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Chapter 1

Yam_Blitz List

1.1 INFORMATION

Blitz List.guide 1 feb 1999

contains Yam mail within the following dates

first: 1/Jan/1999 last: 31/Jan/1999

Encoding: quoted-printable

This transfer standard introduces strange characters into the final guide

which may make some individual mail items harder to read.

1.2 Yam_Blitz List.guide

Infomation What is this guide?

You can tell I’m back cos I’m bombarding the list with questions ;) James L Boyd

Re: You can tell I’m back cos I’m bombarding the list with questions ;) David Mcminn

Yet Another Progress Indicator Tony Rolfe

Re: Yet Another Progress Indicator Curt Esser

Re: Yet Another Progress Indicator Tony Rolfe

Re: Yet Another Progress Indicator Curt Esser

Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC! Mikkel Løkke

Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC! Keresztes Tamás

Re: Year 2000 ? So what ?!? (Was: Digital War) Mikkel Løkke

Re: Year 2000 ? So what ?!? (Was: Digital War) Bob

Re: Year 2000 ? So what ?!? (Was: Digital War) Eoghann Irving

Re: Year 2000 ? So what ?!? (Was: Digital War) Mikkel Løkke

Re: Year 2000 ? So what ?!? (Was: Digital War) Satan

Re: Year 2000 ? So what ?!? (Was: Digital War) mike.child@sbu.ac.uk

Re: Year 2000 ? So what ?!? (Was: Digital War) Mikkel Løkke

Re: Year 2000 ? So what ?!? (Was: Digital War) Eoghann Irving
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Re: Year 2000 ? So what ?!? (Was: Digital War) amorel

Re: Year 2000 ? So what ?!? (Was: Digital War) Anton Reinauer

Re: Year 2000 ? So what ?!? (Was: Digital War) amorel

Re: Year 2000 ? So what ?!? (Was: Digital War) Donovan Reeve

Re: Year 2000 ? So what ?!? Rui Carvalho

Re: Year 2000 ? So what ?!? Mikkel Løkke

Re: Year 2000 ? So what ?!? Rick Hodger

Re: Year 2000 ? So what ?!? Donovan Reeve

Re: Year 2000 ? So what ?!? amorel

Yeah, Woo, More piracy! Loki

xor Kai Gunter Brandt

windows Paul

Re: windows Curt Esser

Re: windows Daniel Allsopp

Re: windows Daniel Allsopp

Re: Wierd Listwiev stuff. Curt Esser

Re: Wierd Listwiev stuff. Mikkel Løkke

Weird GFX card problem Curt Esser

Re: Weird GFX card problem David Mcminn

Re: Weird GFX card problem Paul

Re: Weird GFX card problem Curt Esser

WBInfo_ function ??? Darklight

Re: WBInfo_ function ??? David Mcminn

Re: WBInfo_ function ??? Curt Esser

Re: WaitAppEvent Curt Esser

Re: WaitAppEvent Mikkel Løkke

WaitAppEvent Darklight

Re: WaitAppEvent David McMinn

Vulcan "C.J.R.Jarvis"

Ultimate Blitz CD David Mcminn

Re: Ultimate Blitz CD mike.child@sbu.ac.uk

Re: Ultimate Blitz CD Curt Esser

Re: Ultimate Blitz CD mike.child@sbu.ac.uk

Ultimate Blitz (no) CD David Mcminn

Re: Ultimate Blitz (no) CD Lars Mogensen

Re: Ultimate Blitz (no) CD et@enterprise.net

Trying to subscribe.. help! Peter Price

The ROM font blues. Mikkel Løkke

Re: The ROM font blues. David Mcminn



Yam_Blitz List 3 / 752

Re: The ROM font blues. Mikkel Løkke

Re: The ROM font blues. David Mcminn

The ParpsVille! BlitzWeb website BootBlock/Carnage

Re: The new Blitz Platform and religion amorel

Re: The new Blitz Platform ;) Mikkel Løkke

The Best Way To sell PD over The Net Rui Carvalho

Text diagonally "Ott M. Aaloe"

Re: Text diagonally David Mcminn

Re: Text diagonally Mikkel Løkke

Re: Text diagonally Paul

Re: Text diagonally David McMinn

Re: Text diagonally Toby Zuijdveld

Re: Swearing? Paul

Swearing? Jamie Bentley

Re: Swearing? Mikkel Løkke

Re: Swearing? Loki

Re: Swearing? eNTiTy

Re: swearing (and lots of it :) ) Loki

Re: swearing (and lots of it :) ) Donovan Reeve

Re: swearing (and lots of it :) ) amorel

swearing stocksjames

Re: swearing Paul

Re: swearing Mikkel Løkke

Re: swearing Paul

Re: swearing Simon Hitchen

Re: swearing Mikkel Løkke

Re: swearing Mikkel Løkke

Re: swearing stocksjames

Re: swearing Mikkel Løkke

Re: swearing Loki

Re: swearing Mikkel Løkke

Re: swearing Loki

Re: swearing Donovan Reeve

Re: swearing Donovan Reeve

Re: swearing Curt Esser

Re: swearing Paul

Re: swearing Anton Reinauer

Re: swearing Mikkel Løkke

Re: swearing Mikkel Løkke
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SV: Selling OrionIRC Anders Hasselqvist

Re: SV: Selling OrionIRC Jonas Thorell

Re: Surround Sound *AND* Piracy David McMinn

Surround Sound Peter Thor

Re: Surround Sound Keresztes Tamás

Re: Surround Sound Mikkel Løkke

Re: Surround Sound Peter Nightingale

Re: Surround Sound Anton Reinauer

Re: Surround Sound Anton Reinauer

Re: Surround Sound Sami Näätänen

Re: Surround Sound Sami Näätänen

Re: Surround Sound Blitzwing

Re: Surround Sound Mikkel Løkke

SuperTED & RWE Loki

Re: SuperTED & RWE Curt Esser

Re: SuperTED & RWE Lars Mogensen

SuperBitmaps Liz Tucker

Re: Super Bitmaps Andre Beer

Stop Gameb Checking Jake Frederick

Re: Stop Gameb Checking David Mcminn

Re: Stop GameB checking "C.J.R.Jarvis"

RE: Stop GameB checking "C.J.R.Jarvis"

Re: Stop GameB checking Mikkel Løkke

Re: Stop Gameb Checking Mikkel Løkke

Re: Stop Gameb Checking Peter Thor

Re: Stop GameB checking Anton Reinauer

Stereo Sound Samples Daniel Allsopp

Re: Stereo Sound Samples Mikkel Løkke

Statements and Functions James L Boyd

STAMP OUT PIRACY!!! Stuart Walker

Re: STAMP OUT PIRACY!!! David McMinn

Re: STAMP OUT PIRACY!!! Keresztes Tamás

Re: STAMP OUT PIRACY!!! Rick Hodger

Re: STAMP OUT PIRACY!!! Mikkel Løkke

Re: STAMP OUT PIRACY!!! Paul

Re: STAMP OUT PIRACY!!! Stuart Walker

Re: STAMP OUT PIRACY!!! Anton Reinauer

Source to code the Copper Frederic Laboureur

Re: Source to code the Copper Mikkel Løkke
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Re: Source to code the Copper Frederic Laboureur

Re: Source to code the Copper Dave

Sorry but those mails went to list Bob

Re: SMTP Delivery Error (fwd) Loki

Re: SMTP Delivery Error (fwd) amorel

SMTP Delivery Error (fwd) Toby Zuijdveld

Re: SMTP delivery error (fwd) mike.child@sbu.ac.uk

Re: SMTP Delivery Error (fwd) Loki

Re: SMTP delivery error (fwd) Loki

Re: SMTP Delivery Error (fwd) Toby Zuijdveld

Re: SMTP Delivery Error (fwd) amorel

Re: SMTP Delivery Error (fwd) amorel

small error check ;) amorel

sid amorel

Re: sid Rui Carvalho

Re: SHUT UP ABOUT PIRACY! Mikkel Løkke

SHUT UP ABOUT PIRACY! Jamie Bentley

Re: SHUT UP ABOUT PIRACY! Loki

Re: SHUT UP ABOUT PIRACY! Toby Zuijdveld

Re: SHUT UP ABOUT PIRACY! Toby Zuijdveld

Serial Link Questions Daniel Allsopp

Re: Serial Link Questions David McMinn

Re: Serial Link Questions Anton Reinauer

Re: Serial Link Questions Mikkel Løkke

Re: Serial Link Questions David McMinn

Re: Serial Link Questions Mikkel Løkke

seperating a string... stocksjames

Seperating a string.. Thomas Newsom

Re: Seperating a string.. David McMinn

Re: Seperating a string.. Thomas Newsom

Semi Re: Fractal Encryption Thomas Cobb

Re: Semi Re: Fractal Encryption Mikkel Løkke

Re: Semi Re: Fractal Encryption Kai Gunter Brandt

Re: Semi Re: Fractal Encryption Mikkel Løkke

Re: Semi Re: Fractal Encryption aMIGA_dUDE

Re: Semi Re: Fractal Encryption Sami Näätänen

Re: Semi Re: Fractal Encryption Scott

Re: Semi Re: Fractal Encryption Mikkel Løkke

Re: Semi Re: Fractal Encryption Mikkel Løkke
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Re: Semi Re: Fractal Encryption Loki

Re: Semi Re: Fractal Encryption Scott

Re: Semi Re: Fractal Encryption Thomas Cobb

Selling OrionIRC Andrew Drays

Re: Selling OrionIRC Mikkel Løkke

Re: Selling OrionIRC Stuart Walker

Re: Selling OrionIRC amorel

Re: Selling OrionIRC Jonas Thorell

Re: Selling OrionIRC David McMinn

Re: Selling OrionIRC Jonas Thorell

Re: Selling OrionIRC aMIGA_dUDE

Re: Selling OrionIRC Mikkel Løkke

Re: Selling OrionIRC Mikkel Løkke

Re: Selling OrionIRC Mikkel Løkke

Re: Selling OrionIRC David McMinn

Re: Selling OrionIRC Jonas Thorell

SCSI (CDROM) Commands BootBlock/Carnage

scrollvport Paul

ScreenWidths and Heights! Bippy M

Re: ScreenWidths and Heights! Curt Esser

Re: ScreenWidths and Heights! David Mcminn

Re: ScreenWidths and Heights! Mikkel Løkke

Re: ScreenWidths and Heights! Frederic Laboureur

screens and colors 2 Philippe Bovier

screens and colors 1 Philippe Bovier

scr=asc! "opi.plastic aka emil"

Re: scr=asc! Mikkel Løkke

Re: scr=asc! BaH

Re: scr=asc! Curt Esser

Re: scr=asc! Curt Esser

Samples > 128kb Andreas Falkenhahn

RE: Samples > 128kb "C.J.R.Jarvis"

Re: Samples > 128kb Nick Chapman

Sad programers (Was : AFS vs. FFS [increasingly offtopic]) :o) Mikkel Løkke

RTGMaster.library Peter Thor

rtgmaster Paul

Re: rtgmaster Stuart Walker

RTGMaster Peter Thor

Re: rtgmaster Mikkel Løkke
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Re: rtgmaster Paul Burkey

Re: rtgmaster Paul

Re: resident evils David McMinn

resident evils BaH

Re: Resettimer & Ticks Replacement Peter Nightingale

Requestors.. Andrew Drays

Re: Requestors.. Curt Esser

Re: Requestors.. Frederic Laboureur

Rename function??? Darklight

Re: Rename function??? Loki

Re: Reading CD ROM ID Numbers Rick Hodger

Re: Reading CD ROM ID Numbers Mikkel Løkke

Re: Reading CD ROM ID Numbers Mikkel Løkke

Re: Reading CD ROM ID Numbers Rick Hodger

Re: Reading CD ROM ID Numbers Rick Hodger

Re: Reading CD ROM ID Numbers Mikkel Løkke

Re: read this dodgy diz - well its worth it! Rick Hodger

Public Screens Simon Hitchen

Re: Public Screens David Mcminn

Re: Public Screens Simon Hitchen

Re: Public Screens Curt Esser

Re: Public Screens Simon Hitchen

Re: Priorities Peter Thor

Priorities Peter Nightingale

Re: Priorities David McMinn

Re: Priorities Paul

Re: Priorities David McMinn

Re: Priorities Paul

Re: Priorities Jamie Bentley

Re: Priorities Peter Nightingale

PPC Support? Jake Frederick

Re: Pointers, Arrays and things Tony Rolfe

Re: Pointers, Arrays and things David McMinn

PIRACYING: another solution Dimas Caparros

Re: PIRACYING: another solution Loki

Re: PIRACYING: another solution Mikkel Løkke

Piracy Frederic Laboureur

Re: Piracy Matt Briggs

Re: Piracy Paul Burkey
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Re: Piracy amorel

Re: Piracy Toby Zuijdveld

Re: Piracy Rui Carvalho

Re: Piracy Toby Zuijdveld

Re: Piracy Paul Burkey

Peter Thor, please read this! Peter Nightingale

Re: Peter Thor, please read this! Peter Nightingale

Re: Peter Thor, please read this! Toby Zuijdveld

Peek amorel

Re: PC vs. Amiga PIRACY :) Mikkel Løkke

Re: PC vs. Amiga PIRACY :) Paul Burkey

PC vs. Amiga PIRACY :) Jamie Bentley

Re: PC vs. Amiga PIRACY :) amorel

Re: Parallel Scanners (Offtopic) et@enterprise.net

Palette 8,16 and 24-bit screenmode Anders Olausson

Re: Palette 8,16 and 24-bit screenmode Mikkel Løkke

Re: Palette 8,16 and 24-bit screenmode Paul Burkey

Re: Palette 8,16 and 24-bit screenmode David Mcminn

Re: Palette 8,16 and 24-bit screenmode Frederic Laboureur

OS Wait loops 2 David Mcminn

OS Wait loops David Mcminn

Re: OS Question Curt Esser

OrionIRC (again!?) Andrew Drays

Re: OrionIRC (again!?) Rui Carvalho

Opening the exec lib "S.J.CROY"

Re: Opening the exec lib Mikkel Løkke

Re: Opening the exec lib David Mcminn

OpenBlitz... Frederic Laboureur

OpenBlitz V1.30 Frederic Laboureur

Re: OpenBlitz V1.30 Mikkel Løkke

Ok,Ok, this one`s off topic, sort of,... Loki

Re: Off-Topic Mikkel Løkke

Odp: STAMP OUT PIRACY!!! Krzysztof Jonko

Re: Odp: STAMP OUT PIRACY!!! Andrew "Notorious" Boyarintsev

Re: Odp: STAMP OUT PIRACY!!! Loki

Re: Odp: Public Screens Mikkel Løkke

Odp: Public Screens Krzysztof Jonko

Re: Odp: Public Screens Simon Hitchen

Re:dodgy diz (sorry I was bored) David McMinn
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Re:dodgy diz Curt Esser

Not Equal Jake Frederick

Re: Not Equal Peter Thor

Re: Not Equal Jonas Thorell

Re: Not Equal Jonas Thorell

Re: Not Equal Thomas Cobb

New AmigaLibs.res (with ALL 3.1 includes) Frederic Laboureur

Re: New AmigaLibs.res (with ALL 3.1 includes) amorel

Never-ending arrays Tony Rolfe

NCS V1.60 is out ! Frederic Laboureur

Re: NCS V1.60 is out ! Frederic Laboureur

Re: NCS V1.60 is out ! Frederic Laboureur

Re: name$= AND UPGRADES stocksjames

name$= stocksjames

Re: name$= David Mcminn

Re: name$= Anton Reinauer

Re: name$= stocksjames

Re: name$= stocksjames

Re: name$= David McMinn

Re: name$= Anton Reinauer

Re: name$= Mikkel Løkke

Re: name$= stocksjames

Re: name$= David McMinn

Re: name$= Anton Reinauer

Re: name$= Mikkel Løkke

Re: name$= stocksjames

Re: name$= Mikkel Løkke

Re: name$= David Mcminn

My game and Mildred Dimas Caparros

Re: My game and Mildred Paul

Re: My game and Mildred Mikkel Løkke

Re: My game and Mildred Sami Näätänen

Re: Musical Resolution Nick Chapman

MUI Text Fields.. Loki

Mouse-disabling Andreas Falkenhahn

Re: Mouse-disabling Mikkel Løkke

Mouse Stuff Simon Hitchen

Re: Mouse Stuff Loki

Re: Mouse Stuff "S.J.CROY"
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Re: Mouse Stuff Paul Burkey

Re: Mouse Stuff Curt Esser

Re: Mouse Stuff Simon Hitchen

Re: More screen and system related issues... Curt Esser

Re: More screen and system related issues... Nick Chapman

Re: More screen and system related issues... Mikkel Løkke

More questions... James L Boyd

Re: More questions... Simon Hitchen

More piracy stuff. Loki

Re: More piracy stuff. Rick Hodger

Re: More piracy stuff. Anton Reinauer

Re: More piracy stuff. amorel

Re: More piracy stuff. Donovan Reeve

MLine Paul

Re: MLine Paul

Re: MLine Mikkel Løkke

Re: MLine Paul

Re: MLine Mikkel Løkke

Re: MLine Paul

Re: MLine Anton Reinauer

Misc thinks Mike Delling

Re: Misc thinks Manfred Linzner

Re: Misc thinks Curt Esser

Mildred v1.27 Paul

Re: Mildred v1.27 Paul

Re: Mildred and AGA Paul

Re: Mildred and AGA Mikkel Løkke

Mildred and AGA Philippe Bovier

Mildred "C.J.R.Jarvis"

Re: Mildred David Mcminn

Re: Mildred Paul

Local support aMIGA_dUDE

Re: Local support Gustav Gnosspelius

Re: Local support Paul Burkey

RE:Blitz Problems Matt Briggs

line 1111 Paul

Re: line 1111 Mikkel Løkke

Re: line 1111 David Mcminn

Libs! Hrafn
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Re: Libs! Nick Chapman

Re: LibMan Curt Esser

Re: LibMan Mikkel Løkke

Re: LibMan Curt Esser

Re: Keywait Mikkel Løkke

Re: Keywait Roger Beausoleil

Keywait Andreas Falkenhahn

Re: Keywait Thomas Cobb

Re: Keystroking Thomas Cobb

Re: Keystroking Mikkel Løkke

Keystrokes again Luca Carminati

Re: Keystrokes Mikkel Løkke

Keystrokes Luca Carminati

Re: Keystrokes Luca Carminati

Re: Keystrokes Mikkel Løkke

Re: Keystrokes Luca Carminati

Re: Keystrokes Thomas Cobb

Re: Keystrokes Thomas Cobb

Re: Keystrokes Thomas Cobb

Re: Keystrokes Mikkel Løkke

Re: Keystrokes Anton Reinauer

Keystrokes Luca Carminati

ILBM Paul

Iconfy amorel

Re: Iconfy Mikkel Løkke

I’m daltonic (was Blitz Web Ring...) Rui Carvalho

Re: I love screens David Mcminn

Re: I hate screens - (but where would we be without ’em) Curt Esser

I hate screens David McMinn

How to Subscribe - UnSubscribe Curt Esser

How to open a full CLI window :) James L Boyd

Re: How to open a full CLI window :) Curt Esser

Re: How to open a full CLI window :) Loki

Re: How to open a full CLI window :) Scott

How do I subscribe? Stephen Lebed

Re: How do I subscribe? David Mcminn

Help me PLEASE!!!!! Matt Briggs

Re: Help me PLEASE!!!!! Mikkel Løkke

Re: Help me PLEASE!!!!! Paul Burkey
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Help me please! Matt Briggs

Re: Help me please! Loki

Re: Help me please! Curt Esser

Re: Help me please! Nick Chapman

Re:The new Blitz Platform ;) Donovan Reeve

Re: HD Problems (offtopic) Eoghann Irving

HB Rui Carvalho

Re: HB Bob Akerberg

Re: HB Mikkel Løkke

GURU... Bippy M

Re: GURU... Andrew "Notorious" Boyarintsev

GTListviews Darklight

GTListview-read only? Curt Esser

Re: GTListview-read only? Thomas Cobb

Re: GTListview-read only? Jean-Marc GIGANDET

Re: GTListview not read-only? Thomas Cobb

GTListview Andreas Falkenhahn

Re: GTListview David McMinn

Re: graphics.library James L Boyd

Grand Theft Auto? Matt Briggs

Goodbye! MinuteMan

GFXBoard palettes Anders Olausson

gfx-card test Paul

Re: GFX Cards Mikkel Løkke

Re: GFX Cards aMIGA_dUDE

Re: GFX Cards Frederic Laboureur

Re: GFX Cards Mikkel Løkke

Re: Gfx Card users please help Andre Beer

GFX card palettes Curt Esser

Re: GFX card palettes Paul

Re: GFX card palettes Daniel Allsopp

Re: GFX card palettes Paul Burkey

Get rid of Robert Livesey! Matt Briggs

Re: Get rid of Robert Livesey! Rui Carvalho

Re: Get rid of Robert Livesey! Anton Reinauer

Re: Get rid of Robert Livesey! Mikkel Løkke

Re: Get rid of Robert Livesey! Andrew Guard

Re: Get off List ? David McMinn

Get off List ? Paul Morris
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Re: Get off List ? Rui Carvalho

Re: Freq command Nick Chapman

Re: Freq command Nick Chapman

Free Publicity For Commercial Games and Applications! Stuart Walker

Re: Free Publicity For Commercial Games and Applications! Blitzwing

Re: Fractal Encryption Loki

Fractal Encryption Jamie Bentley

Re: Fractal Encryption Mikkel Løkke

Re: Fractal Encryption Kai Gunter Brandt

Re: Fractal Encryption Mikkel Løkke

Re: Fractal Encryption Kai Gunter Brandt

Found bug in VAL command aMIGA_dUDE

Re: Found bug in VAL command Anton Reinauer

Re: Found bug in VAL command Curt Esser

Re: Found bug in VAL command aMIGA_dUDE

Re: Found bug in VAL command Marc Le Douarain

For David McMinn Stuart Walker

Re: For David McMinn Toby Zuijdveld

Finding Disk Sizes Stuart Walker

Re: Finding Disk Sizes Rick Hodger

Re: Finding Disk Sizes Curt Esser

Re: Finding Disk Sizes Thomas Newsom

Re: Finding Disk Sizes Curt Esser

FileInfoBlock stuff... James L Boyd

Re: FileInfoBlock stuff... David Mcminn

fast ram "C.J.R.Jarvis"

Re: fast ram David Mcminn

Re: fast ram Mikkel Løkke

Executing programs from memory? Matt Briggs

Re: Executing programs from memory? Manfred Linzner

Executing Programmes Stuart Walker

Re: Executing Programmes mike.child@sbu.ac.uk

Re: Executing Programmes Loki

Re: Executing Programmes Rui Carvalho

Re: Executing Programmes Bippy M

Re: Executing Programmes James L Boyd

Re: Executing Programmes Curt Esser

Re: Executing Programmes Rui Carvalho

Re: Executing Programmes Rui Carvalho



Yam_Blitz List 14 / 752

Re: Executing Programmes Tony Rolfe

Re: Executing Programmes James L Boyd

errorchecking Paul

Re: errorchecking Mikkel Løkke

Re: errorchecking Andrew Guard

EOF : works and not works Christophe

Re: EOF : works and not works Mikkel Løkke

Re: EOF : works and not works Jean-Marc GIGANDET

ENGiNE Adventure Code v1.B Matt Briggs

Re: ENGiNE Adventure Code v1.B Rui Carvalho

Encryption Loki

Re: Encryption Mikkel Løkke

Encrypting EXE files Matt Briggs

Encrypting ASCII files. Loki

re:cdxl "C.J.R.Jarvis"

Double buffering and fd convert "S.J.CROY"

Double Buffering (Was: Yet Another Progress Indicator) Mikkel Løkke

Dongels Anton Reinauer

Re: Dongels Curt Esser

Re: Dongels Donovan Reeve

Re: Dongels Donovan Reeve

Re: dodgy diz Loki

Display Library and superbitmaps Loki

Re: Display Library and superbitmaps Mikkel Løkke

Re: Display Library and superbitmaps Thomas Cobb

Dir listings... Thomas Newsom

Re: Dir listings... Curt Esser

Re: Digital War (Was Piracy bla bla) Rui Carvalho

Re: Digital War (Was Piracy bla bla) Anton Reinauer

Re: Digital War (Was Piracy bla bla) Donovan Reeve

Re: Digital War (Was Piracy bla bla) Donovan Reeve

Re: Digital War (Was Piracy bla bla) Mikkel Løkke

Re: Digital War (Was Piracy bla bla) Eoghann Irving

Re: Digital War (Was Piracy bla bla) aMIGA_dUDE

Re: Digital War (Virii ???) Scott

Developers CD Loki

deletefile_ and #? (or ** ;-) "opi.plastic aka emil"

Debuggers! Loki

Re: Debuggers! BootBlock/Carnage
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Re: Debuggers! amorel

Re: Debuggers! Rick Hodger

Re: Debuggers! Thomas Cobb

Re: Debuggers! Loki

Re: Debuggers! Mikkel Løkke

Re: Debuggers! Loki

Re: Debuggers! Rui Carvalho

Re: Debuggers! David McMinn

Re: Debuggers! Tony Rolfe

Re: Debuggers! Mikkel Løkke

Re: Debuggers! Mikkel Løkke

Re: Debuggers! Loki

Re: Debuggers! Mikkel Løkke

Re: Debuggers! David Mcminn

Re: Debuggers! Jean-Marc GIGANDET

Re: Debuggers David McMinn

Date.. Day.. Loki

CyberGraphX Problems Daniel Allsopp

Re: CyberGraphX Problems Mikkel Løkke

Re: CyberGraphX Problems James L Boyd

CyberGraphics WriteChunkyArray Daniel Allsopp

CyberGraphics Problem Fixed Daniel Allsopp

Re: CyberGraphics Problem Fixed Curt Esser

Re: CyberGraphics Problem Fixed David Mcminn

Re: CyberGraphics Problem Fixed James L Boyd

Re: CyberGraphics Problem Fixed Mikkel Løkke

Creating a game. Oliver Marks

Re: Creating a game. Mikkel Løkke

Re: Creating a game. Paul

Re: Creating a game. Thomas Cobb

Re: Creating a game. Mikkel Løkke

Re: Creating a game. Oliver Marks

Re: Creating a game. Paul

Re: Creating a game. Mikkel Løkke

Re: Creating a game. Paul

Re: Creating a game. Mikkel Løkke

Complicated Multiplayer Network Games. Mikkel Løkke

Re: Collision Detection Nprint and AHI :( Mikkel Løkke

Re: Collision Detection Nprint and AHI :( Oliver Marks
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Re: Collision Detection Nprint and AHI :( Daniel Allsopp

Re: Collision Detection Nprint and AHI :( Paul

Re: Collision Detection Nprint and AHI :( Oliver Marks

Re: Collision Detection Nprint and AHI :( Paul

Re: Collision Detection Nprint and AHI :( Donovan Reeve

Re: Collision Detection Nprint and AHI :( James L Boyd

Re: Collision Detection And Displays Mikkel Løkke

Re: Collision Detection And Displays Oliver Marks

Re: Collision Detection And Displays Paul

Collision Detection :( Oliver Marks

Re: Collision Detection :( Mikkel Løkke

RE: CDXL Compiling (MPEG?) "C.J.R.Jarvis"

Re: CDXL Compiling (MPEG?) Jake Frederick

Re: CDXL Compiling (MPEG?) Jamie Bentley

Re: CDXL Compiling (MPEG?) Mikkel Løkke

Re: CDXL Compiling (MPEG?) aMIGA_dUDE

Re: CDXL Compiling (MPEG?) aMIGA_dUDE

Re: CDXL Compiling (MPEG?) Mikkel Løkke

Re: CDXL Compiling (MPEG?) Mikkel Løkke

Re: CDXL Compiling Mikkel Løkke

CDXL Compiling Jamie Bentley

Re: cdxl Mikkel Løkke

cdxl "C.J.R.Jarvis"

RE: cdxl "C.J.R.Jarvis"

