nd of block" error. Nu is het nist ery waarschijnlijk
dat  we  een boodschap zoals hier tuee keer achter elkaar willen
afdrukken, maar andere E¥T furcties Willen we miscohien wel een
aantal  keer aghtes olhaar gebruiken., EBovendien ontstaat deze
grrar ook  als  we EXT in een DEF-block gebruiken. Maar gelukkig
Blijkt er ists tegen te doon: Verander bovenstaand programma als
volgt:

¢

[N

3 WHEM EXCEPTION USE RERAIR
10 FOR I=1 7T

20 2
20 MEXT I
40 PRINT "end of program®
4% END WHEN

SO HANDLER REFPAIR

A0 RETRY

70 END HANDLER

Dit werkit wel,
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GUAGAR PARCAL wvaor de ENTERPRISE

ven door Roslof Horst. Het Pascal-
-, een debugger en e full-screen
standanrd-Fascal programma’s
5 snte .de SET-consbyuclies &0
narameters  varn of “FPC&DUP&. Hat gersie 13
echter esrdor sen nadesl, omdat hel gebrulk
rvan "”h@f“”ﬁﬂﬁliik leidl o slecht progr ainneren &n
'“”erwlfhtﬂlxxfw : ceedt mij verteld dat het
ntbrelen VAT sett met het feit dat deze
fﬁ*“+VUCt1&§ nist vl oragranmneren souden ziijn op een
Z20-machine, at de wmmrdlﬁrjh& te kiein is. Voor niebt-Fascal-
cenners)  een sot is egen Pascal-construciis waarmee verzamelingen
gepragrammeerd kunnen worden, je mpet bij de declaratle opgeven
welke ‘elementen” 1id  bkunnen zijn van die verzameling, éen
vervolgens kunnen aan deze set lengels voor verzameling)
elementen worden toegevoegd e.d. Zo’n set wordt in het geheugen
opaeslagen door voor isder mogelijk element een it te reserveren
in het geheugen. Als een bit "1 is betekent dat dat het
betreffende element 1id is van de verzameling, Als j& nu lange
wonrden  tot  je beschibklking bebit, kun je 2en hump,e'« 5 & Boeen
woord opslaan, wmesr de 780 heeft maar sen S-bils wanrdl
Voor deves paar ocebreken zijn schiter wel een santal andar
in de plaatc shkomen, i
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MACHINETAAL OP DE ENTERPRISE

Je kunt machinetaal op verschillende manieren in de enterprise
opslaan; in BASIC met CODE of DATA of met DEVPAC (asembler/dis
assembler/debugger).

In dit stuk wil ik deze drie vergelijken,voorbeelden en mis=
schien onbekende mogelijkheden ervan geven,

-1 CODE

De CODE-opdracht wan IS-BASIC is een opdracht die een string

met daarin de bijte’s van het machinetaal programma in het

geheugen zet.Dit geheugen wordt verkregen door de ALLOCATE-

opdracht die het BASIC-programma het gegeven aantal bijtes op-

schuift naar een hoger adres.

Dit geheugen komt dan vrij voor de gebruiker, Als het program-

ma wordt beeindigd,schuift het BASIC-programma weer terug naar

z2ijn oude plaats,en is het machinetaalprogramma dus ook weer

verdwenen,

In versie 2.0 van BASIC bevatte de ALLOCATE opdracht nog een

aantal fouten ¢~

- Hij schoof BASIC niet altijd het juiste aantal bijtes op.

-~ In de.BASIC -listing wilde hij nogal eens wat ongewenst ver-
anderen, ‘

-~ Een programma mocht geen DEF’s hebben omdat hun oude plaats
werd onthouden terwijl ze opgeschoven werden.,

Gelukkig zijn al deze fouten verbeterd in versie 2.1.

Het is mogelijk met CODE labels te programeren,alhoewel dat

redelijk ingewikkeld is,.In dit voorbeeldiprogrammaatje wil ik

de mogelijkheden met CODE laten zien.

100 ALLOCATE 40

110 CODE DATA="FABIAN "

120 CODE ROUT=HEXB("3E%0;1,7,0")

130 CODE=HEXE("11")& WORDI(DATA)

140 CODE=HEXE("¥#758,C3" )&WORDE (ROUT)

150 CALL USR(ROUT,O

Nadelen wvan CODE:

~Alleen korte programma's blijven overzichtelijk.

~Je kan zelf de geheugenplaats waar de code terecht komt niet

bepalen,

~@§ kunt er niet goed de source-tekst bij plaatsen(b.v:!LD HIL,

50

-Je kunt geen labels maken die vooruit springen.

-Je moet zelf alles assembleren.

~-Alleen notatie in hexadecimaal.

~Doordat je ALLOCATE moet gebruiken schuift de BASIC telkens

weer terug,zodat je het machinetaalprogramma weer kwijt bent

en daarin geen peeks en pokes kunt uitvoeren.

2 DATA
Om van de ALLOCATE-fouten af te zijn in versie 2.0,ben ik 0D
zoek gegaan naar grote,vrije geheugendelen,
f@ie heb ik gevonden:een grote(b.v voor het programma zelf) van
adres 1470 tot 3200,en een kleine(b.v, voor variabeken) van
adres 290 tot 480,
Deze gelden zowel voor versie 2.0 als voor 2.1.
Verdexr heb ik een methode bedacht om langere programma's te
kunnen maken die nog overzichtelijk blijven,en gemakkeli jk te
veranderen zijn.Als je de bijtes opslaat met DATA,kun je de
source-tekst er gemakkelijk achter zetten,en zelf bepalen waar
de code komt,
Hier is het programmaatje:
100 FOR X=1470 T0 3200
110 READ IF MISSENG EXIT FOR:R
120 POKE X,R
130 NEXT 3B




En als voorbeeld een paar regels extra:

200 INPUT A
210 PRINT USR (1470,4)
220 GOTO 200

500 DATA 41 ! ADD HL,HL
510 DATA 1,50,0 ! LD BC,50
520 DATA 9 ! ADD HL,BC
530 DATA 201 : 3 PRET

trr ety

9 spaties

Nadelen van DATA(korte versie): A

~-Je kunt geen labels gebruiken,daarom is het niet mogelijk om
alte lange programma's te maken,

-Je moet zelf alles assembleren.

-Notatie alleen in decimaal,

-Beperkte geheugen ruimte (2000 bijtes)

% DATA (lange versie)
Om toch wat langere machinetaal-programma's te kunnen maken heb
je labels nodig.
Dus heb ik geprobeerd daarvoor ook een programma te maken.Dat
is me ook gelukt,hier is het resultaat:

8000 LET P=1470

8010 STRING L$:*1%0,CE(50)*5

8020 LET LE="1234"

8030 NUMERIC PLL(%0),PLC(50)

8040 LET L=0:LET C=0:LET PLL(0)=99999

8050 DO

8060 DO

8070 READ @

8080 IF(O§¢W THEN LET C=C+1:LET PLC(C)=P:LET P=P+1:READ
CE(C

8090 IF 0=,2 THEN EXIT DO

8100 POKE P, O:LET P=P+1

8110  LOOP

8120  LET L=L+1:;READ L1%

8130  LET LE=LS&L13&" "(LEN(L13):)

8140  LET PLL(L)=P

8150  PRINT.IE1S,P

8160 LOOP UNTIL L1B="END"

8500 FOR C2=1 TO C _

8510  LET PLL2=PLC(POS (L¥,C3(C2))/5) v :

8520 IF PLL2=99999 THEN LBT PLL2=PLL(POS(L®,CH(C2),90)/5)

8530 IF PLL2=99999 THAEN PRINT "LA3EL NIET GEVONDEN VCOR AAN-
ROEP" C3(C2):STOP

8540  POKE PLC(C2)+@,MOD(PLL2,256)

8550  POKE PLC(C2)+1,INT(PLL2/256)

8560 NEXT C2

Je kunt een laoel ook beschikbaar maken voor seoruik in BASIC
(b.v. aan voep van een routine met CALL USR{START,0):

8700 LET START=PLL(POS(LS,"START")/5)

En ook een lavel een andere waarde geven dan nem in uet pro-
gramma gegeven werd:

8200 LET PLL(POS(LSQ"DATA")/B)&BOO !LEY OP HET REELNUMYER,
HET MOET IN HET PROGZAMIA KOMEN 111

0f je kunt een nieuwe label maken (b.v. voor een constante die
je zemakkelijk wilt kunnen veranderen) :

8210 TET T=l+1:LET LI¥=LB&WCONST":LET PLL((L)=4000 ! Ock hier op
regelnummer letten,

3,




Vorm varn de data-:

Labelplaats: .2,label(daarachter geen spaties)
B.V. DATA ,2,ADDAB!wcemcmcm—
DATA 128 'ADDA,B
DATA 201 !RET
LABELCALL .1,1abel (label+spaties minder als 6 characters

B.V. DATA 205,,1,rout ! CALL ROUT

Beeindigen DATA van maschine-code:

DATA ,2,END (achter "END" geen spaties!)

B.V. DATA 201 'RET

DATA ,2,BEND!-==vw~

PRINT "HELLO"
Je kunt ook negatieve waarden doorgeven:
b,v DATA 62,-1 {UDA, -1
b.v DATA 32,-4 !JR NZ §-4
Nadelen van DATA(LANGE VERSIE):
-Je moet zelf alles assembleren,
-Beperkte geheugenruimte(2000 bijtes)
-Notatie alleen in decimaal.
~Het in het gehengen zetten van het programma kan bij lange

programma's lang duren,

-Beperkte mogelijkheden met labels.
Het is misschien ook wel mogelijk om net als labels macro's
op deze manier te doen,maar dat maakt het p.ogramma natuurlijk
wel langer.

4 DEVPAC
DEVPAC bevat twee programma's uit gegeven door HISOFT,namelijk
GEN,een assembler en MON,een debugger/disassembler,
Deze twee programma's zijn op elkaar afgestemd, MON/GEN maakt
geen gebruik van BASIC en heeft ook geen voorgeprogrammeerde
routine's of macro's dus moet men een programma maken dat hele
maal op zichzelf staat.Ze zijn goed verzorgd en er zit een rede
1ijk goede engelse handleiding bij.Ze hebven veel mogelijkheden
en hebben voordeel t.o0.v, machinetaal in BASIC,zoals:
-Krachtige macro's.
~-Relocatable'programma's
-Conditioneel assembleren,
~-Veel mogelijkheden met labels.
LtNotatie in hex/dec/binair.
~Opzoeken van een string in de source-code of in het geheugen
+Stap voor stap uitvoeren van de instrukties van.een machine-
taal~programma,waarbij de registers telkens met hun nieuwe
waarde op het scherm komen.
~-Bepaald geheugendeel vullen met een bepaalde character,

Omdat ik DEVPAC nog niet zolang heb en wat problemen heb met

de TV en de casgsetterecorder,heb ik nog niet alle mogeli ik~
heden goed kunnen onderzoeken,Toch ben ik wel wat nadelen tegen
zekomen,

~Je moet DEVPAC kopen.(£f1.99,-)

-Voordat je een programma kunl maken moet Jje eerst GEN laden
van het cassettebandje,wat vri) lang duurt{Het programma is
ongeveer 14 K lang)en machinetaal-programma's crashen snel dus
dan moet je alles weer opnieuw laden,

~Je hebt geen direct-mode instrukties zoals in BASIC(b.v., 38T
SPEAKER OFFySET FKRY,CLEAR SCREEN,TEXT 8C).Een paar daarvan kun
je wel alvast van uit BASIC regelen alvorens je naar GEN gaat,
~Je kunt geen BASIC gebruiken naast je machinetaal-prosramma

en erzijn ook geen voorgeprogrammeerde macro's dus moet je veel
routines zelf maken,vooral routines die EXOS aan roept met RST

en krije de bij betrekkeli ik e idige programma’ 1 g
sou§%eiaoé89b13 betrekkeli jk eenvoudige programma's een grote

~Je verwisselt gemakkelijk de BASIC en de GEN editor met BASIC
moet je b.v, LIST 100-200 doen,terwijl dat met GEN 1 100,200 is
RN
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-Als je programma's stap voor stap wilt testen,kan MON geen
RST's uitvoeren.

OPMERKING:

Als DEVPAC op rompac of op disk uit komt,heb je niet zozeer
een laad probleem meer,

Ik hoop dat ze dan ook voorgeprogrammeerde macro's of routines
erbij zetten,wat de programmeertijd een stuk terug zal brengen,

CONCLUSIE
Mijn DATA-manier-vind ik zelf een heel redelijk alternatief
voor DEVPAC?,ik heb er lange programma's mee kunnen makern:
ongeveer 24k aan BASIC-geheugen.
Ik ben aan het twijfelen welke manier ik moet kiezen,GEN en MON
zljn goede programma's maar hebben ook hun onoverkomelijke na-
delen, CODE 3 .eigenlijk alleen maar geschikt voor hele kleine
routines,die een hulpje zijn voor BASIC.Iedereen kan net beste
zelf bepalen welke methode past bij zijn gebruik van machine-
taal.
Als Jje problemen met of vragen over mijn programma of deze text
hebt,bel me dan even.

