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JIM PETERSON
obituary

"THE TIBERCUB" died unexpectedly on January 12, 1994, He
went out to get his morning newspaper, sat down in a chair
to read, and never got up. Jim Peterson was known to many
/48 users as a newsletter columnist (Tips from the
Tigercub), a master extended basic programmer, and the
organizer of a fantastic and inexpensive library of public
domain 99/44 software. He usually attended the annual Lima
MUG Conference and can be seen in the video tape record of
many Of these conferences. His most recent contribution to
the TI community is a "Microreview" in the January 1994
issue of Micropendium.

Jim’s family indicates that his business (Tigercub Software)
will be closed and discussions are underway with his local
user group (C.G.N.N.I1.) concerning the business assets which
consist of disks from his public domain catalog. The
February issue of the C.0.N.N.I. newsletter will be a
memorial issue in his memory.

PL9 - A FIRST REPORT doesn’t use multiple CPUs and in fact it isn’t even a new
by Charles Gaod computer. The whole thing cosmes on a sisgle 3.5 or 5.25 inch
Lima Ohio User Grou high density IBM compatible disk.

A growing nusber of 99/4A users also own IBM compatible LYo
computers. Such owners known to e include myself, Dave
Szippl and sose other local mesbers of the Lima User Group,
Bruce Harrison, Jim Peterson, Irwin Hott (runs the C.O.N.N.I.
clearing house BBS}, Jim Krych {of Asgard Peripherals), and | 4, specified at the time of purchase. PC99 prograss the
Barry Traver. There are certainly aany others. #n abvious | (lgne’s wicroprocessor to behave exactly as if it were an
question for those who own both types of computers is, *all TI' expanded 99/4A systen. This means the /48 console,

“Wouldn’t it be nice if I could run some of sy neat 99/4R | 3o Loairy eypansion, RSZ3Z/PI0 interface, and TI disk
software on ey IBM compativie? And for even these 99/4A controller with three DSSD drives on line. You can also

owners who do not have their own persanal IBM clone, | purchace a version that behaves exactly like a 994 (without
"Wouldn’t it be neat to run ay favorite 99/4R software on my | ypo wav). Al you do is install the software onto your PC’s
cospuler at work®® hard drive. Once installed, just enter C: PLY9 PL99 from the
C:} proapt and ypur IBM clone will act EXACTLY like a 99/4A.

1 am writing this report using the 40 coluan Funnelweb v5 | yhe Ty color bar title screen will appear on the VGR monitor,
text editor running an sy 386DY/40 IBM compatible computer. and when you °PUSH ANY KEY TO CONTINUE® you will get your
It will be printed right justified in condensed print with | piice of 71 BASIC and any other TI cartridge (such as
double strike in the appropriate places using the Funnelweb Extended Basic) that you chose to *plug in® to your PLY9
{T1 Writer) forsatter also running on sy 3B4DX/40 systea.
PCYY9 is the wagic that aliows me to use this 99/44 software
on my IBM clone. For years there has been talk of IBM
eaulation for TI users, maybe 3 new type of coaputer with two
separate CPUs that would allow 99744 anc IBM software to run
on the sase sachine, Something like this has now arrived' It

is a cosplete software esulation of an expanded
99747 systea designed to run from an IBM clone.  HMinisus
requiresents are a 386 or fancier (4Bé, Pentiua) processor,
640K memory, VGA graphics, and a hard drive, Disk size can

computer. I you have a joystick or two comnected to your
clane’s game ports, the Joysticks will behave like 7]
joysticks when running” TI software. Parallel and serial
ports on vyour clone are addressed as "PI0" ang "RSZ23Z" Just

like the real 99/4R when running TI software.
MNEXT PAGE
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Khen you purchase PC9Y you get the Toabstose City and
Extended Basic ‘cartridges” as part of the initial purchase
price. Cartridges and TI “disks” are files on your FC’s PCYY
subdirectory. The PC files that emulate TI “disks” do in
fact behave exactly as if they were disks on a 99/48 systes,
When running PE99 you can OLD, SAVE, RUN, OPEN, CLOSE, and
catalog the TI files that are on these PCY9 ‘“disks",
Lartridges that run on PCY9 are based on Gram disk files
created on a real 99/4A system with a GrasKracker, PGras, or
simtlar Bram emulating device. 1f you don’t have a gram
device, the PC99 authors will sell you in PLY9 foreat a legal
copy of any TP cartridge ever produced. TI gets a rovalty
trom such sales,

You always have access with PC?9 to 3 DSSD “dizks® and to
any software on these disks., Converting actual physical T}
disks (with all their Gram files, BASIC YBASIC ER3 and EAS
software, and their data files) to a PCY? “disk" file
reguires either cabling the IBM clone and 99/4A csystess
together via their serial porks or using the cosmercial
software PC Transfer on a T1 aystem with a double density
tloppy controller. The process is fairly straight foreward
for converting module gram files, and a bit more cowplicated
for other types of 71 software, But it can be done with a
little time and careful reading of instructions. So far 1
have converted a complete Funnelweb systee, and about a dozen
modules, Once the conversion is done you ran save your IBN
"cartridge® and "TI disk® files to IBM floppies for archival
purposes. The convercion only has toa be done  once.
Utilities are provided to convert individual "TI* files or
whole "TI" disks both ways, from the TI to the clone and fros
the clone to an actual 99/4A. 1 suspect PCY9 awners will
trade a lot of these T1 “disk® and “cartridge” 1BM compatible
files.