Re: cdxl Blitzwing

Re: cdxl Centro Amiga

Re: cdxl Rui Carvalho

CDR or Master CD? Stuart Walker

Re: CDR or Master CD? David McMinn

Re: CDR or Master CD? Mikkel Løkke

Re: CDR or Master CD? Rick Hodger

Re: CDR or Master CD? Rui Carvalho

Re: CDR or Master CD? amorel

Re: CDR or Master CD? Mikkel Løkke

Re: CDR or Master CD? Stuart Walker

Can U help ME? Matt Briggs

Re: Can U help ME? David McMinn

C Include problem... James L Boyd

Re: C Include problem... David Mcminn



Yam_Blitz List 17 / 752

Re: C Include problem... James L Boyd

buffering Paul

Re: buffering Anton Reinauer

Re: buffering Nick Chapman

Browser Uploads Eoghann Irving

Re: Browser Uploads Mikkel Løkke

Re: Browser Uploads Eoghann Irving

Re: Browser Uploads Mikkel Løkke

Re: Browser Uploads Andrew Guard

Bringing it all back up. (piracy) "C.J.R.Jarvis"

Re: Bringing it all back up. (piracy) Anton Reinauer

Re: Bringing it all back up. (piracy) Donovan Reeve

Re: Bringing it all back up. (piracy) Anton Reinauer

Re: BLUE PETER CHRISTMAS COMPETITION (am I too late ?) stocksjames

BltBitMapRastPort_ Mikkel Løkke

Re: BltBitMapRastPort_ Andreas Falkenhahn

BlitzCPUroutine for arcade game2 Philippe Bovier

Re: BlitzCPUroutine for arcade game2 Mikkel Løkke

Re: BlitzCPUroutine for arcade game2 James L Boyd

Re: BlitzCPUroutine for arcade game2 Paul

Re: BlitzCPUroutine for arcade game2 Frederic Laboureur

Re: BlitzCPUroutine for arcade game2 Frederic Laboureur

Re: BlitzCPUroutine for arcade game2 James L Boyd

Re: BlitzCPUroutine for arcade game2 Mikkel Løkke

Re: BlitzCPUroutine for arcade game2 Frederic Laboureur

Re: BlitzCPUroutine for arcade game2 Paul

Re: BlitzCPUroutine for arcade game2 Philippe Bovier

Re: BlitzCPUroutine for arcade game2 Mikkel Løkke

Re: BlitzCPUroutine for arcade game2 Mikkel Løkke

Re: BlitzCPUroutine for arcade game2 Frederic Laboureur

BlitzCD Bippy M

Blitz Webring David Mcminn

Blitz Web Ring - Subscription Rui Carvalho

Re: Blitz Vs. Assembler Darklight

Blitz Vs. Assembler Jamie Bentley

Re: Blitz Vs. Assembler Mikkel Løkke

Re: Blitz Vs. Assembler Mikkel Løkke

Re: Blitz Vs. Assembler Darklight

Re: Blitz Vs. Assembler Paul
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Re: Blitz Vs. Assembler Paul

Re: Blitz Vs. Assembler Mikkel Løkke

Re: Blitz Vs. Assembler David McMinn

Re: Blitz Vs. Assembler David McMinn

Re: Blitz Vs. Assembler Paul

Re: Blitz Vs. Assembler James L Boyd

Blitz Site Web Ring - Development Rui Carvalho

Re: Blitz Site Web Ring Curt Esser

Re: Blitz Site Web Ring Anton Reinauer

Re: Blitz Site Web Ring Andre Beer

Re: Blitz Site Web Ring Eoghann Irving

Re: Blitz Site Web Ring BootBlock/Carnage

RE: Blitz Site Web Ring "C.J.R.Jarvis"

Re: Blitz Problems 2 Rui Carvalho

Blitz Problems S9221846

Re: Blitz Problems James L Boyd

Re: Blitz Problems Simon Hitchen

Re: Blitz Problems Eoghann Irving

Re: Blitz Problems Mikkel Løkke

Re: Blitz Problems Mikkel Løkke

Re: Blitz Problems Loki

Re: Blitz Problems Toby Zuijdveld

Blitz Manual Nick Chapman

Blitz developer list Andre Beer

Re: Blitz CPU routine for arcade game "opi.plastic aka emil"

Blitz CD for Sale.. Bippy M

Beta testers wanted Curt Esser

Average Size of Amiga Game Jamie Bentley

AttachGTList Gustav Gnosspelius

Re: AttachGTList Toby Zuijdveld

Re: AttachGTList Gustav Gnosspelius

Re: AttachGTList Loki

ASM question David Mcminn

APPicon Benjamin VERNOUX

AMOS source for free! Andre Beer

Aminet request? Matt Briggs

Re: Aminet request? Rui Carvalho

Re: Aminet request? Paul

Re: Aminet request? Mikkel Løkke
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Re: Aminet request? Andrew Guard

Re: AmigaLibs.res 3.1 Mikkel Løkke

Re: Amiga OS (was 3D Doom????) David McMinn

Re: Amiga in General , Was : 3D Doom Game Maker Keresztes Tamás

Airbus crashes from bad programming Anton Reinauer

Re: Airbus crashes from bad programming Bob

Re: Airbus crashes from bad programming Anton Reinauer

Re: Airbus crashes from bad programming amorel

Re: Airbus crashes from bad programming Anton Reinauer

AHI Peter Thor

Re: AHI Paul Burkey

Re: AFS vs. FFS (increasingly offtopic) :o) Eoghann Irving

Re: AFS vs. FFS (increasingly offtopic) :o) Anton Reinauer

Re: AFS vs. FFS (increasingly offtopic) :o) Eoghann Irving

Address of a pointer?? Tony Rolfe

Re: Address of a pointer?? David Mcminn

Accessing main Amiga libraries. Chris McGonagle

Re: Accessing main Amiga libraries. Manfred Linzner

Re: Accessing main Amiga libraries. Toby Zuijdveld

Re: Accessing main Amiga libraries. Toby Zuijdveld

Accessing external progs and libs! Chris McGonagle

Re: Accessing external progs and libs! David Mcminn

A Couple of questions Tony Rolfe

Re: A Couple of questions David McMinn

Re: A Couple of questions Mikkel Løkke

Re: A Couple of questions Mikkel Løkke

Re: <sweary-word snipped> READ ME! Loki

Re: <sweary-word snipped> David McMinn

Re: <sweary-word snipped> Toby Zuijdveld

3D Doom Game Maker Stuart Walker

Re: 3D Doom Game Maker Mikkel Løkke

Re: 3D Doom Game Maker Anton Reinauer

Re: 3D Doom Game Maker Mikkel Løkke

Re: 3D Doom Game Maker Anton Reinauer

Re: 3D Doom Game Maker Mikkel Løkke

Re: 3D Doom Game Maker Keresztes Tamás

Re: 3D Doom Game Maker Anders Hasselqvist

Re: 3D Doom Game Maker Mikkel Løkke

Re: 3D Doom Game Maker Keresztes Tamás
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Re: 3D Doom Game Maker Robert R Mason

Re: 3D Doom Game Maker Donovan Reeve

24bit screenmodes Andreas Falkenhahn

2000AD Problems Jamie Bentley

Re: 2000AD Problems Mikkel Løkke

Re: 2000AD Problems Loki

Re: 2000AD Problems Rick Hodger

Re: 2000AD Problems Evan Tuer

Re: .q Mikkel Løkke

.q Paul

Re: .q David Mcminn

Re: *Semi* Re: Fractal Encryption Thomas Cobb

** Re: Stop Gameb Checking ** Loki

1.3 You can tell I’m back cos I’m bombarding the list with questions ;)

([62.136.126.178] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105u9M-0004FV-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 16:18:36 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 16:07:27 +0000

Subject: You can tell I’m back cos I’m bombarding the list with questions ;)

Hi all,

Anyone see why this doesn’t work?

It looks perfect to me, but XOpa and Executive’s various

tools report no change in the priority of my program...

(I’ve tried it with Executive disabled too, cos I know

Executive plays around with the priorities.)

Any corrections or help would be appreciated :)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)
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1.4 Re: You can tell I’m back cos I’m bombarding the list with questions ;)

28 Jan 99 16:59:10 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 16:58:53 -0000

encoding: Quoted-printable

Subject: Re: You can tell I’m back cos I’m bombarding the list with questions ;)

On 28 Jan 99, at 16:07, James L Boyd wrote:

> Hi all,

>

> Anyone see why this doesn’t work?

What doesn’t work?

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.5 Yet Another Progress Indicator

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 28 Jan 99 09:37:24 +1000

Subject: Yet Another Progress Indicator

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/

General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD236B02FD4-29EEC444==8<=_=

Encoding: 7bit

Hi,

I’ve attached a file YAPI.asc which is yet another progress indicator.

Please feel free to do anything you want with this. The code was

copied from something I got from somwhere long forgotten, so I have no
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claim on the original code.

However... can anyone explain what I have to do to make numbers

overwrite the progress bar without overwriting the bar’s colour. As

you will see, the numbers form a little "box" in the middle of the

bar, which looks silly.

Thanks.

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

--=_=8<==MD236B02FD4-29EEC444==8<=_=

Encoding: plain (7/8 bit)

Content-Disposition: attachment; filename="YAPI.asc"

X-MD2-FilePath: Blitz2:Motel/converters/YAPI.asc

#PIList = 1 ; Gadget list number

Statement InitPI{Title$,Mini.l,Maxi.l,Stopper.b}

SHARED PIMin.l, PIMax.l, Cancelled.b

PIMin.l = Mini

PIMax.l = Maxi

Cancelled.b = False

;--------------------------------------------------------------------

;Basic values for indicator as offsets from top left corner of window

;

#pix1 = 20

#pix2 = 240

#piy1 = 20

#piy2 = #piy1+11

#h = #piy2+22

#min_use = 3 ; Don’t use PI if PIMax - PIMin <= this

If PIMax - PIMin > #min_use

If Stopper = True

Borders On

BorderPens 2,1

TextGadget #PIList,(#pix1+#pix2)/2-26,#piy2+5,0,1," STOP "

EndIf

DefaultIDCMP 64

Window 2,190,90,#pix1+#pix2,#h,$2|$1000,Title$,0,1,#PIList ;Basic window - draggable

; Activate 2 ;Activate window on initialisation

BorderPens 1,2
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GadgetBorder #pix1,#piy1,#pix2-#pix1,#piy2-#piy1+1

col.b=1 ;Draw in 0% and 100% indicators.

WLocate #pix1-6,#piy2-4

Print "0%"

WLocate #pix2-26,#piy2-4

Print "100%"

Format "###" ;Format string for % Complete.

EndIf

End Statement

Function.b UpdatePI{Value.l}

SHARED PIMin, PIMax

If PIMax - PIMin > #min_use

If Value < PIMin Then Value = PIMin

If Value > PIMax Then Value = PIMax

;percentage.q = (Value - PIMin) * 100 / (PIMax - PIMin)

pos.l=(((Value - PIMin) * 100 / (PIMax - PIMin))*(#pix2-#pix1)/100) ;Convert percentage to pixel values.

WBox #pix1,#piy1,#pix1+pos,#piy2,3 ;Draw main colour part of bar

col.b=2 ;Draw Highlights

Wline #pix1,#piy1,#pix1+pos,#piy1,2

Wline #pix1,#piy1,#pix1,#piy2,2

col=1 ;Draw Shadows

Wline #pix1,#piy2,#pix1+pos,#piy2,1

Wline #pix1+pos,#piy1,#pix1+pos,#piy2,1

ev.l = Event

While ev <> 0

If ev = 64

If GadgetHit = 1 AND EventWindow = 2

Function Return False

EndIf

EndIf

ev = Event

Wend

WindowOutput 2

WLocate ((#pix2-#pix1)/2),#piy1-9 ;Print Value as text

Print UStr$(Value)

EndIf

Function Return True

End Function

Statement KillPI{}
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SHARED PIMin, PIMax

If PIMax - PIMin > #min_use

CloseWindow 2

Free GadgetList #PIList

*win.window = Addr Window(0)

If *win\_window

Use Window 0

Activate 0

WindowOutput 0

EndIf

EndIf

End Statement

WbToScreen 0

InitPI{"Demo...",0,100,True}

For i = 0 To 100

VWait 5

If UpdatePI{i} = False

i = 100

EndIf

Next

KillPI{}

End

--=_=8<==MD236B02FD4-29EEC444==8<=_=--

(end of MIME multipart message)

1.6 Re: Yet Another Progress Indicator

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 28 Jan 1999 05:09:51 -0500

Subject: Re: Yet Another Progress Indicator

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748361984.1

Hi Tony

On 27-Jan-99, Tony Rolfe wrote:

> Hi,

>

> I’ve attached a file YAPI.asc which is yet another progress indicator.
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> Please feel free to do anything you want with this. The code was

> copied from something I got from somwhere long forgotten, so I have no

> claim on the original code.

>

> However... can anyone explain what I have to do to make numbers

> overwrite the progress bar without overwriting the bar’s colour. As

> you will see, the numbers form a little "box" in the middle of the

> bar, which looks silly.

OK, here are a couple of modified versions.

The first one eliminates the "box" but flickers a bit and won’t work right

at high speeds.

The double-buffered version is a bit more complicated, but looks OK at all

speeds.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

--BOUNDARY.1748361984.1

Content-Disposition: attachment; filename="noBkgPI.asc"

Encoding: quoted-printable

#PIList =3D 1 ; Gadget list number

Statement InitPI{Title$,Mini.l,Maxi.l,Stopper.b}

SHARED PIMin.l, PIMax.l, Cancelled.b, Ploc.w, bheight.b

PIMin.l =3D Mini

PIMax.l =3D Maxi

Cancelled.b =3D False

;--------------------------------------------------------------------

;Basic values for indicator as offsets from top left corner of window

;

#pix1 =3D 20

#pix2 =3D 240

#piy1 =3D 20

#piy2 =3D #piy1+11

#h =3D #piy2+22

#min_use =3D 3 ; Don’t use PI if PIMax - PIMin <=3D this

If PIMax - PIMin > #min_use

If Stopper =3D True

Borders On

BorderPens 2,1
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TextGadget #PIList,(#pix1+#pix2)/2-26,#piy2+5,0,1," STOP "

EndIf

DefaultIDCMP 64

Window 2,190,90,#pix1+#pix2,#h,$2|$1000,Title$,0,1,#PIList ;Basic win=

dow - draggable

; Activate 2 ;Activate window on initiali=

sation

BorderPens 1,2

GadgetBorder #pix1,#piy1,#pix2-#pix1,#piy2-#piy1+1

col.b=3D1 ;Draw in 0% and 100% indicat=

ors.

WLocate #pix1-6,#piy2-(bheight/2)

Print "0%"

WLocate #pix2-26,#piy2-(bheight/2)

Print "100%"

Format "###" ;Format string for % Complete.

Ploc=3D((#pix2-#pix1)/2)+8 ;location for text printing

EndIf

End Statement

Function.b UpdatePI{Value.l}

SHARED PIMin, PIMax,Ploc,bheight

If PIMax - PIMin > #min_use

If Value < PIMin Then Value =3D PIMin

If Value > PIMax Then Value =3D PIMax

;percentage.q =3D (Value - PIMin) * 100 / (PIMax - PIMin)

pos.l=3D(((Value - PIMin) * 100 / (PIMax - PIMin))*(#pix2-#pix1)/100) =

;Convert percentage to pixel values.

WBox #pix1,#piy1,#pix1+pos,#piy2,3 ;Draw main colour part of bar

WBox #pix1+pos,#piy1,#pix2,#piy2,0 ;Draw blank part (to erase text)=

col.b=3D2 ;Draw Highlights

Wline #pix1,#piy1,#pix1+pos,#piy1,2

Wline #pix1,#piy1,#pix1,#piy2,2

col=3D1 ;Draw Shadows

Wline #pix1,#piy2,#pix1+pos,#piy2,1

Wline #pix1+pos,#piy1,#pix1+pos,#piy2,1

ev.l =3D Event

While ev <> 0

If ev =3D 64

If GadgetHit =3D 1 AND EventWindow =3D 2
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Function Return False

EndIf

EndIf

ev =3D Event

Wend

WindowOutput 2

WJam 0

WLocate Ploc,#piy1-bheight+2 ;Print Value as text

Print UStr$(Value)

EndIf

Function Return True

End Function

Statement KillPI{}

SHARED PIMin, PIMax

If PIMax - PIMin > #min_use

CloseWindow 2

Free GadgetList #PIList

*win.Window =3D Peek.l(Addr Window(0))

If *win

Use Window 0

Activate 0

WindowOutput 0

EndIf

EndIf

End Statement

WbToScreen 0

*SCR.Screen=3DPeek.l(Addr Screen(0))

bheight.b=3D*SCR\BarHeight

InitPI{"PI Demo...",0,100,True}

For i =3D 0 To 100

VWait 5

If UpdatePI{i} =3D False

i =3D 100

EndIf

Next

KillPI{}

End

--BOUNDARY.1748361984.1

Content-Disposition: attachment; filename="DbuffPI.asc"
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Encoding: quoted-printable

#PIList =3D 1 ; Gadget list number

#PIbit=3D1 ; PI bitmap number

#PRbit=3D2 ; printing bitmap

;--------------------------------------------------------------------

;Basic values for indicator as offsets from top left corner of window

;

#pix1 =3D 20

#pix2 =3D 240

#piy1 =3D 20

#piy2 =3D #piy1+11

#h =3D #piy2+22

#bhigh=3D 11

#min_use =3D 3 ; Don’t use PI if PIMax - PIMin <=3D this

bpos.w=3DInt((#pix2-#pix1)/2-4)

BitMap #PIbit,#pix2-#pix1,#piy2-piy1+1,2 ;size of pi, 4 colours

BitMap #PRbit,24,8,1 ;2 colours

Statement InitPI{Title$,Mini.l,Maxi.l,Stopper.b}

SHARED PIMin.l, PIMax.l, Cancelled.b,bheight.b

PIMin.l =3D Mini

PIMax.l =3D Maxi

Cancelled.b =3D False

If PIMax - PIMin > #min_use

If Stopper =3D True

Borders On

BorderPens 2,1

TextGadget #PIList,(#pix1+#pix2)/2-26,#piy2+5,0,1," STOP "

EndIf

DefaultIDCMP 64

Window 2,190,90,#pix1+#pix2,#h,$2|$1000,Title$,0,1,#PIList ;Basic win=

dow - draggable

; Activate 2 ;Activate window on initiali=

sation

BorderPens 1,2

GadgetBorder #pix1,#piy1,#pix2-#pix1,#piy2-#piy1+1

col.b=3D1 ;Draw in 0% and 100% indicat=

ors.

WLocate #pix1-6,#piy2-(bheight/2)

Print "0%"
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WLocate #pix2-26,#piy2-(bheight/2)

Print "100%"

Format "##" ;Format string for % Complete.

EndIf

End Statement

Function.b UpdatePI{Value.l}

SHARED PIMin, PIMax,Ploc,bheight,bpos

If PIMax - PIMin > #min_use

If Value < PIMin Then Value =3D PIMin

If Value > PIMax Then Value =3D PIMax

;percentage.q =3D (Value - PIMin) * 100 / (PIMax - PIMin)

pos.l=3D(((Value - PIMin) * 100 / (PIMax - PIMin))*(#pix2-#pix1)/100) =

;Convert percentage to pixel values.

Use BitMap #PIbit ;render changes on the unseen b=

itmap

;WBox #pix1,#piy1,#pix1+pos,#piy2,3 ;Draw main colour part of bar

;WBox #pix1+pos,#piy1,#pix2,#piy2,0 ;Draw blank part (to erase text=

)

Boxf 0,0,#pix2,#bhigh,0 ;the blank part

Boxf 0,0,pos,#bhigh,3 ;the coloured bar

col.b=3D2 ;Draw Highlights

Line 0,0,pos,0,col

Line 0,0,0,#bhigh,col

col=3D1 ;Draw Shadows

Line 0,#bhigh,pos,#bhigh,col

Line pos,0,pos,#bhigh,col

Use BitMap #PRbit ;print the %

BitMapOutput #PRbit ;on the printing bitmap

Locate 0,0

Print Str$(Value)

Free Shape 0 ;now copy it to the PI bitmap

GetaShape 0,0,0,24,8

CacheClearU_

Use BitMap #PIbit

VWait

Blit 0,bpos,2,0

;now show it in the window

BitMaptoWindow #PIbit,2,0,0,#pix1,#piy1,#pix2-#pix1,#bhigh+1

ev.l =3D Event
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While ev <> 0

If ev =3D 64

If GadgetHit =3D 1 AND EventWindow =3D 2

Function Return False

EndIf

EndIf

ev =3D Event

Wend

EndIf

Function Return True

End Function

Statement KillPI{}

SHARED PIMin, PIMax

If PIMax - PIMin > #min_use

CloseWindow 2

Free GadgetList #PIList

*win.Window =3D Peek.l(Addr Window(0))

If *win

Use Window 0

Activate 0

WindowOutput 0

EndIf

EndIf

End Statement

WbToScreen 0

*SCR.Screen=3DPeek.l(Addr Screen(0))

bheight.b=3D*SCR\BarHeight

InitPI{"PI Demo...",0,100,True}

For i =3D 0 To 100

VWait

If UpdatePI{i} =3D False

i =3D 100

EndIf

Next

KillPI{}

End

--BOUNDARY.1748361984.1--
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1.7 Re: Yet Another Progress Indicator

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 29 Jan 99 12:06:28 +1000

Subject: Re: Yet Another Progress Indicator

Encoding: 7bit

On Thu, 28 Jan 1999 05:09:51 -0500 Curt Esser said:

>

> OK, here are a couple of modified versions.

>

> The first one eliminates the "box" but flickers a bit and won’t work right

> at high speeds.

>

Thanks very much, Curt. I’ll give them a try soonest.

I’ve always wondered what double buffering was all about, so I’m

getting some extra lessons for free.

Thanks again

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

1.8 Re: Yet Another Progress Indicator

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 29 Jan 1999 16:25:52 -0500

Subject: Re: Yet Another Progress Indicator

Hi Tony

On 28-Jan-99, Tony Rolfe wrote:

> I’ve always wondered what double buffering was all about, so I’m

> getting some extra lessons for free.

Well, it’s not "real" double-buffering. I just used that for lack of a

better term. It’s just doing all the drawing and text printing on unseen

bitmaps before being sent to the window, to eliminate the flickering.

Double buffering commonly means 2 identical bitmaps (or windows, or

whatever) where the drawing is always done to whichever one is not being

seen at the moment.

Then the seen and unseen images are swapped, and the process continues...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.9 Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 08:40:54 +0200

Organization: A97

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC!

Encoding: quoted-printable

Hello Keresztes.

On 21-Jan-99, Keresztes Tam=E1s wrote:

> its a pity that anyone with enough money can buy a soviet (now russian)=

warhead . there are quite a few people on this planet who happily will d=

etonate one in an american city . as i known the eastern block , it is mo=

st likely that the russians already

> sold a few warheads.And what about china ? they have nuclear weapons , =

too ....

You read entirely too much propaganda. IF anyone could buy (or indeed HAD=

bought) nuclear weapons and wanted to detonate it in an american city, i=

t would have been done. And no, you can’t "just buy" russian nuclear weap=

ons, because russia, (an all former soviet states that might still have n=

uclear weapons) are still bound by the agreement between NATO and the for=

mer Warzaw Pact members about not spreading nuclear weapons. I’m affraid =

the nuclear holocaust is quite a long way away. Sorry.

Is this Year 2000 discussion just going WAY off topic, or is it just me ?=

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.10 Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC!

V5.0) with ESMTP; Thu, 21 Jan 1999 07:46:57 +0200

(8.8.7/8.8.7) with ESMTP id IAA05642 for <blitz-list@netsoc.ucd.ie>;

Thu, 21 Jan 1999 08:12:02 +0100

Date: Thu, 21 Jan 1999 07:55:22 +0100

From: "Keresztes Tamás" <tom@tombox.buvi.matav.hu>

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War) And became OFFTOPIC!

Encoding: 8bit

its a pity that anyone with enough money can buy a soviet (now russian) warhead . there are quite a few people on this planet
who happily will detonate one in an american city . as i known the eastern block , it is most likely that the russians already sold
a few

warheads.And what about china ? they have nuclear weapons , too ....

Mikkel =?iso-8859-1?Q?L=F8kke?= írta:

> Hello Satan.

>

> On 19-Jan-99, Satan wrote:

>

> > What about reflex nuclear response systems; both the US and USSR have/had them that if their not told to fire,

> > then they will, what happens if due to too little money and distractions, russia failed to reprogram or deactivate

> > the reflex system that is supposed to fire if the government is destroyed? we all die. how unfortunate.

>

> Well at least in the U.S. no neuclear missiles (including the reflex system) are launched without the proper key from the
president, and the pentagon. Besides all reflex systems have been disabled, since the threat aof a massive nuclear attack has
diminished.

>

> Regards

> --

> +-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

> | M i k k e l L ø k k e | __

> /\ + + |_)

> / -\ | alias | | \

> + ___________.__ +
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> |\/| | \_ _____/| | _____ _____ ____ | | |

> | | + | __) | | \__ \ / \_/ __ \ + |_|

> | | \ | |__/ __ \| Y Y \ ___/ |

> o + \___ / |____(____ /__|_| /\___ > + |

> | | \/ \/ \/ \/ | |_

> __ + ________ __ + __

> /__ | \______ \ __ __ ____ | | __ | |_

> \_| + | | \| | \_/ ___\| |/ / + |_

> | | ` \ | /\ \___| < | __

> /\ + /_______ /____/ \___ >__|_ \ + /

> / -\ | \/ \/ \/ | /_

> +-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

> Visit : http://members.tripod.com/~FlameDuck

1.11 Re: Year 2000 ? So what ?!? (Was: Digital War)

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 17 Jan 1999 20:42:27 +0200

Organization: A97

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

Hello Eoghann.

On 17-Jan-99, Eoghann Irving wrote:

>>> By the way, the Y2K problem is also VASTLY over-rated as to the

>>> serious problems it would actually cause in real life.

>> Really ? So you don’t think paying 1000 years of interest (in one

>> day) is a serious problem ? (I think you underestimate the

> implicated

>> "importance" of Wintel’s in everyday life. =

> Actually its not wintels you have to worry about. Its lifts, hospital

> equipment, washing machines and more. All of which have chips in them

> that use dates.

I don’t worry about Wintels, why should I ? I have an AMiGA. :o)

Lifts ? washing machines ? hospital equipment ?!?!? The only thing I can =

think of, of the top of my head, is VCR’s and HiFi equipment. (Apart from=

PC’s, natch)

> PCs are just a tiny part of the Y2K problem. And the easiest to be
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> fixed.

Hehe, I havn’t seen one that work s 100% yet. The best one I’ve seen loos=

es track of daylight savings and leap years.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.12 Re: Year 2000 ? So what ?!? (Was: Digital War)

Date: Mon, 18 Jan 1999 00:15:35 +0100

From: Bob <stifter@mira.cz>

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

>Lifts ? washing machines ? hospital equipment ?!?!? The only thing I can

think of, of the top of my head, is VCR’s and HiFi equipment. (Apart from

PC’s, natch)

Well some equipment needs to prescribe pills or to say hello or what.

Actually I do not understand why all those machines are time dependant.

Almost everything *can* function without time e.g. Washmachines

Lifts Powerplants etc. So at the end only computers *should*

need a fix.

>Hehe, I havn’t seen one that work s 100% yet. The best one I’ve seen
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looses track of daylight savings and leap years.

I’m lucky I live here. All the machines around are fairly time independent

i.e. too old :) What I think some assholes will sell noncompliant ware

(like VCRs) around because peeple are dumb enough...

>Regards

>--=20

> +-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

> | M i k k e l L =F8 k k e | __

> /\ + + |_)

> / -\ | alias | | \

> + ___________.__ +

> |\/| | \_ _____/| | _____ _____ ____ | | |

> | | + | __) | | \__ \ / \_/ __ \ + |_|

> | | \ | |__/ __ \| Y Y \ ___/ |

> o + \___ / |____(____ /__|_| /\___ > + |

> | | \/ \/ \/ \/ | |_

> __ + ________ __ + __

> /__ | \______ \ __ __ ____ | | __ | |_

> \_| + | | \| | \_/ ___\| |/ / + |_

> | | ` \ | /\ \___| < | __

> /\ + /_______ /____/ \___ >__|_ \ + /

> / -\ | \/ \/ \/ | /_

> +-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

> Visit : http://members.tripod.com/~FlameDuck

>

1.13 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Mon, 18 Jan 1999 22:28:28 +0000

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

Hi Mikkel L=F8kke :)

On 17-Jan-99, Mikkel L=F8kke wrote:

> On 17-Jan-99, Eoghann Irving wrote:

>> Actually its not wintels you have to worry about. Its lifts,

>> hospital equipment, washing machines and more. All of which have

>> chips in them that use dates.