FABIAN MOONE
KRIJTERSLAAN 18
1609 EM ZWAAG
TEL. 02290-37122
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Bargain drives

Cusana have started sanufacturing 3.5°
disc drives in distinctive ‘Entepprise
grey’ at the very low price of £199.95
and  £109.95 for the dual and single
drives respectively. These drives are
double sided, double denmsity unils
with a built in power supply and offer
real value for soney (even cheaper if
you choase to take advantage of aur
disc drive offer - see the Deals page
for details !).

1t is possible that Enterprise say bs
releasing a disc drive with built in
EXDOS disc interface far the Geraar
market,  However i%% 13 still ix
prototype fora and it is uncertain
ghether & commercial version nill
eventully be sade available.

| e }

il joystick
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=News

A Mc Intyre Xmas

In. 2 pre-Christaas advertising
tagpaign, Enterprise, in conjunction
with  Hclntyre Harketing Ltd. have
announced two sail order package deals
wn Enterprise products.

The first package will include an
Enterprise 128, a data recarder,
interface, joystick and five
software titles all for £199.95. The
noreal retail price would be £338.55.

The second package includes a 128
cosputer, Fidelity TV/sonitor,
jeystick interface and five software

| titles. Hormal retail price would be §

§29.90. Through the  Helnbyre/
Enterprise deal these products can be

purchased for
£299.95,

The software $itles are Steve Davis
Snooker, MNodes of Vesod, Hachine Code
for Beginners, Star Strike 30 and
Beach Head. The advertising is being
restricted $o the national press and
the packages are only available by
mail order direct fros Helntyre
Harketing Ltd.

A spakesman for Enterprise could net
give exact details on how long the
deal would last but doubted whether it
would be continued after Christmas.
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No more hard times

A fair bit eof news on the hardware
front this acntho Firstly, she disc
interface youtve all been wailing for
should he available as you read this ¢
the official release date is MHoveamber
1st), priced {99.93. See the review
later in this issye which should
regove any deubls as to how brilliant
EXDOS actually is.

Internal RAN expansisns for 64K ouwners
are available now, ab cost price te
those whe paid the original £230 for

their machine. The external RAM
expansions  have unfertunatly been
delayed until after Christmas... Oh
well, no 4 megabyte machines yet.

Subject to negotiations with the
powers that be, we should seon be ahle
to offer IEUG members a joystick with
built-in interface to commect directly
with  the Enterprise (providing it
passes  the IEUG quality centrol
process !). This will be sanufartured
by Aztec and will be based on the
Vulcan Gunshot joystick, with auto-
fire option. More news next issue.

Finally, the mouse and Speakeasy
(conspicuously absent at the PCW show)
should also be with us in the very
near  future. The pouse will be
released with some software of the
icon-driven  type, although don't
expect anything to rival the Hacintosh
just yet, The Speakeasy mill have 2
tent decoders ~ English and (erman,
with more on the way including French
and  Danish. These will allow the unit
to pronounce norsal text, this being
an  improvement  upen the standard
Allophone systes.

£ 3

i, 3

At last

There 15 a let of asovesent sn the
softuare front ai the msment, as caw
be seen from the reviews later on.

Softmare companies are ab last making
some use of the advanced featurss of
the Enterprise, wnotably the seund
thip, "Dave”. The fellowing titles are
schaduled for release by the end of
Hoveaber 13-

Lands of Havet (Hicrodeal)
Super Pipeline 11 (Tasksed)
Frank Bruno®s Bowing (Elite)
DEVPAC (Hisoft)
Biruplf (Elite)




En als voorbeeld een paar regels extra:

200 INPUT A
210 PRINT USR (1470,A)
220 GOTO 200

500 DATA 41 ! ADD HL,HL
510 DATA 1.,50,0 ! LD B8C,50
520 DATA 9 ! ADD HL,BC
530 DATA 201 ; 2V PRET

A T R A U B A |

9 spaties

Nadelen van DATA(korte versie): '

-Je kunt geen labels gebruiken,daarom is het niet mogelijk om
alte lange programma's te maken.

-Je moet zelf alles assembleren.

-Notatie alleen in decimaal,

-Beperkte geheugen ruimte (2000 bijtes)

% DATA (lange versie)
Om toch wat langere machinetaal-programma‘s te kunnen maken heb
je labels nodig.
Dus heb ik geprobeerd daarvoor ook een programma te maken.Dat
is me ook gelukt,hier is het resultaat:

8000 LET P=1470

8010 STRING L¥=*1%0,C3(50)%*5

8020 LET LE="1234"

8030 NUMERIC PLL(30),PLC(50)

8040 LET L=0:LET C=0:LET PLL(0)=99999

8050 DO

8060 DO

8070 READ @

8080 IF(Ojaﬁ THEN LET C=C+1:LET PLC(C)=P:LET P=P+1:READ
CE(C

8090 ¢ O=,2 THEN EXIT DO

8100 POKE P, O:LET P=P+1

8110 LOOP

8120  LET L=L+1:READ L1

8130  LET LB=LB&L15&" "LEN(L13):)

8140  LET PLL(L)=P

8150  PRINT.IE1S,P

8160 LOOP UNTIL L1i3="END"

8500 FOR (2=1 TO C

8510  LET PLL2=PLC(POS (LE,CE(C2))/5) ,

8500 IF PLL2=99999 THEN LT PLL2=PLL(POS(LE,CH(C2),90)/5)

8530 IF PLL2=99999 THEN PRINT "LASEL NIET GEVONDEN VCOR AAN~-
ROEP" CB(C2):STOP

8540  POKE PLC(C2)+@,MOD(PLL2,256)
8550  POKE PLO(C2)+1,INT(PLL2/256)

8560 NEXT C2

Je kunt een label ook beschikbaar maken voor sebruik in BAIIC
(b.v. aan roep van een routine met CALL USR(STARL,O):

8700 LET START=PLL(POS(LE,"START")/5)

En ook een lavel een andere waarde geven daa hem in uet pro-
gramma gegeven werd: .

8200 LET PLL(POS(L%S"DATA”)/S):3OO !LEDY OP HET RE JELNUMYILR,
HET MOBRT IN HET PROGHAMMA KOMEN D111

0f je kunt een nieuwe ladbel maken (b.v., voor een constante die
je gemakkelijk wilt kunnen veranderen):

8210 LET T=D+1:DLET LE=LB&"CONST":LET PLL((L)=4000 ! Ook hier op
regelnummer letten,

S8




Vorm van de data:

Labelplaats: .2;label(daarachter geen spaties)
B.V. DATA ,2,ADDAB!ecvevmrmce——
DATA 128 {ADDA,B
DATA 201 !RET
LABELCALL .1,1label (label+spaties minder als 6 characters

B.V. DATA 205,.1,rout ! CALL ROUT

Beeindigen DATA van maschine-code:

DATA .2,END (achter "END" geen spaties!)

B.,V., DATA 201 'RET

DATA ,2,ENDi-~—mm=

PRINT "HELLO"
Je kunt ook negatieve waarden doorgeven:
b.v DATA 62,-1 {UDA, -1
b.,v DATA 32,-4 !JR NZ B-4
Nadelen van DATA(LANGE VERSIE):
-Je moet zelf alles assembleren,
~Beperkte geheugenruimte(2000 bijtes)
-Notatie allean in decimaal.
-Het in het gehedigen zetten van het programma kan bij lange

programma'’s lang duren.

-Beperkte mogelijkheden met labels.
Het is misschien ook wel mogelijk om met als labels macro's
op deze manier te doen,maar dat maakt het p:.ogramma natuurlijk
wel langer.

4 DEVPAC
DEVPAC bevat twee programma's uilt gegeven door HIBOFI,namelijk
GEN,een assembler en MON,een debugger/disassembler,
Deze twee programma's zijn op elkaar afgestemd. MON/GEN maakt
geen gebruik van BASIC ¢n heeft ook geen voorgeprogrammeerde
routine's of macro's dus moet men een programma maken dat hele
maal op zichzelf staat.Ze zijn goed verzorgd en er zit een rede
1lijk goede engelse handleiding bij.Ze heboen veel mogelijkheden
en hebben voordeel t.o0.v. machinetaal in BASIC,zoals:
-Krachtige macro's.
~Relocatable'programma's
~Conditioneel assembleren,
~Veel mogelijkheden met labels.,
+Notatie in hex/dec/binair.
~0Opzoeken van een string in de source~code of in het geheugen
+Stap voor stap uitvoeren van de instrukties van.een machine-
taal~-programma,waarbi] de registers telkens met hun nieuwe
waarde op het scherm komen.
-Bepaald geheugendeel vullen met een vepaalde character,

Omdat ik DEVPAC nog niet zolang heb en wat problemen heb met

de TV . en de cassetterecorder,heb 1k nog niet alle mogeli jk~
heden goed kunnen onderzoeken.Toch ben ik wel watl nadelen tegen
gekomen,

~Je moet DEVPAC kopen.(£f1.99,-)

~-Voordat je een programma kunl maken moet je eerst GEN laden
van het cassettebandje,wat vrij lang duurt(Het programma is
ongeveer 14 K lang)en machinetaal-programma's crashen snel dus
dan moet je alles weer opnieuw laden,

~-Je hebt geen direct-mode instrukties zoals in BASIC(b.v. 3BT
SPEAKER OFFy¢SET FERY,CLEAR SCREEN,TEXT 8C).Fen paar daarvan kKun
je wel alvast van uit BASIC regelen alvorens je naar GEN gaat,
~Je kunt geen BASIC gebruiken naast je macaninetaal-prosramma

en erzijn 00k geen voorgeprogrammeerde macro's dus moet je veel
routines zelfl maken,vooral routines die EXOS aan roept met RST

;j%oé% bij betrekkelijk eenvoudige programma's een grote

~Je verwiggselt gemakkelijk de BASIC en de GEN editor met BASIC
moet je b.v, LIST 100-200 doen,terwijl dat met GEN 1 100,200 is
RN




-Als Jje programma's stap voor stap wilt testen,kan MON geen
RST's uitvoeren.

OPMERKING :

Als DEVPAC op rompac of op disk uit komt,heb je niet zozeer
een laad provleem meer,

Ik hoop dat ze dan ook voorgeprogrammeerde macro's of routines
erbij zetten,wat de programmeertijd een stuk terug zal brengen.,

CONCLUSIE
Mijn DATA-manier - vind ik zelf een heel redelijk alternatief
voor DEVPAC?,ik heb er lange programma's mee kunnen maken:
ongeveer 24k aan BASIC-geheugen.
Ik ben aan het twijfelen welke manier ik moet kiezen,GEN en MON
zijn goede programma's maar hebben ook hun onoverkomelljke na-
delen. CODE 3.eigenlijk alleen maar geschikt voor hele kleine
routines,die een hulpje zijn voor BASIC.Iedereen kan net bveste
zelf bepalen welke methode past bij zijn gebruik van machine-
taal.
Als je problemen met of vragen over mijn programma of deze text
hebt,bel me dan even,

FABIAN MOONE
KRIJTERSLAAN 18
1609 EM ZWAAG
TEL. 02290-37122
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Bargain drives

Cueana have started manufacturing 3.5°
disc drives in distinctive ‘Enterprise
grey' at tha very low price of £199.95
and  £109.95 for the dual and single
drives pespectively. These drives are
double sided, doubls density units
with a built in power supply and offer
real value for money (even cheaper it
you cthoose to take advantage of our
disc drive offer - see the Deals page
for details !).

It is possible that Enterprise say be
releasing a disc drive with built in
EXDOS disc interface for the Serasr
market,  However it® is still s
prototype fors and it is wacerbain
whether & commercial version will
eventully be sade available,

| S
L,

it

| Enterprise

A Mc Intyre Xmas

In & pre-Christeas advertising
tampaign, Enterprise, in conjunction
with  McIntyre Harketing Ltd. have
announced two mail order package deals
on Enterprise products.

The first package will include an
128, 2 data recorder,
joystick intertace, joystick and five
software titles all for £199.95. The
normal retail price weuld be £338.55.

i The second package includes a 129
b computer,
il doystick
fl titles. Hormal retail price would be f
| 529.90.

Fidelity TV/menitor,
interfate and five software

Through  the  Helntyre/
Enterprise deal these products can be
purchased for

£299.95.