Changing cartridges is easy' Just exit PCY9 and froa 008
run a little file called “LE" which seans ioadCartridge.
Enter the file name followed by the name of the cartridge,
such as "LC extended basic®. Then the nest tise you start
PCY?, Extended Basic will be item #2 in the menu that follows
the color bar title screea. Of course you need to have the
PC99 extended basic qras files on your clone’s hard drive to
do this. One thing that takes socae getting used to about
"LC* is that cartridge names are case semsitive, In the
above exaaple, entering *LC Extended Basic® would not wark
because of the capital £ and B. Most of the time DS is not
case sensitive, and LC runs out of DOS 5o you might think
that case isn’t iaportant. It is!

There are some things you don’t get with PC99. Because
it only eaulates official TI peripherals you only have three
floppy drives available and these are only single demsity,
PL99 does not eaulate the double density 4 drive capacity of
CorCoap or other third party floppy controllers. 80 colusn
software for the 99/4A and Geneve specific software will not
run with PL99.  You don’t get to use ramdisks (yau really

don’t need thea), clock cards, or gras emulators with P99,
The current release of PC99 has no speech synthesis and only
has one sound channel, because a typical clane has only one
sound channel ta its PC speaker. The next release is
expected to support 2 PC sound card such as a "sound
blaster®, This will allow esulation of TI speech synthesis
and full "3 channel plus noise generator® 99/48 sound,

Some additioaal observations about P99, not necessarily
in any grdert

Speed- PC99 is either slow or very slow, depending on the
speed of the PCs microprocessar. Typing in BASIC listings,
or responding to INPUT statesents from within a running BASIC
progras can be done at noreal typing speed.  Alwest
everything else is slow, particelarly sprites and other
graphic intepsive applications. 1 am told that the Fuanelweb
text editor works at near norasl speed on a 4B4/DYZ &6
saching, [t should run even faster with a Pentium processor,
On my 3B6/DX 40, the machine I am using to write this article
Funnelweb’s text editor is SLON, too slow to really he
practical, I have to wait after each typed letter for the
letter to appear on screen hefore typing the next letter,
There seem to be no speed probless printing through the
Funnelweb foreatter using PCY9. T have used PCY9 an a 38451
20 machine at work with acceptable but slow results. This is
Jjust about the slomest sicroprocessor in the 384 line.

bames- | have heen able to achieve some fantastic scores
or Tl gampe cartridges, fantastic for me anyway. These
cartridges run slow enough that I can anticipate what is
going to happen. Keyboard response ar joystick response {or
saybe just sy response time) fros FC9Y seems more responsive
than on an actusl 99/4A, 1 now have no trouble eating all
the dots in car wars and advanting outside the village to
kitt all the had quys in tosbstone city, things I can’t do on
a real 99/4A.

Natheaatiral Accuracy- We pride ourselves on the 10 digit
display and 13-14 digit accuracy of mathematical calculations
dene on a 99/4A. This is better than what you get using the
various BASICs that run oa IBM clones, On 2 99/4A 1/3x 3 =
l, whereas on many PCs it will equal 0.9999999 beacuse of
rounding errors, PCY9 i every bit as wathematically
acturate as a 99/44. This seans that a JB& or 486 £PU on an
IBM pachine is NOT less accurate than a 9900 CPY on a 99744,
The apparent lack of matheaatical accuracy in PL BASILs s
because of the way these BASICs are originally written in the
PC’s ascesbly language, not because of any deficiencies in
386 ar 484 CPUs.

The 140K Double Density Disk Probles- Transferring disks
and files from & 99/4R to P99 requires either cabling the
computers together or using PC Transfer. PC Transfer allows
you to put an IBM forsatted 350K 35.25 inch double denmsity
disk inte a double sided double density drive of a 99/48 |
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system that has a double density controller. You can then,
using oniy the 99/4% computer, transfer files from 99/44
forsatted disks to 340K IBM formatted disks. The problea is
that most modern IBM clones with 384 or fancier processors
have only *high density" floppy drives. These drives can be
used to read low capacity “double density’ floppies but
cannot be reliably used to format a “double density” floppy
to only 350K, The DOS instruction book says this can be
done, but it really can’t. You either have to have access to
an alder IBM clone (such ac my Tardy 100HY) with a *double
density" 5.25 inch floppy drive or you need ta puchase
preformatted 340K “"double density® 5.25 inch floppies, For
sost people it is praobably most convenient to purchase
prefarmatted 340K disks, They are available at Radio Shack
and some discount departsent stores,

The PCYY debugger- This is a superiocr asseably language
tonl that lets you set break points, move in single steps
through software, etc. Since the PCYY debugger runs outside
of the 99/4f environment, it allows aceess and analysis to
ALL memory areas. MNe debugging tool running on a 99/44 [an
go this.