> I don’t worry about Wintels, why should I ? I have an AMiGA. :o)
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Well many of us use (have to often) PCs as well as Amigas and the

Amigs is not immune to Y2K either. The OS is fine but the OS isn’t a

big problem on PCs either. Its all the other software. There are

database, diary and spreadsheet programs on the Amiga which are not

Y2K compliant.

> Lifts ? washing machines ? hospital equipment ?!?!? The only thing

I

> can think of, of the top of my head, is VCR’s and HiFi equipment.

> (Apart from PC’s, natch)

All genuine cases those. I don’t really understand WHY lifts and

washing machines have been built that use date chips. But they do

exist.

Hospital equipment is more explicable. There is a lot of hospital

equipment which has parts which MUST be replaced at regular

intervals. In an effort to remove human error from such things this

equipment is designed to produce warning beeps, flash lights, stop

working or whatever. Studies done in the UK last year showed that an

considerable quantity of machinery would require new chips before

2000 or they would malfunction.

The Year 2000 bug is actually 3 separate problems conveniently lumped

together by the press.

1) Specially written software (commonly used by banks, building

societies, governments and other big companies)

2) Chips in a wide variety of electronic devices

3) Commercially available software.

Unfortunately most people only seem to consider the third of these

which is the least serious one.

Have fun

-- =

Eoghann Irving ICQ:14497218 mailto:eoghann-irving@usa.net

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.solarflare.freeserve.co.uk/index.html

Join the webring, win free banner advertising!=

1.14 Re: Year 2000 ? So what ?!? (Was: Digital War)

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>
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Date: Tue, 19 Jan 1999 04:50:27 +0200

Organization: A97

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

Hello Eoghann.

On 19-Jan-99, Eoghann Irving wrote:

>>> Actually its not wintels you have to worry about. Its lifts,

>>> hospital equipment, washing machines and more. All of which have

>>> chips in them that use dates.

>> I don’t worry about Wintels, why should I ? I have an AMiGA. :o)

> Well many of us use (have to often) PCs as well as Amigas and the

> Amigs is not immune to Y2K either. The OS is fine but the OS isn’t a

> big problem on PCs either. Its all the other software. There are

> database, diary and spreadsheet programs on the Amiga which are not

> Y2K compliant.

Switch to one that is then. And from what I’ve heard the OS on PC’s (here=

talking Win98, I know Linux is quite safe, for now) is so unstable after=

year 2000, forgetting leap years and daylight savings, not to mention fa=

iling to calculate the dayname correctly. =

>> Lifts ? washing machines ? hospital equipment ?!?!? The only thing

> I

>> can think of, of the top of my head, is VCR’s and HiFi equipment.

>> (Apart from PC’s, natch)

> All genuine cases those. I don’t really understand WHY lifts and

> washing machines have been built that use date chips. But they do

> exist.

And what would then happen to them ? I mean the date chip is hardly the c=

rutial thing, is it ?

> Hospital equipment is more explicable. There is a lot of hospital

> equipment which has parts which MUST be replaced at regular

> intervals. In an effort to remove human error from such things this

> equipment is designed to produce warning beeps, flash lights, stop

> working or whatever. Studies done in the UK last year showed that an

> considerable quantity of machinery would require new chips before

> 2000 or they would malfunction.

That is too bad. But really, what do I care ? There is no reason at all w=

hy this electronic equipment has date chips, replace them with 555 timers=

, and hey presto ! I hardly think there is any epuipment any place (excep=

ting computer) that have their operation DEPENDING on knowing the correct=
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date.

> The Year 2000 bug is actually 3 separate problems conveniently lumped

> together by the press.

> 1) Specially written software (commonly used by banks, building

> societies, governments and other big companies)

This is not a problem, all special software is either replaced (the smart=

thing) or patched (The MS way). This has allready been done in Denmark.

> 2) Chips in a wide variety of electronic devices

Like I said before, there are very few electronic devides where the date =

chip is critical.

> 3) Commercially available software.

> Unfortunately most people only seem to consider the third of these

> which is the least serious one.

Well, in the long term, not a big problem either. If the OS is year 2000 =

copilant, just ask the OS for the date. Gheez.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.15 Re: Year 2000 ? So what ?!? (Was: Digital War)

Date: Tue, 19 Jan 1999 14:17:18 GMT

From: Satan <kaum6@central.susx.ac.uk>

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

What about reflex nuclear response systems; both the US and USSR have/had them that if their not told to fire,

then they will, what happens if due to too little money and distractions, russia failed to reprogram or deactivate

the reflex system that is supposed to fire if the government is destroyed? we all die. how unfortunate.

Dobbs

1.16 Re: Year 2000 ? So what ?!? (Was: Digital War)

id 102cnM-0007Th-00; Tue, 19 Jan 1999 15:10:25 +0000

From: mike.child@sbu.ac.uk

Date: Tue, 19 Jan 1999 15:07:06 +0000

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

>what happens if due to too little money and distractions, russia failed to

>reprogram or deactivate the reflex system that is supposed to fire if the

>government is destroyed? we all die. how unfortunate.

At least it would probably end microsoft’s world dominance of the software

market. :)

Apologies for off topic waffle...

Mike Child

1.17 Re: Year 2000 ? So what ?!? (Was: Digital War)

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 19 Jan 1999 20:39:26 +0200

Organization: A97

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

Hello Satan.

On 19-Jan-99, Satan wrote:

> What about reflex nuclear response systems; both the US and USSR have/h=

ad them that if their not told to fire, =

> then they will, what happens if due to too little money and distraction=

s, russia failed to reprogram or deactivate =
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> the reflex system that is supposed to fire if the government is destroy=

ed? we all die. how unfortunate.

Well at least in the U.S. no neuclear missiles (including the reflex syst=

em) are launched without the proper key from the president, and the penta=

gon. Besides all reflex systems have been disabled, since the threat aof =

a massive nuclear attack has diminished.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.18 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Wed, 20 Jan 1999 17:00:28 +0000

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

Encoding: quoted-printable

Hi Mikkel L=F8kke :)

On 19-Jan-99, Mikkel L=F8kke wrote:

> On 19-Jan-99, Eoghann Irving wrote:

>> Well many of us use (have to often) PCs as well as Amigas and the

>> Amigs is not immune to Y2K either. The OS is fine but the OS

isn’t
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>> a big problem on PCs either. Its all the other software. There

are

>> database, diary and spreadsheet programs on the Amiga which are

not

>> Y2K compliant.

> Switch to one that is then. =

On the Amiga there aren’t THAT many to chose from in the first place.

> And from what I’ve heard the OS on PC’s

> (here talking Win98, I know Linux is quite safe, for now) is so

> unstable after year 2000, forgetting leap years and daylight

savings,

> not to mention failing to calculate the dayname correctly.

Linux as an OS won’t suffer from Y2K problems, but software running on

it may. Its much less of a problem though due to its open source

nature. When such a program is discovered it will be quickly altered

and recompiled.

>> All genuine cases those. I don’t really understand WHY lifts and

>> washing machines have been built that use date chips. But they do

>> exist.

> And what would then happen to them ? I mean the date chip is hardly

> the crutial thing, is it ?

Well one of the problems is its not always obvious what will happen. =

In some cases the lifts simply won’t work apparently. Which is real

pain if its a tall building. :)

>> Hospital equipment is more explicable. There is a lot of hospital

>> equipment which has parts which MUST be replaced at regular

>> intervals. In an effort to remove human error from such things

this

>> equipment is designed to produce warning beeps, flash lights,

stop

>> working or whatever. Studies done in the UK last year showed that

>> an considerable quantity of machinery would require new chips

>> before 2000 or they would malfunction.

> That is too bad. But really, what do I care ? There is no reason at

> all why this electronic equipment has date chips, replace them with

> 555 timers, and hey presto ! I hardly think there is any epuipment

> any place (excepting computer) that have their operation DEPENDING

on

> knowing the correct date.



Yam_Blitz List 43 / 752

Well as I’ve just explained over several messages now that isn’t the

case. While it might not be obvious why equipment uses this stuff. It

may not even be SENSIBLE to use these chips. The fact is that a lot

of equipment does.

What do you care? Well if you have a relative who needs regular

medical attention then you should certainly care. People who rely on

cheques from the Government or from any other large institution

appearing on a certain date should also care. Chances are that you

won’t be affected. But almost certainly some people will be.

>> The Year 2000 bug is actually 3 separate problems conveniently

>> lumped together by the press.

>> 1) Specially written software (commonly used by banks, building

>> societies, governments and other big companies)

> This is not a problem, all special software is either replaced (the

> smart thing) or patched (The MS way). This has allready been done

in

> Denmark.

Well in most countries that is not the case. Its possible that Denmark

is three steps ahead of the rest of Europe but I suspect its not

quite that simple.

First companies have to spend money to find the problem. In the UK

last year apparently on 50% of businesses had even done that. Then

they have to spend money fixing it (25% of businesses had done that

last year). Our government is STILL working to get its own house in

order on this.

>> 2) Chips in a wide variety of electronic devices

> Like I said before, there are very few electronic devides where the

> date chip is critical.

You are incorrect on this as I have repeatedly explained.

>> 3) Commercially available software.

>> Unfortunately most people only seem to consider the third of these

>> which is the least serious one.

> Well, in the long term, not a big problem either. If the OS is year

> 2000 copilant, just ask the OS for the date. Gheez.

Doesn’t help if all the applications you use use their own date

format. It potentially means that businesses will have to spend

millions upgrading to newer versions of software. That is assuming

they realise they have a problem yet.

Have fun
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-- =

Eoghann Irving ICQ:14497218 mailto:eoghann-irving@usa.net

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.solarflare.freeserve.co.uk/index.html

Join the webring, win free banner advertising!=

1.19 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: amorel <amorel@xs4all.nl>

Date: Thu, 21 Jan 1999 02:21:04 +0500

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

On 19-Jan-99, Satan wrote:

>What about reflex nuclear response systems; both the US and USSR have/had

them

>all die. how unfortunate.

Uhm, afaik the meganisms to launch a rocket involve some stages of

security. One of which is switching a lock with 2 keys, by 2 persons at the

same moment and more of that. So makes me wonder why a berzerk y2k failing

computer would fire out of its own. There`s never been made an independent

deciding software for this kind of thing, like in the airbus.

I`m sorry, there will be no judgement day ;-)

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.20 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: Anton Reinauer <anton@ww.co.nz>

Date: Thu, 21 Jan 1999 11:20:49 +1300

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

On 21-Jan-99, Eoghann Irving wrote:

> First companies have to spend money to find the problem. In the UK

> last year apparently on 50% of businesses had even done that. Then

> they have to spend money fixing it (25% of businesses had done that
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> last year). Our government is STILL working to get its own house in

> order on this.

And then they have to find experienced programmers to do the work (and

pay them ridiculous wages!)- there’s not enough programmers to do all

the work in time (because it’s all been left too late), only the

important stuff like banks etc will get done- but a lot of smaller

businesses won’t or can’t be made Y2K compliant by 2000.

--

Anton Reinauer <anton@ww.co.nz>

1.21 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: amorel <amorel@xs4all.nl>

Date: Thu, 21 Jan 1999 15:00:09 +0500

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)

On 21-Jan-99, Anton Reinauer wrote:

>important stuff like banks etc will get done- but a lot of smaller

>businesses won’t or can’t be made Y2K compliant by 2000.

And you know what? My anarchist nature wouldn`t love much more than that

chaos would struck at that time :-D

I`ve been doing a tiny bit of y2k work in my last job, but i`d never ever

do it again, not even for a big wages. It`s stupid work and it`s like

cleaning the mess someone else left. Just like removing bugs outof someone

else`s spaghetti code(whois since long gone and whose name isn`t in the code

anyway ;), but then worse.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.22 Re: Year 2000 ? So what ?!? (Was: Digital War)

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Fri, 22 Jan 1999 18:11:31 +0500

Subject: Re: Year 2000 ? So what ?!? (Was: Digital War)
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On 18-Jan-99, Bob flashed:

>>Lifts ? washing machines ? hospital equipment ?!?!? The only thing I can

>think of, of the top of my head, is VCR’s and HiFi equipment. (Apart from

>PC’s, natch)

>Well some equipment needs to prescribe pills or to say hello or what.

>Actually I do not understand why all those machines are time dependant.

>Almost everything *can* function without time e.g. Washmachines

>Lifts Powerplants etc. So at the end only computers *should*

>need a fix.

>>Hehe, I havn’t seen one that work s 100% yet. The best one I’ve seen

>looses track of daylight savings and leap years.

>I’m lucky I live here. All the machines around are fairly time independent

>i.e. too old :) What I think some assholes will sell noncompliant ware

>(like VCRs) around because peeple are dumb enough...

All that needs to happen with machinery that doesn’t need to be time

dependant is nothing, as they won’t care if the time is correct or not.

Actually, VCRs fall in the same category as they don’t need to know the

correct century, only the correct relative time. They don’t care what

century it is.

cacha later,

Donovan Reeve (bubby.lnk@ispi.net)

1.23 Re: Year 2000 ? So what ?!?

From: Rui Carvalho <grim@ip.pt>

Date: Mon, 18 Jan 1999 00:06:25 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Year 2000 ? So what ?!?

Encoding: quoted-printable

Hello Mikkel

Somewhere Mikkel L=F8kke wrote:

ML > I don’t worry about Wintels, why should I ? I have an AMiGA. :o)

ML > Lifts ? washing machines ? hospital equipment ?!?!? The only thing I=

can

ML > think of, of the top of my head, is VCR’s and HiFi equipment. (Apart=

from

ML > PC’s, natch)

Just think about these:
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ATM machines, bank computers, social security computers, police computers=

Nuclear Weapon computers, nuclear power plants, planes, trains, boats

(enough??)

Do you know that a USA Navy Ship drifted for 3H when they tested the bug =

in

their software! Imagine that instead of drifting it started shooting

Harpoons or Tomawaks!!!

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

It is better to have tried and failed than to have failed to try, but

the result’s the same.

1.24 Re: Year 2000 ? So what ?!?

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 18 Jan 1999 23:48:28 +0200

Organization: A97

Subject: Re: Year 2000 ? So what ?!?

Encoding: quoted-printable

Hello Rui.

On 18-Jan-99, Rui Carvalho wrote:

>> I don’t worry about Wintels, why should I ? I have an AMiGA. :o)

>> Lifts ? washing machines ? hospital equipment ?!?!? The only thing I c=

an

>> think of, of the top of my head, is VCR’s and HiFi equipment. (Apart f=

rom

>> PC’s, natch)

> Just think about these:

> ATM machines, bank computers, social security computers, police compute=
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rs,

> Nuclear Weapon computers, nuclear power plants, planes, trains, boats

> (enough??)

No, we don’t have any nuclear power plants, the computers is hardly my pr=

oblem I certainly wasn’t the one to recommend using PC’s and I’m not sure=

I would have any influence. My point, well there is nothing I can do abo=

ut it anyway, so why should it matter to me ?

> Do you know that a USA Navy Ship drifted for 3H when they tested the bu=

g in

> their software! Imagine that instead of drifting it started shooting

> Harpoons or Tomawaks!!!

Yeah, WinNT. And I’m sure nuclear cruise missiles have some sort of fails=

afe to prevent them from being launched due to a computer malfunction.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.25 Re: Year 2000 ? So what ?!?

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Tue, 19 Jan 1999 11:33:56 +0000

Organization: Pagan Software
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Subject: Re: Year 2000 ? So what ?!?

I watched as Rui Carvalho hammered "Re: Year 2000 ? So what ?!?" out on

their keyboard...

> ATM machines, bank computers, social security computers, police

computers,

> Nuclear Weapon computers, nuclear power plants, planes, trains, boats

> (enough??)

Nuclear weapons? To the have set date when they fire themselves off?! :)

> Do you know that a USA Navy Ship drifted for 3H when they tested the bug

in

> their software! Imagine that instead of drifting it started shooting

> Harpoons or Tomawaks!!!

Actually I’ve heard about that, they weren’t testing te Y2K bug, they were

testing the new WindowsNT based systems. And it crashed.

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Today is the first day of the rest of the mess.

1.26 Re: Year 2000 ? So what ?!?

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Fri, 22 Jan 1999 18:21:22 +0500

Subject: Re: Year 2000 ? So what ?!?

On 18-Jan-99, Rui Carvalho flashed:

>Do you know that a USA Navy Ship drifted for 3H when they tested the bug in

>their software! Imagine that instead of drifting it started shooting

>Harpoons or Tomawaks!!!

Yeah, they could have run aground too. It was a bug in windows that was

the root cause. Hmmm..., maybe the military should think of switching back

to Amigas. They used to use quite a few of them you know, any they never

had any problems like THAT!

;)

Donovan Reeve (bubby.lnk@ispi.net)
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1.27 Re: Year 2000 ? So what ?!?

From: amorel <amorel@xs4all.nl>

Date: Sat, 23 Jan 1999 04:01:12 +0500

Subject: Re: Year 2000 ? So what ?!?

>On 18-Jan-99, Rui Carvalho flashed:

>>Do you know that a USA Navy Ship drifted for 3H when they tested the bug in

>>their software! Imagine that instead of drifting it started shooting

>>Harpoons or Tomawaks!!!

So?

Btw, arent they doing that already quite often(Iraq for instance? =)

1.28 Yeah, Woo, More piracy!

([62.136.76.215] helo=194.152.64.35 ident=kewl)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100iob-00072t-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 09:11:45 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 08:23:58 +0100

Organization: Satanic Dreams Software.

Subject: Yeah, Woo, More piracy!

Hello,

Ok, who thinks it should be made legal in all counties to pirate

Micro$oft products?

Me, Me! :)

hehehe.

Hey wait, Oh shit,.. who would want to pirate Micro$oft products?

Hahaha!

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.29 xor

Date: Tue, 19 Jan 1999 23:17:25 +0100

From: Kai Gunter Brandt <kai.brandt@cih.uib.no>

Subject: xor

Quote from Applied Cryptography

A symmetric algorithm. The plaintext is being XORed with a keyword to

generate the chippertext.

P xor K = C

C xor K = P

There’s no security here. This kind of encryption is trivial to break, even

without computers. It will only take a few seconds on a computer. Assume

that the plaintext is english. Here’s how to break it:

1. Discover the length of the key by a procedure known as ’counting

coincidences’.

XOR the ciphertext against itself shifted various numbers of bytes, and

count those bytes that are equal. If the displacement is a multiple of the

key length, then something over 6% of the bytes will be equal. If it’s not,

then less than 0.4% will be equal (assuming a random key encrypting normal

ASCII text; other plaintext will have different numbers): This is called

the ’index of coincidence’. The smallest displacement that indicates a

multiple of the key length is the length of the key.

2. Shift the ciphertext by that length and XOR it with itself. This removes

the key and leaves you with plaintext XORed with the plaintext shifted the

length of the key. Since english has 1.3 bits of real information per byte,

there is plenty of redundancy for determining a unique decryption.

So it’s just as safe as WordPerfect ’encryption’.

A bit technical this one.. But thewre is a lot of information about this on

the net...

There is some one who have implimented MD5 for blitz... This is not

working.. But i’m gonna see whats wrong andf then modify the source code

... Maybe make an encryption library for blitz??? I have a lot of

descriptions, so i might have time to make a library...

Kai

Kai Gunter Brandt

Security & Cryptography Consultant

Tel. +4755940065

e-mail: kai.brandt@dataguard.no url: http://www.dataguard.no/~kgb

"Mary had a crypto key, she kept it in escrow,

and everything that Mary said, the Feds were sure to know."

-- Sam Simpson, July 9, 1998
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1.30 windows

for blitz-list@netsoc.ucd.ie; Fri, 29 Jan 1999 19:59:16 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 29 Jan 99 19:58:40 +0000

Subject: windows

Encoding: 7bit

Hi.

I was wondering what would be needed to achieve a game running in

a window on workbench.

My game screens are in chunky format and I am mainly thinking of

output to chunky format workbench such as via cybergraphx or

picasso96. Would WritePixelArray8 work, having opened a window on

workbench? Would it work in other colour formats such as 16bit, 24bit

etc, or only in an 8-bit workbench?

Is there another established method for output to a window on

workbench? Of course, AGA on a window wouldnt be very feasible, but to

chunky it should be alright. I just dont know what functions or

whatever you’re meant to use. Any advice?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.31 Re: windows

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 29 Jan 1999 17:37:31 -0500

Subject: Re: windows

Hi Paul,

Here’s my probably irrelevant two cents worth:

On 29-Jan-99, Paul wrote:

> Hi.

>

> I was wondering what would be needed to achieve a game running in

> a window on workbench.

>
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> My game screens are in chunky format and I am mainly thinking of

> output to chunky format workbench such as via cybergraphx or

> picasso96. Would WritePixelArray8 work, having opened a window on

> workbench? Would it work in other colour formats such as 16bit, 24bit

> etc, or only in an 8-bit workbench?

>

> Is there another established method for output to a window on

> workbench? Of course, AGA on a window wouldnt be very feasible, but to

> chunky it should be alright. I just dont know what functions or

> whatever you’re meant to use. Any advice?

Just for fun, I tried sending my game to a window on my AGA 256 colour WB.

It does work, but the animations look bad (because of the interlacing) when

something moves.

This was using a simple BitMapToWindow command from the planar drawing

bitmap.

I would imagine you’d get good results using WPA8 from a chunkie to a chunky

WB window, although WPA8 is very slow on a planar screen because of the C2P

conversion. (You can actually see the raster lines being drawn)

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.32 Re: windows

for blitz-list@netsoc.ucd.ie; Sat, 30 Jan 1999 16:35:55 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Sat, 30 Jan 1999 16:37:45 +0000

Subject: Re: windows

Hi Paul,

On 29-Jan-99, you wrote:

> Hi.

>

> I was wondering what would be needed to achieve a game running in

> a window on workbench.

>

> My game screens are in chunky format and I am mainly thinking of

> output to chunky format workbench such as via cybergraphx or

> picasso96. Would WritePixelArray8 work, having opened a window on
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> workbench? Would it work in other colour formats such as 16bit, 24bit

> etc, or only in an 8-bit workbench?

WritePixelArray won’t work on anyhting >8bit but as I was experimenting the

other night with the CyberGraphX call WritePixelArray_ you can write the

pixels to any depth screen I think. It works as a replacement for WPA8 and

in my game, give about 10/12 fps extra in Lowres.

> Is there another established method for output to a window on

> workbench? Of course, AGA on a window wouldnt be very feasible, but to

> chunky it should be alright. I just dont know what functions or

> whatever you’re meant to use. Any advice?

I tried my game on workbench, and ti run very fast (CyberGraphX), as you’re

normally dumping your chunky data to a window on another opened screen with

WPA8, there’s nothing stopping you dumping it to a window opened on

workbench.

My experieince with this was very good....try it ;)

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>

1.33 Re: windows

for blitz-list@netsoc.ucd.ie; Sat, 30 Jan 1999 16:38:44 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Sat, 30 Jan 1999 16:40:25 +0000

Subject: Re: windows

Hi Paul,

On 29-Jan-99, you wrote:

One line should have said this

*WritePixelArray8 *won’t work on anyhting >8bit --

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>



Yam_Blitz List 55 / 752

1.34 Re: Wierd Listwiev stuff.

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 02 Jan 1999 10:35:21 -0500

Subject: Re: Wierd Listwiev stuff.

Encoding: quoted-printable

Hi Mikkel,

On 31-Dec-98, Mikkel L=F8kke wrote:

> On 31-Dec-98, Curt Esser wrote:

> =

>> The way I get around this is to adjust the height of the window to

match

>> the height of the listview. See my "text reader in a window" example

for

>> how I did this (it really puts the textfile into a GTlistview gadget)=

> =

> Okay. Also is there any way to get the actual width of the ListView

display

> ? (Like a #GTLV_InnerWidth tag or something. Havn’t been able to find i=

t

> myself, but that doesn’t nessecarily mean it isn’t there)

Not that I know. But I think it always uses the same widths for its

borders, so maybe you can calculate the inside dimensions from this.

There are tags for setting the width of the scrollbar, and the space betw=

een

items if you want to change these...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.35 Re: Wierd Listwiev stuff.

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 03 Jan 1999 17:49:43 +0200

Organization: A97

Subject: Re: Wierd Listwiev stuff.

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!



Yam_Blitz List 56 / 752

Hello Curt.

On 02-Jan-99, Curt Esser wrote:

>>> The way I get around this is to adjust the height of the window to

> match

>>> the height of the listview. See my "text reader in a window" example=

> for

>>> how I did this (it really puts the textfile into a GTlistview gadget=

)

>> =

>> Okay. Also is there any way to get the actual width of the ListView

> display

>> ? (Like a #GTLV_InnerWidth tag or something. Havn’t been able to find =

it

>> myself, but that doesn’t nessecarily mean it isn’t there)

> Not that I know. But I think it always uses the same widths for its

> borders, so maybe you can calculate the inside dimensions from this.

Ah, well tough luck. I’ll stop messing arround with ListView’s and just b=

e getting on with the program now. Thanks a mil :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.36 Weird GFX card problem

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 28 Jan 1999 05:27:15 -0500

Subject: Weird GFX card problem

Hi Everyone,

I released a test version of my game, to see if it works on GFX cards.

The reports show that it works fine on some systems, yet other users with

almost identical systems get a crash as soon as the screen opens...

This includes both CV64 and PicassoIV users, with 030x25 - 060/PPC

processors.

Immediately after opening the screen (using a screenmode requester, and

opening the screen with "ScreenTags" and a taglist) a few people get a

crash, most do not.

Right after opening the screen & window, I use the commands "SetCycle" and

"Cycle" to make the letters on the title screen animate. Could this cause

a problem with some systems (but not others)?

After that I load the data files (sounds, pics, module, etc...) but these

all have error traps, so I suspect the cycling commands.

Or does anybody have any other ideas?

Later...

--

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.37 Re: Weird GFX card problem

28 Jan 99 12:05:55 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 12:05:45 -0000

encoding: Quoted-printable

Subject: Re: Weird GFX card problem

What OS’s and versions of the PIV/CGFX libraries are the problem users (y=

eah

the users not the system ;) running? It may be that you’ve used something =

which
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requires an OS version higher than they’ve got.

Maybe.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.38 Re: Weird GFX card problem

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 15:39:00 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 15:37:19 +0000

Subject: Re: Weird GFX card problem

Encoding: 7bit

Hi Curt,

> Immediately after opening the screen (using a screenmode requester, and

> opening the screen with "ScreenTags" and a taglist) a few people get a

> crash, most do not.

This happens to me whenever I attempt to open a screen with screenmode

requester and screentags, WITH runtime errorchecking (debugger)

switched on. I’m not sure, but ModePro might interfere with it,

although this only occurs when the picasso96 monitor driver (Pixel64)

is active. When the rtg monitor is removed everything works fine.

However, your game worked fine for me here with p96 up and running.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.39 Re: Weird GFX card problem

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 29 Jan 1999 04:12:55 -0500

Subject: Re: Weird GFX card problem

Hi guys,

On 28-Jan-99, Paul wrote:

> Hi Curt,

>



Yam_Blitz List 59 / 752

>> Immediately after opening the screen (using a screenmode requester, and

>> opening the screen with "ScreenTags" and a taglist) a few people get a

>> crash, most do not.

>

> This happens to me whenever I attempt to open a screen with screenmode

> requester and screentags, WITH runtime errorchecking (debugger)

> switched on.

No, the debugger was off when I compiled the program. A bit more info:

The people with problems all report the error as

"Deadend - uninitialized trap 0 vector"

> I’m not sure, but ModePro might interfere with it,

> although this only occurs when the picasso96 monitor driver (Pixel64)

> is active.

Here are the reported results--

OK on:

A3000 060x40/PPC604Ex233

CV64 CGX v3

A4000 040x40

PicassoIV P96 v1.42

A4000 060x50/PPC604Ex233

CV64 CGFX v4

A1200T 030x50

Picasso 2+ P96

A3000 030x25

CV64 CGX v3.0 (runs OK, but slow)

A3000 040x40

Domino P96 (runs OK, but slow)

A3000 060x50/PPC403Ex200

CV-PPC CGX v4

A4000 040x40

PicassoIV P96 v1.42

--- 040x25

Pixel64 P96

A3000 060x??