The software titles are Steve Davis
Snosker, Hodes of Yesod, Hachine Code
for Beginners, Star Strike 30 and
Beach Head. The advertising is being
restricted to the national press and
the packages are only available by
pail  order direct fros Helntyre
Harketing Lid.

A spokesman for Enterprise could net
give exact details on how long the
deal would last bub doubted whebther it
would be continued after Christmas.

{ 3

L. J

No more hard times

A fair bit of news on the hardware
front this aonth. Firstly, the dise
interface you've all been waiting for
should be available as you read this (
the official release date is Hoveaber
fst), oriced [99.9%. See the roview
later in this issue which should
resove any doubts as to how brilliant
EXDOS actually is.

Internal RAH expansions for 64K owners
are availsble now, a} cost price to
thase whe paid the original L2050 for

The external RAM
expansions  have  unfertunatly been
delayed until atter Christmas... Oh
well, no 4 segabyte machines yet.

their  machine.

Subject to negotiations with the
pouers that be, we should soon be ahle
to offer IEUG members a joystick with
built-in interface to connect directly
with  the Enterprise (providing it
passes the IEUG  quality control
process !). This will be sanufactured
by Aztec and will be based on the
Vulcan Gunshot joystick, with aute-
fire option. Hore news next issue.

Finally, the nouse and Speakeasy

(conspicuously absent at the PCH show)
should also be wmith us in the very
near  future. The amouse will be
released with some software of the
lcon=driven  type, although den't
expect anything to rival the Hacintosh
just yet. The Speakeasy will have 2
text decoders -~ English and Geraan,
with amore on the way including French
and  Danish. These will allow the unit
to pronsunce narmal text, this being

an  iaprovement upsn the standard
Allephene systes.
At fast

There is a lot of aoveaent on the
software front at the moment, as cap
be seen fram the reviews later on.

Softuare companies are at last makiag
some use of the advanced features of
the Enterprise, notably the sound
thip, “Dave®s The fellewing $itles are
scheduled for release by the end of
Hoveaber 1-

Lands of Havee {(Hicrodeal)
Super Pipeline 11  {Tashset)
Frank Bruno®s Bowing (Elite)
DEVPAC (Hisnft)
Riruolf (Elite)




net only are you super sen it might
even make me write another superbly
grovelling Yetter which will be even
longer,

P.§ The WP can't use all the meaory of
the 128 (and perhaps the b4) and it
doesn't tell you when it runs eut it
just erases the document starting at
the beginning. Nice ene 15,

David Geod
Derby

T8, Thanks fer the praise -~ agost
appreciated. Go, someone else noticed
the odd aistake or twenty - hopefully
there should be less fros now on.
Selving the line input probles took
pe 2 few minutes to solve, but at last
I found the ansmer,

(1) Close £102¢ and {0.

(2) Opes a texk viden page the size
yeu wuant it {(no smaller than 3 across
and 3 down) and nusber it £102.

(3} spen {03 "EDIVOR:®.

(4) Display £1022 Frsm now on this is
used for input ete.

All to much
for Fric

ffve been waiting for Iszue Twe for
gver 2 month new. 1 almost gave wp
hope, thinking it probably got lost in
the post..o wnbil it arrived 4 fom
days agy, fimally! Just seeing the
large white envelope sade my heard
Jusp, opeming it revealed anobher
suprise 3 Issue 2 is all glessy!
Spart isn't 187 Hhe knows, the cover
sight be in full colowr next tige!

My faveurite article in Issue One was
Ousside Comnections ~ it peraitied me
$6 build ey own prister and steves
cables, as well a5 2 joystick
interface. The programming feature in
issue twa iz quile revealing - !
havent investigated all the “ronbrsls®
and  “escapes”® yet. I decided to write
this letter first.

I know the IEUG is crying out for
contributions from asembers. So, ['ve
been  thinking about what [ could
contribute. Prograss? Mine are usually
leng &nd not spectacular. Prograssing
tips? I've aluays wendered “whare do
they get these $ips?® Articlas? |
hardly know more ahous the Enterprise
than the average user. However if
there is still no article about *sound

* in issue 3. I might write one in
spite of my limited knowledge. Anyuay,

‘when I can afford o buy the Lisp
cartridge I'11 send veuw a few Lisp
progrags.

A few questions concerning the disk
contreller EXDOS.: is CPH-80 included
in the price? Hill it read CPH disks
for other machines such as Asstrad or
Apple? In what size disk format will
seftware be released?

Eric Lews

Londen.
T8 Included in the price of EYD0S is
15-p08, 2 CPM emulater (Entevprise

will supply yeu uith & disc containing
this upan pelurning 2 card supplied
with E3DOS). 1 have sesen it rend
Rostrad disecs, although it required o
utility prograa t8 do se. A¢ for Apple
disce, so long as you have the right
size disc drive. I cammol ses sy
reassn why 1% would net be passidle
read Shem. [n  answer %o your last
question, the Enterprise standard for
disc-based software releases is 3.57,
40 track, single sided; although with
EXDOS  any 3.5° drive will be able to
read thise

View from the fjords

about you in the Iaxbest fssup
uf The Cnaterpriser'- 3 aagazine for
apabers of the "O0Fficial® Enterprise
club in Meruay.

I read

shery  tige
thinking of

age, |
starting

Has
an

Until 2
seripusly

{ independant user clud here in Horway.

found out that it would desand
tee  much time and effort working
alone, so 1 gave up. Therefore , I'a
very glad te see that suvmebody bhas gol
snough quts te start it.

But I

Here the

in Merway we hve great
gisadventage  of  having  greedy
businesseen as %he sole inporters of
Enterprise equipment and software. It
is terrifying to see how much we have
to pay. I will give you some Exaspless
(compare thew with your prices!)

Enterprise 64 £348
Enterprise 128 £417
Enterprise amouse £80
Enterprise Speakeasy £36
Enterprise aeaery
eXpansion approXs £100
‘Enterprise Printer £348
UK NORUAY
Enterprise sefiware  {7.30 {14
10 {9
4g Lisp £ 43

Even if we have a two-year warranby,
204 VAT oplus freight froe fagland to
Horway , there is o excuse for having
such high prices. [ have been looking
for a company in England which cem
supply @e and other Enterprise users
nera  in Horway with hardwars &b cheap
priges.

Eol.Rezsebs
Horway.

TR 1's sure the rest of our peaders
1ike syself will agres that £417 for 2
128 is jush a Teuch eupencive (Vo say
the least). But as they are the sele
isperters there deesntt sees %4 be
such  that can he done. If we cose up
with & supplier dn this counbry we
will let you know.

Who shot J.Jim?

far the user group and the Znd
of an excellent magazing. It's

Thanks
issue
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good to know there's life oul there,
but is there life aver here? 1'a
having great difficulty in finding a
dealer stocking amy of the limited
software - this includes the list of
stockists supplied by Enterprise none
of whom even appear to stock the

hardware either. So don't forget us
over  here  when the cut price
peripherals and software become g

reality. I hepe the same mistake isn't

sade again in distributing, as with
the computer. 1 had to buy ay
Enterprise 64  through Dublin at

inflated prices including 23% VAT.

Ie not a cosputing genius in fact I
Bust admit 2 lot of it is gver gy head
but 1 would appreciate an article on
the sound chip Dave and how %o get the
sost out of it in prograseing.

Now for a few gripes at Enterprise,
where is all the advertised software
such  as  Stud Poker, Jungle Jim,
Supersonics and the Basic to Basic
converters, also where is that basic
overlay that was promised with the
uamg tape?

Rlsp 1 have become sne of the unlucky
3% who had to return a faulby machine,
The fault was with the ros tatridge
which was on Eprom and caused the
sachine to crash. I was  alse
disappointed when it was returned with
the 914 2.0 version instead of the new
2:1 versions

H. Gallagher
Co Derry

TB. You too seem to be at the mercy of
the  distributor. Mhy net get 3
relative in England Yo send you the
iteas you require - it sust be cheaper
than paying these prices. You bring up
soBe good points aboul the sofiware.
Come on Enterprise, let's have some
answersy, we know you read this
Bagazine. MHe won't forget you in our
software deals, remember you are 'ng
longer alone' (A1l puns intended).

PS. The Basic overlay is in fact the
INTERLACE prograa.

Transforming

After your plea for letters Ia Writing
this to ‘ye allt, Firstly, I don't
profess to  being a proficient
prograsmer. 1 would rate myself as
slightly passable so that's why 1
didn't enclose anything.

Now , with that finished on with the
shows I upgraded from the Spectrue and
naturally discovered ] HL
differences. On the Spectrua I had 2
simple accounts program running so 1
aade an atteapt on a conversion. This
praved %o be easy, until I ran it' On
the IX 1 loaded the info into arrays
then broke in  to make a few
corrections. Te run the prograa I
pressed goto so as not to erase the
data. However on the Enterprise I
tan't do that and it really ANNOYS @R

Anather thing that amneys se is the
power transforser. I am onto ay second
power tranforaer costing se £24. Why??
The wire keeps breaking out where it
leaves the transformer. Blready 1 have
had to wrap insulating tape round it.
Has this happend to anyene else?

Leslie Rust.
Dublin,

T8 You're not the only one who's had
trouble with the transformer. 1 myself
found the sase trouble but neticed it
early and insulated it with glue gun
plastic (fantastic stuft - 1 swear by
it).

Pirates bashed

First of all YES there are pesple out
there (here). How many I's not sure as
8y nesber number appears o be 119.
only 119 of us or it could be 779,

Second PIRATES....] have an A9791 {
five letter words not allowed). Soge

of the software for this machine has

been partcularly expensive i.e thirt
to fourty pounds in some case. Hule

28:95, I0RK set £35 each. JUNBO JET
PILOT thirty pounds etc. Still, 1 did
not write to coaplain to you about the
expensive software for other machines.
Anyway prices are coming down. The
point is that you can't go out and buy
puch software like this because most
of us can't afford it. But when you do
and the quality is poor then you start
to  think about other means of
obtaining it. I don't eind paying 10
to 20 pounds but thai's me. Hhat about .
people in the low income bracket ( |
kids) seven or eight pounds might be a
lot to thea.

By conclusion is copying is relative.
Relative to cost/quality. Relative to
tost/own finances. Relative to media.
By this 1 mean disk or tape.

This brings 20 to sy next point disk
drives and £XD0S. 1+ Enterprise do
release software on disk what format
will it take? Hill it be compatable? |
tan't see Enterprise or anybady else
stotking 2 hoard of different formats.

Bob Tiffen,
Brentuned, Fesey.

T8« 1 hate to tell you this, your
nusber isn't sither of those twe, it's
219. e pade a mistake in the nusbers.
Enterprise will only be sbtocking tue
disk types 3 172 40 track and 5 1/4 40
tracke The reasen for this is EX08 can
read & 40 track disk even if its in an
80 track drive. You bring up sose very
valid peints absut piracy, sese of
which 1 have to agree with, but see
what our next letter has to say abput
it

...and slammed

Thank you for vour prompt response to
8y applicatien for meabership of the
f.E:l.6s




1 especially appreciate the user
pagazine upon which 1 feel 1 aust
congratulate you. It seems to be a
tine start - bub, please, do net let
it ‘ever becose a mere cellection of
listings of more and yet mere computer
games, as some commercially available
sagazines  dedicated  to  lesser
computers ares There are other things

in life!

] ae one of those apparently rare
people who actually use a computer for
toaputing. As a  professional
mathematician, I have used amostly APL
on asinicomputer for statistical work,
and although adairing the conciseness
and flexibility of that language have
becose increasingly aware of its great
lisitation -~ an  alsost complete
absence of 'structure’s Prograas
written by oneself appear %o he se
auch incomprehensible gibberish after
a very short whiles understanding thes
becomes a work of art and amending
thea wellnigh impessible.

Deceming disenchanted with lanquages
which Yack sbructure Peatures , T have
waited for nearly two years for the
Eaterprise ne Elani I even managed %o
wait long enpugh for the 128K model.
It is, obviously, a recent purchase
and, as yet I have ne dedicated
peripherals. 1 lesk forward to your
reviewing Lhese, as you have deng for
the EP8O+ printer. With sy background
in mind, you will not be surprised at
the following comsents:-

1) Your correspondant who i 30
kinkily ‘'keen on sefiware' seeas to
tipify the present age of craving
sosething for nothing. Probably he has
not written, is not willing to write,
oF is incapable of writing, acceptable
prograss of his own. It is facinating
but  hard work - tise-cunsuming,
frustrating and infuriating hard werk
{ 1 write frop sxperience of seeking
the eigenvalues of a aatriz rather

than the treasures in a cavern but U'am

sure  the oprinciple 15 the same)

Anyone who wants the fruits of such
labours for nething should not be
dignified by the romantic name of
‘pirate's Let us rall g thief a thief.