In conclusion: if you have a amodern IBN compatible
cosputer and you want to run all your favorite 99/48 software
att your new machine, than PC99 is the only way to go. It
seemns to work perfectly, although PC99 is soaetimes a bit
slow. Cost for the current release is $120 fros Cald
Electronics, 81 Prescott Rd., Raymond NH 03077, 403-895-0119

$XDONEXX

FIRESIDE CHAT 49
by Jis Krych

{BBEP editor's note: The Jim tells me that this article
15 1n part a respanse to Tony McGovern's “Letter Fros
Australia - No.6" originally published in the December 1993
1ssue of BEAP,)

My friends,

This prosises ta be the longest of ay Firecide Chats to
you about memory systees for the T1 99/48 Home Computer.
This Fireside Chat is directed to thoze in the comaunity who
have gniy heard about the AMS or are stili wondering what it
is, This is also directed to those users/programsers who may
be 5o used to the old ways that what we, the REMS Project
Team, have done seems to be totally wrong, with the old
thinking. It is the meost sincerest hope that this "Chat shed
g new light on a new way of doing work with the Texas
Instruments 99/4A Home Cosputer. That I may not convinvee
all readers is uwnisportant, all I ask is fur vae Lo read this
and THEN base their judgesent upon the memory systes.

The MAsgard Expanded Memory Systes(AENS) Project was
started in September of 1990. Our goal was to produce a
semory systea that would isolate the prograsmer from having
to do the manual paging of memory. It needs to be peinted
out that ALL sesery cards for the 99/4A had to be prograssed
sanually.,  This, we believed then as we ztill do, prevented
any major work done on any expansion card. This was our
goal: *Ease of Use Expanded Memory.®

Mot that it would be a ramdisk. Also, the systea had to
be efficient and fast, even for a 4A. This requirement
precluded using any of the ramdisks as a model to work with,
This also precluded any desigh to a ramdisk that allowed it’s
seaory as CPU program space, RAMBO.

Qur only aodel, for the 99/4R world, would be the TI 99/8
Computer, which was never released. But we also had the
advantage of loaking at how other memory systems for other
computers worked, What we have cose up with then is bhoth a
ai: af what the 99/8 did as well as what 1s being done now in
the ceaputer world.

Durs is not the only sachkine that has faced the probles
ef accessing greater mesory than the cosputer can handle,
This problea of *fitting a sountain into a aolehill* has heen
araund the computer field almost since it’s conception. Dur
probles is not unigue, rather oaly the machine we iaplemented
the eemary systee on was umique,

But this is not to say that others have tried. Indeed,
troa our rather cloudy history of Texas Instruments, coses
ward that even TI had planned for meaory cards for the 9974A.
But we need to resember gne very important fact, one that
seens to be overlooked everytisme one mentions that T1 did
design a 128k card, the 99/9 Home Coeputer had a built in
sesary a3pping systes.

The T1 99/B utilized a wemory mapper INTERNALLY, that is
the memory system design was on the 99/8's motherboard. The
reason that the {28k cards were never released for the 4A
would be to ot compete against the 99/B, In other words, 71
gid not wish to choot itself in the foot, since the 99/8 was
"forthcoeing.”

Instruments

But the 99/B was never released. And Texas

sbandoned the home cosputer sarket,

This is an
it’s memory

But this is not a criticism of that decision.
analysis of why did 7I design the 99/8, with
systes, the way it did.

The 99/8 memory systea used a wmemory mapper. It's
registers lie in the *BODO ares, know o us by the T sanuals
as “reserved for future use." The 9973 semory aapper took the
four sost sigrificant bits of the address bus to select one
vf wixteen registers. Each register corresponded to 3 4k
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This systea is efficient as well as fast, ignore for the
moment that the 99/B used a faster cpu-a modified 9995, at
10.7 Wiz speed. lsing a memory mapper allows for pointers to
extra messry.  Rather than physically banking seaory in and
out, aeaory mapping points to a new section, ie. a page, of
semory.  The result is an incredibly fast seans of accessing
greater amounts of meaory,

The 99/8 used extended operations, XOPS, for its aesory
as well, But here Llies the aost isportant dact, the 99/8
used neither any Device Service Routines(DSR's) nor did any
Comsunications Register Unit(CRU} for paging.