Unknown GFX board

-----------------------------------------

Crashes on:

A3000 040x35

PicassoIV P96
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A1200T 030x50

CV64 CGX

A3000T 040x40

PicassoII CGX

A1200T 030x50

CV64 CGX v3.0

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.40 WBInfo_ function ???

for blitz-list@netsoc.ucd.ie; Fri, 8 Jan 1999 15:21:59 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Fri, 08 Jan 1999 15:19:52 -0000

Subject: WBInfo_ function ???

hi blitzers,

this one is really bugging me.....

how do you use the WBInfo_ function from the workbench.library???

i’ve had several attempts and it does nothing... it’s suppoed to call up the

Workbench Information window about the named file i think... here’s what i

tried...

lock.l=Lock_("Ram:",#ACCESS_READ)

WBInfo_ lock,"test.info",Addr Screen (0)

UnLock_ (lock)

trying to get it to out up a Workbench Information window on the workbench

screen about the file "test" which is in Ram:

hope you can help!

thanks,

James

1.41 Re: WBInfo_ function ???

8 Jan 99 15:55:36 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 8 Jan 1999 15:55:33 -0000

encoding: Quoted-printable
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Subject: Re: WBInfo_ function ???

On 8 Jan 99, at 15:19, Darklight wrote:

> how do you use the WBInfo_ function from the workbench.library???

>

> i’ve had several attempts and it does nothing... it’s suppoed to call u=

p

> the Workbench Information window about the named file i think... here’s

> what i tried...

>

> lock.l=3DLock_("Ram:",#ACCESS_READ)

> WBInfo_ lock,"test.info",Addr Screen (0)

> UnLock_ (lock)

Is it supposed to be:

WBInfo_ lock,"test",Peek.l(Addr Screen(0))

remembering that you have to have set up screen 0 first.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.42 Re: WBInfo_ function ???

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 08 Jan 1999 14:06:47 -0500

Subject: Re: WBInfo_ function ???

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748345128.1

Hi Darklight

On 08-Jan-99, Darklight wrote:

> hi blitzers,

> this one is really bugging me.....

>

> how do you use the WBInfo_ function from the workbench.library???

Here is a function that works.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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--BOUNDARY.1748345128.1

Content-Disposition: attachment; filename="ShowInfo"

Encoding: quoted-printable

=2EShowInfo

; Statement : ShowInfo { directory, icon, screen number }

; author : James L Boyd - jamesboyd@all-hail.freeserve.co.uk

; Puts the icon information requester (or replacement like

; SwazInfo/WBInfo) onto the requested screen.

; You supply :

; 1) The directory of the file,

; 2) The file name (IMPORTANT!!! DO NOT add .info onto the end!!!)

; also, the file doesn’t have to have its own icon...

; 3) The screen number - therefore, you have to have a screen

; in use, but it can use ANY Intuition screen :)

; NOTE : For some reason, the icon information requester

; still pops up if you give it a non-existent file!

Statement ShowInfo {dir$,icon$,skreen.b}

*scr.Screen=3DPeek.l(Addr Screen(skreen)) ; get screen structure for wb=

info_() call

*lok.l=3DLock_(&dir$,#ACCESS_READ) ; get a lock on the directory for th=

e call

If *scr ; make sure we’ve got a screen structure

If *lok ; and a directory lock

If WBInfo_(*lok,&icon$,*scr) ; the Icon Info call!

Else Request "","Error showing icon information!","Oh..."

EndIf

UnLock_ *lok ; free our directory lock

Else Request "","Couldn’t get lock on directory!","Oh..."

EndIf

Else Request "","Doh!||The programmer has asked for a non-existent scre=

en!","Duh..."

EndIf

End Statement

--BOUNDARY.1748345128.1--
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1.43 Re: WaitAppEvent

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 09 Jan 1999 09:55:33 -0500

Subject: Re: WaitAppEvent

Hi Darklight

On 09-Jan-99, Darklight wrote:

> hi blitz ppl,

>

> ok, now this really sucks..... i have an option in my current

> util that makes it "menufy" into the Workbench Tools menu.... BUT i then

> have to keep checking with a loop to see if it’s been activated once

> menufied.... problem is, is that unlike WaitEvent, the AppEvent doesn’t

> hold program execution, hence the use of a loop... i have seen ppl use

> vwait, but i personally use Delay_() like so:

>

> Repeat : Delay_(20) : Until AppEvent

>

> however, i still get reports from ppl on slower machines that this is

> eating up quite a bit of cpu time, surely there is some sort of

> WaitAppEvent that halts the program like WaitEvent, which would use far

> less cpu time?????

If you get BSS, the updated RI library allows you do do a proper waitevent

for an AppItem

The alternative is to do it all through the OS commands.

Or use a longer delay time, if you don’t mind a bit slower response to the

menu item...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.44 Re: WaitAppEvent

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 09 Jan 1999 17:14:51 +0200

Organization: A97
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Subject: Re: WaitAppEvent

Encoding: quoted-printable

Hello Darklight.

On 09-Jan-99, Darklight wrote:

> ok, now this really sucks..... i have an option in my curren=

t util

> that makes it "menufy" into the Workbench Tools menu.... BUT i then hav=

e to

> keep checking with a loop to see if it’s been activated once menufied..=

=2E. =

> problem is, is that unlike WaitEvent, the AppEvent doesn’t hold program=

> execution, hence the use of a loop... i have seen ppl use vwait, but i

> personally use Delay_() like so:

> Repeat : Delay_(20) : Until AppEvent

> however, i still get reports from ppl on slower machines that this is e=

ating

> up quite a bit of cpu time, surely there is some sort of WaitAppEvent t=

hat

> halts the program like WaitEvent, which would use far less cpu time????=

?

Not that I know of. You should use WaitTOF_ instead of Delay_. That will =

work. (Trust me).

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.45 WaitAppEvent

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 15:46:26 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Sat, 09 Jan 1999 15:44:51 -0000

Subject: WaitAppEvent

hi blitz ppl,

ok, now this really sucks..... i have an option in my current util

that makes it "menufy" into the Workbench Tools menu.... BUT i then have to

keep checking with a loop to see if it’s been activated once menufied....

problem is, is that unlike WaitEvent, the AppEvent doesn’t hold program

execution, hence the use of a loop... i have seen ppl use vwait, but i

personally use Delay_() like so:

Repeat : Delay_(20) : Until AppEvent

however, i still get reports from ppl on slower machines that this is eating

up quite a bit of cpu time, surely there is some sort of WaitAppEvent that

halts the program like WaitEvent, which would use far less cpu time?????

thanks for the help,

James

1.46 Re: WaitAppEvent

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 17:32:26 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 9 Jan 1999 17:25:06 -0000

encoding: Quoted-printable

Subject: Re: WaitAppEvent

On 9 Jan 99, at 17:14, Mikkel broke out long enough to write:

> > Repeat : Delay_(20) : Until AppEvent

>

> > however, i still get reports from ppl on slower machines that this is

> > eating up quite a bit of cpu time, surely there is some sort of

> > WaitAppEvent that halts the program like WaitEvent, which would use fa=

r

> > less cpu time?????

>

> Not that I know of. You should use WaitTOF_ instead of Delay_. That will

> work. (Trust me).
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WaitTOF_ would halt the program for 1 vbl, whereas Delay_ 20 (yes, don’t =

put

brackets, you’re not using it as a function) is supposed to put the progra=

m

into a wait state for 20 vbls, so it shouldn’t cause slow down (even on sl=

ow

machines) and won’t eat as much time as WaitTOF_, although the difference =

is

probably tiny.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.47 Vulcan

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: Vulcan

Date: Wed, 27 Jan 1999 09:59:21 -0000

charset="iso-8859-1"

What I don’t understand about vulcan, is that they cancel all their game

projects and then wonder why they’re not making any money.

Chris

1.48 Ultimate Blitz CD

7 Jan 99 09:58:11 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 7 Jan 1999 09:58:02 -0000

encoding: Quoted-printable

Subject: Ultimate Blitz CD

It looks like I may finally have to buy BSS, so here’s a couple of questio=

ns:

1) Can BSS still be bought through RWE?

2) If the Ultimate Blitz CD has BSS on it, is it worth getting that?

Thank you and gooodnight.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.49 Re: Ultimate Blitz CD

From: mike.child@sbu.ac.uk

Date: Thu, 7 Jan 1999 10:41:07 +0000

Subject: Re: Ultimate Blitz CD

Hello David

I bought the Ultimate Blitz CD not so long ago, basically to get BSS.

I don’t regret it but mostly because its just reassuring to have a single CD

with everything on it that I would need if any part of the Blitz system got

screwed up and I had to reinstall. Apart from the upgraded TED, the biggest

advantage of which is just the history menu (although multiple document windows

are handy for cutting and pasting blocks of code from one project to another

too), it hasn’t made a lot of difference to the experience of using blitz.

The install script for BSS didn’t work properly on my system either, although a

bit of fiddling on my part solved that.

If you’d like to see exactly what you get for your money I could List the CD to

a file and mail it to you.

It included a printed manual which is nicer than my original ring bound one,

being a spiral-bound booklet, but the contents are the same old mess, and a few

pages are accidentally blank.

BTW you may remember I was having trouble with blitz crashing on my 060 board -

I have since worked out that using the ALT/hash keys to compile/run causes the

crash, using compile/run from the menu all works OK.. weird, unexplained and

worked-around!

Regards

Mike Child

1.50 Re: Ultimate Blitz CD

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 07 Jan 1999 23:26:36 -0500

Subject: Re: Ultimate Blitz CD

Hi David,

On 07-Jan-99, David Mcminn wrote:

> It looks like I may finally have to buy BSS, so here’s a couple of

> questions:

>

> 1) Can BSS still be bought through RWE?

I think it can be bought only through GuildHall in the UK
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>

> 2) If the Ultimate Blitz CD has BSS on it, is it worth getting that?

Ultimate Blitz CD * DOES * have BSS on it. It also has a full 2.1 version

of Blitz (which you likely already have), BUM 9 & 10, some Blitz PD games

disks with sources, several BUI disk magazines, and a bunch of examples

which they apparently grabbed from Aminet/dev/basic

BSS is definately worth it, I think.

It has upgraded versions of many of the RI libraries (better GTmenu support

and Appicons can now do a proper WaitEvent, to name just a few...)

Also a nice shape editor, the ability to add your own commands to the

SuperTed menu, and online-help in SuperTed.

The online help consists of an AmigaGuide version of the manual, which will

call up the appropriate place with the full description of the tokenized

command.

If you get BSS, there is an upgrade patch for SuperTed on Aminet...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.51 Re: Ultimate Blitz CD

id 0zyZji-0002aN-00; Fri, 8 Jan 1999 11:05:51 +0000

From: mike.child@sbu.ac.uk

Date: Fri, 8 Jan 1999 11:03:46 +0000

Subject: Re: Ultimate Blitz CD

I bought it from Weird Science’s web site. Pretty sure Epic have it too but

IIRC weird Science was cheaper (14.99 UKP) I think.

Regards

Mike Child

1.52 Ultimate Blitz (no) CD

8 Jan 99 14:18:03 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 8 Jan 1999 14:17:50 -0000

encoding: Quoted-printable

Subject: Ultimate Blitz (no) CD
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To further drag this on, I got a call from Weird Science today saying tha=

t

they didn’t have any CDs left, they haven’t been able to get any from Guil=

dhall

for a while and they only have the floppy version left (3 floppies). Can

someone tell me if the floopy version still has BSS on it, because the guy=

on

the phone was "err, uhhh, I just check,...its not written on the disks....=

I’ll

check the manual..." by which time my money in the payphone ran out. Thing=

is

they’re going to dispatch it today, so before I call them up again, I need=

know if I’m going to get stiffed for something totally useless.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.53 Re: Ultimate Blitz (no) CD

8 Jan 99 15:26:06 +0100

From: "Lars Mogensen" <LarsM@pf.dtu.dk>

Organization: PF_GANGEN

Date: Fri, 8 Jan 1999 15:25:51 +0100

encoding: 7BIT

Subject: Re: Ultimate Blitz (no) CD

Hi David.

> To further drag this on, I got a call from Weird Science today saying that

> they didn’t have any CDs left, they haven’t been able to get any from Guildhall

> for a while and they only have the floppy version left (3 floppies). Can

> someone tell me if the floopy version still has BSS on it

BSS is NOT on the floppy version. I will have to get the CD version

too.

--

Lars Mogensen * LarsM@pf.dtu.dk * Tlf. 28 24 75 01
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1.54 Re: Ultimate Blitz (no) CD

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 14:00:17 +0000

From: et@enterprise.net

Date: Sat, 9 Jan 1999 13:55:38 -0000

encoding: 7BIT

Subject: Re: Ultimate Blitz (no) CD

X-Confirm-Reading-To: et@enterprise.net

X-pmrqc: 1

> To further drag this on, I got a call from Weird Science today saying that

> they didn’t have any CDs left, they haven’t been able to get any from Guildhall

Try that Electronics Boutique shop upstairs in the Bon Accord

centre - they definitiely had some Ultimate Blitz Ever CDs in there

before Christmas, which may or may not have been what you were

looking for.

1.55 Trying to subscribe.. help!

id 0zz0AL-0000no-00; Sat, 9 Jan 1999 15:19:05 +0000

From: Peter Price <peter@amigauni.u-net.com>

Date: Sat, 09 Jan 1999 15:19:35 +0100

Organization: Team AU

Subject: Trying to subscribe.. help!

Hello Blitzers,

I’m trying to subscribe to the mailing list, but the tried and tested method

I used last time (I had to unsub. and now I want back on) doesn’t seem to

work any more.

Has the subscription method recently changed? If so, please mail me the new

ones privately, or if possible, force-add peter@amigauni.u-net.com

thanks. :)

Best Regards

--

Peter "Agima" Price \ Amiga Universe 1999 \

Member - Team AMIGA \ http://www.amigauni.u-net.com \

Member - AmiBench \ Bolder, bigger and better than ever! \

Member - aMozilla \ Reviews, tutorials, news and views \

Krazy KOSHan --------------------------------------------

Of the choice of two evils, I pick the one I’ve never tried before.
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1.56 The ROM font blues.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 13:04:19 +0200

Organization: A97

Subject: The ROM font blues.

Encoding: quoted-printable

Hello.

Okay, I’m working on my own print routine for chunky displays, can someon=

e please tell me how to find the ROM font bitmap (topaz 8), and how to ad=

dress it (preferably in a system friendly way) ?

Greets,

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.57 Re: The ROM font blues.

8 Jan 99 13:49:29 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE
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Date: Fri, 8 Jan 1999 13:49:26 -0000

encoding: Quoted-printable

Subject: Re: The ROM font blues.

On 8 Jan 99, at 13:04, Mikkel L=F8kke wrote:

> Okay, I’m working on my own print routine for chunky displays, can someo=

ne

> please tell me how to find the ROM font bitmap (topaz 8), and how to

> address it (preferably in a system friendly way) ?

You first load the font either Blitz (LoadFont) or OS (OpenDiskFont_)

LoadFont 0,"topaz.font",8; this will get it from ROM

; get the TextFont structure of the font, this is what you would get if

; you done *tf.TextFont =3D OpenDiskFont_(...)

*tf.TextFont =3D Peek.l(Addr IntuiFont(0) + 8)

OK, in the TextFont structure, you have tf_YSize and tf_Modulo which are =

the y

size (rows) and x size (width in bytes) of the bitmap data for the font. T=

he

bitmap is pointed to by the tf_CharData field (and is word padded with zer=

os,

if it isn’t a word boundary number of pixels wide).

If the character you are trying to print is outwith the tf_LowChar and

tf_HiChar then the default character is printed (the last one in the bitma=

p).

The default character is found from tf_HiChar - tf_LowChar + 1. Which is a=

lso

the number of characters in bitmap.

You should get the "kerning" value from the array pointed to by tf_CharKe=

rn

for the character number that you are going to print, and that is how many=

pixels to the right you should begin drawing the character. This value can=

be

negative.

There is also a pointer to an array of long words which describes the x

position and size of each character in the bitmap. Each long word in the a=

rray

is bnroken down into two words, the upper word is the x position (in pixel=

s)

that the character starts at in the bitmap and the lower word is the width=

of
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the character.

Finally, for a monospaced font, you should update your current x position=

by

the tf_XSize field (note that in the previous two steps, the current x pos=

ition

was not changed).

For more information, see RKRMs chapter 29, section about how an amiga fo=

nt is

structured in memory.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.58 Re: The ROM font blues.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 15:58:16 +0200

Organization: A97

Subject: Re: The ROM font blues.

Encoding: quoted-printable

On 08-Jan-99, David Mcminn wrote:

>> Okay, I’m working on my own print routine for chunky displays, can som=

eone

>> please tell me how to find the ROM font bitmap (topaz 8), and how to

>> address it (preferably in a system friendly way) ?

> You first load the font either Blitz (LoadFont) or OS (OpenDiskFont_)

> LoadFont 0,"topaz.font",8; this will get it from ROM

> ; get the TextFont structure of the font, this is what you would get if=

> ; you done *tf.TextFont =3D OpenDiskFont_(...)

> *tf.TextFont =3D Peek.l(Addr IntuiFont(0) + 8)

> OK, in the TextFont structure, you have tf_YSize and tf_Modulo which ar=

e the y =

> size (rows) and x size (width in bytes) of the bitmap data for the font=

=2E The =

> bitmap is pointed to by the tf_CharData field (and is word padded with =

zeros, =

> if it isn’t a word boundary number of pixels wide).
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> If the character you are trying to print is outwith the tf_LowChar and =

> tf_HiChar then the default character is printed (the last one in the bi=

tmap). =

> The default character is found from tf_HiChar - tf_LowChar + 1. Which i=

s also =

> the number of characters in bitmap.

> You should get the "kerning" value from the array pointed to by tf_Char=

Kern =

> for the character number that you are going to print, and that is how m=

any =

> pixels to the right you should begin drawing the character. This value =

can be =

> negative.

> There is also a pointer to an array of long words which describes the x=

=

> position and size of each character in the bitmap. Each long word in th=

e array =

> is bnroken down into two words, the upper word is the x position (in pi=

xels) =

> that the character starts at in the bitmap and the lower word is the wi=

dth of =

> the character.

> Finally, for a monospaced font, you should update your current x positi=

on by =

> the tf_XSize field (note that in the previous two steps, the current x =

position =

> was not changed).

> For more information, see RKRMs chapter 29, section about how an amiga =

font is =

> structured in memory.

I do not have the ROM kernal manuals. There is only ONE store in Denmark =

that sells AMiGA products, and they DON’T have any books :o(

And why is the system friiendly way allways so (relativly) complicated ?

Thanks,

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.59 Re: The ROM font blues.

8 Jan 99 16:11:41 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 8 Jan 1999 16:11:30 -0000

encoding: Quoted-printable

Subject: Re: The ROM font blues.

On 8 Jan 99, at 15:58, Mikkel L=F8kke wrote:

> I do not have the ROM kernal manuals. There is only ONE store in Denmark

> that sells AMiGA products, and they DON’T have any books :o(

Ahh, well then check this out:

http://www.redrobe.demon.co.uk/amiga/essentials.html

> And why is the system friiendly way allways so (relativly) complicated ?

Who said that was system friendly? No seriously though, there is nothing =

about

whether that stuff will change, I mean its nearly the same for colourfonts=

(more planes) and proportional fonts (different character with calculation=

),

and it wouldn’t change for OS3.5. You probably won’t be able to do this in=

later OSs on the new Amiga: they’ll all have GFX cards standard, so fonts =

will

probably be chunky anyway, and seeing as there is currently functions for

printing text (Text_ and PrintIText_) this is a good indicator that you
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probably shouldn’t do stuff like this. But it won’t take out any nuclear f=

usion

reactors you happen to have connected to your Mig.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.60 The ParpsVille! BlitzWeb website

From: "BootBlock/Carnage" <BootBlock@Bigfoot.com>

Subject: The ParpsVille! BlitzWeb website

Date: Sat, 2 Jan 1999 04:21:42 -0000

charset="iso-8859-1"

Encoding: 7bit

Hi!

Just to let you all know, I’m currently creating a big Blitz resource

website. I’ve been meaning to for quite a while now, and finally got ’round

to it! You can find out the result of an hour or two’s work by going to the

URL below:

HTTP://Fly.to/ParpsVille

or if the above doesn’t work (technical reasons), use:

HTTP://www.parpsville.free-online.co.uk/blitzweb/

--

BootBlock/Carnage, from Grimsby, England. - ICQ#: 14864929

HTTP://fly.to/ParpsVille - Amiga/PC/PSX, Blitz2, Emulation, etc...

A1200T/020-28/iP166/2+4+32Mb/2.1+4.3Gb/56k/NEC4x4 (all in *1* case!)

1.61 Re: The new Blitz Platform and religion

From: amorel <amorel@xs4all.nl>

Date: Sun, 31 Jan 1999 21:28:45 +0500

Subject: Re: The new Blitz Platform and religion

Encoding: quoted-printable

On 31-Jan-99, Mikkel L=F8kke wrote:

>realise it, they live in total denial so as to hide their own ignorance.=

I

>mean a good 70% of the (Danish[and probably similar figures elsewhere])

>population live on a mass illusion, kept alive by Microsoft. what happen=

s
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when

Well, the same goes for christian and other religions. It`s all in the

nature. Most humans seek to be mislead in order to have some security onl=

y

existing in their imagination. That is because humanity is cursed by the

knowledge of their own mortallity. It disturbs many a person :-)

-- =

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040/32,2g hd,CD32

H.P. Lovecraft, Inc. \ \ Good old C=3D64 Aura 12/16 sampler=

=

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc=

=2E)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage=

=2E =

=

1.62 Re: The new Blitz Platform ;)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:23:48 +0200

Organization: A97

Subject: Re: The new Blitz Platform ;)

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Donovan.

On 30-Jan-99, Donovan Reeve wrote:

> On 27-Jan-99, Keresztes Tam=E1s flashed:

>> And the AmigaOS homepage states that one of their most important aim i=

s to be

>> Win32 compatible.It can easily become an x86 based OS - dont forget : =

they

>> chosen an x86

>> based kernel (QNX), not a ppc/mips/alpha based one .

> The AmigaOS homepage is NOT an official Amiga Inc. page. AI do NOT in=

tend

> to waste the new AmigaOS by making it windoz compatible. That would ma=
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ke it

> even slower and more bloated than windoz. Compatibility with ALL other=

> systems (including Amiga Classic) is going to be secondary to the Amiga=

OS

> and run as tasks, and mainly will be third party projects.

Yeah, the AMiGA Classic emulation is just so that there will be a rather =

broard software base to launch the new machine.

> Also, QNX is ALSO on the PPC. However, it’s a moot point because the =

base

> processor for AmigaOS 5 is going to be neither of the above. They are =

both

> far to old and limited. PPC, Alpha are OLD and getting older, x86 is

> ancient and laughable (not even as good as 68XXX) and even MIPS is date=

d.

Erm, MIPS is a company, not a brand as such. And calling the MIPS r10000 =

dated is certainly unfair.

> There are MANY processors on the market superior to any of the above a=

nd

> more and even better ones soon to be available. Even Motorola themselv=

es

> have better chips than PPC coming out. There are also some relatively =

new

No they don’t.

> companys (to the processor market that is) which have some very interes=

ting

> chips in developement. Intel have sat on their cans to long, and are g=

oing

Really ? Which ?

> to get left in the dust. They never had enough imagination anyway. It =

is

Well that’s only partly true. Intel have made some of the most valuable i=

nventions in home computing. It’s only in the last two decades they’ve be=

en unintuitive.

> not by accident that QNX didn’t choose to support pentiums, but went wi=

th

> PPC instead. QNX is looking to move on to a next-generation processor.=

> That is only one of the reasons they are excited about teaming up with

> Amiga. Another reason is that their ideals for QNX are very simular to=

Are they ? I don’t see it anywhere on THIER homepage...
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> the dreams of the Amiga community. To be a bit cutesy, it is the

> proverbial match made in heaven. It is almost as if they have been

> working since 1980 (befor the Amiga was even concieved) to be ready to

> meet our needs. The partnership with QNX made up my mind as to whether=

> the new Amigas will have a chance to make a major impact in the world P=

C

> market. You bet! We are going to have a winner on our hands! The

Ah, this is where i think you’re wrong. I think most of the people that a=

llready have PC’s are getting tired of them, but they blame Microsoft. An=

d they have no choice. I really don’t think that Bill Gates is going to s=

it arround doing nothing, while his entire empire colaspses. No way. He’s=

not stupid. Even if the future AMiGA is going to be a "winner" it will s=

till lose, because it doesn’t have the financial "punch" of the PC’s.

> hardware is really somewhat secondary. THe new AmigaOS will be able

> eventually to run on a number of different processor lines. PPC will

> likely be one of them as QNX allready supports it, but I doubt that any=

> of the NEW Amiga machines will feature PPC as the newer processors are

> both more powerful and more capable (as well as possibly less expensive=

> due to newer manufacturing processes being inplemented). The new Amiga=

s

> will have far fewer chips and very small motherboards because of much

> higher integration, and will thus be MUCH cheaper to manufacture than

> Amiga classics (and even wintel machines). The personal computer is

> about to become truely personal. There will soon be no need for a pc

> (generic, not IBM) to be any larger than a book, no matter how powerful=

> it is. Add-on hardware cards will become only a few cm in size and

> most possible functions will be built in in the first place. Standard

> features will read like a list of all the most exotic add-ons available=

> now, and few users will ever need any add-ons at all. The line between=

This will probably take a while. The only processors that could be used f=

or something like this are MIPS, and ARM.

> consels and pcs will definately become pretty moot as computers become

> smaller and consels demand more of the power and features once reserved=

> for computers. When graphics and sound reach the limits of human

This has allready happened. The Nintendo64 and SEGA DreamCast, have proce=

ssing power equal to SillyGFX workstations. PC’s (in general) are a joke.=

It is the result of the Microsoft Monopoly.

> perception (almost there now) and power and storage go beyond all

> reasonable or even unreasonable personal needs (also getting close)
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> then the only thing left is to make it all smaller and cheaper.

Well, no. There is much left to do before we reach "CyberDeck" type compu=

ters, as described in classic CyberPunk litterature. One is getting a kic=

king fast network standard, and making it freely available.

> Those afraid of digital convergence need to understand that it doesn’t=

> mean loosing any power, conveniance or versitility. It is an idea whos=

> time has come. I for one don’t want to be stuck with a suit-case sized=

> pc for the rest of my life. It’s almost the year 2000. We should be

> should be headed for other planets by now and probably would be if it

> wasn’t for wintels monopoly holding back technology 60 years worth in t=

he

> last decade. If billygates wins, there’s going to be another dark age

> coming in the new millinium with the people all serfs to the ruling cla=

ss.

> Fortunatly, that needn’t happen because the new Amiga is coming. :u)

I agree. Except I’m not sure the AMiGA has potential selling market. The =

PC’s owners are living in "Happy ignorance". For example I saw this 60 mi=

nutes interview with one of the top people at SUN Microsystems.

SUN: Well Windows98 is way obsolete.

60M: I use Windows98, and I don’t think it’s obsolete.

SUN: That’s because you don’t know any better.

And that, my friends is hitting the nail on the head. How do you explain =

to people that the =A32000 computer they jjust bought is JUNK, and when t=

hey finaly realise it, they live in total denial so as to hide their own =

ignorance. I mean a good 70% of the (Danish[and probably similar figures =

elsewhere]) population live on a mass illusion, kept alive by Microsoft. =

what happens when the illusion shatters ? We’ll never know, coz some of t=

he richest people in the world are never gonna let it happen, no matter w=

hat the cost.

> ...whew. Sorry, I didn’t mean to write a book (especially a sorta

> off-topic one). When I get going, there’s no stopping me. ;)

Heh, me niether.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +
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|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.63 The Best Way To sell PD over The Net

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 13 Jan 1999 19:06:11 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: The Best Way To sell PD over The Net

Encoding: quoted-printable

Hello,

That’s a big title!!!!

Have you ever tried to use the password option on LZX, LHA, DMS...

When someone buys one of the disks you simply send the password!

Simple but efective...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

You cannot kill time without injuring eternity.
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1.64 Text diagonally

13 Jan 99 11:07:41 +0200 (EET)

From: "Ott M. Aaloe" <ott@okarvutid.ee>

Organization: Arvutisalong Enter

Date: Wed, 13 Jan 1999 11:07:13 +0300 (EETDST)

encoding: 7BIT

Subject: Text diagonally

Hi!

Any bright ideas how to output text diagonally onto a bitmap?

I need to write some text with large font and not just horizontaly but

erm...diagonally (45 deg) aswell ;)...

and antialias would be also good but that’s too much to wish I

think...Any help welcome! Thanks!

*** Ott (ott@okarvutid.ee)

1.65 Re: Text diagonally

13 Jan 99 09:40:29 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Wed, 13 Jan 1999 09:40:14 -0000

encoding: Quoted-printable

Subject: Re: Text diagonally

On 13 Jan 99, at 11:07, Ott M. Aaloe wrote:

> Hi!