2) s it not just a little odd that
your very first listing in your very
tirst issue should contain 2 DIH, an
ON  GOSUB  and  three assorted
enconditional GOTOs? Or was this a
partial ‘translation fros one of the
gore primitive languages, e:g:
Hicrosoft BASIC? (The auther himself
seems to have experienced some sort of
conversiony his secend progras is
percifully free from such antiques).

3) The Enterprise sanval is reasonably

good, as sanuals go. But can
Enterprise be persuaded to Fill in the

glaring owissisns with a supplement?
In particular, where are tables giving
the character sed, the altermative

characters and descriptions, however
brief, of the 236 available colours?

John Saith,
Burton upen Trent.

NB. Hany thamks fer the praise -
hopefully the guality of She sagazine
will continue %o iaprove. 1 think you
have nothing. to fear ag far as conient
is concerned - “Hose Produce” seems
sere in  danger of  becoming @
collestion of grapbics demonsirations
than anything else at present ! As far
a3 structured  pregramming  is

concerned, I think you may find the

Pastal preview in this issup of
interest (s series of articles
concerned with strucured programaing
technigues applicable to any language
should be appearing sson). As far the
other points you raise, I will take
thes in srder -

1) He at the IEUG fully agree with
your atiitude on software theft. Any
nisuse of the User Group in this area
will not he tolerabed.

Tssue 1's "Home

2) The listings in

Produce®  section are written by
ardinary mesbers of TEUG. Many people
have not yet come to grips mith the
power of 18-Basic, a situation which
will be reaedied in time. Instead of
condeaning the use of certain outdated

structures, we should be educating
peaple in the use of - the better
alternatives.

3) The Enterprise Advanced User sanual
will be available "early in {986%.
However, we hope many iteas missing
from the basit user gquide will be
tovered in this magazine - in respense
to your request for a character set
table, this will be included in Issye

4) As for the colours, it is a little
ditficult  to describe 236 colours
uniquely (®sert of light bluey-greeny
grey..«"), but maybe someone would
like to abttempt a cub-down version.
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Bur first offering of Hints and Vips
vones fros Andraw Richards of Teiferd,
if ysu have any drop us & line and
tell the wmorld about thea. (Well it
pay not actually go all around the
porld bt we do distribute o England,
Ireland, Scetland, |Wales, Horuay,
Holland, Arabia e%c ebe).

To get round the ALLOCATE bug do the
tolloming. First OUT 177,286, This
sets up addresses 16384 to 32767 as i
segrent 254, This should be repeabed
after an srror. Then Sype POKE 340,0
and POKE 541,64, this sets the code
peinder  t4 address 16384 and gets rid
of the need for ALLOCATE and keeps the
variakles safe, :

LOOK P105¢A waids for a2 key to be




 sutioses
==
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pressed and puts the ASCIT value in A.
PRINT £255:°X". Prints ¥ on the tep
left of the status line.

PRINT AT will not work on the last
coluan of an EDITOR chamnel hocause of
word wrap and the margin. Use PRINT §
102, AT X,Y: instead.

SET can also take a nusber in the fora
SET 4,Y « X is the option nusber and Y
is the value. There are 38 options.
You will have to test to find the one
you want! 1 is STOP. SEY {,1 simulates
pressing the STOP key. 6 is SHIFT and
3 is ALT. All these system variahles
are stored in segsent (memory page)
235 at address 16329 onwards. So SPOKE
255,1632946,1 will turn CAPS lock on,

Contrel of segments is through OUT H,
X« N is a nusber between 176 and 179,
donating the 18K area o pul the
segmen® in. 176 is for addresses 0 te
16383 ebc. X is the segaent nuabers §
is EX0S, 1 is BASIC funciions, 4 is
BASIC cosmands, 252 to 235 are RAW. IM
(H) returns the segnent nusber in that
areas

In your artictle you recomsnd HEX.
HORDS is sasier.

PRINT £108: chr$(27)"E™ WORDS (50)
BORDS (50)
will deaw & circle 30 units wideo

Hegative nusmbers may alse be used for
relative drawing. Escape sequences
alse work on different devices except
different escape sequences.

LO00K and GET cam be wused on text
thannels (somebody said vyou can't).

They return the ASCII value (fer LOOK)
or character (6ET) under the curser.

Address 562 peints to the Comsand
Table. 3 bybes after this comes the
nuaber of commands and the A list, 3
bytes per command. The first Sus bytes
are  the address of the cemsand infe,
and  after that comes the segment (

ignored). The address points to a
table. 2 bytes for RUN address and 2
for INPUT address, | byte for the type
of cosmand (83 is normal) and I byte
for nase length and them the name
itself. Use this to find sut about the
in-built commands. The vun address is
called when the cosmand is ayecuted,
the input address checks i} what comes
atterward is correct. A disasseabler
is vital to understand this and to
thange the table.

Devices are stored in seqoent 235 al
about address 11000. Before the device
tomes @ byie containing 0, if device
is on an address and segaent of &
table of addresses. The tables first
two  bytes contain the address to call
on an interrupt and them & lish of
tall addresses for each of the falls
up to B, shown on page 201 of the
panual.

L0 &,0 , LD B,°A" , RET 48 , B 7
will print an A" on channel rere
aachine cede).

LD &, 103 , REV 48 , DB 3
will uait for a key pressed and redurn
it in B

Al of this
gaperipented
understand
lang tiee to euplain
hepe it is of use ig you.

information should be
#ith  se  yuw  can
it fully ( it would take @
in detail). i

PG Whe says Enterprise has BRWs
ieage?
Andrew Richards,
age 14 1/2
Telford.

T8, Yhanks for  your  usaful
contribution - I'n sure sany people
will find the contents of yeur letter
to be of great value. You touch upen
soRe  subjscbs  many  people  are
isterested in bub lack the technisal

expertics to explors fully - bow about
writing sy a full-blewn article 7

¥ 3

| _— 4
To  conclude this Issues 'Private
Correspondence’, 1 would like to
elaborate on what Phil Cohen said
about  getting  ourselves heard:
Enterprise have got theamselves into a
Catch 22 situativn - people don't want
to buy a sachine they have never heard
af, and if no machines are sold the
Enterprise  will resain  unknown.
Eaterprise tan only get oui of this
situstion through heavy advertising,
but while they get op mith that, we
can make our own contribution. Hrite
to the opress inforeing them sf the
virbues of the asachine - yeu tauld
gvan start up a ‘Hines Betier than
Yours! slagging mateh if necessary (
you know we would win !). In fact,
stop at nothing to get the name of
Enterprise knomn - it can only help us
in the end !

£.3 While yantre ab i%, educate Ghe
peaple thal the next Dbest Shing 11
and Frivate

Entorprise i3 bhe IEUD
Eoberprise (pluy plug).
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100 RARDORIIZE
110 LET LOOK$=HEX$("1B,3D")

120 CLEAR SCREEM

130 FOR N=1 7O 132

140 PRINT CHRS(RND{26)465);

150 NEXT

160 DD

170 INPUT AT 21,13v,0

180 PRINT £102:L00KS;CHRS(X432);
CHRS(V+32)3

19 LO0K £102:4
200 PRINT AT 22,130HR$(R)
210 Logp

The progras sets up LOOKS to produce
the positien cursor escape code. Line
190 prints &his escape code to the
text channel, fsllemed by the user
gatered cursse position. Mote that the
offset valus of 32 is added o ¥ and ¥
within the CHRS statements The cursor
it now positioned at the desived
location ow  sereen and the LOOK
command  that fellows s line 200 puls
the ascii code of the charatier al
that pasitisn inte A This techaique
could  be used equslly well in losk ad
& cogputer genevaiad pesition.

The idea of wser input condrsl codes
could also be used to produce a crude
grawing prograe, in shich the wser
snkers the ¥ and y hsas displacenants
and relative plotting is used to pove
the beas by thal agsunts

160 LEY PLOTS=NERE("18,52%)
110 GRAPHILE

120 PLOT 650,350;
130 SET COLOUR 1,255
i40 10
130
160
17

INPUT PROMPT ®x,y "aX,¥
IF X0 THEN LET X=X+63336
IF ¥<O THEW LET Y=Y+63336

180 LET R{=HOD(X,256)
190 LET X2=INT(X/256)
200 LET YisMOD(V,236)
210 LEY Y2=INT(Y/256)

220 PRIHT L101:PLOTS:CHRB(X1);CHRY
(X2)3CHRE(YI);CHRS(Y2)

230 LOBP WHILE X0 OB YOO

In this example PLOT$ is used to
praduce the start of the relalive
plotting escapy sequence, ¥ and Y are
converted to LSD and WGH by lines 180-
210 and the whole escape sequence i3
printed to the graphics screen in line
220.The semicolon at the end of line
220 is used to suppress the aubomatic
tarriage reburn.

fie was mentioned earlinr, using escape
codes  fer pelabive plalting is far
guicker than using ‘turtle graphics.
The last example demsnstrates this
fact. 16 draws & square, 100 units te
gath side, fifty times, firstly by
turile graphics then by uwsing escape
seguences.  You shoyld fhe able. %e
nobice the spesd incerase yourself.

10 LET SOUARES=HENS(*1B,52,64,0,0,
0,12,52,0,0,68,0,18,52,30,F¢
§2,0,0,90,FF,18,737)

100 RANDOHIIE

FE,0,0,18,

110 GRAPHICS
120 SET PALETTE BLACK,GREEN,RED,CYAN

130 FOR M=1 70 50

135 SET IHK RND(3)+!

140 PLOT RMD(1100),RND(600);

150 PLOT ANGLE 0;

160 FOR Hi=! 70 4

570 PLOT FORMARD 100,LEFT PI/24
180 NEXT

190 SET BEAH OFF

200 HEXT
205 CLEAR GRAPHICS
210 FOR d=t T0 50

215 SET INK RND(3)+1

220 PLOT RMD(1100),RND(600);

230 PRINT £101:5QUARES

200 KEXT
You should now have a gesd idea about
what the various conbtrol codes and
escape codes deo ALl that is left is

to sxperiment with thes ysurselves and
discover  their  advantages (and
ligitatiansds 1 will leave you with
the sheri progras | vresised earlier
ts  convert  decimal  valuss  info
hegadecimal LEB/HGB:

100 00

110 IMPUT PRGHPT "DECIMAL VALUE:®:
]

§20  LET He=WORDS (M)

130 PRINT °LGE®;ORD{HS) ;"R ;0RD(
H8(2:))

140 LOOF BHILE OO

-

DAVE
RACE




R question many people ask is "Hhat

is  the naturgl progression in
prograsaing languages after BASICY®.
Less informed individuals may propose
pathine cede, pointing to its vast
increase in speed. One of the main
problees with machine code is ease sf
uses It takes a great deal of code to
do even the most simple of tasks.
Pascal, however, gives a large spesd
increase with powerful, high level
structures which are pasy %o use.
Hachine code addicts are not left out
though. Hachine cede can easily be
direetly eambedded in Hisoft Pasesl
using the special IMLINE function.

Hisaft Pascal is a2 ‘compiled?
tanguages that is, the progras is
first converted to machine code befsre

it can be vun. This gives a great
ingrease pver Yinterperative’
languages like 15-BASIC, where each

line of code is eonverted into machine
cade as it is found while the program
i5 ruRRing.

The cospilation time (tise %taken to
convert Pascal inte machine code) is
very shert, Jjust a few seconds fer
gven a2 large prograse In noraal
toapilation mode each line of the
prograa is shown together wuith the
memory address of the compiled versisn
of the line. This slows the cespiler
down but can be turmed on 8r pff using
a software switch within a cosment.
Other switches allsw you to turn off
various built in checking functions
such as array boundary checking. This
speeds  up the progras even sore bub
sakes debugging very difficult and 1
would recomeend using this only afier
3 progras has been fully tesiad (soms

hopet)s

As a simple comparison of speeds, |
wrote siaple programs in I5-BASIC and
Hiseft Pascal. Each of them adds
together two values, 'bY and 'c', the
result is then placed in *a*. This is
done & total of 32,000 tises in a FOR
losp.

1§-BASIC

100 PROGRAH simple
110 B=123

122 (=12345

130 FOR I=1 T8 32000
140 LEY a=Bel

150 HEXY

Hisaft Pascal

FROGRAK siaple;
VAR

iqa,b,t ¢ INTEGER;
BEGIN

hi=123s

£42123435;

FOR-i3=1 T0 32000

i

atshie

END.
Run time for IS-BASICI 5 minubes 19
seronds.
Run  time
seconds.
This was not a totally fair comparison
as [5-BASIC handles all numeric values
as REAL. Therefore I made a,b and ¢
REALS and ran i} agaln.
Run  time for Hisoft Pascal using REAL
values 10.1 seconds.
Slpwer, [ adait but 10 secends verses
gver 5 ainutes! 1§-BASIC still takes a

pasting.

for Hissft Pascal 2.23

Pascal is not difficult fo learn,
especially if you have been making use
of the advanced I5-BASIC features (
wob, mo  GOTO's?). One of its
attractive features is the control you
have aver variables. Pascal gives you
a rich set of variable types, not just
nugeric and string variable types, you

say also define you own variable
types.