Lets explain here just why DSR’s exist for us in the 4A
world, DSR's are nothing aysterious, They are a cheap means
of peripheral expansion to the 99/4A Home Cosmputer. The
other computer world has DSR’s too, but they are called
device drivers, Where our device drivers are accessed anly
once, theirs are in a continuos block of memory and can be in
sesory all at once,

But our computer also does soasthing for DSR’s as well.
That iz called polling. What doss that mean? When the 99/4
was  designed, the architects needed a way for future
expansion to be possible, otherwise the computer would be
rather lisited. This cosputer would have a *peripheral bus"
that would allow up to sixteen({é) different devices to be
sttached to this bus. I one doesn’t count meaory aapped
peripherals, ie, speech, this amount of expansion s
impressive, even for today,

¥hen soeeone added a new card to this bus, with it's own
DSR, it would complement the 99/4A’a operating systes-that is
pur device independent os that mskes the 44 special. Nhen
one wished to access the new card they would type in the new
cail, if in BASIC/FATENDFD BASIC, or any other syste, and
the coaputer would start polling through it's peripheral bus.

What would it do? It would start at the beqining address.
It would would laok for a header code, sonething that would
tell the computer "I'a here'™ This header code is »AA. 14 it
did not find 2 code, it would go on to the nest address.
Upon finding 2 header code, it would then do a cosparisan to
the comsand typed to what was in the card’s DSR. I the
coasand (s} aatched, the command would be carried out. If the
system looked through it’s bus and didn’t find any #atching
code, an error would be produced, "I' not herp!”

This is how our computer works for peripheral expansion.
The beauty of the systes is it’s cheapness. The disadvantage
is that ANY call will make the cosputer poll through until
the call is coapleted or an error given. This means that if
tor example, a card lies very near the end of the bus, the
cosputer would search through the following DSR’s, assusing a
ginimum TI expansion systes:

Disk aysates

RSZ32 cardis)

Now say a user has the following, according to bus order:
Ramdisk

Disk system

R5232

HFOC Cardthard drive)

New device

Each card has it's own DSR. S0 any call to the “*new
device' would sean going through the ahove order, Gtarting
with the Rasdisk and finally ending with the “"New device,"
Notice that the Ramdisk is before the disk systea, because of
the headers used in the Ramdsik DSR, disk system access WHILL
SLOW DOWN.

A pattern is here, a very important one in the least!
These are all peripherals, that is devices that are
inherently much slower than the actual CPU of the computer
systea. Even a Ramdisk is nothing more than a solid state
floppy drive. Faster than a floppy, oh yes, bet no where
near as fast as the computer itself.

Nowhere in the list was meeory sentioned. Memory for &
computer is a special type of peripheral. Jo achieve an
efficient memory systea, one would NOT burden the memory with
the ineffieciency of a device. The 32k card does not have a
DSR.

B DSR is important, sake no bones about that. But for
#2007y use, & DSR is in the way, rather tham a help.

The ANS, Asgard Meaory Systes, does not use a DSR. To
some, that is an uforgivable deficiency. But the AMS family
is not at ali like other wemory cards. Indeed, no other
seaory card is "equal® to the AMS. AMS is different. The
only other aemory system for the 44 that is similar is the
Geneve, whiLh uses &4 memery sapper as well.

The AMS design is fairly simple and inexpensive, As part
of it’s design, it acts ag an exact copy of the ariginal 32k
card! This is the "PASS" aode of the systes. It is true that
the AMS uses 3 CRU location, the 1EOC space, BUT WE ONLY USE
THAT TO TURN THE CARD FROM °PASS* TO "NAP™ MODE' This is an
important note to remember. “MAP" mode is where expanded
acaory is handled. The memory mapper we uses has been around
since 1983! We are able to have up to 4094(17 hits) total
pages, each being 4k in length. That is a total amount of
16384k memory.  The AMS family uses the fbit data bus of the
48 for a total of 236 4K pages, 1024k. Converting the bus
would allow for full mesory use.

which brings about the page size. AMS uses 2 4k page.
To some, this is unexcusable. Te which it sust be said,
point to another page. But manually prograssing the AMS is
not what we have dedicated our resources to, rather to enable
3 stable foundation for a memory system.
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The systea softsare for the AMS is truly unigue. NOT ONE
PACKABE FOR THE 99/43 CAN CLAIN BEING AN EQUAL TD ITY The
software team came up with a sethod that allows for greater
than 32k programs to be designed and run, all without ever
using a3 manual process,

This is sosething of extreme isportance. The arguasents

for a DSR give exaeples of callable routines to enmable -

expanded memory, BUT THIS STILL MEANS THAT THE PROGRAMMER
MUST PHYSICALLY PAGE THE EYPANDED MEMORY, ALTHOUGH HE OR SHE
MAY BE °TSOLATED™ FROM THE LOW LEVEL ROUTINES,

Rather than explain totally the process, 1 will describe
what the software team has done,