>

> Any bright ideas how to output text diagonally onto a bitmap?

> I need to write some text with large font and not just horizontaly but

> erm...diagonally (45 deg) aswell ;)... and antialias would be also good

> but that’s too much to wish I think...Any help welcome! Thanks!

Could you get away with just doing each letter horizontally but they woul=

d go

diagonally as a string.

If not, you could try printing the text onto a spare bitmap, grabbing as =

a

shape, rotating and the blitting onto the real bitmap. That might be a bit=

slow

though if you have a very large font.
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Or even if you did one letter at a time, you would only use the amount of=

memory that one letter can be rotated within, not the whole string, but th=

en

you would have to update the printing co-ordinates for each letter as you =

go.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.66 Re: Text diagonally

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 13 Jan 1999 15:59:18 +0200

Organization: A97

Subject: Re: Text diagonally

Encoding: quoted-printable

On 13-Jan-99, Ott M. Aaloe wrote:

> Hi!

> Any bright ideas how to output text diagonally onto a bitmap?

> I need to write some text with large font and not just horizontaly but

> erm...diagonally (45 deg) aswell ;)...

> and antialias would be also good but that’s too much to wish I =

> think...Any help welcome! Thanks!

Okay, there are two "easy" ways (RAM intesive and CPU intensive).

RAM intensive:

Do the font in Dpaint (or something), rotated 45 degrees for each letter.=

Now just print it diagonally.

CPU intensive:

Do it using vector fonts. Theoretically you could use the Intuifonts, but=

it’s probably better (and a whole lot easier) to do the fonts yourself.

Hybrid:

Make a "Font" out of Vector points, and just blit a shape to each of thes=

e points. This will give an uglier result than any of the other two, but =

would require much less RAM and CPU time.

Note that vector fonts aren’t limited to the 45 degrees, but can be writt=

en in any angles.

Regards
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-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.67 Re: Text diagonally

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 16:54:16 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 13 Jan 99 16:53:28 +0000

Subject: Re: Text diagonally

Encoding: 7bit

> Hi!

>

> Any bright ideas how to output text diagonally onto a bitmap?

> I need to write some text with large font and not just horizontaly but

> erm...diagonally (45 deg) aswell ;)...

> and antialias would be also good but that’s too much to wish I

> think...Any help welcome! Thanks!

You can simulate a rotation by performing seperate horizontal and

vertical `shear’ operations on the image, although doing it to get the

right angle you want is a little tricky, but it is quite quick.

Ie, you print your text as normal.
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+---------------------+

| +

+---------------------+

then perform a horizontal shear

\---------------------\

\ \

\---------------------\

and then perform a verticle shear

/\

/ \

/ \

/ /

/ /

/ /

/ /

/ /

/ /

/ /

\ /

\ /

\/

sorta thing. Once you get to 45 degrees things start to warp a bit.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.68 Re: Text diagonally

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 20:19:48 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 13 Jan 1999 20:12:17 -0000

encoding: Quoted-printable

Subject: Re: Text diagonally

Another thing you could do is if you are using a outline font then you ca=

n use

the glyph engine to rotate (any angle you want) the glyphs (characters), a=
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nd

all you need to do is print each at the appropriate location.

The tags for it are OT_RotateSin and OT_RotateCos, and you’ll need to do =

stuff

with OpenEngine_ and the like. There’s some stuff in the diskfonttag.h OS

include and probably in the bullet.library autodoc.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.69 Re: Text diagonally

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Date: Thu, 14 Jan 1999 02:22:29 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Text diagonally

Encoding: quoted-printable

On 13-Jan-99, Mikkel L=F8kke set out across the seas with this message:

->> Any bright ideas how to output text diagonally onto a bitmap?

->> I need to write some text with large font and not just horizontaly

->> erm...diagonally (45 deg) aswell ;)...

->> and antialias would be also good but that’s too much to wish I =

->> think...Any help welcome! Thanks!

->Okay, there are two "easy" ways (RAM intesive and CPU intensive).

Hmm, another really bodgy way :

(I am -so- great for stupid ideas:)

Print the text to a hidden bitmap, then grab each column of the text as a=

shape, and blit it where you need it, but each column after is blitted on=

e

pixel higher or lower than the last =3D]

You can also do this sideways for some really bad italics ;]

-- =

***************

*** CAT TAG *** Do not taunt this tagline...

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 11=B701=B799 ]

!___/ \/DTN.\/
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1.70 Re: Swearing?

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 03:25:32 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 24 Jan 99 03:25:35 +0000

Subject: Re: Swearing?

Encoding: 7bit

> Heya,

>

> I’ve been gone for just over a week and your all fucking swearing.. in the

> topics! :)

>

> Fucking good show, about bloody tme :)

>

> Oh shit, I just forgot, that stupid cunt over the road took my god damn

> motherfucking lameass Monkey Island disk set, I’ll kill the stupid cockwit...

>

> JB

>

> Swearing: Its never fun when everybody else is doing it.

>

No, it’s just offensive.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.71 Swearing?

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Sun, 24 Jan 1999 11:31:58 +0500

Organization: Sniper Productions

Subject: Swearing?

Heya,

I’ve been gone for just over a week and your all fucking swearing.. in the

topics! :)

Fucking good show, about bloody tme :)

Oh shit, I just forgot, that stupid cunt over the road took my god damn

motherfucking lameass Monkey Island disk set, I’ll kill the stupid cockwit...

JB

Swearing: Its never fun when everybody else is doing it.
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1.72 Re: Swearing?

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 09:01:16 +0200

Organization: A97

Subject: Re: Swearing?

Encoding: quoted-printable

Hello Jamie.

On 24-Jan-99, Jamie Bentley wrote:

> I’ve been gone for just over a week and your all fucking swearing.. in =

the

> topics! :)

> Fucking good show, about bloody tme :)

> Oh shit, I just forgot, that stupid cunt over the road took my god damn=

> motherfucking lameass Monkey Island disk set, I’ll kill the stupid cock=

wit...

> Swearing: Its never fun when everybody else is doing it.

Actually I thought it was quite funny....

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.73 Re: Swearing?

([62.136.19.7] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104Mzw-00031j-00

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 10:42:32 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 24 Jan 1999 10:18:14 +0100

Organization: Satanic Dreams Software.

Subject: Re: Swearing?

Hello Mikkel

Hiya, Mikkel... ,on 24-Jan-99 you wrote me about Re: Swearing?! :)

ML>> Hello Jamie.

ML>>

ML>> On 24-Jan-99, Jamie Bentley wrote:

ML>>

ML>>> I’ve been gone for just over a week and your all fucking swearing.. in

ML>>> the topics! :)

ML>>

ML>>> Fucking good show, about bloody tme :)

ML>>

ML>>> Oh shit, I just forgot, that stupid cunt over the road took my god

ML>>> damn motherfucking lameass Monkey Island disk set, I’ll kill the

ML>>> stupid cockwit...

ML>>

ML>>> Swearing: Its never fun when everybody else is doing it.

ML>>

ML>> Actually I thought it was quite funny....

Me too!, I second that!

ML>>

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>
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<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.74 Re: Swearing?

From: eNTiTy <entity@zeelandnet.nl>

Date: Sun, 24 Jan 1999 14:48:47 +0100

Subject: Re: Swearing?

Encoding: quoted-printable

On 24-jan-99, Loki wrote:

>>>> Swearing: Its never fun when everybody else is doing it. ML>>

>>> Actually I thought it was quite funny....

> =

> Me too!, I second that!

> =

Now, if it only were on-topic ;)

-- =

<tsb>[ /\/=AF/=AF/=AF ]

*Email:* entity@zeelandnet.nl

*IRC:* IRCNet #AmigaNL

*ICQ:* 14694739

Member of *A*miga *C*oding *S*yndicate

<tsb>

<sb>

1.75 Re: swearing (and lots of it :) )

([62.136.78.183] helo=194.152.64.35 ident=disaintcool)

by mail10.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 1057B1-0005J3-00

for blitz-list@netsoc.ucd.ie; Tue, 26 Jan 1999 12:01:04 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 26 Jan 1999 11:55:52 +0100

Organization: Satanic Dreams Software.

Subject: Re: swearing (and lots of it :) )
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Hello stocksjames

Hiya, stocksjames... ,on 26-Jan-99 you wrote me about Re: swearing! :)

[ sNiPPED sOME sHiTE ]

s>>>

s>>> Heh, have you seen some of those around the place lately? ;-0

s>>

s>> He alreaDY admitted to hypocrisy. In a way, long boring e-mails and

s>> swearing are all forms of spam, which you get enough of from mailing

s>> lists :(

It`s not Technically spam tho is it,

It`s just crap cluttering a mailing list like this :)

s>> P.s.

s>> There is no word for the frustration involved in programming- so maybe

s>> ’fcuk’ is appropriate (I spelt it wrong so my mailer didn’t change it to

I like `Fluck’ ehehehehehe.

Just some of those lines you blurt out when your programs dont work:

What the Fluck is happening here?

Ahh, little Flucker,..

MotherFlucking arse-biscuit.

That shouldn`t Flucking happen!

What the FLUCK!

No Flucking way!

Oh my Flucking god!

Oppps, pardon my Flucking Jap. :)

Ahhhemmm!

Hummm....

s>> XXXX). Perhaps someone could come up with a better word? Bitstards!

s>> Guruing!

Barstuards?

s>> You crashing bitstard!

s>>

s>> Regards;

s>> James

s>>

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk
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<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.76 Re: swearing (and lots of it :) )

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 17:06:42 +0500

Subject: Re: swearing (and lots of it :) )

On 26-Jan-99, Loki flashed:

>Oppps, pardon my Flucking Jap. :)

>Ahhhemmm!

>Hummm....

>s>> XXXX). Perhaps someone could come up with a better word? Bitstards!

>s>> Guruing!

>Barstuards?

>s>> You crashing bitstard!

My personal fave is "flunking billygate". ;)

as in "Flunking billygate!!! This PCing son-of-a-wintel crashed and broke

all my windozs!!! ;ˆD

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.77 Re: swearing (and lots of it :) )

From: amorel <amorel@xs4all.nl>

Date: Sun, 31 Jan 1999 05:50:42 +0500

Subject: Re: swearing (and lots of it :) )

On 30-Jan-99, Donovan Reeve wrote:

> My personal fave is "flunking billygate". ;)

>as in "Flunking billygate!!! This PCing son-of-a-wintel crashed and broke

>all my windozs!!! ;ˆD

I see no real difference in saying flunk or fuck. It`s the feeling and
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motivation behind the word which does it. Not the word itself. What is

wrong with fuck anyway, it`s about the most intimate contact two humans

can have :-) And of course when you swear you often dont take that

swearing word literally.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040/32,2g hd,CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.78 swearing

Date: Mon, 25 Jan 1999 11:11:03 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: swearing

Encoding: 7bit

Swearing’s bad, mmm’kay?

It’s a bad thing to do.. ...mmm’kay?

What’s even worse is people who dissapprove of it.

Swearing’s cool!

Just don’t do it on a mailing list.

Mmm-kay?

Mr Mackey

1.79 Re: swearing

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 16:30:57 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 25 Jan 99 16:27:22 +0000

Subject: Re: swearing

Encoding: 7bit

Hi,

I’m going to be a hipocrit now and write a completely non-blitz reply,

> Swearing’s bad, mmm’kay?
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> It’s a bad thing to do.. ...mmm’kay?

>

> What’s even worse is people who dissapprove of it.

> Swearing’s cool!

> Just don’t do it on a mailing list.

> Mmm-kay?

Sometimes swearin can be fun, when it is mutual, like humour. But this

isn’t always the case. I personally get offended by swearing, maybe

that’s old fashioned, but to me it is a sign of emotional blindness

and isn’t a manner of expressing things that is necessary, most of

the time. Not only that but swearwords have the sting and potential

harm that they do because of their violent nature, usually featuring

abrupt starts, fast-burning interlude and abrupt ends, like `fuck’. It

is very concice and contained, but containment is not the way to go.

It also resembles a short sharp stab and really, if people want to go

about fighting amongst themselves that’s their business but not

something I am inclined to do. There are other ways, but these are

usually thought boring or untrendy. I agree that some things are

better out than in, but not for the sake of it, and it can be a bit

adolescent at times. And when it boils down to it, people who swear

usually do so because they don’t have a wider appreciation of the

situation, and that just shows narrow mindedness, which is why when

they look at those who don’t like to swear they see that narrow

mindedness somewhere inbetween, like a barrier. It’s just that they

associate it with belonging to the other person that causes the

denial. If people are going to go about the place swearing, which at

the end of the day is only a quick fix to patch over a greater

problem, we’ll just end up in a world where there really is something

to cuss about, as if we weren’t already that far gone.

I dont know if this sounds pompous or intellectual to you, it’s not

aimed at you personally it’s just a general statement. But I will say

this.. until people can swear without malice or intent of violence,

swearing will continue to be a fashionable thing.

What do you think about it?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk
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1.80 Re: swearing

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 25 Jan 1999 19:52:06 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

On 25-Jan-99, Paul wrote:

>> Swearing’s bad, mmm’kay?

>> It’s a bad thing to do.. ...mmm’kay?

>> =

>> What’s even worse is people who dissapprove of it.

>> Swearing’s cool!

>> Just don’t do it on a mailing list.

>> Mmm-kay?

> Sometimes swearin can be fun, when it is mutual, like humour. But this

> isn’t always the case. I personally get offended by swearing, maybe

> that’s old fashioned, but to me it is a sign of emotional blindness

> and isn’t a manner of expressing things that is necessary, most of

> the time. Not only that but swearwords have the sting and potential

> harm that they do because of their violent nature, usually featuring

> abrupt starts, fast-burning interlude and abrupt ends, like `fuck’. It

> is very concice and contained, but containment is not the way to go.

> It also resembles a short sharp stab and really, if people want to go

> about fighting amongst themselves that’s their business but not

> something I am inclined to do. There are other ways, but these are

> usually thought boring or untrendy. I agree that some things are

> better out than in, but not for the sake of it, and it can be a bit

> adolescent at times. And when it boils down to it, people who swear

> usually do so because they don’t have a wider appreciation of the

> situation, and that just shows narrow mindedness, which is why when

> they look at those who don’t like to swear they see that narrow

> mindedness somewhere inbetween, like a barrier. It’s just that they

> associate it with belonging to the other person that causes the

> denial. If people are going to go about the place swearing, which at

> the end of the day is only a quick fix to patch over a greater

> problem, we’ll just end up in a world where there really is something
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> to cuss about, as if we weren’t already that far gone.

> I dont know if this sounds pompous or intellectual to you, it’s not

> aimed at you personally it’s just a general statement. But I will say

> this.. until people can swear without malice or intent of violence,

> swearing will continue to be a fashionable thing.

> What do you think about it?

Actually I prefer people who swear instead of posting dull lenghty letter=

s with little or no point. :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.81 Re: swearing

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 19:31:16 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 25 Jan 99 19:31:18 +0000

Subject: Re: swearing

Encoding: 7bit

> > Sometimes swearin can be fun, when it is mutual, like humour. But this

> > isn’t always the case. I personally get offended by swearing, maybe



Yam_Blitz List 97 / 752

> > that’s old fashioned, but to me it is a sign of emotional blindness

> > and isn’t a manner of expressing things that is necessary, most of

> > the time. Not only that but swearwords have the sting and potential

> > harm that they do because of their violent nature, usually featuring

> > abrupt starts, fast-burning interlude and abrupt ends, like `fuck’. It

> > is very concice and contained, but containment is not the way to go.

> > It also resembles a short sharp stab and really, if people want to go

> > about fighting amongst themselves that’s their business but not

> > something I am inclined to do. There are other ways, but these are

> > usually thought boring or untrendy. I agree that some things are

> > better out than in, but not for the sake of it, and it can be a bit

> > adolescent at times. And when it boils down to it, people who swear

> > usually do so because they don’t have a wider appreciation of the

> > situation, and that just shows narrow mindedness, which is why when

> > they look at those who don’t like to swear they see that narrow

> > mindedness somewhere inbetween, like a barrier. It’s just that they

> > associate it with belonging to the other person that causes the

> > denial. If people are going to go about the place swearing, which at

> > the end of the day is only a quick fix to patch over a greater

> > problem, we’ll just end up in a world where there really is something

> > to cuss about, as if we weren’t already that far gone.

>

> > I dont know if this sounds pompous or intellectual to you, it’s not

> > aimed at you personally it’s just a general statement. But I will say

> > this.. until people can swear without malice or intent of violence,

> > swearing will continue to be a fashionable thing.

>

> > What do you think about it?

>

> Actually I prefer people who swear instead of posting dull lenghty letters with little or no point. :o)

>

Heh, have you seen some of those around the place lately? ;-0

Just having my little whinge.

BTW have you tried the new transparency stuff in mildred yet?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk
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1.82 Re: swearing

id 104vjd-0003yP-00; Mon, 25 Jan 1999 23:48:01 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 25 Jan 99 23:33:40 +0000

Subject: Re: swearing

Encoding: quoted-printable

Hello Mikkel L=F8kke,

[Huge quote snipped]

=20

> Actually I prefer people who swear instead of posting dull lenghty

> letters with little or no point. :o)

I prefer people who know what a delete key is for ;-)

[Huge sig snipped]

--=20

Bye f’now

Simon

1.83 Re: swearing

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:46:13 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

On 25-Jan-99, Paul wrote:

[-lecture on swearing removed-]

>>> What do you think about it?

>> Actually I prefer people who swear instead of posting dull lenghty let=

ters with little or no point. :o)

> Heh, have you seen some of those around the place lately? ;-0

Oh, quite a few actually :o)

> BTW have you tried the new transparency stuff in mildred yet?

Erm, no. But I’m getting to it. I gonna write a real demo soon using tons=

of Mildred commands and stuff to show off tons of different chunky techn=

iques.
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Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.84 Re: swearing

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:48:34 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

On 26-Jan-99, Simon Hitchen wrote:

> [Huge quote snipped]

>> Actually I prefer people who swear instead of posting dull lenghty

>> letters with little or no point. :o)

> I prefer people who know what a delete key is for ;-)

I know what a delete key is for, but I wanted to keep the remark in conte=

xt. :o=FE

> [Huge sig snipped]

Hah, just use YAM. :o)
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Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.85 Re: swearing

Date: Tue, 26 Jan 1999 11:04:20 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: Re: swearing

Encoding: 7bit

Paul wrote:

>

> > > Sometimes swearin can be fun, when it is mutual, like humour. But this

> > > isn’t always the case. I personally get offended by swearing, maybe

> > > that’s old fashioned, but to me it is a sign of emotional blindness

> > > and isn’t a manner of expressing things that is necessary, most of

> > > the time. Not only that but swearwords have the sting and potential

> > > harm that they do because of their violent nature, usually featuring

> > > abrupt starts, fast-burning interlude and abrupt ends, like `fuck’. It

> > > is very concice and contained, but containment is not the way to go.

> > > It also resembles a short sharp stab and really, if people want to go
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> > > about fighting amongst themselves that’s their business but not

> > > something I am inclined to do. There are other ways, but these are

> > > usually thought boring or untrendy. I agree that some things are

> > > better out than in, but not for the sake of it, and it can be a bit

> > > adolescent at times. And when it boils down to it, people who swear

> > > usually do so because they don’t have a wider appreciation of the

> > > situation, and that just shows narrow mindedness, which is why when

> > > they look at those who don’t like to swear they see that narrow

> > > mindedness somewhere inbetween, like a barrier. It’s just that they

> > > associate it with belonging to the other person that causes the

> > > denial. If people are going to go about the place swearing, which at

> > > the end of the day is only a quick fix to patch over a greater

> > > problem, we’ll just end up in a world where there really is something

> > > to cuss about, as if we weren’t already that far gone.

> >

> > > I dont know if this sounds pompous or intellectual to you, it’s not

> > > aimed at you personally it’s just a general statement. But I will say

> > > this.. until people can swear without malice or intent of violence,

> > > swearing will continue to be a fashionable thing.

> >

> > > What do you think about it?

> >

> > Actually I prefer people who swear instead of posting dull lenghty letters with little or no point. :o)

> >

>

> Heh, have you seen some of those around the place lately? ;-0

He alreaDY admitted to hypocrisy. In a way, long boring e-mails and

swearing are all forms of spam, which you get enough of from mailing

lists :(

P.s.

There is no word for the frustration involved in programming- so maybe

’fcuk’ is appropriate (I spelt it wrong so my mailer didn’t change it to

XXXX). Perhaps someone could come up with a better word? Bitstards!

Guruing!

You crashing bitstard!

Regards;

James
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1.86 Re: swearing

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 16:28:41 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

Hello stocksjames.

On 26-Jan-99, stocksjames wrote:

[-Boring and totally tedious stuff removed-]

>>>> What do you think about it?

>>> =

>>> Actually I prefer people who swear instead of posting dull lenghty le=

tters with little or no point. :o)

>>> =

>> =

>> Heh, have you seen some of those around the place lately? ;-0

> He alreaDY admitted to hypocrisy. In a way, long boring e-mails and

> swearing are all forms of spam, which you get enough of from mailing

> lists :(

I admit to nothing !! And the DEFINITION of SPAM is unsolicited comercial=

E-mail, which generally don’t appear on any mailiing lists. My E-mail is=

not unsolicited, (since it’s a reply to someone elses E-mail) nor is it =

comercial (Realy, it’s not.) I would ask that you in the confine yourself=

to the truth.

> P.s.

> There is no word for the frustration involved in programming- so ma=

ybe

Yes there is, you just don’t know them yet. :o)

> ’fcuk’ is appropriate (I spelt it wrong so my mailer didn’t change it t=

o

> XXXX). Perhaps someone could come up with a better word? Bitstards!

> Guruing!

Hahaha, you have a mailer that prevents swearing ? Hillarious, what will =

they think of next ?

Anyway, I hardly think there is a large number of people here using too m=

any "four letter words" unless appropriate (Or to prove a point). And the=
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thing about finding substitute words such a feck instead of fuck is simp=

ly plain silly, you wouldn’t even fool a four year old. =

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.87 Re: swearing

([62.136.79.151] helo=194.152.64.35 ident=loki)

by mail6.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105ShH-0005x3-00

for blitz-list@netsoc.ucd.ie; Wed, 27 Jan 1999 10:59:47 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 27 Jan 1999 10:47:00 +0100

Organization: Satanic Dreams Software.

Subject: Re: swearing

Hello Mikkel

Hiya, Mikkel... ,on 26-Jan-99 you wrote me about Re: swearing! :)

ML>>

ML>> Anyway, I hardly think there is a large number of people here using too

ML>> many "four letter words" unless appropriate (Or to prove a point). And

ML>> the thing about finding substitute words such a feck instead of fuck is
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ML>> simply plain silly, you wouldn’t even fool a four year old.

Yes, but you would fool a dodgy mail server that strips swear words :)))

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.88 Re: swearing

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 15:55:24 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

Hello Loki.

On 27-Jan-99, Loki wrote:

> Hello Mikkel

> Hiya, Mikkel... ,on 26-Jan-99 you wrote me about Re: swearing! :)

>>> =

>>> Anyway, I hardly think there is a large number of people here using t=

oo

>>> many "four letter words" unless appropriate (Or to prove a point). An=

d

>>> the thing about finding substitute words such a feck instead of fuck =

is

>>> simply plain silly, you wouldn’t even fool a four year old.
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> Yes, but you would fool a dodgy mail server that strips swear words :))=

)

Indeed, because these servers run on PC’s, which are considerably dumber =

than four year olds. :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.89 Re: swearing

([62.136.73.111] helo=194.152.64.35 ident=disaintcool)

by mail15.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105bLd-00018U-00

for blitz-list@netsoc.ucd.ie; Wed, 27 Jan 1999 20:14:01 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 27 Jan 1999 19:17:53 +0100

Organization: Satanic Dreams Software.

Subject: Re: swearing

Hello Mikkel

Hiya, Mikkel... ,on 27-Jan-99 you wrote me about Re: swearing! :)

ML>> Hello Loki.

ML>>
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ML>> On 27-Jan-99, Loki wrote:

ML>>> Hello Mikkel

ML>>> Hiya, Mikkel... ,on 26-Jan-99 you wrote me about Re: swearing! :)

ML>>

ML>>>>>

ML>>>>> Anyway, I hardly think there is a large number of people here using

ML>>>>> too many "four letter words" unless appropriate (Or to prove a

ML>>>>> point). And the thing about finding substitute words such a feck

ML>>>>> instead of fuck is simply plain silly, you wouldn’t even fool a four

ML>>>>> year old.

ML>>

ML>>> Yes, but you would fool a dodgy mail server that strips swear words

ML>>> :)))

ML>>

ML>> Indeed, because these servers run on PC’s, which are considerably dumber

ML>> than four year olds. :o)

YUP!... That be a good point there :).

Besides, swearing is cool, as long as it doesn`t run to extremes, doesn`t

offend bystanders and isn`t directed souly at the person.

ML>>

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.90 Re: swearing

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 16:26:35 +0500

Subject: Re: swearing

On 25-Jan-99, Paul flashed:

>adolescent at times. And when it boils down to it, people who swear

>usually do so because they don’t have a wider appreciation of the

>situation, and that just shows narrow mindedness, which is why when

>they look at those who don’t like to swear they see that narrow

>mindedness somewhere inbetween, like a barrier. It’s just that they

>associate it with belonging to the other person that causes the

>denial. If people are going to go about the place swearing, which at

>the end of the day is only a quick fix to patch over a greater

>problem, we’ll just end up in a world where there really is something

>to cuss about, as if we weren’t already that far gone.

>I dont know if this sounds pompous or intellectual to you, it’s not

>aimed at you personally it’s just a general statement. But I will say

>this.. until people can swear without malice or intent of violence,

>swearing will continue to be a fashionable thing.

Yup.

At the risk of sounding even more pompous, I have noticed that swearing

often results from frustration and an inability to put ideas into better

and more communicative words. The rest of the time, it results from the

desire to shock or hurt. Once a person gets in the habit of it, it results

from just plain thoughtlessness and kind of takes over the talking

process. Take it from a person who has had a HUGE problem with swearing

and wishes he could entirely eliminate it. Like a lot of other kids, I

thought swearing was cool. Now it’s a millstone around my neck. I HATE

it.

Plus, I have found that Blitz does not respond to swearing at all!

In fact, swear words won’t even tokenise! ;)

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)
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1.91 Re: swearing

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 17:17:55 +0500

Subject: Re: swearing

Encoding: quoted-printable

On 26-Jan-99, Mikkel L=F8kke flashed:

>Anyway, I hardly think there is a large number of people here using too =

many

>"four letter words" unless appropriate (Or to prove a point). And the th=

ing

>about finding substitute words such a feck instead of fuck is simply pla=

in

>silly, you wouldn’t even fool a four year old. =

Kind of like "political correctness", huh?

It makes me feel better about it though. ;)

I probably should just admit that the english language is inadequit for

some things. (oops, not to mention my spelling) ;u)

Donovan Reeve (bubby.lnk@ispi.net)

1.92 Re: swearing

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 30 Jan 1999 20:22:14 -0500

Subject: Re: swearing

Hi Donovan

On 30-Jan-99, Donovan Reeve wrote:

> Plus, I have found that Blitz does not respond to swearing at all!

> In fact, swear words won’t even tokenise! ;)

Except ShapeShit.....

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.93 Re: swearing

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 02:16:58 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 31 Jan 99 02:16:58 +0000

Subject: Re: swearing

Encoding: 7bit

> Plus, I have found that Blitz does not respond to swearing at all!

> In fact, swear words won’t even tokenise! ;)

Perhaps there should be a reboot command called f***

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.94 Re: swearing

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 31 Jan 1999 21:24:22 +1300

Subject: Re: swearing

On 31-Jan-99, Donovan Reeve wrote:

I wasn’t going to answer this, as it’s cluttering the list, but I’ve

had enough of this!

> On 25-Jan-99, Paul flashed:

>> adolescent at times. And when it boils down to it, people who swear

>> usually do so because they don’t have a wider appreciation of the

>> situation, and that just shows narrow mindedness, which is why when

>> they look at those who don’t like to swear they see that narrow

>> mindedness somewhere inbetween, like a barrier. It’s just that they

>> associate it with belonging to the other person that causes the

>> denial. If people are going to go about the place swearing, which at

>> the end of the day is only a quick fix to patch over a greater

>> problem, we’ll just end up in a world where there really is something

>> to cuss about, as if we weren’t already that far gone.