Hisoft Pascal centains a specia.
function, EX08, which gives the

progranaer access to the oaperating
systea. Pre-declared variables RA,RB,
RC,RD,RELRDE and RBC give access to
the 180 registers to pass parameters
to EH0E. To make full advantage of

this you need the Technical Hanual {
Hopefully ~ there  will  be one

copmercially available seon - £D),
although Hisoft Pastal does come with
an exaaple program (TURTLE.PAS) which

contains  routines for accessing soms
of the Enberprise’s advanced graphic

festuress  This s by no means a
comprehensive library of routines, hut
TIEUG will be printing 2 whole hunch of
yseful Pascal Procedures next issue
shich should give you access to just
sbout everything that you may need.
Once written, the Pascal prograg {an
be compiled and saved to tape. In fhis
fora the prograe can be run froas tape
without  loading in  the Pascal
tompiler.

Az T write, T have been given the
latest version of Pascal, hopefully
the compiler will be coemercially
available before Christaas. Hiseft
Pascal will be available on tape and
disc, but hopes for a ROW cariridge
fook slime & full vreview of Hisefy
Pascal will be given when we can get
hold of the commercial version with
ganual.

P.8. Look put for some prograss on the
TEYS Christaas Bargain  Hega
Compilation Bonanza Tape mritten using
Pascals

Gary Thomson
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KEY TO RATINGS;
ARCADE_and ANINATED ADVENTURES

= Yariety of actions
/ sereens

- fase  of use,
addicbive quality

= @uality and use of
graphics relabed %o
sachine

- Use 6f sterco and
tune !/ neise
eriginality.

VALUE FOR BONEY - Overall impression

when ceaparsd with

grige.

GANE CONTENY
FLAYABILITY

GRAPHICS

S0UHD

ARVERTURES
QAME COWTENT - Design of plot /
batkground. Puzzle
ingenuity.
PREGENTATION - Abmasphere,graphics
(if  awy), teat /
sereen baysut.
FHTERACTION = Parsar guality,

aditing Pacilities

VALUE FOR HOMEY - fQverall ispressien
when compared with
prigsy

PERCERTAGES

6-25
b~ §0
5~ 78
73-100

< Yuk, Bleah !

- Bad ts Hediecrs

= fverage to Goad

- Excellent to completely

Brillient

Raid over,..vg
(&,....s

N
Naae ¢ RADD
Producer ¢ US Gold
Category ¢ Arcade

Price 3 {9.95

In this strategy/arcade gase you sust
destroy enegy aissile silos to prevent
aissiles fros landing in the good ole
U:8s 2f A (yeeceee haaaal ! Rustle thes
thaar steeers boy'). This is achieved
by tlying your space fighters fros the
orbiting spare station to the missile
silos. After the siles' sites have
been destroyed you can then attack the
eneay defence centre. Although the
Eneay® is never aeniioned by nase,
they are guite obviously the Russians
(the defence centre being 2 blobby
version of the Kreslin).

a Spectrum dusp (copied over
Spectrua imcluding blocky

graphics en a reduced
sereen),  thewgh  there is ‘“sterss
seund®;  well, stereo blips, whooshes
and  bangs actually. The game is split
inte 3 paris - in the first part you
gust fly your tighter out of the
hanger (exciting stuff, huh? [ think
not). At first this iy 2 hit of &
challenge, but after a very short tize
it betomes annoying and tedious.

Raid is
from  a
attribute

The second part dnvelves flying the
fighter aver hostile territory. The
instructions say that the contrels for
this scene are siailar $o the controls
of a REAL JET! How! Hy advice i= NEVER

NS

let US Gold #ly a jet.

The third part is an incredibly bad
Invader/Galaxians type idea. You move
Teft, right, up ar douwn and tan fire
slow moving bullets. HMeanwhile the
excitement wmounte as a lone defending
plane enters stage left and
ponderously advances on your fighter
loosing off shots/bembs/bits of string
or whatever. You sust hit a coloured
bleck in an amazingly detailed (I
think net - ED) while tower, which
would be quite exciting if i% wasn't
for the fact that veu are teld when
you are on targed - if pight as well
shoet the gun for you as weil !

The faurth part is a sort of target
shooting gqame with a few differences.
One, the targets choet back! Twe, the
targets come hack Yo life after a
short  tige. You contral a little aan
#hs  can sove left or right and change
the elevatisn of his gun/anti-tank
weapon/ping pang pistel. The controls
for  this are Yoo semsitive and we had
great  difficulty gebting the sage
elevation fwice in a row.

The  fifth part invalves throwing dise
grenades/paper plates st a rabet by
bouncing them off 4 wall and catehing
thea {f  they miss (overiones of
Blackade here). He naver actually sam
this scene - something we will he
eternally grateful for !

COMMENT:

6T. Alaost as auch fun as a cold baih!




converted to pacifism (ov
sleep for an indefinite pariod !).

Gaame Content 63%
Playability 354
Graphics 434
Sound 354

Value For Honey 403

NB. This must be an anti-war game -
it's 5o boring, anyone harbpuring
hostile intentions towards  the
Russians would  be ismediately

sent  to

)
N

LORDS OF TINE

Hame H

Producer 3 Level 9 Camputing

fategory ¢ Adventure

Price 3 £9.98

Those transdimensional villains, the
Evil Tiamelerds, have taken it inis

their heads to mess about with Farth's
history in serder to make the fubure
very unpleasant indeed. You are made
aware of their dastardly scheas via &
wierd dream yeu have in uhich histery
seeds to have gone Dbonkers. Yaup
aission is e trevel through nine tise
zones  collecting a special item from
tach which togather will desbroy the
despicably naughty (1 would not buy 3
used car from these sen) Tiselords.

This wust rank as one of the hest
adventures  ever writtem, as it
tontaing both a superd storyline and

incredible atmosphers = $o say neshing
of the ingenuity of the puzzles !

Level 9% offbeal humour/logic is
present  is large quanbities, thus

paking lords of Time challenging and
hugely enjoyable. Host af the prabless
can  he golved fairly easily, bud some
resain whizh vequire a lot amoms
thaught -~ the »layer nust leave ns
avenue  unexplsred nor sanure heap
unturned. Death naver seeas to be too
far away in this particular adventure,
59 saving the game raqularly is highly
advisable.

COMAERTS:

1 believe this %o be THE BEST all
have sver played.

HB.
round adventurs |
Once sbarted, 1 could nst leave ay
keybeard until T had selved the last
prabless If yeu are an advenbure fam,
them BUY IT 112

5T This 15 a gase of sutstanding
quality. The parser is excellent, the
descripbions  are clear and easily
visualised, and the wmanipulation of
ohjects is extrasely 2asy. Oaz for the
Christmas stocking (if yeu can wail
that laag 1)

Presentation 9038
interaction 80%
fase Content 852

Yalue For Hensy 459

Hage ¢ BHOUBALL
Produrer 3
Category § Adventurs
Price :

In this seienra fietion adventure, you

play the pard of Kig Kisbarley, 2
secret  agent of dubisus sex. Yaup
aissisn s to  safegaurd the

interstellar transpori, Snowball 9. To
achieve this you have baen secretly
placed on board in @ special freezer
coffin and will be auskenzd should
snything go wronge Yoy begin the
adventure waking inside yaur freszer
eaffin (I have zn  wondered what
happend te the light in the fridge
ahen 1 clesed the door...now I kaow),
something appears 8 be wreng, you
gust discover what % {s and put it
right before catestrophy strikes

in
2§t
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=Software Update:

The instructions/poster gives details
of Kis's background as well as setting
the scene for the adventure, including
3 Geopolitical summary for the year
2195, Very quickly you are confronted
by the dreaded Nightingales, robet
security gquards who are not at all
happy with passengers wandering about.

Unlike most other adventures, peints
are not gained for collecting iteas
and placing them in a special
location. Rather, points are scored by
perforaing actions that help towards
finding what is wreng and ultisately
saving Snowball 9. You lose points for
getting caught by the Nightingales (
not a pleasant experience!) and
getting killed in a variety of ways.

The atmosphere built by the game is
very auch like that of a first rate
sci-fi novel. Tense in some parts,
calculating in others and sprinkled
with humour. The parser is qood
though beware. of typing an ¥ at the
start of a word!) but some of the
descriptions can be a little hard to
visualise in context.

CORMENT

67. A classic adventure and the hest
sei=fi adventure ['ve played (though
2195 technology does seem to invalve
an enorsous amount of budton pushing!)
o R definite favourite of mine.

NB. A very ataospheric adventure,
tontaining loads of very logical
probless which require a scientific
approach (me “zap dragen with sagic
toothbrush® stuff here ). Sei-fi fang
will love it.

Presentation 854
Interaction 804
Gase Content 85%

Value For Homey 85%

| S

[oa— 1

Hame ADVENTURE QUEST

Producer ¢ Level 9 Cosputing
Category ¢ Adventure

Price 1 £9.95

This is the second in Level 9's

"Hiddle Earth® trilogy of adventures,
and the sequel to "Colossal Adventure®
« It is set in the timgs long after
Colossal, absolutely nething having
happened in the intervening peried.
However, just before terminal boredea
threatens to set in, the Demon Lord
Agaliarept
stoaping on the harvest and filling
the place with orcs uho spend their

livens ‘things up a bit 3.

adventure -~ after some initial
exploration of  the valley (the
starting area) you are plunged into
the hardest maze we have ever sgen in-
an adventure - The Desert. Apart froa
containing loads of identical-looking
locations, it also features a time
ligit (you will die of thirst if you
get lost) and a marauding Sandwora-
which follows you around and will kill
you if vyou let it get too close. You

‘tan lose loads of lives just trying to

discover the routes through the maze
to the other lacations in the game, so
using the saved game facility is an
absolute sust (even with the desert
well behind you, the game resains
wickedly  difficult ') Hardened
adventurers will find this a rewarding
thallenge - this is definitely not one
for the novice.

COMMENTS &

NB. 1 found the storyline and
atmosphere generated o be first rale,
but the logical grauping of assaciated
locations usually prasent in Level 9
ofterings seems to be lacking here,
paking the exploration of the game 2
very heavy task. A
Just a Leeeeetle bit hard this

tiae  headbutting the vyokels. Your OT.
quest is to find the four Stones of ome!  Definitely . for  adventure
the Elements which will enable you to masochists everywhere.
enter Agaliarept's tower, and then use
have to find) to give him the kicking Presentation 804
he deserves. Interaction 603
Gane Content  70%
We found this to be an extremely tough Value Fur Honey 703
Caverns of carnage
Nase ¢ DEVIL'S LAIR sixteen cemnected caverms full (}
Producer t Loriciels Cliterally 1) of traps, each cavern
Category ¢ Arcade containing 3 key and a chest - svepy
Price 77,98 chest has to spened in order %o revsal
the final exit. You alss have $s keep
One stormy night, oan the way home from a close eye on your enérgy level - i
the chip shop, you take a wrong decreases rapidly, and vyeu have te

turning and suddenly find yourself
trapped in the systerieus and not at
all nice Devil's Lair - a labyrinth of

constantly find and consume food and
drink (present in the fors of Big Hacs
and  glasses of wine and only ia
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ek

latex

extremely seall quantities) %o keep it
froa  reaching zero (which spells
death, sucker). You alse die by
tolliding with the multitude of traps,
which include flamethrowers, electric
plates, landmines and iron spikes.

This is another platfora game, in the
same vein as "Jack's House of Cards® (
see lIssue 2) although visually it is
tar superior. The @an is refreshingly
easy to control, leaping niably froa
platfore to platfors and then into the
middle of a disintegrator beam (which
is appallingly easy to do). There are
2 variety of ways in which you can
die, each of which is depicted in
beautiful pastel graphics (its the
only way to go...). Contrel is by
ioystick for left and right, with the
space bar to jusp.

To say this game is difficult would be
an understatesent of epic proportions

the possible sixteen screens - and
neither of us is bad at platfora ganes
! However, once mastered, the glegance
of the game unfelds. There are a large
nusber of slides, the departure from
which requires perfert timing if you

don't want to end up on the end of a
spike! There i also a 1ift, but we've
anly seem that in the demo and o
tannot cozsent on ease of useo.v..

COMBENTS:

RB.  This aust rate as the sost
difficelt platfors game in the whole
universe - after about three hours
constant play 1'd still only seen THO
of the screens ' Het a game you will
lose interest in for a VERY LONG TIME.