The new loader allows for either E/A Option 5 files or
our own files ta be loaded and kept *resident.” Some may
argue, that is EXACTLY WHAT A RAMDISK IS, which is anm
incorrect comparrisan. Programs loaded as resident ARE IN
MEMORY, once selected they run. A rasdisk would first lgad
the pragram fros itself then into the 32k memary. FPlus, the
sajor feature, is that the loader allows for far greater size
prograss to be rum, one need not keep thes, as resident. A
game, TINOPOLY, is 72k 1m lemgth! It is rum throwgh our
loader,

A NMacro Asseabler.  This is a total uprgade to the RAB
Macro Assembler. To run this, one MUST HAVE an AMS.  Sose
have said that a macro assembler is a gross overkill for the
32k 99/4A. But this new assembler is nat for 37k, rather it
is part of the new sesory and part of our “Ease of Use"
concept. Although the files it assembles can be for a
regular 32k systea, aot just for AMS.

The Object Linker. This progras, more so than anything
else, is the esbodisent of *Ease of Use.” A prograamer links
his modules together-no wmanual paging, tor a such larger
program. The agdules can be a miniaua of 4k' A MINIMUM' They
can go all the way up to 24k in length, For those whao
complain about "only Ak pages" that arquaent is moot.

Neither is the Linker a collection of linkable routines,
sope have erroncusly stated, The Linker not only proves
"Ease of lse® but destroys FOREVER the myth that a DSR s
aseded for expanded aesory use. MNowhere does the programmer
call routines to handle the expanded mesory paging, nowhere!

With this in aind, the next step would lagically he the
ereation of routines to handle large data buffers and such.
Those exist! Alse, of far greater importance, is the
availablity of the 32bit memary allocation routines. With
these, a programmer can create large butfers, page wise, but
sanipulate thea 10 THE BYTE! To those who have cried for such
toels, here they are!

I would like to point out here that nane of which [ have
described is “being written as we speak”® but rather, THEY

EXIST NOW AND HAVE BEEN AVAILABLE FOR NEARLY SIX MONTHS!

This comsunity has been plagued for far too long with
promises, The AMS is real. This software is real. The
software team has even apdified ¢99 for use with the Linker!
TINOFOLY, the 72k game, is a c97 and Asseably mix!

AMS is not equal to other cards, nor can any semary card
claim to be of comparrison to AMS, AMS is at once an
extencion of the 99/4A and a {fulfileent of what would have
been, There is nothing sisilar to AMS,

S0 what has been done? Mothing! That is if you believe in
the other cards. Something totally new! That is if you see
what has been really accomplished. A totally new memary
system! Not Jjust a card! Not just a collection of cailable
routines! BUT A MEMORY SYSTEM!

Thank you' Take care and bod Bless'
¥XDONEXX
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FUNNELWEE "EVRAM® PROGRAMMER'S EDITORS
and ASCIT-HEX PROGRAM COMVERSION UTILITY
new software from Tony McBovern
described by Charles Good

Lima Ohia User Group

Tany McGavern has released “the first of several new
versions of the Funnelweb v5.0 editor®. This 8¢ coluan
programmer’s editor uses a fully expanded 9938/9958 videa
processor with 192K ram to perait a 44K text buffer. This a
enorsous by any T1 standard, even larger than the text buffer
of WYWORD rumning on a Geneve. In ShewDirectory you get a
display of I free and nusber of text lines free. This new
editor will handle over 3500 text lines. For technical
reasons word wrap is persanently disabled. According to Toay
word wrap would be too slow for most typists,

Rithough I don’t write large blocks of assembly code,
which is what this editor is designed to handle, I have found
some uses for the extra text buffer. 1- Text files (such as
CYC files) ported over via PC TRANSFER froa an MS-BOS
computer are often too large for the Fuanelweb tert editor.,
1 can load thes into the 44K prograa editor and thes breat
thes dawn conventently into T1 Writer sized seqeents, 2-
When I create disk listings of Lima Library software 1 do
this by printing DSKU disk reports to a disk file. The
resulting DVBO disk file is often too large to fit into a
rormal text editor for editing, but easily fits into the new
Funnelweh 54K editor.

Tony McBovern has aiso written a utility which converts
PROGRAM files intn a text file of the ASCIT equivalent, The
result is similar to the ASCI] display of a sector editor.
These ASCIT text files can then be trancéerred to a PC disk
using PC TRANSFER and uploaded to a BBS. Recipients of these
ASCIT text files can convert thea back to PROGRAM files with
the same utility., The ASCII-HEX conversion utility is an EAS
progras.  Run it, then type in the name of a file. 14 the
file is a FROGRAM file you will get ASCI1 [DVa0 output, I
the file 15 an ASCII 4ile you will get output as a PROGRAM
file. This is useful if your 71 is not comnected tg the
internet, but you know someone with a PC that is connected to
the internet. You can then send and recieve T1 PROGRAN files
using MS-DOS computers, and convert them to/fros TI disks
using PC TRANSFER.