>

>> I dont know if this sounds pompous or intellectual to you, it’s not

>> aimed at you personally it’s just a general statement. But I will say
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>> this.. until people can swear without malice or intent of violence,

>> swearing will continue to be a fashionable thing.

>

>

> Yup.

>

> At the risk of sounding even more pompous,

Yep!

> I have noticed that

> swearing often results from frustration and an inability to put ideas

> into better and more communicative words. The rest of the time, it

> results from the desire to shock or hurt. Once a person gets in the

> habit of it, it results from just plain thoughtlessness and kind of

> takes over the talking process.

And it is /very/ expressive when necessary- some people need a rocket

put up them verbally from time to time. I’ve spent most of my life

being pushed around by people- this probably was a major cause of my

Chronic Fatique Syndrome- I now stand up for myself, rather than hold

all my emotions in, and feel much better for it.

I found I’m a very passionate person really, and need to have

expression of those passions, If I stay `nice` and hold it all in, I’ll

end up putting an axe in some flucker’s head!!! I find swearing a very

/good/ tool in anger management! You must agree swearing is a good

compromise, considering the alternative.

A lot of people on this list are very creative- to ban all swearing

would be increadibly stifling for those people. If you want to be

uptight and uncreative that’s your problem- don’t try and force that on

to the rest of us! You may find that offensive, but I consider your

patronising moralising rather offensive- oh no, how could you be

offensive- you didn’t swear, did you! You may not be like that, but I

have met many people with your views who can very be nasty verbally,

but hide under a veneer of respectability (and niceness), and can be

brutal even though they never would swear!

I feel the small amount of swearing on this list is a fair compromise-

very few people swear unnecessarily here- it usually is for a good

reason. The ones that do throw abuse around for no reason make

themselves look immature and wannabe, and stop it pretty quickly

because of this!

> Take it from a person who has had a
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> HUGE problem with swearing and wishes he could entirely eliminate it.

> Like a lot of other kids, I thought swearing was cool. Now it’s a

> millstone around my neck. I HATE it.

Considering what some of the kids I’ve met have been through in their

lives (incest, beatings, drug abuse from a young age, gang war etc),

swearing doesn’t even rate!

> Plus, I have found that Blitz does not respond to swearing at all!

> In fact, swear words won’t even tokenise! ;)

Ah, but the computer flinches when I abuse it- it’s a small

consolation :-)

My 2 dollars worth!

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.95 Re: swearing

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:37:46 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Curt.

On 31-Jan-99, Curt Esser wrote:

>> Plus, I have found that Blitz does not respond to swearing at all!

>> In fact, swear words won’t even tokenise! ;)

> Except ShapeShit.....

Wahahahahah. ;~)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \



Yam_Blitz List 112 / 752

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.96 Re: swearing

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:38:53 +0200

Organization: A97

Subject: Re: swearing

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 31-Jan-99, Paul wrote:

>> Plus, I have found that Blitz does not respond to swearing at all!

>> In fact, swear words won’t even tokenise! ;)

> Perhaps there should be a reboot command called f***

Not something difficult to do. Just make a fuck.obj that calls ColdReboot=

_ :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |
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o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.97 SV: Selling OrionIRC

From: "Anders Hasselqvist" <hassel@acc.umu.se>

Subject: SV: Selling OrionIRC

Date: Sun, 31 Jan 1999 23:03:53 +0100

charset="iso-8859-1"

Encoding: quoted-printable

>

>>Of all these I think only Wild Tracks will work on your system. If you =

have a

>>PPC that is.

>

>I suspected that most wouldn’t. But that rather proves my point, =

doesn’t it?

>And for PPC...no, I don’t have one. Way too expensive for my liking =

(not to

>mention wallet). But are you trying to tell me that it will run on a =

gfx-card

>if I have a PPC but insists on AGA otherwise? Talk about clumsy =

programming.

>I seriously doubt that P96/Cgfx causes that much overhead to render it =

out

>of the question with plain 68k. Especially since I could play rather =

complex

>games on the gfx-card if I boot up ShapeShifter.

>

I think he meant that it is PPC only.

Bye,

Anders Hasselqvist

hassel@acc.umu.se
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1.98 Re: SV: Selling OrionIRC

Date: 31 Jan 99 23:13:01 +0100

From: "Jonas Thorell" <jonasth@bahnhof.se>

Subject: Re: SV: Selling OrionIRC

encoding: 7bit

X-System: Amiga 3000/040@40 Mhz, 35 Meg, 3 Gig HD, 28k8

X-Hardware: Prelude soundcard, Vlab digitizer, Domino gfx-card

X-Hardware: Buddha IDE-controller, 24x CD-ROM

X-Software: Aweb, Miami, Thor, ScalOS, MCP and assorted bits of bytes...

X-UIN: 12427044

X-Misc-info: Who’s reading this??

Anders Hasselqvist (hassel@acc.umu.se) wrote:

>>mention wallet). But are you trying to tell me that it will run on a

>>gfx-card if I have a PPC but insists on AGA otherwise? Talk about clumsy

>>programming. I seriously doubt that P96/Cgfx causes that much overhead to

>>render it out of the question with plain 68k. Especially since I could play

>>rather complex games on the gfx-card if I boot up ShapeShifter.

>I think he meant that it is PPC only.

If he meant that, he’s wrong according to my information. It will run

on 68k. How well is another matter though.

---

Let me take you on a trip around the world and back, and you won’t

have to move. You just sit still. Now let your mind do the walking.

---

Windows isn’t a virus -- viruses do something!

1.99 Re: Surround Sound *AND* Piracy

for blitz-list@netsoc.ucd.ie; Sat, 16 Jan 1999 00:46:48 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 16 Jan 1999 00:39:09 -0000

encoding: Quoted-printable

Subject: Re: Surround Sound *AND* Piracy

You could always do what the US Air force do when training their pilots i=

n a

simulator - put one microphone in one ear position, and another in the oth=

er
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ear, then just record as you would normally. When you play it back (speake=

rs

near the ears) its in 3D!!

The only drawback is that you need an accurate model of the persons skull=

. You

could use this as the piracy protection dongle, as it won’t work properly =

for a

’pirated’ skull!!

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.100 Surround Sound

Thu, 14 Jan 1999 22:29:23 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Thu, 14 Jan 1999 22:22:53 +0300

Organization: Nukleus

Subject: Surround Sound

Hello Blitzers!

I’ve thought about Surround Sound lately. Been a little curious of how the

"system" works when it takes the sound into "surround mode".

So if anybody of you out there have got a clue of how to achive surround or

just know the theory conserning it I would be more than happy to hear from

you.

Kind regards, Thor.

--

Peter Thor, Programmer Assembler/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.

1.101 Re: Surround Sound

V5.0) with ESMTP; Fri, 15 Jan 1999 08:02:43 +0200

(8.8.7/8.8.7) with SMTP id IAA07028; Fri, 15 Jan 1999 08:08:47 +0100

From: "=?iso-8859-2?Q?Keresztes_Tam=E1s?=" <tom@tombox.buvi.matav.hu>

Subject: Re: Surround Sound
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Date: Fri, 15 Jan 1999 08:10:45 +0100

Encoding: 8bit

Its very simple.

everything which sounds only on either side goes to the appr. speaker.

if you play a sound on both sides , it will go to the "central" speaker.

if you play a sound on left , then negate the sample and play on the left at

the time you will hear it on the ’sorround’ speaker.

----Eredeti üzenet----

Feladó: Peter Thor <thor@mailbox.swipnet.se>

Címzett: Blitzlist <blitz-list@netsoc.ucd.ie>

Dátum: 1999. január 14. 22:31

Tárgy: Surround Sound

>Hello Blitzers!

>

>I’ve thought about Surround Sound lately. Been a little curious of how the

>"system" works when it takes the sound into "surround mode".

>So if anybody of you out there have got a clue of how to achive surround or

>just know the theory conserning it I would be more than happy to hear from

>you.

>

>Kind regards, Thor.

>--

>Peter Thor, Programmer Assembler/Blitz/C/C++

>Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

>ICQ: 11277616, Alt-EMail: Joru@hotmail.com

>Creative Amigans at: www.ping.be/sillycat

>.- Amiga is it! -.

1.102 Re: Surround Sound

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 15 Jan 1999 23:48:27 +0200

Organization: A97

Subject: Re: Surround Sound

Encoding: quoted-printable

Hello Peter.

On 14-Jan-99, Peter Thor wrote:
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> I’ve thought about Surround Sound lately. Been a little curious of how =

the

> "system" works when it takes the sound into "surround mode".

> So if anybody of you out there have got a clue of how to achive surroun=

d or

> just know the theory conserning it I would be more than happy to hear f=

rom

> you.

I don’t want to argue with that other guy who replyed, but it doesn’t mak=

e any sense.

I don’t know how to play anything out of the center speaker, but I’m sure=

simply playing it in left & right won’t do the trick. To play something =

in the rear speaker, you have to turn the fase of the sound 90 degrees. (=

Not sure this is correct english pronounciation). This is ofcourse for Do=

lby surround, I don’t know how other sourround sounds AT3 and THX works. =

Sorry :o(

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.103 Re: Surround Sound

for blitz-list@netsoc.ucd.ie; Sat, 16 Jan 1999 01:53:54 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Re: Surround Sound

Date: Sat, 16 Jan 1999 01:53:04 -0000

charset="iso-8859-1"

Encoding: 7bit

Peter Thor wrote:

>Hello Blitzers!

>

>I’ve thought about Surround Sound lately. Been a little curious of how the

>"system" works when it takes the sound into "surround mode".

>So if anybody of you out there have got a clue of how to achive surround or

>just know the theory conserning it I would be more than happy to hear from

>you.

>

>Kind regards, Thor.

Morning, everybody,

I read an article about surround sound in Focus not so long ago... The

general idea was that if reflections off the pinna (flappy bit of the ear)

and the shoulder, and conduction through the scull (for sounds >1000Hz)

could be emulated and played through inner ear headphones, the sound would

contain all the directional information. But everyone`s pinna is different,

so at the moment the average pinna is used, and the average distance from

the shoulder to the ear, which works OK but not great. I have no idea how to

achieve this in Blitz tho! :<

1.104 Re: Surround Sound

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 17 Jan 1999 13:03:47 +1300

Subject: Re: Surround Sound

On 15-Jan-99, Peter Thor wrote:

> Hello Blitzers!

>

> I’ve thought about Surround Sound lately. Been a little curious of how

> the "system" works when it takes the sound into "surround mode". So if

> anybody of you out there have got a clue of how to achive surround or
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> just know the theory conserning it I would be more than happy to hear

> from you.

You just play the same sample in a left and right channel, and fade

the sound volumes from one channel to another, so it sounds like your

monsta (or whatever), is moving around you. Also you can play the same

sample again in another channel, just slightly delayed for an echo

effect- to immitate a large room etc.

Check out AHI- I think it can do some of these things for you :-)

With DVD you can have sounds in 5 different positions (Front, LF, RF,

LR, RR + sub-woofer), so you can really give a lot of info on the

player’s surroundings through sound- cool!!!!

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.105 Re: Surround Sound

Tue, 19 Jan 1999 12:08:14 +1300

From: Anton Reinauer <anton@ww.co.nz>

Blitz-List <blitz-list@netsoc.ucd.ie>

Date: Tue, 19 Jan 1999 12:10:50 +1300

Subject: Re: Surround Sound

On 18-Jan-99, Rick Hodger wrote:

>> With DVD you can have sounds in 5 different positions (Front, LF,

>> RF, LR, RR + sub-woofer), so you can really give a lot of info on

the

>> player’s surroundings through sound- cool!!!!

>

> That’s surround sound, exactly what he was talking about,

Yes, apparently `Saving Private Ryan’ used this in theatres with Dolby

Digital sound, so the bullets seemed to be wizzing right past your ear

- it’s very freaky!!!

> and it isn’t

> limited to DVD...most bought tapes/films have surround sound now.

Yes, isn’t it called NiCam stereo- stereo speakers in the front and a
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rear speaker- I think.

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.106 Re: Surround Sound

From: Sami =?iso-8859-1?Q?N=E4=E4t=E4nen?= <sami.naatanen@dlc.fi>

Date: Fri, 22 Jan 1999 22:15:43 +0200

Subject: Re: Surround Sound

Encoding: quoted-printable

15-Jan-99 Wrote Mikkel L=F8kke:

>Hello Peter.

>On 14-Jan-99, Peter Thor wrote:

>> I’ve thought about Surround Sound lately. Been a little curious of how=

the

>> "system" works when it takes the sound into "surround mode".

>> So if anybody of you out there have got a clue of how to achive surrou=

nd or

>> just know the theory conserning it I would be more than happy to hear =

from

>> you.

>I don’t want to argue with that other guy who replyed, but it doesn’t ma=

ke

any

>sense.

>I don’t know how to play anything out of the center speaker, but I’m sur=

e

>simply playing it in left & right won’t do the trick. To play something =

in

the

>rear speaker, you have to turn the fase of the sound 90 degrees. (Not su=

re

>this is correct english pronounciation). This is ofcourse for Dolby surr=

ound,
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>I don’t know how other sourround sounds AT3 and THX works. Sorry :o(

You mean AC3 I think. THX isn’t a sound system, but it is in fact quality=

certificate in the same way THX2 is.

Here is listed all surround systems I know.

Namereal channelscomment

*************************************************************************=

**

Ultra stereo 2same as Dolby surround, but not made in

Dolby laborations

Dolby surround2

Dolby Digital5.15 channels and active subwuffer

modification channnel

DTS6same as DDigital, but uses own subwoffer

channel and all channels are less packed

SDDS8ALL CHANNELS ARE UNPACKED!!! The best sound

system at the moment

1.107 Re: Surround Sound

From: Sami =?iso-8859-1?Q?N=E4=E4t=E4nen?= <sami.naatanen@dlc.fi>

Date: Sat, 23 Jan 1999 11:43:36 +0200

Subject: Re: Surround Sound

19-Jan-99 Wrote Anton Reinauer:

>On 18-Jan-99, Rick Hodger wrote:

>

>>> With DVD you can have sounds in 5 different positions (Front, LF,

>>> RF, LR, RR + sub-woofer), so you can really give a lot of info on

>the

>>> player’s surroundings through sound- cool!!!!

>>

>> That’s surround sound, exactly what he was talking about,

> Yes, apparently `Saving Private Ryan’ used this in theatres with Dolby

>Digital sound, so the bullets seemed to be wizzing right past your ear

>- it’s very freaky!!!

>> and it isn’t

>> limited to DVD...most bought tapes/films have surround sound now.

> Yes, isn’t it called NiCam stereo- stereo speakers in the front and a

>rear speaker- I think.

No the NiCam stereo is the name for the storaging system of the sound.
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the sound system is called Dolby surround or ultra stereo if no fees to the

dolby laborations. :)

and the system have "four" channels left right center and rear and some

amplifiers can filter the Bass out and direct that to subwoffer.

so the sound sytem is said to have 2.1 channels the point one represents

subbwoffer channel. This subwoffer channel in dolby surround isn’t really a

channel, but in Dolby digital uses modification codes to that so it’s a

litle bit more like "real" channel even that it do not contain real sound

data.

Well back to Dolby surround. :)

That system uses only two true channels and uses some "tricks" to

output the two extra channels (center and rear).

So the sound channels goes like this.

take right sound data

make inverted copy of it (negate the amplitude)

take left sound data

take average of left and right inverted

the sound left will be played through rear speakers (normally bass filtered

out)

average of right and left

play this from center

sub center data from right and play it from right speaker

sub center data from left and play it from left speaker

This is only the basics, but this is enough for anybody wanting to put

surround sounds to games.

PS. If all your friends are movie lunatics you will find out that you are

beging to come one as well :)

1.108 Re: Surround Sound

From: Blitzwing <blitzwing@goldweb.com.au>

Date: Mon, 25 Jan 1999 00:06:05 +1000

Subject: Re: Surround Sound

Encoding: quoted-printable

I don’t want to argue with that other guy who replyed, but it doesn’t ma=

ke any sense.

> I don’t know how to play anything out of the center speaker, but I’m su=

re simply playing it in left & right won’t do the trick. To play somethin=

g in the rear speaker, you have to turn the fase of the sound 90 degrees.=
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(Not sure this is correct english pronounciation). This is ofcourse for =

Dolby surround, I don’t know how other sourround sounds AT3 and THX works=

=2E Sorry :o(

> Regards

Not to be picky but it’s AC3, and phase not fase, and I think you’ll find=

you’ve got to shift phase by 180 degrees to move the sound to the rear. =

with regards to playing things, remember a stereo signal is contains 2 si=

gnals essentially, this gives you left and right signals, pro logic conta=

ins 5 signals encoded which provides a separate signal for each channel o=

f the system, and AC3 is what’s known as 5.1 where it had the 5 channels =

of pro logic plus a ".1" or sixth channel for (in good systems) non fadin=

g bass/sub woofer output. twiddling with what comes out where is - for la=

ck of a better model - as simple as a channel mask

And for those of you that think it’s some simple tricks to get a fake sur=

round sound effect, it’s not, pro logic / AC3 (and others) can move and p=

lace sounds anywhere in a within the confines of the speakers (assuming t=

hey’re where they ought to be) with full panning effect from anywhere to =

anywhere

Blitzwing

1.109 Re: Surround Sound

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 25 Jan 1999 19:54:23 +0200

Organization: A97

Subject: Re: Surround Sound

Encoding: quoted-printable

Hello Blitzwing.

> I don’t want to argue with that other guy who replyed, but it doesn’t m=

ake any sense.

>> I don’t know how to play anything out of the center speaker, but I’m =

sure simply playing it in left & right won’t do the trick. To play someth=

ing in the rear speaker, you have to turn the fase of the sound 90 degree=

s. (Not sure this is correct english

>> pronounciation). This is ofcourse for Dolby surround, I don’t know ho=

w other sourround sounds AT3 and THX works. Sorry :o(

> Not to be picky but it’s AC3, and phase not fase, and I think you’ll fi=



Yam_Blitz List 124 / 752

nd you’ve got to shift phase by 180 degrees to move the sound to the rear=

=2E with regards to playing things, remember a stereo signal is contains =

2 signals essentially, this gives you

> left and right signals, pro logic contains 5 signals encoded which prov=

ides a separate signal for each channel of the system, and AC3 is what’s =

known as 5.1 where it had the 5 channels of pro logic plus a ".1" or sixt=

h channel for (in good systems) non

> fading bass/sub woofer output. twiddling with what comes out where is -=

for lack of a better model - as simple as a channel mask

AT3/AC3, who cares. It’s not like anyone here can afford it anyway. And I=

’m sorry, but in Denmark we spell phase as fase. =

> And for those of you that think it’s some simple tricks to get a fake s=

urround sound effect, it’s not, pro logic / AC3 (and others) can move and=

place sounds anywhere in a within the confines of the speakers (assuming=

they’re where they ought to be) with

> full panning effect from anywhere to anywhere

Yeah, but that doesn’t make the "tricks" more complicated.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=



Yam_Blitz List 125 / 752

1.110 SuperTED & RWE

([62.136.42.234] helo=194.152.64.35 ident=kewl)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zy4sq-0004br-00

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 02:09:13 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 07 Jan 1999 01:55:58 +0000

Organization: Satanic Dreams Software.

Subject: SuperTED & RWE

Hello,

Just wondering,.. What is THE latest version of SuperTED?

Is it 2.52?

And anybody know exactly what IS happening with RWE (Red When Exited)?

I`ve heard so much stuff, and it`s all different.. Is there going to be

anymore updates?

I heard something about Guildhall putting BSS on the BlitzCD without

RWE`s permission.. Is that true?, If so, I can see why they wouldn`t

want to update it.

Thanks..

Oh yeah,.. Whilst I think about it,.

I`ve got this really weird thing happening with Blitz,.. It crashes

when I quit the Editor. The funny thing is, it only GURU`s when

I save a file. IE, If I load the editor, then just hit "Quit", it

exits properly. But if I load the editor, load a file, save it,

then exit. The screen closes and goes back to WB, then 2 seconds

later it`ll GURU. This is just extremely annoying rather than anything

else. I thought it might be something to do with my libs?

Any Ideas?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.111 Re: SuperTED & RWE

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 07 Jan 1999 23:33:07 -0500

Subject: Re: SuperTED & RWE

Hi Loki

On 06-Jan-99, Loki wrote:

> Hello,

>

> Just wondering,.. What is THE latest version of SuperTED?

> Is it 2.52?

Yes

> And anybody know exactly what IS happening with RWE (Red When Exited)?

> I`ve heard so much stuff, and it`s all different.. Is there going to be

> anymore updates?

Not from RWE, I don’t think.

> Oh yeah,.. Whilst I think about it,.

> I`ve got this really weird thing happening with Blitz,.. It crashes

> when I quit the Editor. The funny thing is, it only GURU`s when

> I save a file. IE, If I load the editor, then just hit "Quit", it

> exits properly. But if I load the editor, load a file, save it,

> then exit. The screen closes and goes back to WB, then 2 seconds

> later it`ll GURU. This is just extremely annoying rather than anything

> else. I thought it might be something to do with my libs?

If it’s not a total crash, but is one of those "Program failed Suspend -

Reboot" requesters, try running snoopdos to see what is going wrong...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.112 Re: SuperTED & RWE

8 Jan 99 10:02:36 +0100

From: "Lars Mogensen" <LarsM@pf.dtu.dk>

Organization: PF_GANGEN

Date: Fri, 8 Jan 1999 10:02:03 +0100

encoding: 7BIT

Subject: Re: SuperTED & RWE
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> > And anybody know exactly what IS happening with RWE (Red When Exited)?

> > I`ve heard so much stuff, and it`s all different.. Is there going to be

> > anymore updates?

>

> Not from RWE, I don’t think.

RWE have stopped their development for the Amiga :-(

--

Lars Mogensen * LarsM@pf.dtu.dk * Tlf. 28 24 75 01

1.113 SuperBitmaps

([62.136.26.28] helo=freeserve.net ident=pagansoft.freeserve.co.uk)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zwufs-0003BP-00

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 21:03:00 +0000

From: Liz Tucker <liz@pagansoft.freeserve.co.uk>

Date: Sun, 03 Jan 1999 21:03:01 +0000

Subject: SuperBitmaps

Hi,

I forget who is having problems with superbitmaps but I have found

pencilled into my Blitz manual (as it is missing from the text) that the

flag for a superbitmap is $80 This flag is used in the Window command.

Perhaps this is causing the problem.

--

See you,

Liz.

<tsb>

<sb>Amiga Programmer Blitz/C/Asm Member of Team *AMIGA*

<sb>/liz@pagansoft.freeserve.co.uk/

<tsb>

<tsb>*Pagan Software Team Leader*

<sb>/pagan@thehub.u-net.com/

<sb>_#http://www.thehub.u-net.com/#_

<tsb>*Current Project - Dafel:Bloodline*

<tsb>
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1.114 Re: Super Bitmaps

From: Andre Beer <j.beer@abo.freiepresse.de>

Date: Fri, 01 Jan 1999 14:31:15 +0100

Organization: BEER PRODUCTIONS - Software for Amiga

Subject: Re: Super Bitmaps

Encoding: quoted-printable

Hi Oliver!

I use a superbitmap (bitmap larger than actually display) in my program

GeoWorld. It runs also fine on a gfx card (tested on a BVisionPPC).

I’ve copied some code from the program source:

; this source loads the bitmap in window 0

pic$=3D"Your_Picture"

ILBMInfo pic$

width=3DILBMWidth

height=3DILBMHeight

BitMap 0,width,height,5 ; open pic$ with width+height+32 colours

LoadBitMap 0,pic$,0

posx=3D0 : posy=3D0

Window 0,0,0,a,b,$400|$100|$80|$8,a$,#draw,#back,0,0

Use BitMap 0

; use this source in your main routine

If key=3D76 Then posy-InnerHeight : Gosub move_bitmap ; up

If key=3D77 Then posy+InnerHeight : Gosub move_bitmap ; down

If key=3D78 Then posx+InnerWidth : Gosub move_bitmap ; right

If key=3D79 Then posx-InnerWidth : Gosub move_bitmap ; left

; this code moves the bitmap

move_bitmap:

Use Window 0

PutSuperBitMap

posx=3DQLimit(posx,0,width-InnerWidth)

posy=3DQLimit(posy,0,height-InnerHeight)

PositionSuperBitMap posx,posy

Return

Hope this is of some help for you...

Happy new year and good luck with your blitz projects to you all.

--

Bye now!

Andre
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----------------------------------------------------------------

__ B E E R P R O D U C T I O N S

/// Andr=E9 + Ronny Beer, Siedlung 6, 09548 Deutscheinsiedel

\/// Tel. 037362/76934 - EMail j.beer@abo.freiepresse.de :-)

\// Homepage: http://www.freiepresse.de/home/jubee

Projects: GeoWorld - Geography on your Amiga

BlitzBasic-Developer-Site

----------------------------------------------------------------

1.115 Stop Gameb Checking

From: Jake Frederick <gonzo@acadia.net>

Date: Thu, 14 Jan 1999 08:00:41 +0500

Subject: Stop Gameb Checking

What’s an easy way to stop the GameB command from checking the joypad buttons

until they’ve been released? I’m trying to eliminate the autofire thing so

the player has to hit the button every time they want to fire instead of just

holding it down.

--

-If the doors of perception were cleansed everything would appear to man as it

truly is, infinite.-

1.116 Re: Stop Gameb Checking

14 Jan 99 13:13:50 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 14 Jan 1999 13:13:37 -0000

encoding: Quoted-printable

Subject: Re: Stop Gameb Checking

On 14 Jan 99, at 8:00, Jake Frederick wrote:

> What’s an easy way to stop the GameB command from checking the joypad

> buttons until they’ve been released? I’m trying to eliminate the autofir=

e

> thing so the player has to hit the button every time they want to fire

> instead of just holding it down. -- -If the doors of perception were

> cleansed everything would appear to man as it truly is, infinite.-

That won’t work, as the hardware in a joypad will make it appear as if th=

e
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person using it is pressing and releasing it, only very quickly. The only =

ways

round this (I’ll be happy to be proven wrong) are to decrease your program=

’s

sensitivty to fire being pressed, to a more humanly capable speed i.e. onl=

y

accept fire button presses every 3rd frame or something.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.117 Re: Stop GameB checking

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: Re: Stop GameB checking

Date: Thu, 14 Jan 1999 14:18:23 -0000

charset="iso-8859-1"

Hello there

In TimeCampaign I simply use a counter which is set at 0. When the

person fires it is set to 1 and each loop I say

if gun\count>0 then gun\count+1

this means you can set a rate of fire for the weapon. (very useful when

working with different types of weapon). Then you say

if gun\count>=gun\limit then gun\count=0

voila you’re ready to fire again. Doesn’t discount your autofire problem,

but makes the firing more realistic. I remember once I’d put Xenon II on

Autofire and left it to make a cup of tea. When I came back it was still

flying along, happily killing all in its path :)

Chris

1.118 RE: Stop GameB checking

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: RE: Stop GameB checking

Date: Thu, 14 Jan 1999 14:52:03 -0000

charset="iso-8859-1"

On 14-Jan-99, C.J.R.Jarvis set out across the seas with this message:

->voila you’re ready to fire again. Doesn’t discount your autofire

->but makes the firing more realistic. I remember once I’d put Xenon
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->Autofire and left it to make a cup of tea. When I came back it was

->flying along, happily killing all in its path :)

And you didn’t crash into the walls? =]

Well it did eventually, but it did fine up until then.

Chris

1.119 Re: Stop GameB checking

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 17:12:08 +0200

Organization: A97

Subject: Re: Stop GameB checking

Encoding: quoted-printable

Hello C.J.R.Jarvis.

On 14-Jan-99, C.J.R.Jarvis wrote:

> In TimeCampaign I simply use a counter which is set at 0. When the

> person fires it is set to 1 and each loop I say

> if gun\count>0 then gun\count+1

> this means you can set a rate of fire for the weapon. (very useful when=

> working with different types of weapon). Then you say

> if gun\count>=3Dgun\limit then gun\count=3D0

> voila you’re ready to fire again. Doesn’t discount your autofire proble=

m,

> but makes the firing more realistic. I remember once I’d put Xenon II o=

n

> Autofire and left it to make a cup of tea. When I came back it was stil=

l

> flying along, happily killing all in its path :)

Just a very small comment. Wouldn’t it just be easier to START at gun\lim=

it, (or #GUNLIMIT1) and then count down to zero ? I’m sure it’s faster :o=

)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.120 Re: Stop Gameb Checking

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 17:26:50 +0200

Organization: A97

Subject: Re: Stop Gameb Checking

Encoding: quoted-printable

Hello Jake.