6T, 1 challenge anyone to disprove ay
claim  that it is impossible to
teaplete  (that is, spen the chest an)
gore  than abeut 3 screens of this
gane.

iase Content  80%

Flayability 654

Graphics 75%

Sound 408

the swirling mists of the Hiddle Ages.
The evil Hecromancer has imprisoned
all  but ome of the nine goodly
sercevors in order to further his evil
schemes and will soon kill thee, thus
aaking his undisputed Overlord and
forcing the land %o submit to his
terrible rules You play the part of
the Last Free Sorceror, and you must
release all your colleagues in the
fleeting minutes you have left before
the nasty Mecromancer zaps 'es into
oblivien.

The sorceror flies from screen to
streen (there are 40 altogether) by
use of the joystick - there is four~

SIS

we've yet seen on the Enterprise, with
the impression  of  selid  three
disensional  figures portrayed by
clever use of shading and colour. Game

play is fast, furious and irresistably

addictive as vyou strive teo discover
what various objects' functions are,
where the sorcerars are iaprisoned and
how to release thega.

In addition to the time limit, ysu
have to contend with quite a hefiy
smattering of nasties (twme inhabis
each screen) who are all out to draig
your energy. Energy is displayed as a
percentage - if this reaches zero then
you sauff it ' Yoy ran alse die by

- it is HEAN. Playxng the gaae Yalue Fap Honey 60%
ourselves, we have only seen two of
Unrivalled
Nase ¢ SORCERY way moveaent, and if the joystick is coming inte contact with any running
Praducer ¢ Virgin released the sorcersr will fleat water - evideatly swianing wasn't
Category ¢ Arcade slowly down %o earth. Objects are ' . d
Price ¢ £7.95 picked up (or used if already held) by
seans of the space bar. The screens
This is Ancient Britain, cloaked in are the most beautifully illustrated
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tware

tonsidered  an  important wizardly
discipline in those days ' There are a
nuaber of calildrons scattered about...
but you'll have o play the game %o
find out what they do !

A1 in o all, “Sarcery” is a superbly
iaplesented and hugely enjoyable gaee
- 3t the time we first saw it (the PCH
Show), it totally knocked the spots

oft any other pizce of " Enterprise

software available.
CORMENTS

HB. Forgive the pus, but this game is
HAGIC ! It's superb fun to play (even
it 1 do keep falling in the water !)
and  is a  sust  fer your games
collection. Buy it !

6T A colourful and amusing game
filled with fast action and puzzles.
Definitely one of the best ganmes
available for the Enterprise.

Game Content 80%
Flayability 80%
Graphics 838
Seund 5534

Value For Honay 80%

[

Perilous potholing

Hage 1 THE ABYSS

Producer ¢ Al Products

Category @ Arcade

Price ! £7.95

After the inevitable nuclear war (
eynic ' - €d.) the surface of the

farth was sade uninhabitable. However,

huganity still flourished deep helow
the  surface due to an artificial
eavironaent they  had  created

controlled by the RULER supercomputer
(RULER iz the Result of Ultimate
Learning and Educational Refinssent).
I wonder 1f the pe2ople who reached
this stage of ultisate learning were
the same people who bombed the Earth ?
Still, after a while RULER threw a
major wobbler and wiped out mest of
the papulation, turning  the
undersurface warld (now called "The
Abyss®) into a massive seriass of traps
in  order %o Kkill the surviverss
However, the last remaining bastion of
husanity has made one final affert to
survive - a spherz has been built
which is capable of travelling through
the dark vaults carrying one passenger
- vyou. Yeur eission i3 to find and
destroy RULER... however there is5 a
long way to go.

The averriding aim of this game is
survival.  There are over 1,000
thagbers which together form “The
Rbyss®, each filled with homicidal
robats (need 1 add that they're all
programeed to kill you) and traps ie
neqotiate. Some chagbers are

impassable until certain actions are
perferaed - you aust discover what is
required, always aveiding the killer
robots, opheten thrusters and other
assorted nastinegs. Your sphere cam
pperate in  two sedes - arged and
defenceless (defenceless mode i
better for negatiating the traps). You
can alternate between these sodes by
use of "Swep® wnits which’ can be found
scabtered around in various chasbers.
Your “psyche®, or energy level starls
at the grand itetal of 388, bul is seon
reduced by colliding with the robets.
It can be increased either by entering
new rooms or by acbivating & "Psyche®
unit - beware ef pver-energising
theughsoe

seeged  fairly easy bo negobiate with

Gantral of the sphere is by internal
joystick with the space bar to fire (
when in areed mode). Hhen in a rogs
containing an sbject, a "Swep” unit ov
8 “Psyche” unit, pressing the °I" key

will ds  the relevany thing - pick wp
the shject, increase your poyche (
gnerqgy) or suep mndes. If you pick up

2 besb, it can be dropped by pressing
the "U* kay (but make sure you're not
too clese to the ground !).

The first feature of this game which
ismediately  impressed 45 was  the
excellent susic which plays throughout
the gase - yet ansther exasple of good
use of the sound facilities available
on  the Enterprice. The graphics arve
fast and saooth, and although & bit
gaudy arp well up s the sinndard set
by the tep micre arrade games. He
didn't gel very far, hut sgst chambers

the sarked  exception nf chasbers
cantaining photon thrusbers. These ave

davilishly difficuit, requiring
precise tising (and 3 lepge degreg of
lugh, considering how many of Yhese

chambers there oust be Dbeimsen Lhe
sbart and the RULER computer). IF vou

are an arcade fan, The Abysy® is
definibely a game tp look sut for.

COMMENTS
¥0. 1 was tos busy bopping te the
susic to be able to geb very far ! i
rough that you die
hitting 2 phaton
fverall very quod

seens & bt
coppletely  upsn
thruster  beass
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Little alien robots
rather pointless as
will imeedeately take it
place! Otherwise it could be a great
zapping game, a5 it is, it relies on
fast reflexes and accurate positioning
of your craft to get past the photon
thrusters and other obstacles that Lar

0T,
appears
another

Killing the
to be

addictive, especially the susic, even
if it did drive some other sembers of
the houshold sad (sorry Tia ).

Gage Content 604
Flayability 633
Graphics 70%
Sound 75%

Enterprise ‘Starter Softwmare’ releass
! "Eddie goes Adventuring”
cochama. .. could be worth money to some
crackpotss,

Presentation 10%
Interaction 34
Gase Content 154

your way. [ found it fun and very Value For Honey 70% Yalue for Honey 23%
L4 3
Neil Blaber
Bundle of bodges Gary Themson
hs we hoped, the quality of software
Nane * ADVENTURE PACK bastle Dracula is very sisilar in has isproved drastically (with a few
Producer ¢ Hicrodeal presentation  to  Williamshurg  and exceptions) in recent months. Even
Category i Adventure 77?27 suffers the same dreaded parser palsy. | o0, good news is that there will be
Price & f6.95 You are cast as Baron Von Helsing, who no more Speckrua dusps Financed by
. . nakes wp to find that his w§?@ has Entersoft. Prograss in future will
This package contains not one but done a runner and shacked up with old have to be at least Commodore and
THREE text  adventure games - Draccie. This is another adventure in hastrad quality before being financed.
Hilliamsburg, Ultimate and Castle which you have to bump off sither the He sex this as a good move as the
Draculas Superb value for £6.95 you lpcal tlergy or the shopkeeper in comparisens with the Spactrus can snly
aight think... unfortunately not ! order to wip - not really an evasple do this cosputer harms It is not 'a
These programs are the pits, pan ! is it ? o e ip s .
ritten in ally sld tsmglc mg TV ol it good Speccy eaulator?y it is a machine
. . . , , in its oun right, having such meve %o
converfed fros the original Dragon 32 Ultieate differs slightly in that , : ;
. pfrer  than any of  its rivals.
tlassics (ho ho ') they seem to have there aren't really any puzzles o Enterprise specific softmare is still

acquired some  classic bugs  and

spelling mistakes along the way.

In Williamsburg, somesne has hidden
the fabled Golden Herseshue somewhere
in the celonial city. Your job is net
only o find the treasure but also to
find out which werds the parser #ill
actually recognise ! Also, adventurers
with any sorals will find it
irpossible %o coaplete this adventure
8 you are required to blow away
defenceless inhabitanis with 2 cannon
in erder to win, to say nothing of
stealing almest anything vou can find
that will move !'!' The puzzles in this
ame are so obvious it's untrue, the
probles really being expressing the
action you wish 4o perfora in a manner
the prograe will understand. In its
defence, the progras was written with
10 year olds in mind but the puzzles
insult even their intelligence while
the useless parser would make it nigh
impossible for thea te do much at all.

solve (good adventure, eh kids 77).
You start off in 2 marke: with 250
strength points and £300 - yau can
then buy various pieces of equipsent,
some of which will help you to bash up
the nasties (such as the terpihls ?
Badit® - spelling mistake queted frog
the gase ') or allow vyou te snier
sthermise  inaccessible  rooms. The
nasties knock strength points off yay
unless  you  use the correct iiem
against them - however snce you get
inte & combat you are prompiad fer
"Hhich ites ?* and are unable to do an
inveatory to find out which itess you

have ' 1 think I've said 2nough ».s
COMHERTS
NB.  Blehhhbh ''1 Thess are the worst

zacyses  for adventure gaaes I've sver
seen.  Take @y advice, spend an extra
three quid and get a decent (Level 9)
adventure.

6T 1t 1
tould  have

hadn®i
s80rR

szen othermise,
this  was  an

very thin on the greund {iransparent
in fack); but this should change as
software houses learn mere about he
pachine.

Recemtly s#e have had difficulty in

obtaining  production  copies  of
Enterprise  producks  for  review
purpuses. Although we can see the

problens associated with lsaning large
nuabers of preducts o varisus outlels
{press, distributers etce), we feel
sompwhat  annoyed that the User Growp
see@s 5 have been grouped alongside
these and is thus getting the 'rold
shoulder? frog Enterprise. After all,
w2 dp represent their rustomers !

It seems that the pelicy of giving us
the two-week loan of new products o
review  ne lenger  exists,  thus
repdering 1% iampessible for ws %o
perfora this function (it will take
Yanger than a two hour sessisn in the
Enterprise offices o properly revies
the Speakeasy, Enterprise !).




0f the Enterprise’s sany sutstanding
features, graphics are bound to be at
the top of most peoples’ lists. Screen
coordinates, haomever, can pese some
problems.

The Enterprise can support screen
resolutions varying fros 472 by 24§
dewn to 2 by 9 (from Basic that is).
The way scresn coordinates are defined
in 15-Basie i3 dependent un the size
of the screen being used and not upon
the number of pixels acress and down.
This aeans it is very simple to change
the colour resolubien of a pirbupe
pithout having %o change any af the

sereen  coordinates. This can make it
difficult ts jdentify  which
goordinates are  associated  with

different pixels (for examsple, several
screen  coordinates may refer to the
sage pixel).
All character spaces centain 9 real
vartical pinels (eucept in interlace
sode when you have 18). Bereen Y
cosrdingtes are 36 {9x4) high which
gives & vabio of sne verkical pinel te
four screen ¥ coordinabes.

The horizontal chavacters spaces vary
in pivel content depending en  the
resolution and colour mede, bud if you
resenber thab rach increass in teleur
halves the pixel reselutien (2 %o 4, 4
to 16 and 16 to 256), you tam werk oul
the pinels per screen far any colowr
reselubion  resbination. In  high
veselubinn 2 colour mede thave are 16
pixels and in lsw reselubien tus
eolour mode theve are 8 pinels atress,
In oerder %o sispiity Shis, here are
spme  forsulas to work out She pinsl
and c¢oprdinate resolution, weing the
sereen  size  im tharacher  spaces
together with  the reselubion and
celour mode.