The 64K v3 editor is sharware. The ASCII-HEX conversion
utility is public domain. They have heen uploaded to GEnie

and are also available ta anyone who sends $1 to the Lima
User broup, P.0. Box 447, Venedocia OH 45894.

I alsa have from Tony Mcbovern 2 preliminary version of
the 80 column Program Editor that has TWD 64K buffers in
which you can pat text for editing without word wrap., MWhat
used to be the Viiew) buffer has been made intc a second edit
buffer. Thie means two gigantic text edit buffers
simultaneously in mesory. Yoy can put different text inta

aepory in each of the two text buffers for editing and you
can guickly switch froa one buffer to the other. You can
also cut and paste between the two buffers. FANTASTIC! Tony
says “Keep this one for yourself- it is not in shape yet- it
is not a secret either.”

¥IDONER R

MORE NEVER RELEASED OFFICIAL T1 SOFTWARE
by Charles bood

Programs under developmenl by TI and others for the 99/48
but never officially released keep appearing out gf the
woodwork.,

SASUARC CITY. Copyright Texas Instrusents 1981. Thic
looks like it is the original version of what TI afficially
released under the name “Tombstone City®. We have it as an
EAS loadable program file on disk BS7B. There are two
graphic differences between this and Tombstone City. I- The
title shows as “Saguaro City®. 2- There are Saguarc cacti
censtantly on display in the upper ieft and right of the
screen, but dead bad guys (morgs) are displayed as tosbstones
in the desert outside of tawn. In the officially relessed
gase  [Tosbstone City) the dead morgs all look like cacti and
there are no tombstones, It seems to ae that 71 got its
nases mixed up. The title "Tombstone City* should go with
thgzﬁhever released) that shows the tosbstones, and *Saguaro
City" should have been the title to the (officizlly released)
version that shows all the cacti,

FANTASY. 1 had gram files of this game sitting around sy
software collection for some tiae, but I couldn’t get thea to
work. Recently I carefully read my Gram ¥racker and P-Gram
documeptation and began playing around with the headers of Yy
FANTASY #iles, As a result of these efforts ! now have a
partially working version of FANTASY,

There is nothing in the printed literature concerning
this gase {nothing in the YL, no advertisments in any
1983/84 computer magazines! and no mention of TI or a
copyright on the gase’s title screen, There is little doubt
however that this was under developsent by TI prior to
dbandoning the Hose Computer in late 1983, I think this gase
was on TI's gram eaulator, used by the coapany to demo 99/44
tartridge software at public exhibitions in 1983, Exanining
with a sector editor the fantasy gram file that loads into
RAM at <5000, I find the text *“SOLID STATE CARTRIDGE® and
"{ct 1983 TI". These text strings do not appear anywhere in
the game, but suggest ownership by TI. *Solid  State
Cartridge” is an official TI servire sark (trade sark) that

can not legally he used by others, NEXT PaseE
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¥hen the game starts you hear a fesale vaice say ‘*Help!
Help'". fpparently it is your job to rescue her. You are
given your choice of 1 or 7 players and them i- Ship at sea
2-Ship’s deck 3-Jungle 4-Jungle saze. These are apparently
gase lavels,  Successful completion of one  level
gutomatically advances you to the next, The game uses
Joysticks or the split keyboard for sovesent and firing.
Continuously, the girl says "Help'" or 'Help me!".

1-Ship at sea. The girl is on a pirate ship, The hero
is in a balloon which has to be guided to the ship’s deck.
The ship’s cannons try to shoot down the ballaon.

2-Ship's deck. Dur herg has to fight off the ship's crew
and get to the girl who is in a cabin in the center of the
ship. I have never been able to do this successfully,

J-Jungle. Our hero is im a balloon floating over the
jungle. Flying above the jungle are two large ugly birds
which try {0 puncture the balloon, Qur hers has to avoid the
tirds.

4-Jungle azze. This is a multi level "Donkey Kong* like
paze. QJur herg is at the bottom of the maze and has to clish
to the top where the “Help help® girl can be seen, 1 can’t
get this level to work at all. The cosputer seems to be
locked up.

Anyone who wants partially working graa files of this
gase can have them be sending me a disk and paid return

Railer.
YXDONEXX

44 HINTS AND TIPS
By: Andy Frueh, Lisa Ub

WOK! Thanks a lot to the people that have sent se their
tips! This is my kind of support. Here's to the next few
installaents! Just remember that your tip doesn’t have to he a
pragraseing tip or utility. It can be a game strategy, a new
idea for old equipaent, or any little hint or tidbit will get
published if it seems to be a new, innovative idea, or just
plain nifty!