On 14-Jan-99, Jake Frederick wrote:

> What’s an easy way to stop the GameB command from checking the joypad b=

uttons

> until they’ve been released? I’m trying to eliminate the autofire thing=

so

> the player has to hit the button every time they want to fire instead o=

f just

> holding it down.

It’s easier to how than explain (This is with Joyb(1) since I don’t know =

how GameB works):

jc.b=3DFalse

Repeat

WaitTOF_

if JoyB(1)=3D1then jc.b=3DTrue
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if JoyB(1)=3D0 and jc.b=3DTrue

;Fire in the hull.

jc.b=3DFalse

EndIf

Until Rawstatus($45)

But like chris allready mentioned, thiis will not eliminate AutoFire swit=

ches.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.121 Re: Stop Gameb Checking

Thu, 14 Jan 1999 22:29:58 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Thu, 14 Jan 1999 22:28:11 +0300

Organization: Nukleus

Subject: Re: Stop Gameb Checking

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.121337672.2
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Jake Frederick humbled:

> What’s an easy way to stop the GameB command from checking the joypad

buttons

> until they’ve been released? I’m trying to eliminate the autofire thing so

> the player has to hit the button every time they want to fire instead of

just

> holding it down.

I’ve used a method like this in an old game of mine who could be played by two

players at the same time by using separate joysticks.

It uses some counters to check if the player pressed the kickbutton, then the

playercharacter should kick for a certain amount of time.

The player has to release the kickbutton in order to kick again.

I’ve attached the source for you to study.

--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.

--BOUNDARY.121337672.2

Content-Disposition: attachment; filename="Kickcheck.asc"

Encoding: quoted-printable

Content-Description: Example of checking if player is kicking or not + delay on kick

;If CheckCount=3D#CheckDelay ;should we check the buttons now?

CheckCount=3D0

If Joyb(Players)=3D1 ;if kickbutton pressed on correct joystick

Kick=3DTrue ;start kick

If KickCount<#KickTime ;and kickingtimer is less than length of kick=

Fire=3DTrue ;used for selecting frame to show (kicking =

frame or walking/jumping frame etc)

KickCount+1 ;increase kickingtimer

Else ;kickingtimer has reached its end

Kick=3DFalse ;stop the kick

EndIf

Else ;the player didnt press kickbutton

If Kick=3DTrue ;but if it SHOULD kick

If KickCount<#KickTime ;.. same as above

Fire=3DTrue ;..

KickCount+1
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Else

Kick=3DFalse

EndIf

Else

KickCount=3D0 ;reset kickingtimer, now player can kick ag=

ain

EndIf

EndIf

;..

;additional buttonchecks

;

;EndIf

--BOUNDARY.121337672.2--

1.122 Re: Stop GameB checking

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 17 Jan 1999 12:45:56 +1300

Subject: Re: Stop GameB checking

On 15-Jan-99, C.J.R.Jarvis wrote:

>

>

> On 14-Jan-99, C.J.R.Jarvis set out across the seas with this message:

>

> ->voila you’re ready to fire again. Doesn’t discount your autofire

> ->but makes the firing more realistic. I remember once I’d put Xenon

> ->Autofire and left it to make a cup of tea. When I came back it was

> ->flying along, happily killing all in its path :)

>

> And you didn’t crash into the walls? =]

>

> Well it did eventually, but it did fine up until then.

Yeah, you just sat in the middle and had it on autofire in the first

level, and you did better than if you actually tried to shoot the

aliens!!!! :)

--

Anton Reinauer <anton@ww.co.nz>
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1.123 Stereo Sound Samples

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 16:58:37 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Mon, 04 Jan 1999 16:56:24 +0000

Subject: Stereo Sound Samples

Hi all,

Ive been trying to get some stereo samples playing using AHI in Blitz. Using

my own LoadSound routine I can determine if the sound is 8bit or 16bit and

in Stereo or Mono.

I know that the sample is in Stereo cause it play’s in Stereo through

Multiview etc. However when I play it through the Blitz AHI routines I can

only hear it out of one speaker.

My question, does a stereo sound sample have to be played through two

seperate audio channels, for example in AHI I would play through channels 1

and 2? I would have thought the AHI would automatically do this for you

because you set a type in the Tags to tell AHI what kind of sample you’re

playing.

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>

1.124 Re: Stereo Sound Samples

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 22:12:39 +0200

Organization: A97

Subject: Re: Stereo Sound Samples

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Daniel.

On 04-Jan-99, Daniel Allsopp wrote:

> Ive been trying to get some stereo samples playing using AHI in Blitz. =

Using

> my own LoadSound routine I can determine if the sound is 8bit or 16bit =

and
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> in Stereo or Mono.

Nice, you gonna publish this routine sometime ?

> I know that the sample is in Stereo cause it play’s in Stereo through

> Multiview etc. However when I play it through the Blitz AHI routines I =

can

> only hear it out of one speaker.

> My question, does a stereo sound sample have to be played through two

> seperate audio channels, for example in AHI I would play through channe=

ls 1

> and 2? I would have thought the AHI would automatically do this for you=

> because you set a type in the Tags to tell AHI what kind of sample you’=

re

> playing.

Hrmm, are you sure your AHI prefs are using stereo sound ? That might be =

one of the reasons. Anyway try playing the sample in both channels, if it=

works it works. I havn’t done much (or indeed any) AHI programming, but =

all my AHI problems have been caused by using the Fast mono + (or whateve=

r) sound mode.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.125 Statements and Functions

([62.136.121.248] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 106kOz-0000uB-00

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 00:06:13 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Sat, 30 Jan 1999 23:56:03 +0000

Subject: Statements and Functions

Encoding: quoted-printable

Hi,

I’ve just uploaded my latest StatsFuncs.lha file to dev/basic,

with 16 statements and 62 functions.

There’s a lot of pretty useful stuff in there, so have a look,

but most of it is really only of use for Intuition programming.

There are replacements for Exists (locks file until program ends!),

ScreenHeight/Width, easy getting of screen font heights, file date

reading, comment reading/setting, and lots more.

If anybody has any updates to it, please contact me.

It should appear in a couple of days...

And thanks to Sami N=E4=E4t=E4nen and Simon Hitchen for their solutions

to my simple time problem ;)

See ya,

-- =

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland. =

(http://surf.to/all-hail/)=

1.126 STAMP OUT PIRACY!!!

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 00:16:00 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Tue, 12 Jan 1999 00:13:58 +0000

Subject: STAMP OUT PIRACY!!!

Hello,

Has anybody got any ideas on how to develop and/or programme some kind of

anti-piracy system? I remember, someone said a few weeks ago, that when a

friend tried to copy Half Life, it named the destination CD as Pirate Copy
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and it wouldn’t work. Does anybody have any idea how to programme a system

which would do this?

I think that once this system has been programmed, it should be given to all

software developers and publishers. I’m sure that everybody knows that Titan

Computer are upset by the high piracy on thier software. Something has to be

done about it!!! Any ideas?

Best Regards

Stuart Walker

Digital Images

1.127 Re: STAMP OUT PIRACY!!!

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 00:40:06 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Tue, 12 Jan 1999 00:32:42 -0000

encoding: Quoted-printable

Subject: Re: STAMP OUT PIRACY!!!

On 12 Jan 99, at 0:13, Stuart broke out long enough to write:

> Has anybody got any ideas on how to develop and/or programme some kind o=

f

> anti-piracy system? I remember, someone said a few weeks ago, that when =

a

> friend tried to copy Half Life, it named the destination CD as Pirate Co=

py

> and it wouldn’t work. Does anybody have any idea how to programme a syst=

em

> which would do this?

That Pirated Copy thing sounds like they’ve went back to the Amiga games =

day,

when people created their own disk formats, only pirates are too dumb to

realise it.

Nothing will ever be totally safe - just look at how long people have bee=

n

protecting software and look at how much of it can be pirated. Must be nea=

r on

100%. Perhaps the CD id number you were discussing a while ago would be th=

e

best way to go, or maybe there is some way of reading the CD (batch) seria=
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l

number. You can do this with PC floppies, when you format them you are tol=

d the

serial#, and you can’t change it (not that I’ve ever bothered trying), but=

you

can read them. So maybe its the same with CDs?

> I think that once this system has been programmed, it should be given to

> all software developers and publishers. I’m sure that everybody knows th=

at

> Titan Computer are upset by the high piracy on thier software. Something

> has to be done about it!!! Any ideas?

I’m sure that people would pay you if you developed a totally safe scheme=

, so

you wouldn’t need to give it away. And anyway, something that is not put o=

nto

the CD at manufacturing time (i.e. serial number) or built into the comput=

er

hardware (even this can be worked around - chipped PSX anyone?) will be do=

ne in

software, and if it can be done, it can be undone. There’s probably a few =

dodgy

geezers in software companies, and if they get their hands on the universa=

l

protection scheme, then every (professional) pirater will be able to get t=

heir

hands on it as well.

Afterthought: if you’re program really requires the original CD then some=

one

will crack the program so it doesn’t ask for the CD. However, this may not=

be

applicable to the Amiga market any more, I don’t see that there would be m=

any

professional (i.e. make a living out of) software crackers.

Sorry about the doom and gloom, but you can’t spend too much time on some=

thing

which may end up being a waste of time (RoboCop3 + dongle?).

PS. Did you write the original Space Station, as reviewed in the PD sectio=

n in

AF about a year ago?

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn
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1.128 Re: STAMP OUT PIRACY!!!

V5.0) with ESMTP; Tue, 12 Jan 1999 08:40:04 +0200

(8.8.7/8.8.7) with SMTP id IAA03759; Tue, 12 Jan 1999 08:45:41 +0100

From: "=?iso-8859-1?Q?Keresztes_Tam=E1s?=" <tom@tombox.buvi.matav.hu>

<blitz-list@netsoc.ucd.ie>

Subject: Re: STAMP OUT PIRACY!!!

Date: Tue, 12 Jan 1999 08:48:02 +0100

Encoding: 7bit

> Has anybody got any ideas on how to develop and/or programme some kind of

> anti-piracy system? I remember, someone said a few weeks ago, that when a

Nothing will ever be totally safe - just look at how long people have been

protecting software and look at how much of it can be pirated. Must be near

on

On the contrary , there is an absolutely safe method. If it doesn’t worth

copying , there will be no problem with

protection. Just like Wing Commander III . The price was about $70 (1994) ,

4 empty cd costed $80 . I’m quite

sure no one bothered with copying . (At the time).

1.129 Re: STAMP OUT PIRACY!!!

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Tue, 12 Jan 1999 10:50:36 +0000

Organization: Corrupted Software

Subject: Re: STAMP OUT PIRACY!!!

I watched as Stuart Walker hammered "STAMP OUT PIRACY!!!" out on their

keyboard...

> Has anybody got any ideas on how to develop and/or programme some

kind of

> anti-piracy system? I remember, someone said a few weeks ago, that

when a

> friend tried to copy Half Life, it named the destination CD as

Pirate Copy

> and it wouldn’t work. Does anybody have any idea how to programme a

system

> which would do this?

> I think that once this system has been programmed, it should be

given to all
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> software developers and publishers. I’m sure that everybody knows

that Titan

> Computer are upset by the high piracy on thier software. Something

has to be

> done about it!!! Any ideas?

It’s impossible to program something that would prevent software

piracy, there are always ways round it...I know, I’ve tried.

A friend of mine wasn’t far off completing something tho, but I lost

touch with him :/

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>If you drink, don’t drive. Don’t even putt.

1.130 Re: STAMP OUT PIRACY!!!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 12 Jan 1999 15:36:33 +0200

Organization: A97

Subject: Re: STAMP OUT PIRACY!!!

Encoding: quoted-printable

On 12-Jan-99, Stuart Walker wrote:

> Hello,

> I think that once this system has been programmed, it should be given t=

o all

> software developers and publishers. I’m sure that everybody knows that =

Titan

> Computer are upset by the high piracy on thier software. Something has =

to be

> done about it!!! Any ideas?
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Well if you eventually DO develope a 100% safe anti-piracy software you h=

ave to keep it to yourself, and 100% secret, or someone will find out, an=

d break it. It’s that simple. Also, you have to make the system so compli=

cated that nobody will have the time to bother cracking it, since it’s mu=

ch easier to just buy the game.

I remember System 3 had a revolutionary (at the time) copy protection alg=

orythm. It took almost years to develope, and 15 minutes to crack. (Prin=

ted at the bottom of the inside cover of the manual for Last NInja 2: Thi=

s game cannot be cracked, so don’t waste your time." In fifteen minutes, =

it was not only cracked, it was also transfered to disc aswell.)

Also, you might want to look into the CDCop encryption scheme. It SHOULD =

work (as it is a combination of hardware/software protection). It will at=

least detere some of the less professional thieves out there.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck

1.131 Re: STAMP OUT PIRACY!!!

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 15:36:38 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private
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Date: 12 Jan 99 15:36:44 +0000

Subject: Re: STAMP OUT PIRACY!!!

Encoding: 7bit

Keresztes Tam s,

> Nothing will ever be totally safe - just look at how long people have been

> protecting software and look at how much of it can be pirated. Must be near

> on

>

>

> On the contrary , there is an absolutely safe method. If it doesn’t worth

> copying , there will be no problem with

> protection. Just like Wing Commander III . The price was about $70 (1994) ,

> 4 empty cd costed $80 . I’m quite

> sure no one bothered with copying . (At the time).

>

I agree. I have always believed that if you put something on a

pedestal, saying how good it is and making it something that attracts

people, and yet placing ownership upon it, it causes others to feel

that they are being disallowed something in their life and the process

they go through to try and readdress the balance is called

theft/piracy. At the other end of the scale, if you don’t place false

status on something you may think the world would be very boring, and

to most people of the present day it would, because they’re not ready

for that kind of life, yet.

Personally I have a big thing against theft, I’m not entirely sure why

but I also have a big thing against false status so you figure it out.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.132 Re: STAMP OUT PIRACY!!!

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 18:15:42 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Tue, 12 Jan 1999 16:46:50 +0000

Subject: Re: STAMP OUT PIRACY!!!

Hello Keresztes
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> Nothing will ever be totally safe - just look at how long people have been

> protecting software and look at how much of it can be pirated. Must be

near

> on

We know that, but if we can develop some kind of system which would put

sales up, it can only be good!

Best Regards

Stuart Walker

Digital Images

1.133 Re: STAMP OUT PIRACY!!!

From: Anton Reinauer <anton@ww.co.nz>

Date: Wed, 13 Jan 1999 10:43:21 +1300

Subject: Re: STAMP OUT PIRACY!!!

On 13-Jan-99, Paul wrote:

> Personally I have a big thing against theft, I’m not entirely sure why

> but I also have a big thing against false status so you figure it out.

I think we’ll let /you/ figure that out Paul ;)

--

Anton Reinauer <anton@ww.co.nz>

1.134 Source to code the Copper

Date: Wed, 20 Jan 1999 21:51:56 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Source to code the Copper

Encoding: quoted-printable

Hello Blitzers,

=20

Anyone has got some source code to handle the Amiga copper

on standard intuition screen (like Copper-Demon). It’s a fully

legal technique and very system friendly (exept it’s simply ignored

by the GFX cards). But if one the GFX card could emulate this one,

it could be cool :-). Source code/examples are very welcome has the

RKM don’t show how setup an AGA friendly rainbow...

Bye,

Fred.

---------------------------------------------------------------------------
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/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.135 Re: Source to code the Copper

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 06:02:41 +0200

Organization: A97

Subject: Re: Source to code the Copper

Encoding: quoted-printable

Hello Frederic.

On 20-Jan-99, Frederic Laboureur wrote:

> Anyone has got some source code to handle the Amiga copper

> on standard intuition screen (like Copper-Demon). It’s a fully

> legal technique and very system friendly (exept it’s simply ignored

> by the GFX cards). But if one the GFX card could emulate this one,

> it could be cool :-). Source code/examples are very welcome has the

> RKM don’t show how setup an AGA friendly rainbow...

I think it just patches the system copperlist to change the colour every =

line. It’s really not so hard to do. I once had an example of how to do i=

t, (in ASM) but I don’t anymore. Sorry. I’ll try and see if I can get it =

again for you.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +
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|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.136 Re: Source to code the Copper

Date: Fri, 22 Jan 1999 16:58:22 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: Source to code the Copper

Encoding: quoted-printable

Hi Mikkel,

>I think it just patches the system copperlist to change the colour every

line. It’s really not so hard to do. I once had an example of how to do it,

(in ASM) but I don’t anymore. Sorry. I’ll try and see if I can get it again

for you.

I hope you will refind it, as I would like to support this wonderful chip=

Bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.137 Re: Source to code the Copper

for blitz-list@netsoc.ucd.ie; Sat, 23 Jan 1999 03:45:55 +0000

From: "Dave" <dave@nbsamiga.demon.co.uk>

Subject: Re: Source to code the Copper

Date: Sat, 23 Jan 1999 02:10:58 -0000

charset="iso-8859-1"

Encoding: 7bit

Hi,

Just a thought...if you are programming the copper using os screens...then

you should build a user copperlist using the library commands (graphics or

intuition...I can`t remember...it`s been a long while since I did this) and

attaching it to a screens viewport. The only problem do that is it requires

the screen to be remade, and then the display to be remade, so that would

rule out using it for fancy constantly changing colour effects, but it is

the only 100% safe way to mess with a screens copperlist. And you really

shouldn`t be programming aga chips directly anyway, as it`s not very safe,

and not very future proof.

Dave

1.138 Sorry but those mails went to list

Date: Mon, 18 Jan 1999 00:43:19 +0100

From: Bob <stifter@mira.cz>

Subject: Sorry but those mails went to list

Sorry some personal mails went to list

while they should not.

Bob

1.139 Re: SMTP Delivery Error (fwd)

([62.136.76.215] helo=194.152.64.35 ident=kewl)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100iod-00072t-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 09:11:47 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 08:20:44 +0100

Organization: Satanic Dreams Software.

Subject: Re: SMTP Delivery Error (fwd)
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Encoding: binary

Hello Toby

Hiya, Toby... ,on 14-Jan-99 you wrote me about SMTP Delivery Error (fwd)! :)

TZ>> On 14-Jan-99, stockjames and Anton Reinauer set out across the seas with

TZ>> this message:

TZ>>

TZ>> ->>There was this good bit in Aliens where they went downstairs and

TZ>> ->>killed. Their lifesigns all went dead. =

TZ>>

TZ>> For a start, that’s completly irrelevant. Now you’re just clogging up

TZ>> the list with crap.

TZ>>

TZ>> ->>Is anyone fed up with this topic yet!!!???!?!?!??!!??!!?!?!?!

TZ>>

TZ>> -> I’ve found the topic *very* interesting!! -especially Toby’s

TZ>> ->have a number of other people (it’s a /very/ important subject for us

TZ>> ->programmers) - just because one person (ie: /you/ ) doesn’t like it,

TZ>> ->mean we all *shouldn’t* discuss it!!! =

TZ>>

TZ>> He’s like the only person that’s indicated they don’t wanna talk about

TZ>> the issue, and since this is a *programmers’* list, I can only imagine

TZ>> it’s because he pirates =3D]

What is a pirate? I mean, what makes you a pirate?

Well, it`s using software that you have not got the right to use.

Software you haven`t payed for,. Remember those dodgy stickers

on the old games "Piracy is theft"?

So, if you have 1 SINGLE, SINGLE piece of Shareware you use regualy,

and you haven`t registered, you are effectivly a pirate.

Just though I`d mention that.

Although in the eyes of the law, there is a *HUGE* difference

between being a mass distributor and a user.

10 years maximum penalty in the UK, so y`all remember that if your

one of those people who sits there with his CD-Writer banging out

50 copies of the latest PSX/PC title a day :)

TZ>> -> And look- I didn’t even swear once!!!! ;-)

TZ>>

TZ>> Shit yeh!

TZ>> Oops ;]

hehehe.
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Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.140 Re: SMTP Delivery Error (fwd)

From: amorel <amorel@xs4all.nl>

Date: Thu, 14 Jan 1999 15:07:09 +0500

Subject: Re: SMTP Delivery Error (fwd)

On 14-Jan-99, Loki wrote:

>So, if you have 1 SINGLE, SINGLE piece of Shareware you use regualy,

>and you haven`t registered, you are effectivly a pirate.

>Just though I`d mention that.

And I do NOT believe there is anyone outthere who doesnt have 1 or more

illegal pieces of software. I know I do.

And i find these references to formatting harddisks et all really

pathetic, it will make you as much of a lamer as pirates.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

Uhm.... \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.
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1.141 SMTP Delivery Error (fwd)

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Date: Thu, 14 Jan 1999 17:17:33 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: SMTP Delivery Error (fwd)

Encoding: quoted-printable

On 14-Jan-99, stockjames and Anton Reinauer set out across the seas with =

this

message:

->>There was this good bit in Aliens where they went downstairs and

->>killed. Their lifesigns all went dead. =3D

For a start, that’s completly irrelevant. Now you’re just clogging up th=

e

list with crap.

->>Is anyone fed up with this topic yet!!!???!?!?!??!!??!!?!?!?!

-> I’ve found the topic *very* interesting!! -especially Toby’s

->have a number of other people (it’s a /very/ important subject for us

->programmers) - just because one person (ie: /you/ ) doesn’t like it,

->mean we all *shouldn’t* discuss it!!! =3D

He’s like the only person that’s indicated they don’t wanna talk about th=

e

issue, and since this is a *programmers’* list, I can only imagine it’s

because he pirates =3D3D]

-> And look- I didn’t even swear once!!!! ;-)

Shit yeh!

Oops ;]

-- =

***************

*** CAT TAG *** Don’t get stuck in a closet -- wear yourself out.

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 14=B701=B799 ]

!___/ \/DTN.\/
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1.142 Re: SMTP delivery error (fwd)

From: mike.child@sbu.ac.uk

Date: Thu, 14 Jan 1999 17:10:24 +0000

Subject: Re: SMTP delivery error (fwd)

->And i find these references to formatting harddisks et all really

->pathetic, it will make you as much of a lamer as pirates.

>

>How? Why? It’s the risk they take.

No, I have to say, if I knew that a program on my hard drive contained an

executable routine that reformatted my hard drive without asking me then I

would not want that program on my hard drive.

No amount of assurances from the coder that the routine COULD NEVER RUN unless

xyz "no keyfile etc.." would convince me.

All programmers make mistakes. Most install scripts are buggy in my experience.

All it takes is one erronous jump.

How about, you’ve got the keyfile and are totally legit, but due to a disk

error the program thinks its not there. There are always unforseeable

circumstances.

Most programmers are very arrogant about their own programs infallibility.

I know this, because I program!

I do not trust any progammer’s ability that far.

Lets hope it’s the coder’s own hard drive that gets trashed by accident. Then

they can read their own disclaimer. :)

Software protection should PREVENT software theft NOT take revenge for it.

I would never include such a routine in a program I made for my own use - I

simply couldn’t guarantee that whether by my error, or some weird system

glitch, the routine might not kick in.

Think about how many people have died due to errors in real world computer

systems - wasn’t there about 4 AIRBUS crashes (the worlds first airliner

where the computer could override the pilot) - due to a dumb programming error?

(I only heard that from a bloke down the pub tho’!)

Always assume your programs are bugged. Remember SKYNET :)) :))

Regards

Mike Child
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1.143 Re: SMTP Delivery Error (fwd)

id 100t8q-0005VC-00; Thu, 14 Jan 1999 20:13:20 +0000

([62.136.64.124] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100t8O-0002we-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 20:12:52 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 19:38:34 +0100

Organization: Satanic Dreams Software.

Subject: Re: SMTP Delivery Error (fwd)

Encoding: binary

Hello amorel

Hiya, amorel... ,on 14-Jan-99 you wrote me about Re: SMTP Delivery Error (fwd)! :)

a>> On 14-Jan-99, Loki wrote:

a>>

a>>> So, if you have 1 SINGLE, SINGLE piece of Shareware you use regualy,

a>>> and you haven`t registered, you are effectivly a pirate.

a>>> Just though I`d mention that.

a>>

a>> And I do NOT believe there is anyone outthere who doesnt have 1 or more

a>> illegal pieces of software. I know I do.

a>>

a>> And i find these references to formatting harddisks et all really

a>> pathetic, it will make you as much of a lamer as pirates.

Me?, I dont condone using routines that are designed to damage

a user`s hardware!

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.144 Re: SMTP delivery error (fwd)

([62.136.64.124] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100t8T-0002we-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 20:12:57 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 20:00:22 +0100

Organization: Satanic Dreams Software.

Subject: Re: SMTP delivery error (fwd)

Encoding: binary

Hello mike.child@sbu.ac.uk

Hiya, mike.child@sbu.ac.uk... ,on 14-Jan-99 you wrote me about Re: SMTP delivery error (fwd)! :)

m>>

m>> ->And i find these references to formatting harddisks et all really

m>> ->pathetic, it will make you as much of a lamer as pirates.

m>>>

m>>> How? Why? It’s the risk they take.

m>>

m>> No, I have to say, if I knew that a program on my hard drive contained an

m>> executable routine that reformatted my hard drive without asking me then

m>> I would not want that program on my hard drive.

Nor me :), I remember DayDream BBS had something nasty incorporated

into it,.. And the programmer just said:

If you use cracked key files, I am not responsible for any damage

that may occur to your hardware :)

And then went on to hint at certain little things that might happen.

Or something like that :)

m>> No amount of assurances from the coder that the routine COULD NEVER RUN

m>> unless xyz "no keyfile etc.." would convince me.

m>> All programmers make mistakes. Most install scripts are buggy in my

m>> experience.

m>> All it takes is one erronous jump.

EXACTLY!

m>> How about, you’ve got the keyfile and are totally legit, but due to a

m>> disk error the program thinks its not there. There are always

m>> unforseeable circumstances.

It`s a bad way to code, using hardware/software damaging routines.

It`s just a shame that some people resort to it!
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m>> Most programmers are very arrogant about their own programs

m>> infallibility. I know this, because I program!

m>> I do not trust any progammer’s ability that far.

m>> Lets hope it’s the coder’s own hard drive that gets trashed by accident.

m>> Then they can read their own disclaimer. :)

AHahaha!

m>> Software protection should PREVENT software theft NOT take revenge for

m>> it.

AHahahahah! lol.

m>> I would never include such a routine in a program I made for my own use -

m>> I simply couldn’t guarantee that whether by my error, or some weird

m>> system glitch, the routine might not kick in.

m>>

m>> Think about how many people have died due to errors in real world

m>> computer systems - wasn’t there about 4 AIRBUS crashes (the worlds first

m>> airliner where the computer could override the pilot) - due to a dumb

m>> programming error? (I only heard that from a bloke down the pub tho’!)

m>> Always assume your programs are bugged. Remember SKYNET :)) :))

m>>

m>> Regards

m>> Mike Child

m>>

Incorporating such routines deters me from using software, rather than

urges me to. I dont know about you lot... But no matter how good a program

was, no matter how much I needed it, if I thought there was destructive

code within it, I would not buy it, nor would I use it..

m>>

m>>

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.145 Re: SMTP Delivery Error (fwd)

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Fri, 15 Jan 1999 01:52:07 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: SMTP Delivery Error (fwd)

Encoding: quoted-printable

On 14-Jan-99, amorel set out across the seas with this message:

->On 14-Jan-99, Loki wrote:

->>So, if you have 1 SINGLE, SINGLE piece of Shareware you use regualy,

->>and you haven`t registered, you are effectivly a pirate.

->>Just though I`d mention that.

->And i find these references to formatting harddisks et all really

->pathetic, it will make you as much of a lamer as pirates. =

How? Why? It’s the risk they take.

-- =

***************

*** CAT TAG *** ERROR: CPU not found

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 14=B701=B799 ]

!___/ \/DTN.\/

1.146 Re: SMTP Delivery Error (fwd)

From: amorel <amorel@xs4all.nl>

Date: Fri, 15 Jan 1999 05:24:21 +0500

Subject: Re: SMTP Delivery Error (fwd)

On 14-Jan-99, Loki wrote:

>Me?, I dont condone using routines that are designed to damage

No =) anyone in general who`d do these things
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1.147 Re: SMTP Delivery Error (fwd)

From: amorel <amorel@xs4all.nl>

Date: Fri, 15 Jan 1999 05:25:32 +0500

Subject: Re: SMTP Delivery Error (fwd)

On 15-Jan-99, Toby Zuijdveld wrote:

>How? Why? It’s the risk they take.