HIGH RESOLUTION PIXELS WIDE

£Y = CHARACTERS WIDE
LY = CHARRCTERS HIGH

2 [OLOUR nODE =
¢ COLOUR Home =
16 COLOUR HODE = CXad

(LT
Cy28

256 COLOVR HODE = C#2
{ Low resolution have half this nusber
af pixels)

COORDIMATES RESOLUTION WIDE

COORDINATES HIDE =
resclubions & modes)

(X232 (for all

PINELS HIGH

PIIELS HIGH
PIXELS HIGH

{Ve9  NON INTERLACE
Cyei8 [INTERLACE

2

)

CORDINATE REBOLUTION HIGH

PLXELS HiGH = CYeds

Belew is 2 pregra;  which will
caleniate Ehe nugber of pixels and
goordinabes for any size vides pages

100 PROGRAW EXARPLE

105 CLEAR TEXY

107 PRIWY

108 PRINT "Type in the details of
the seroen bhat you want (use
valees $rap the machinge sptisns)

109 PRINT

{10 INPUT PROMPT “Characters widet ”
1CHAR X

120 IHPUT PROMPT “Charactsrs Highs °
1CHAR Y

130 IHPUT PROBPT “Wides Hode: "tVIN

HODE

140 INPUT PROWPT "Video Colpurt ®
YiD_CoL

145 PRINT

170 SELECT YID_COL

190 CASE 0

190 LET PLAEL_X=CHAR ¥ei6

200 CASE §

210 LET PIHEL_X=CHAR X8

220 CASE 7

730 LET PIIEL_X=CHAR a4

240 LASE 3

250 LET PIAEL_¥=CHAR ¥s2

270 END SELECT

290 SELECT VID_HODE

300 CASE 0,2

310 PRINT “These are fext modes'®

320 CASE

340 CASE §

350  LET PIXEL X¥=PIXEL X DIV 2

360 CASE 15

370 LET PIXEL ¥=CHAR_X#8

380 EMD SELECY

400 LET PIYEL V=CHAR_Y#9

420 LET COORD_X=CHAR X282

430 LET COORD_Y=CHAR Y36

450 PRINT “Horizontal pixels (X)i¥;
PIREL X

460 PRINT “Veriical
PIYEL Y

470 PRINT

480 PRINT °S¢reen cosrdinatast®

490 PRINT ® i 0 -":COORD _X-i

500 PRINY = Vi 6 -":000RD V-1

pinels (V)37

HORIZONTAL CGORBINATE STEPS

High Reselutient

2 LOLoUR = 2

¢ CoLouR = 4

16 LOLOUR = 8
256 COLOUR = b

Low Resolubiont

2 COLOUR = 4
§ (OLOUR = 8
16 COLOUR = 14
236 COLOUR = 32

YERTICAL COORDIMATE STEPS

ALl resslubion & calaur podes = 4
Al raselution & coleur aodes
(IHTERLALE) = 2

HOTL. The nusbering systes starts fros
O - therefare albhough the maxisus
suaber of cosrdinabe pesitiens s
1280, the highest coordinate is anly
1279,

The ATTRIBUTE screpn uses  the same

faraula as the high resolubion 4=
eolour sode.

TIM BOX




One

sf the Enterprise cosputer’s
pain  selling vpoints sust he its
syperiop graphics capabilities,
especially in cosparison with other 8
bit microcomputers. It manages &
achieve considerable flexibility in

this area by using a custon designed
graphics chip *HICKY. 1% is the ais of

thiy article to introduce the reader
bs  this chip, and show ways of
panipulating the display which are
simply not poessible using standard I8
BASIC commands.

The actual display that is genevated
by RNICK depends upen two areas of
Begory. The first area is where a
table of valuss that determine such
things as margins,calours 2tc. s
locateds This table is known as the
'Line Parameter Table'. The segond
area of memsry is where the scrasn
data is stored - characters, rolourad
pixels ek, the "Inforeation Area’.

The Line Paraseter Table, op LPT,
consists of groups of 1 bytes that
have the following signiticance.

BYTEQ: The nusber here represents
how meny pixel lines (scanlines) are
to be affected By the following 15
bytes: The atival nuaber 9f scanlines
it given in a tus's coaplesent fora,

The Line Parameter Table

but  bit 7 of the byte
gagnitude bit,not a sign hit!

being &

E.g. 247 here would represent 9 pixel
lines (the usual setting).

BYTEL:
defines
scaniines.

BYTE2:  Left

This
the

is
video

the sodebyte and
pode of the

pargin byte. The
bottem & bits define the left hand
sargin for the lines. Usually these
bits are set to produce 11,

BYTES: Right margin. As BYTEZ but
for the right hand margin (usually set
ts 81,

BYTEQ, BYTES: Define where in vides
peaory the data for the scanlines is,
i.a. the information area for the
lines.

BYTES,BYTET: Used %o point to the
character font for the teat modes; era
peinter to pixel inforsation when
using the abtiribute mode.

SYTEE o BYTEIS: Define paletts
celours 0 to 7 for the scanlinas.

For the purposes of this arbicle |
shall net make any use af BYTEL o
BYTES, av BYTEG and BYTEV.

The LPT has at default 34 groups
of these 16 bytes, suly 28 may be used
for display purpsses. The other 4
groups  describe  hlank limes that
define the border and end of the vides
frames 1t sheuld be nated here that
the total number of scanlines s
always 312, a number greater or less
than this will cause the display ie
become unsteady (an excepiion %o this
is when interlace is being used).

To sanipulate the display,we
need o know where the LPY is stored
in memory. To find this out we need to
have a basic understanding of the
internal architecture of the
Enterprise. The I-80 microprocesser ab
the heart of the cospuler can only
address H8K bytes, so how can the
Enterprise  addvess 4H bybes? The

answer &0 this s that the computer
uses 256 blocks, or segments, of 16K,
with the I-80 using any 4 segments ai
a tise (internal memory decoding being

achieved by another custom chip
DAVE®).
The HWICK chip can aonly use

segaents 252 to 235, so called video
semory.(this is why the Enterprise 64
is slower than the Enterprise 128,
accesses bo these segments are slower
due to the interaction of NICK with
the 1-80).Thus all graphits data, i.2.
the LPT and information area must
reside in these segments.

Each seqment has 16K of meamory,
thus actual memory can be descibed by
a segaent nusber (0 to 255), and a
seguent memory  address (0 to 16K). A
rather special segment is nusber 235,
the 5o called system segment. In this
16K block reside several ‘'systes
variables®s At address 235,16372 and
299,16373  is ane such variable called
LF_POINTER. This contains the address
of the start of the LPT in segaent
205« Thus by using

100 LET LPT_ADDR=REM(SPEEX{235,16372)%
25655PEEK (255, 16373),16384)

LPT ADDR will equal the address of
the first byte of the LPT. e now have
enough inforsatien to start
experizenting with the display.

LISTING 1 is a demanstration of how

te mave scresn asanry absub. Rup the
progras  and press ‘enter’ when the
suestion mark appears. YVou will see
line 5 on the screen replaced with
ling 1'! The progras uses a text
screen, bub the same would apply if me
had used a graphics sereen.

LISTINGE
100 PRINT AT 1,15¢"HELLO THERE®
110 PRINT AT 5,15¢"1°H LINE S°

22




120 LET LPT_ADDR=RER(SPEEK(2%9,16372)
+2568SPEEK(255,16373),16384)

130 INPUT A$
140 LET DIsSPEEK(235,LPT_ ADDR+16+4)

150 LET D2=8PEEK (255, LPT _ADDR+16+5)
160 SPOKE 235,LPT ADDR#Sﬁlé#d )
170 SPOKE 253, LPT ﬂDDR#S*ib#S DZ

Now try LISTING 2. Here a graphics
screen is used to demonsirate how we
tan change the calour af the inks on
separate lines. So although we are
using 8 4 colour mode, it is possible
te have 60 coleurs on screen at once.
Although at the soment the inks can be
different only between character
Iines, we shall ses how we can
overcome this in the next listing.

100 GRAPHICS HIRES 4

110 FOR T=1 10 120

120 SEY INK RMD(3)+1

130 PLOT RHD(1279) sRRD(719);

140 NEXT 7

150 LET LPT_ADDR=REH(SPEEK(255,
16372)¢256§5PEEK(255 16373), 16386)

160

370 FGR T=1 70 20

180 SPOKE 295,17 ADDRe Y1649,
RHD(255)

150 SPOKE 258,107 ﬂﬂﬁﬁ?fﬁié*lo,
END{25%)

260 SPOKE 255 41 hEDR#Y%ié#ii
RMD{25%)

200 NEXY 7

220 LO0P

He know ¢hat BYTEG refers $o the
nusber of scaplines bo be affected by
BYTEL to BYTEIS. Thus if we alter the
value of BYTEO, bub ensure that the
total nupber of scanlines is 312, we
#ill  be able to intreduce colour
differences between pixel lines, not
enly character lines as hefore.

Using this methed 1 have
sanaged  to  produce 11 background
tolours on a 4 colour display (i.e. 3
foreground colours may still be used)
b0 create the effect of 2 sumset. A
very iepevtant part of the progras
8ecurs between lines 250 and 320, This
part of the program ensyres that BYTE4
and BYTES af each group of 16 bytes in
the LPY are ovointing to the correct
area of vides semorys This is achisved
as followss-

Take the first group  of 14

bytes in the LPT that refer to the
graphics screen, i.e. LPT_ADDR+16 ¢
LPT_ADDR refers to the status line).
Then BYTE4,BYTES point to the first
byte in video mesory of the graphices
screen, call  this ADDR (graphics
inforeation s usually held in a
continuos  black of nemory). Each
scanline on a default hires graphics
screen  corresponds {0 80 bytes of
data. Thus %o display the informatiion
described by the 16 byte area in the
LPT requires 80#nusber of scanlines (
BYTEO)+ Hence for the next group of 16
bytes in the LPT, BYTEM, BYTES amust
point %o ADDR+80¢number of scanlines
of previous group. This process aust
be repeated for all groups of 16 bytes
that describe the graphics screen.

LISTING3:

100 GRAPHICS HIRES 4

110 8ET COLOUR 1,RED

120 RANDORIIE

130 LET  LPT_ADDR=REM(SPEEK(255,
16372)*?56§5PEEK(255 16373), 16384)

140 !
150 | #2e Change nusber of scanlines

ke be atfected by a 232

160 ! eae particular background
colour 288

170 !

160 FOR NUM=1 TO 10
196 READ MUW_LINES

200 SPOKE 255,LPT_ADDRMUH®16, 256~
AUK_LINES
210 NEXT Hum

220 !
230 ! sa¢ Ensure that BYTEQ,BYTES
pnxnt to correct semory area #id
240 ¢
250 RESTORE 480
260 FOR NUH=2 TO 20
270 LET ADDR=SPEEK(255,LPT_ADDR+(
HUH- 1)&164é)6256659EEK(255 LPT_
ADDR+ (NUR-1)#16+5)
READ WUR_LINES
LET NEY_ADDR=ADDR+NUN _LINES#8D
SPOKE  255,LPT ADBR+HUH§16¢4,
RER{NEY ADDR 286)
SPOKE 55,1 PIEﬁDDR+NUﬁelé+S
INT(HER RDD&!?Sé)

280
290
300

310

320 HEXT RUM

330 ¢

340 ' #e¢ Run through colours to
show sunset effect #oe

350 ¢

360 CALL HOUNTAINS
370 FOR J=1 TG 7
580 FOR NUM=l TO 10

128

READ COLOUR

SPOKE 255,L

COLOUR

410 MEXT MU

420 WAIT |

430 NEXT J

440 END

450 !

460 ' gt Nueb
affected by part

470 !

480 DATA 22,17,13,

390
400

PT_ADDR+NUM#16+8,

er of scanlines
icular colour ##%

11,9,6,5,3,2,1,9,

9,9,9,9,9,9,9,9

490 !
300 ! ##% Colours ¢

0 be used as

background colours #3#

910 !
920 DATA 72,1,65,9,
259

530 DATA 8,72,1,65,
73

540 DATA 64,8,72,1,
217

550 DATA 0,64,8,72,

560 DATA 0,0,64.9,7

570 DATA 0,0 0,64,8

580 DATA 0,0,0,0, b4

590 !

600 1

73,201,89,217,75,
9,73,201,89,217,
65,9,73,201,89,
5,9,73,201,89
5,9,73,201

65,9,
'1,65,9,73
2,1,65,9

1,6
2 1y
72
8 7

! eed Dray seme ‘mountains’,

shows that standard plot works

#84

610
colour changes

6290

! #8% Hote,do not use any !!

unless via a #3¢

! #%% sipilar routine as lines

720 to 740 24

630 !
640 DEF HOUNTAINS
650 BET IMK 2

660
676
680
690
700
710

NEXY 7

PLOY PATHT
FOR HUR=1 TQ
[AY

10,0
760 WEXT NN
750 EXD BEF

FOR T=0 70 1279 STEP 30
PLOT T,RND(400)+260;

PLOT 1279, RHD(400)4260
PLOT 500,200,

20

GPOKE 255,197 AQBR%NUN*!&@

He have seen that varjous effects

83y  be
LPT, and sven sore
at.
plot  cosmand,
directly to

you
the

pinel scralls may
the values of all
ate.

write in to PRIV
your discaveries.

created by manipulating the

pfferts are hinded

for exasple, instead of using the

eoeld poke dats
screens  Horizontal
be induced (adjust
BYTE4, BYTES pairs)

Experiment with the display, and

ATE INTERPRISE with

Peter Walton
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lome Produce:

joystitk to draw with

N* to asove on %o
autosatically move
has been defined.

the next phase. The progras will
on  when the pitch for the last phase

The user will then be given the option of playing the
envelope he has just drawn, designing a new envelope or
redefining the old one.