This edition, [ feature tips sent in by Gene Bohot. He
cent me a disk with several tips. He tells se he has a
several disks full of such information. Let’s see soae more
come in, folks. Make this YOUR coluan,

This little graphics progras puts a helicopter against a
night blue field with moving stars. It actually feels like
you are watching a flying helicopter. Maybe someone can turn
this into a gase program,

10 CALL CLEAR :: CALL SCREEN(S)

20 CALL CHAR (33, "0000004000030000")
J0 CALL CHAR (54, “0000000000FF0000™)
40 CALL CHARI{3S, "0000000000FF40E0")
59 CALL CHAR{%4, "0900000000000008")
80 CALL CHAR(37,"0709113F3FIFB2FF")
70 CALL CHAK(I8,"FCOEOFOFOFFELOFF™)
BG CALL CHAR{42, "00OOFFFFO00000C0)

90 CALL CHAR (38, "1C3CFCFCO0000000")
100 CALL CHAR (&3, "0000000000000000" )
E10 CALL VCHAR(12,14,38}
120 CALL VCHAR(12,15,37)
130 CALL VCHAR(12,17,42)
140 CALL VCHAR(12,18,36)
150 CALL VCHAR(11,18,%4)
152 FOR I=1 TD 15
154 R=INT(RND2180}+10 :: IF {R)70)${R{110)THEN {54
136 C=INT(RNDR1BOI+ID =2
CALL SPRITE{#1,44,15,R,C,0,+15):: NEXT I
160 CALL VCHAR(1I, 14,33}
170 CALL VCHAR{11,15,44)
18¢ CALL VCHAR{IL,15,35)
190 CALL YCHAR(11,17,64)
200 CALL VCHAR(11,14,43)
210 CALL YCHAR(LL,15,83)
220 CALL VCHARI1Z,14,63)
230 CALL VCHAR(11,17,63)
240 CALL SBUND(133,-4,0)
230 bOTD 140
As aost of yuou know, T like programsing music, | delive
that the TI sound chip is probably one of the most
sophisiticated in that several special effects can be easily
prograseed. For exasple, here are two examples of special
effects using dulcimer and tresnlo routines. While the music
is sisple, you get the point.
1 ' DULCIMER
2 CALL CLEAR :: DIM Si26):: F=282 :: FOR N=1 TD 75 ::
SIN)=INT{F2E.057463094~(N-1))} 2t NEXT N o3 READ N ::
C=5{K}:: D=5(W)
3 RESTORE 7 :: FOR J=1 70 63 sz GOSUB 5 :: NEXT J
4 U=UeZ :: CALL SOUND(-200,5(M),0,C,0,D,W::
IF U327 THEN U=0 :5 BOTO 3 ELSE 4
5 READ N :: CALL BOUND{-500,5{N),0)::
CALL SOUND{(-500,5{N},0,C,%)::
CALL SOUND{-500,5(N),0,C,9,D,19):: D=C
& C=5iN):: RETURN
7 DATA 5,6,8,8,10,13,5,5,5,5,3,3,5,3,1,1
8 DATR 5,4,8,8,10,13,5,5,6,5,3,3,5,3,1,1
7 DATA 8,13,17,17,17,15,13,13,8,8,10,10,13,10,8,8

10 DATA 1,1,1,3,5,5,8,5,3,3,5,3,1, 1,1

100 ' DEMD OF TREMOLD

110 FOR J={ TO &0 STEP 2

120 READ A,B

130 FOR L=1 70 &

140 CALL SOUND{-1000,B,0)

150 CALL SOUND(-1000,331.02,0)
160 NEXT L

170 NEXT J

1B0 CALL S0UND(~1,30000,30)
190 DATA 2,330,2,294,4,330,4,294,4,330,4, 294, 4,262,8, 22

200 DATA 2,330,2,294,4,330,2,294,4,330,4,262,12, 247

210 DATA 2,294,2,262,4,294,4,262,4,294,2,330, 2,294, 4, 262,8,220
220 DATA 4,262,4,262,4,220,4,262,4,247, 16, 220

NEXT *AGK
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I also like sperial screen effects. These can usually be
programmed painlessly before ar after the rest of a program is
put together. The following are exasples. The first program
places a bax around a certain area of the screen. The next
exasple is a neat idea tor an attention mark, ect.

10 CALL CLEAR

160 R=1 :: =3 31 NL=27 11 WR=19

103 60SUB 10000

116 DISPLAY AT{8,B)SIZE(E3):=-BOY- PROGRAN"

120 DESPLAY AT(12,8)817E(13): *PRESS ANY KEY"

§30 CALL KEY{0,K,5):: IF $=0 THEN 130

140 END

10060 CALL CHAR(9S,“FF00"};:
CALL CHAR(125, "00000000000000FF") 2
CALL CHAR{93, "S0B0B080BOBOROR0" ) ;:
CALL CHAR{%1,"01010{0101010101™)

10010 CALL HCHAR(R,C,95,NC):: CALL VCHAR(R,C,91,NR}::

CALL HCHAR(R+(NR-11,C+1,125,HC) s

CALL VCHAR(R,C+NC,93,NR}

10020 RETURN

100 CAL CLEAR

110 DISPLAY ATEI0,70:"A TTENT L O N
115 CALL SOUND{20,800,0)

129 FOR X=1 T0 90 :: NEXT X

130 DISPLAY AT(10,7}:"  attention *
135 CALL SOUND{20,400,0)

140 FOR X=1 TD 90 &: NEXT X

130 6070 110

Most people do know that I think the TI is suitable for
games. NMell, I don’t use it for games quite as such ENYNOre,
but Bene sent se this game. It is unigue in that it is both
fun and educational, Df course, after 2 while this type of
gase will get boring, but just the idea itself is great.

10 RANDOMIZE :: CALL CLEAR ::
! BALLISTICS SIMULATION WITH SPRITES
20 DISPLAY AT(4,2):*SHON PATH {Y/N) ¥* &2
ACCEPT AT(4, 1BISIZEC-1) 08
30 CALL CLEAR 1: L=45 77 ¥V=35
40 FOR N=1 T0 14 :; CALL COLOR(N,2,15):: NEXT N ::
RR=INT{Z08RND}+10
50 FOR A=1 7O 28 :: CALL SPRITE(HA,42,2,256,1):; NEXT A ::
CALL SCREEN(4)
50 CALL VCHAR(1,3,124,243:: CALL HCHAR(Z4,1,95,32);;
CALL HEWAR{24,RR+2,31;
70 DISPLAY AT(4,2):"TARGET=";RR ::
B0 DISPLAY AT{1,2):™ANBLE (11-B&)=}";L ::
ACCEPT AT(1,1B}SIZE(-2):L
90 DISPLAY AT(2,2):"SPEED (10-70)=3";W 1:
ACLEPT AT(Z, LRISIZE(-31:Wy
100 1F Y¥>70 THEN 90 ELSE V=¥W/10
110 A=PISL/1BO :: R=VIVISIN(ZIA):: COSA=COS{A}:: TANA=TAN(A)
120 DISPLAY AT(3,2);"RANGE="3R :: X=0 :: CL=(ABSIRR-R){=1)
130 FOR XX=0 TO R-.1 STEP R/ZB ;: X=X+l ::
Y=0=17 (ZEVIVICOSA2) HELEX~ 21+ XYITANA

140 TF @4="Y" THEN J=X ELSE J=1i

150 IF Y<=24 AND Y>0 AND XX<{=30 THEN
CALL LOCATE (M, 192-94Y,8304+12)

160 NEXT XX :: CALL SOUKD{-100,220,0,-7,0}::
IF CL THEN CALL SCREEN(7):: 60TOD 30

165 CALL KEY{0,K,Sh:: IF 5=0 THEN 145

170 CALL CLEAR :: 60TO 50

I have seen many ways of changing the colors in imsediate
mode with the XB cartridge and 32K memory, but most are erased
when either an error, or a NEW is encountered. This routine
stays unless you QUIT, but it intereferes with most asseably
and CALL LDAD routines. Funnelweh users howare!

200 CALL CLEAR

210 INPUT "Screen Color {1-16)7 ":A
220 INPUT "Text Calor ({-14)7 ":B
3¢ C={B-1) 8164 (R-1)

280 CALL INIT :: CALL

LOAD(9984,C,L,C,C,C,C,C,E,2,0,7,19+A,4,32,32)

230 CALL LOAD19997,48,2,9,8,0,2,1,39,0,2,2,0,8,4,32,32,
36,2,0,8,8,4)

260 CALL LDAD{10021,32,32,36,2,0,8,16,4,32,32,36,2,9,8,
24,4,32,72,35,4,91}

270 CALL LDAD{-31B04,39,8}::
CALL LOAD(-31952,255,231,255,231)

To break protection on prograss, enter the follawing.
CALL INIT :: CALL LOAD(-32187,0)

T kaow that CALL LOAD{-31931,0) does the same thing, but this
ene also appears to work, This is gne of the little secrets
that TI wouldn’t tell us. Mo, there is 2 way to back out of
the PROTECT clause protection schese. The XB maneal says
there is no way, and there was at one time a commercial
prograe that did this {it sold for about $10'). Mow, you can
de it for free.

Well, 1 feel! that it’s tise to close out thic cet of
tips. bene Bohot’s tips will continue at the next
installeent., Remember to send in your tips. Surely you have
sose useful knowledge that can be shared,

FRDONE XX

CORRECT DATES FOR NEXT LIMA
CONFERENCE

The correct dates for the 1994
Lima all TI/Geneve conference
are FRIDAY MAY 13 and SATURDAY
MAY 14. It has been stated in
error elsewhere that the dates
were May 14/15. We apologize
for any confusion.