If the wuser chooses to
pitch and duration of the sound will have te be given , as
well as the value of the units which define pitch changes.
There is also an option to print out the phases of the
envelope as they would appear in an envelepe command.

HOTE: The units of duration are "ticks”, where 50 ticks =
! second. Piteh definition is in semitomes, with 37
being equivalent %o middle C.

The only lines which say cause some confusion are 670 to
700 which actually set up the envelope by sending am
‘| escape sequence %o the sound driver. This npethod is
necessary due to line length limits within I8-Basic. The
sequence takes the forms

cesc B O[1] 127 031 [4] (51 [6) (7]
Yhere [1] is the envelope nusber 0-254

- f2) is the total number of phases in the envelope
12

[3] is the nusber of phases before the first release
phase. This should be set to 254 if there are
. to be no release phases.

[4] is the pitch change. A signed 16=bit nuaber
between -32768 and 32767, this represents units
af 1/512 semitones.

gq% PROGRAM "ENVELOPE GENERATOR®

120 ! ENVELOPE GENERATOR
130 ! {c¢) D.H.RACE
150 !

160 SET SOUND BUFFER 21

The . following program allows experimentation with envelopes with the minisus |
of fuss. The operator first sets the volume pattern of the envelope using the *
(the cursor moves in increments of ten units if the

space bar is held down at the same time). When a phase is completed press the
"N key - if the voluse part of the envelope is finished press "F*.

| The program will then move on to allow the pitch change to be set for each
phase of the envelope; again when the pitch for any phase is torrect press *

play the eavelope, the initial.

{5) is the left veluse change from -63 to 63.
{6} is the right volume change.

[71 is the phase duration 1 to 235.

Obviously [4] to 7] sust be repeated as many times as
there are phases to the envelope. Another escape sequence
which may be of interest allows a sound to be produced,
and takes the foras:

esc § [1] [2] [3] (4] [5] fé] [7] [8)

Where [1} is the envelope number &0 be used. 238
represents the built-in envelope, producing

constant pitch and veluse.

{2] is the
seaitones.

initial piteh, 0-63335, in 1/512

{3) is the overall left veluse, 0-253.
{4} is the overall ridht voluas.

{3] is the sound style, 0-235.

{61 is the sound swurce, 0-3.

{70 is  the
seronds.

duration, 0-63335, given in 1/50

{B] is a flags byte.The first 2 bits show the SYN(
value.and the last bit is set to allow the sound
to override any other sounds in the sound queue.
All other bits should be reset to 0.
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o)
=3

Tome Produce:

170 SET KEY CLICK OFF

180 STRING DUMMY$

190 NUKERICP(L 70 21),V(1 T0 21),D(1 TO 21) ,GRAPH(1 TO 3,0 T0 21)
200 LET GRAPH(3,0)=96$LET GRAPH(1,0)=105

210 !

220+ HAIN BODY OF PROGRAM

230 ! '

240 DO

250  CALL DRAW

20 LET XX, X=96:LET YY,Y=105:LET NN=21

270 CALL DEFINE(0)

280 DO

290 CLEAR TEXT

300 PRINT AT 1,1:%(P)lay envelope”

310 PRINT AT 2,1:"(C)hange envelope®

320 PRINT AT 3,1:*(D)efine new envelope’

330 LOOK £105:DUHRY

340 LET DUMMY$=UCASES (CHRS(DURMY))

350 SELECT CASE DUMHYS

360 - CASE "P*

370 CALL PLAY

380 CASE °C*

390 CALL DEFINE(-1)

400 CASE "D"

420 CASE ELSE

430 END SELECT

440  LOOP UNTIL DUMMY$="D"

450 LOOP

460 !

470 ' PLAYS ENVELOPE

480 !

490 DEF PLAY

500 CLERR TEXT

510 INPUT PROMPT *Initial Pitchs "PIT

5§20 INPUT PROMPT ®Duration (Ticks)s ":DUR

§30  IHPUT PROMPT "Pitch Change Units: "tP CH

540 LET V(1)=(GRAPH{1,1)-103)/4

5§50 LET P(1)=(GRAPH(2,1)~411)¥32

560 LET D(1)=(GRAPH(3.1)-96)*(DUR/(GRAPH(S,NN)w?&))

570 FOR H=2 TO NN

580 LET V(R)=(GRAPH(1,N)-GRAPH(1 N-1))/4

590 LET P(N)=(GRAPH(2,N)-GRAPH(2,H-1))232¢P CH

600 LET D(%)=(GRAPH(3,N)-GRAPH(3,N-1))*(DUR/(GRAPH(3,%N)-96))

610 REXT - .

620  FOR Nel TO NN

630 LET DCNY=CEIL(D(N))

680 HEXT

630  CLEAR SOUND

660  CLEAR EMVELOPE

663 !

64 ' THE FOLLOWING LINES DEFINE

665t AN ENVELOPE BY PRINTING TO

666 ' THE SOUND CHANMNEL.

667 !

870 PRINT 51032H5X$(“18,45,1“)&0HR$(NN)&CHR$(255)%

680 FOR H=1 TO MN

gZO PRINT £103:HORDS(P(N)) HORDS(V(N))(1) HORDS (Y(N)) (1) HORDS(D(N));
0 HEXT

L_vzo SOUND DURATION DUR,ENVELOPE {,PITCH PIT




=Home Produce:

720
730
740
750
760

780 !
790 !
800 !
810 !
820 !

840
850
860
870
889
890
900
910
920
930
940
950
960
970
980
9990
1000
1010
1020
1030
1040
1050
1060
1070
1074
1075
1076
1078

1080
1090

1100

1120
1130
1140
1150

1160
1170

1180

1200 !
1210 ¢

1240
1250
1260

110

1220 !
1230 DEF PLOT_VOL

CLEAR TEXT

PRINT AT 1,1:“DO YOU WANT A LISTING? *
LOOK £105:DUNHY

LET DUMMY$=UCASES(CHRS (DUMHY))

IF DUMHY$="Y" THEN CALL LIST_EWV

770 END DEF

DEFINES ENVELORE
CHANGE=0 FOR NEW ERWVELOPE
=-1 70 REDIFINE OLD ONE

830 DEF DEF INE(CHANGE)

CLEAR TEXT
SET INK 3+CHANGE
LET X_POS=96:LET Y_POS=105
PRINT AT 1,1¢"Total Duration=®
PRINT AT 2,1¢"Phase Durations®
PRINT AT 3,13° Voluse="
FOR N=1 TO NN

IF CHANGE THEM

LET X, XX=GRAPH(3,NYSLET Y, VY=GRAPH(1,K)
PLOT X_POS,Y_POS3XX,YY

END IF

CALL PLOT_VOL

If X _POS=1264 OR UCASES(DUNMY$)="F" THEN LET NN=N:LET N=2{
NEXT
CLEAR TEXT
LET X_POS=96:LET Y_POS,Y,YY,GRAPH(2,0)=411
SET INK 2~CHANGE
PRINT AT 1,1¢*Pitch Change Overall=®
PRINT AT 2,1:"Pitch Change This Phases®
FOR N=1 TO WM

LET X, X4=GRAPH(3,N)

IF CHANGE THEN LET Y,YY=GRAPH(2,N)

CALL PLOT PIT
HEXT
i

! REDRAHS ENVELOPE IF OLD ONE
' HAS BEEN REDEFINED.
]
IF_CHANGE THEN
CALL DRAM
SET LINE HODE 0
FOR C=1 70 2
SET INK 4-C
FOR CC=1 70 NN
PLOT GRAPH(3,CC-1),6RAPH(C, CC~1);GRAPH(3,CC) , GRAPH(C,CC)
SET LINE HODE 3

NEXT
REXT

END IF

1190 END DEF

PLOTS VOLUHE PART OF ENVELOPE

LET DUHRY$="®
DO UNTIL XX>X_POS AND DUMMY$="F"
IF JOY(0) BAND 16 THEN
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Home Produces

1270
1280
1290
1200
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1435
1440
1450
1460
1470
1480
1490
1500

LET #=10
ELSE

LET =]
END If

LET XX=XY+Hede(((JOY(0) BAND3)=2)-((JOY(0) BAND 3)=1))
LET YY=YY+R&4(((JOY(0) BAND 12)=4)-((JOY(0) BAHD 12)=8))

IF YXCX_POS THEN LET XX=X_POS
IF XX}1264 THEN LET X1=1264
IF YYC105 THEN LET YY=105
[F YY>357 THEN LET YY=357
PLOT X_POS,Y_POS;X,Y

PLOT X_POS,Y_POS{XX, VY
PRINT AT 1,16(XX-96)/4
PRINT AT 2,16:(XX-X_P0OS)/4
PRINT AT 3,163 (YY-105)/4
LET X=XX:LET Y=Yy

LET DUMMYS$=INKEYS$

1F DUMKY$<>®® THEN LET DUMNY$=UCASES(DUNRYS)

LOOP UNTIL XX>X_POS AND DUMMY$="N"
PING

SET LINE MODE 0

PLOT X_POS,Y_POS; XX, VY

SET LINE HODE 3

LET ¥_POS=XX:LET Y_POS=YY

LET GRAPH(1,N)=Y_POS:LET GRAPH(3,N)=X_POS

1510 END DEF

1620 !
1530 !
1540 !

PLOTS PITCH PART OF EMVELOPE

1550 DEF PLOT_PIT

1560
1570
1580
1590
1600
1610
1620
1630
1640
1650
1660
1670
1680
1696
1700
1710
1720
1730
1740
1750
1760
1770
1780

BLOT X_POS,Y_POS3X,Y
DO UNTIL UCASE$(INKEYS)="N®
IF JOY(0) BAND 16 THEN
LET Hs5
ELSE
LET =1
EHD 1F
IF JOY(0) BAND 4 THEN LET YY=YY-4eM
IF JOY(0) BAND 8 THEM LET YYsYY+daH
IF Y715 THEN LET Y¥=715
IF YYC107 THEN LET ¥¥=107
PLOT X_POS,Y_POS;X,Y
PLOT X_POS,Y POS;XX,YY
LET X=X¥sLET Y=Yy
PRINT AT 1,22:(YY-611)/165" *
PRINT AT 2,25:(VY-Y_POS)/163" °
L00P
PING
SET LINE HODE 0
PLOT X_POS,Y_POS; XY, YY
SET LINE MODE 3
LET X_POS=XX:LET Y_POSeYy
LET GRAPH(2,M)=Y_P0§

1790 END DEF

1800 !
1810 !
1820 !

FLGTS GRARH BACKGROUND

1830 DEF DRAM

1840

GRAPHICS HIRES 4

1830
1860
1870
1880
1890
1900
1910
1920
1930

SET LINE MODE 3
SET PALETTE 0,WHITE,CYAN,GREEN
PLOT 96,18:96,715,16,105;1264,105
FOR N=105 TO 716 STEP 16
PLOT 88,M;96,N
NEXT
SET LINE STYLE 5
PLOT 88,41131279,411
SET LIME STYLE 9
1940  PLOT 88,357;1279,357
1950  SET LINE STYLE 1
1960 END DEF
1970 ¢
1980 ! LISTS ENVELOPE DESCRIPTION
1990 !
2000 DEF LIST_ENV
2010  CLEAR TEXT
2020  PRINT AT 1,1:°PITCH®,*LEFT",°RIGHT®,*DURATION®
2030 FOR Nel TO M
2040 PRINT AT 2,11
2050 PRINT AT 2,1:ROUNDCP(N)/S512,2) ,V(H),W(N),D(H)
2060 PRINT AT 3,13"PRESS ANY KEY TO CONTINUE®
2070 LOOK £105:DUMHY
2080 PRINT AT 3,1:°
2090 NEXT
2100 END DEF
DAVE

RACE

Here at IEUG headquarters (Viva el Presidente!) we are
trying to set soee kind of file naming standard. It is 2
1ittle bit difficelt detersining what a file aciually is
when i% is called ®dubrie_1" The standard we are adopling
is that of a filemame extension after the filenase
consisting of a full stop, followed by an exteasion code.
The codes are as follews?

tilename.BAS - BASIC
$ilenane.PAS - Pascal source code
tilenase.LSP - Lisp envirenaent
tilenase.ETH - Forbh source code
filename P\ Word Processor Files
tilename.DOC / (Saved using SAVE function)
$ilenase.ASH - Bsseebler source
filename.TAT - ASCIY file

(eq. WP files saved using PRINT optien)
tilename.EXE \ Executable code
filenaae / (eq game/applications progras)

$ilenamesREL \ Exos relocatable sodule
filename.} /

L
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