Not really. Read another reply on your email why. Also I am almost certain

that it is also illegal.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

Uhm.... \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.148 small error check ;)

Fri, 15 Jan 1999 21:43:18 +0100 (CET)

From: amorel <amorel@xs4all.nl>

Date: Fri, 15 Jan 1999 21:42:43 +0500

Subject: small error check ;)

About quake TF, I meant August last year, 1998 ofcourse :)

1.149 sid

From: amorel <amorel@xs4all.nl>

Date: Mon, 25 Jan 1999 22:17:47 +0500

Subject: sid

Im using the XDBsoundsystemlib for being able to play sid songs, but I

dont seem to be able to get it playing. Though I`ve triple checked my

syntax and i do everything according to the docs. All functions concerned

return true, it just doesnt startt. Any idea on this, or a lib which does

play sids? I just only want to code playroutines myself if absolutely

necessary :-)

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32
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H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.150 Re: sid

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 27 Jan 1999 20:17:53 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: sid

Encoding: quoted-printable

Hello amorel

Somewhere amorel wrote:

a > Im using the XDBsoundsystemlib for being able to play sid songs, but =

I

a > dont seem to be able to get it playing. Though I`ve triple checked my=

a > syntax and i do everything according to the docs. All functions conce=

rned

a > return true, it just doesnt startt. Any idea on this, or a lib which =

does

a > play sids? I just only want to code playroutines myself if absolutely=

a > necessary :-)

Ever tried compiling the code ;)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>

I like work ... I can sit and watch it for hours.

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>
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1.151 Re: SHUT UP ABOUT PIRACY!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 12 Jan 1999 15:40:40 +0200

Organization: A97

Subject: Re: SHUT UP ABOUT PIRACY!

Encoding: quoted-printable

Hello Jamie.

On 12-Jan-99, Jamie Bentley wrote:

> We’ve HAD ENOUGH ABOUT BLOODY PIRACY!

No, we havn’t.

> If you want to avoid it, make a stupidly big game (so less people will =

want

> it over the net), give it manual protection (with black on black) and h=

ave the

> code for the manual protection in 5 spots, all encoded with random frac=

tal

> encryption!!!!

1. A stupidly big game can be copied over on a CD costeing less than a qu=

id. Scratch that idea.

2. Manual Protection ? Great so instead of playing a game you can spend a=

ll your time trying too figure out what the protection code is instead. (=

Not to mention that manual protections are the easiest to crack). Scratch=

that idea aswell.

3. Random fractal encryption, now there’s a thought, so instead of "Pleas=

e wait, loading", we’d have "Please wait, Decrypting password. Please com=

e back tomorrow." Scratch that idea.

> NOW SHUT UP ABOUT PIRACY!!!!! I’VE HAD IT!

Well, you really aren’t the only person on the list...

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |
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| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.152 SHUT UP ABOUT PIRACY!

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Tue, 12 Jan 1999 21:13:46 +0500

Organization: Sniper Productions

Subject: SHUT UP ABOUT PIRACY!

Okay,

We’ve HAD ENOUGH ABOUT BLOODY PIRACY!

If you want to avoid it, make a stupidly big game (so less people will want

it over the net), give it manual protection (with black on black) and have the

code for the manual protection in 5 spots, all encoded with random fractal

encryption!!!!

NOW SHUT UP ABOUT PIRACY!!!!! I’VE HAD IT!

You have received mail:

Re: STAMP -----

Re: STAMP OUT -----

AAARGH!

JB

1.153 Re: SHUT UP ABOUT PIRACY!

([62.136.106.230] helo=194.152.64.35 ident=kewl)

by mail10.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100Bea-00064q-00

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 21:47:12 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>
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Date: Tue, 12 Jan 1999 21:40:19 +0100

Organization: Satanic Dreams Software.

Subject: Re: SHUT UP ABOUT PIRACY!

Encoding: binary

Hello Mikkel

Hiya, Mikkel... ,on 12-Jan-99 you wrote me about Re: SHUT UP ABOUT PIRACY!! :)

ML>> Hello Jamie.

ML>>

ML>> On 12-Jan-99, Jamie Bentley wrote:

ML>>

ML>>> We’ve HAD ENOUGH ABOUT BLOODY PIRACY!

ML>>

ML>> No, we havn’t.

I haven`t either :), It`s a good subject :)

And it`s not REALLY off-topic.

I mean any software related issue is on-topic.??

ML>>

ML>>> If you want to avoid it, make a stupidly big game (so less people will

ML>>> want it over the net), give it manual protection (with black on black)

ML>>> and have the code for the manual protection in 5 spots, all encoded

ML>>> with random fractal encryption!!!!

ML>>

ML>> 1. A stupidly big game can be copied over on a CD costeing less than a

ML>> quid. Scratch that idea. 2. Manual Protection ? Great so instead of

ML>> playing a game you can spend all your time trying too figure out what

ML>> the protection code is instead. (Not to mention that manual protections

ML>> are the easiest to crack). Scratch that idea aswell. 3. Random fractal

ML>> encryption, now there’s a thought, so instead of "Please wait, loading",

ML>> we’d have "Please wait, Decrypting password. Please come back tomorrow."

ML>> Scratch that idea.

HAHAHAHAHHahahahaha, That made me laugh :))))

ML>>> NOW SHUT UP ABOUT PIRACY!!!!! I’VE HAD IT!

ML>>

ML>> Well, you really aren’t the only person on the list...

ML>>

ML>>

ML>> Regards

Regards

--
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<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.154 Re: SHUT UP ABOUT PIRACY!

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Wed, 13 Jan 1999 02:08:15 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: SHUT UP ABOUT PIRACY!

Encoding: quoted-printable

On 12-Jan-99, Jamie Bentley set out across the seas with this message:

-> Re: STAMP -----

-> Re: STAMP OUT -----

Hmmm, but Piracy isn’t 5 letters long =3D]

-- =

***************

*** CAT TAG *** Hate your life? Don’t worry, it will eventually go

*************** away by itself.

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 11=B701=B799 ]

!___/ \/DTN.\/
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1.155 Re: SHUT UP ABOUT PIRACY!

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Wed, 13 Jan 1999 23:15:19 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: SHUT UP ABOUT PIRACY!

Encoding: quoted-printable

On 13-Jan-99, Loki set out across the seas with this message:

->I haven`t either :), It`s a good subject :)

It is, isn’t it =3D]

->And it`s not REALLY off-topic.

->I mean any software related issue is on-topic.??

Well, as long as the original software in question was written in Blitz, =

or

the hackers in question use Blitz ;]

-- =

***************

*** CAT TAG *** Unbreakable toys are good for breaking other toys.

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 11=B701=B799 ]

!___/ \/DTN.\/

1.156 Serial Link Questions

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 17:10:04 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Wed, 20 Jan 1999 17:04:41 +0000

Subject: Serial Link Questions

Encoding: quoted-printable

Hi all,

I recently started to implement serial links into my game using the blitz=

serial commands. Not the RI FastSerial ones.

Anyway, what I was doing first, which worked, was sending ONE packet of d=
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ata

over the link everytime I clicked the mouse. The other computer was then

scanning every frame for incoming packets of data. This worked fine.

Now, I’ve started to send two packets over, using a small loop like :

For loop=3D1 to 2

Send_Packet{"PACKET NUMBER"+Str$(loop)}

Next loop

Then the other machine is waiting for packets every frame :

packet$=3D""

Receive_Packet{}

If packet$<>"" ; Something was grabbed from the port

Print packet$ =

End If

But when I’m doing this instead of printing both packets which are being

sent it prints (and therefore only receives) the SECOND packet which is

sent. Occasionaly, I do get the first packet appearing but I need it to

happen every time, maybe even with 15 packets sent in a loop.

I thought the Serial Buffer was meant to store the data in a queue which =

is

processed in turn each time you Receive a packet.

I’m using the functions like this : =

Statement Send_Packet{packet$}

WriteSerialString 0,packet$+Chr$(13),3

End Statement

Statement Receive_Packet{}

SHARED packet$

=

packet$=3DReadSerialString(0)

End Statement

Also, what exactly do the flags do for the WriteSerialString?? The one at=

the end, DoIO and TrueString?

Any ideas on how to get this working?

BTW, I’m opening the serial port with the following command :

If

OpenSerial("serial.device",0,115200,#ser_flag_eofmode|#ser_flag_highspeed=

|#ser_flag_queuedbrk)=3D0

tcp_result=3DFalse

Else

SetSerialBuffer 0,65536
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SetSerialLens 0,64,64,2

tcp_result=3DTrue

End If

This is the same on BOTH machines.

-- =

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>=

1.157 Re: Serial Link Questions

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 21:12:15 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 20 Jan 1999 21:04:21 -0000

encoding: Quoted-printable

Subject: Re: Serial Link Questions

On 20 Jan 99, at 17:04, Daniel broke out long enough to write:

> Also, what exactly do the flags do for the WriteSerialString?? The one a=

t

> the end, DoIO and TrueString?

The flags look liek they force the IO to happen straight away (DoIO).

<insane>

I think truestring maybe just tells the OS (or maybe Blitz?) that the dat=

a

buffer you are sending is a string, and that a NULL in the data string is =

to be

taken as end of this transmission. Yes it sounds wrong and probably is, bu=

t

you’d think that a function with a flag like that would be called

WriteSerialBuffer and you pass an address to the command, and setting that=

flag

would tell it to stop at a NULL.

</insane>

> Any ideas on how to get this working?

I tried using 2 copies of WinUAE, with a loopback serial cable (shortage =

of
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Amigas, awkward to connect A->PC) which didn’t work at all - so if you wan=

t to

send me another Amiga to test it that would be OK I guess...

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.158 Re: Serial Link Questions

From: Anton Reinauer <anton@ww.co.nz>

Date: Thu, 21 Jan 1999 11:23:54 +1300

Subject: Re: Serial Link Questions

On 21-Jan-99, Daniel Allsopp wrote:

> Hi all,

>

> I recently started to implement serial links into my game using the

> blitz serial commands. Not the RI FastSerial ones.

Will you make your routines availiable to the list when you get them

working- as I for one would be interested in them, as I want to have a

modem link as well as the TCP/IP one in my game? :)

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.159 Re: Serial Link Questions

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 05:59:19 +0200

Organization: A97

Subject: Re: Serial Link Questions

Encoding: quoted-printable

Hello Daniel.

On 20-Jan-99, Daniel Allsopp wrote:
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> Hi all,

> I recently started to implement serial links into my game using the bli=

tz

> serial commands. Not the RI FastSerial ones.

Have you tried the fastserial ones ? It might solve the problem.

> Anyway, what I was doing first, which worked, was sending ONE packet of=

data

> over the link everytime I clicked the mouse. The other computer was the=

n

> scanning every frame for incoming packets of data. This worked fine.

> Now, I’ve started to send two packets over, using a small loop like :

> For loop=3D1 to 2

> Send_Packet{"PACKET NUMBER"+Str$(loop)}

> Next loop

> Then the other machine is waiting for packets every frame :

> packet$=3D""

> Receive_Packet{}

> If packet$<>"" ; Something was grabbed from the port

> Print packet$ =

> End If

> But when I’m doing this instead of printing both packets which are bein=

g

> sent it prints (and therefore only receives) the SECOND packet which is=

> sent. Occasionaly, I do get the first packet appearing but I need it to=

> happen every time, maybe even with 15 packets sent in a loop.

> I thought the Serial Buffer was meant to store the data in a queue whic=

h is

> processed in turn each time you Receive a packet.

No. The serial buffer (and indeed all electric buffers) works like this, =

the external signal (in this case from the serial cable) reaches the port=

=2E Now the port it self cannot sotore any data, so instead it puts it in=

a buffer, where the information is kept until the system reads it, or un=

til another serial message is recieved. So the problem is that your secon=

d packet is overwriting the first one. You need to syncronize the two sys=

tems, and make sure that the data is read before sending another one. Usu=

ally you would use the RTS/CTS wires for this (of XOn/XOff handshaking if=

you’re a sad person with out at least a 7 wire cable.) Or you could writ=

e your own handshaking routine. I think the OS does all this for you, so =

it might be enough to set the serial .device to use RTS/CTS handshaking, =
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otherwise I think the RIFastSerial Library does all this for you. If not =

I guess you’ll have to write the routine for yourself.

> I’m using the functions like this : =

> Statement Send_Packet{packet$}

> WriteSerialString 0,packet$+Chr$(13),3

> End Statement

> Statement Receive_Packet{}

> SHARED packet$

> =

> packet$=3DReadSerialString(0)

> End Statement

> Also, what exactly do the flags do for the WriteSerialString?? The one =

at

> the end, DoIO and TrueString?

I dunno. My guess is that DoIO , uses systemcalls, and no DoIO uses hardw=

areregisters. And the TrueString probably determine wheter the string is =

NULL terminated, or EOL ($0A) terminated. I don’t know which it considers=

a Truestring, one is true to the system, another is true to serial comun=

ications.

> Any ideas on how to get this working?

I think so. Haven’t I covered this allready ? :o) If you want any more he=

lp, let me know.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.160 Re: Serial Link Questions

for blitz-list@netsoc.ucd.ie; Thu, 21 Jan 1999 18:25:33 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Thu, 21 Jan 1999 18:17:36 -0000

encoding: Quoted-printable

Subject: Re: Serial Link Questions

> another serial message is recieved. So the problem is that your second

> packet is overwriting the first one. You need to syncronize the two

It could be that because the DoIO flag is set (assuming it sends it

immediately as I thought earlier) that the first packet is not getting a c=

hance

to be sent, so effectively it is being overwritten *before* it is sent.

Didn’t get a chance to try though.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.161 Re: Serial Link Questions

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 22:10:22 +0200

Organization: A97

Subject: Re: Serial Link Questions

Encoding: quoted-printable

On 21-Jan-99, David McMinn wrote:

>> another serial message is recieved. So the problem is that your second=

>> packet is overwriting the first one. You need to syncronize the two

> It could be that because the DoIO flag is set (assuming it sends it =

> immediately as I thought earlier) that the first packet is not getting =

a chance =

> to be sent, so effectively it is being overwritten *before* it is sent.=

Now that would eally be scary.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+
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| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.162 seperating a string...

Date: Mon, 25 Jan 1999 11:08:40 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: seperating a string...

Encoding: 7bit

I did something similar, when I was doing a ’phospher persistance’

effect in a war game...

for i=0 to len(string)/2

temp$=left two characters of main string

string=string-left two characters

print temp$

use a darker colour

print temp$

use an even darker colour

print temp$

next!!!

You are using commas to seperate parts of the string?

like,this,yes?

you’d need a repeat loop..

anyway, I’m just pointing out that I ’killed’ parts of the string I’d

already dealt with....

Goodbye!

James
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1.163 Seperating a string..

([195.92.234.156] helo=allhours.karoo.co.uk ident=kartkexy)

by svr-a-02.core.theplanet.net with smtp (Exim 2.10 #2)

id 103RyW-0001OX-00

for blitz-list@netsoc.ucd.ie; Thu, 21 Jan 1999 21:49:18 +0000

From: Thomas Newsom <thomas.newsom@allhours.karoo.co.uk>

Date: Thu, 21 Jan 1999 19:25:10 +0100

Organization: The Open All Hours BBS @ +44-(0)1482-345494 & +44-(0)1482-447576 24 hours

Subject: Seperating a string..

Hi,

I don’t think this is too hard to setup as a Statement or a function but I

cannot get it to work here no matter how I do it :/

What I am attempting to do is to get a string via edit$(128) from a file

already opened, that bit is no problem, what I want to do then is seperate

the inputted string into seperate parts, the inputted string is similar to

this..

This,is,a,long,string,I,want,to,seperate

I want each word within the string into either dimmed list or into a dimmed

variable as a seperate item.

Anyone?

Cheers

--

Tom.

AKA The Jeepster - An AMIGA BBS and proud of it! - MEMBER <:> *Team AMIGA*

Email : Jeepster@allhours.karoo.co.uk <-> http://www.karoo.net/allhours

ICOA Member <:> ICOA Installer WG Member <:> The Grimms one’s Beta Tester!

1.164 Re: Seperating a string..

for blitz-list@netsoc.ucd.ie; Thu, 21 Jan 1999 23:37:44 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Thu, 21 Jan 1999 23:29:49 -0000

encoding: Quoted-printable

Subject: Re: Seperating a string..

On 21 Jan 99, at 19:25, Thomas broke out long enough to write:

> I don’t think this is too hard to setup as a Statement or a function but=

I
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> cannot get it to work here no matter how I do it :/

>

> What I am attempting to do is to get a string via edit$(128) from a file

> already opened, that bit is no problem, what I want to do then is sepera=

te

> the inputted string into seperate parts, the inputted string is similar =

> this..

>

> This,is,a,long,string,I,want,to,seperate

>

> I want each word within the string into either dimmed list or into a

> dimmed variable as a seperate item.

Dim List word.s(100)

Separate{lyne$}

SHARED word()

pos2.w =3D 1

pos1.w =3D Instr(lyne$,",")

While pos1

If AddItem(word())

word() =3D Mid$(lyne$,pos2,pos1-pos2)

End If

pos2 =3D pos1 + 1

pos1 =3D Instr(lyne$,",",pos2)

Wend

; Get the final word if there are any more characters to process

If Len(lyne$)>pos2

If AddItem(word()) Then word()=3DMid$(lyne$,pos2,Len(lyne$)-pos2+1)

End If

End Statement

Separate{"This,is,a,long,string,I,want,To,seperate"}

ResetList word()

While NextItem(word())

NPrint word()

Wend

Clickmouse

End

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn
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1.165 Re: Seperating a string..

([195.92.234.234] helo=allhours.karoo.co.uk ident=kartkexy)

by svr-a-05.core.theplanet.net with smtp (Exim 2.02 #2)

id 103lfD-0007f1-00

for blitz-list@netsoc.ucd.ie; Fri, 22 Jan 1999 18:50:39 +0000

From: Thomas Newsom <thomas.newsom@allhours.karoo.co.uk>

Date: Fri, 22 Jan 1999 16:35:49 +0100

Organization: The Open All Hours BBS @ +44-(0)1482-345494 & +44-(0)1482-447576 24 hours

Subject: Re: Seperating a string..

On 22-Jan-99, David McMinn wrote:

>> This,is,a,long,string,I,want,to,seperate

>> I want each word within the string into either dimmed list or into a

>> dimmed variable as a seperate item.

[code cut]

Thanks Dave that works fine :) It wasn’t that different from my last stab at

it, the only real difference was yours worked and mine didn’t. Ah well...

Cheers

--

Tom.

AKA The Jeepster - An AMIGA BBS and proud of it! - MEMBER <:> *Team AMIGA*

Email : Jeepster@allhours.karoo.co.uk <-> http://www.karoo.net/allhours

ICOA Member <:> ICOA Installer WG Member <:> The Grimms one’s Beta Tester!

1.166 Semi Re: Fractal Encryption

Date: Mon, 18 Jan 1999 04:40:32 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Semi Re: Fractal Encryption

> > In which case XOR

> > encryption is exactly as effective, but less CPU intensive.

Can someone explain to me what is wrong with xor encryption. Surely

if the key is long enough (say the length of the thing you are going

to encrypt) then it is going to be pretty hard to crack.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com
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1.167 Re: Semi Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 18 Jan 1999 23:52:06 +0200

Organization: A97

Subject: Re: Semi Re: Fractal Encryption

Encoding: quoted-printable

Hello Thomas.

On 18-Jan-99, Thomas Cobb wrote:

>>> In which case XOR

>>> encryption is exactly as effective, but less CPU intensive.

> Can someone explain to me what is wrong with xor encryption. Surely

> if the key is long enough (say the length of the thing you are going

> to encrypt) then it is going to be pretty hard to crack.

Actually it’s impossible to crack, without at least a partial key, and I =

think XOR encryption rules :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.168 Re: Semi Re: Fractal Encryption

Date: Tue, 19 Jan 1999 12:44:52 +0100

From: Kai Gunter Brandt <kai.brandt@odont.uib.no>

Subject: Re: Semi Re: Fractal Encryption

At 11:52 PM 1/18/99 +0200, you wrote:

>Hello Thomas.

>

>On 18-Jan-99, Thomas Cobb wrote:

>

>>>> In which case XOR

>>>> encryption is exactly as effective, but less CPU intensive.

>

>> Can someone explain to me what is wrong with xor encryption. Surely

>> if the key is long enough (say the length of the thing you are going

>> to encrypt) then it is going to be pretty hard to crack.

>

>Actually it’s impossible to crack, without at least a partial key, and I

think XOR encryption rules :o)

>

>

It’s only impossible if the key is as long as the "text" and the key is

100% random...

Text XOR Key = Encrypted

Encrypted XOR Key = Text

It’s posible to "take away" the key then you just have the Text XOR’ed and

then you can use statistics and you have the Decrypted text.

It’s harder if the text/key is small.

I’ll post the solution to this within a few days...

Kai

1.169 Re: Semi Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 19 Jan 1999 20:34:45 +0200

Organization: A97

Subject: Re: Semi Re: Fractal Encryption
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Encoding: quoted-printable

Hello Kai.

On 19-Jan-99, Kai Gunter Brandt wrote:

>>>>> In which case XOR

>>>>> encryption is exactly as effective, but less CPU intensive.

>> =

>>> Can someone explain to me what is wrong with xor encryption. Surely

>>> if the key is long enough (say the length of the thing you are going

>>> to encrypt) then it is going to be pretty hard to crack.

>> =

>> Actually it’s impossible to crack, without at least a partial key, and=

I

>> think XOR encryption rules :o)

> It’s only impossible if the key is as long as the "text" and the key is=

> 100% random...

Erm no. The key doesn’t have to be random. And in the previous text it wa=

s said that the key was long enough. =

> Text XOR Key =3D Encrypted

> Encrypted XOR Key =3D Text

> It’s posible to "take away" the key then you just have the Text XOR’ed =

and

> then you can use statistics and you have the Decrypted text.

> It’s harder if the text/key is small.

Erm, no. What would you XOR the text with if you don’t have the key ? You=

don’t even know how long the key is.

> I’ll post the solution to this within a few days...

Do that.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_
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__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.170 Re: Semi Re: Fractal Encryption

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 21 Jan 99 18:39:06 +0000

Subject: Re: Semi Re: Fractal Encryption

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

Well Kai Gunter Brandt thats what you thought on the Tue, 19 Jan 1999 12:44:52 +0100 this is what I think,

> At 11:52 PM 1/18/99 +0200, you wrote:

> >Hello Thomas.

> >

> >On 18-Jan-99, Thomas Cobb wrote:

> >

> >>>> In which case XOR

> >>>> encryption is exactly as effective, but less CPU intensive.

> >

> >> Can someone explain to me what is wrong with xor encryption. Surely

> >> if the key is long enough (say the length of the thing you are going

> >> to encrypt) then it is going to be pretty hard to crack.

> >

> >Actually it’s impossible to crack, without at least a partial key, and I

> think XOR encryption rules :o)

> >

> >

>

> It’s only impossible if the key is as long as the "text" and the key is

> 100% random...

>

>
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Computers can not make random numbers. Without having random seed

which isn’t gerated by the computer. That keyboard rubbish in PGP

isn’t there just for the fun of it you know!

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.171 Re: Semi Re: Fractal Encryption

From: Sami =?iso-8859-1?Q?N=E4=E4t=E4nen?= <sami.naatanen@dlc.fi>

Date: Fri, 22 Jan 1999 20:38:34 +0200

Subject: Re: Semi Re: Fractal Encryption

Encoding: quoted-printable

19-Jan-99 Wrote Mikkel L=F8kke:

>Hello Kai.

>On 19-Jan-99, Kai Gunter Brandt wrote:

>>>>>> In which case XOR

>>>>>> encryption is exactly as effective, but less CPU intensive.

>>> =

>>>> Can someone explain to me what is wrong with xor encryption. Surely=

>>>> if the key is long enough (say the length of the thing you are going=

>>>> to encrypt) then it is going to be pretty hard to crack.

>>> =

>>> Actually it’s impossible to crack, without at least a partial key, an=

d I

>>> think XOR encryption rules :o)

>> It’s only impossible if the key is as long as the "text" and the key i=

s

>> 100% random...

>Erm no. The key doesn’t have to be random. And in the previous text it w=

as

>said that the key was long enough. =

>> Text XOR Key =3D Encrypted
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>> Encrypted XOR Key =3D Text

>> It’s posible to "take away" the key then you just have the Text XOR’ed=

and

>> then you can use statistics and you have the Decrypted text.

>> It’s harder if the text/key is small.

>Erm, no. What would you XOR the text with if you don’t have the key ? Yo=

u

>don’t even know how long the key is.

>> I’ll post the solution to this within a few days...

>Do that.

Well As Mikkel said if the key is as long as the encrypted data the

decrypting is 100 percently IMPOSSIPLE!!!!

Even if you have part of the key you can’t decrypt the data, because you

don’t know the rest of the key. You can luckily get the part where the

partial part of key is, but you should firstly guess, which part to decry=

pt

with the keyfile part. This is due to the fact that it can be obtained

anywhere from the start to the end, but you don’t know this location.

1.172 Re: Semi Re: Fractal Encryption

From: "Scott" <scott@assembler.free-online.co.uk>

Subject: Re: Semi Re: Fractal Encryption

Date: Sat, 23 Jan 1999 16:21:16 -0000

charset="iso-8859-1"

Encoding: 8bit

On 23/1/1999, Sami Näätänen had this to say:

[About 400 previous messages about encryption snipped]

> Well As Mikkel said if the key is as long as the encrypted data the

> decrypting is 100 percently IMPOSSIPLE!!!!

> Even if you have part of the key you can’t decrypt the data, because you

> don’t know the rest of the key. You can luckily get the part where the

> partial part of key is, but you should firstly guess, which part to decrypt

> with the keyfile part. This is due to the fact that it can be obtained

> anywhere from the start to the end, but you don’t know this location.

Just a couple of rhetorical questions on this:

1 - If XOR encryption, when used in this way, is ’IMPOSSIBLE’ to crack,

why hasn’t the US government made a law against it? They have with RSA

encryption, and we all know that isn’t impossible to crack. It just takes an
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excessive amount of time that usually isn’t worth the effort involved.

2 - Kai Gunter Brandt posted a detailed explanation on how to break XOR

encryption. I haven’t personally tried it, but it seems perfectly feasible.

3 - This whole subject came up because of the topic of piracy, and software

protection. At the end of the day, any encrypted computer program must

somehow decrypt itself to run. Thus, if XOR encryption is used, the key must

be contained somewhere within. Even if the key is pseudo-random generated

by a routine, this must be contained within the program, and is then at the

mercy of anyone with a disassembler.

Bottom line:

No encryption is ’impossible’ to crack when enough intelligence, mathematics

and time is applied. The best anyone can really hope for is to make it so time-

consuming, that the majority of people won’t bother.

Regards,

Scott

scott@assembler.free-online.co.uk

Damn the prime directive, give the Borg Windows 3.1 - Lt. Worf

1.173 Re: Semi Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 08:52:32 +0200

Organization: A97

Subject: Re: Semi Re: Fractal Encryption

Encoding: quoted-printable

On 21-Jan-99, aMIGA_dUDE wrote:

>>>>>> In which case XOR

>>>>>> encryption is exactly as effective, but less CPU intensive.

>>> =

>>>> Can someone explain to me what is wrong with xor encryption. Surely=

>>>> if the key is long enough (say the length of the thing you are going=

>>>> to encrypt) then it is going to be pretty hard to crack.

>>> =

>>> Actually it’s impossible to crack, without at least a partial key, an=

d I

>>> think XOR encryption rules :o)

>> =
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>> It’s only impossible if the key is as long as the "text" and the key i=

s

>> 100% random...

> Computers can not make random numbers. Without having random seed

> which isn’t gerated by the computer. That keyboard rubbish in PGP

> isn’t there just for the fun of it you know!

Yes they can.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.174 Re: Semi Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 09:13:03 +0200

Organization: A97

Subject: Re: Semi Re: Fractal Encryption

Encoding: quoted-printable

Hello Scott.

On 23-Jan-99, Scott wrote:
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> [About 400 previous messages about encryption snipped]

>> Well As Mikkel said if the key is as long as the encrypted data the

>> decrypting is 100 percently IMPOSSIPLE!!!!

>> Even if you have part of the key you can’t decrypt the data, because y=

ou

>> don’t know the rest of the key. You can luckily get the part where the=

>> partial part of key is, but you should firstly guess, which part to de=

crypt

>> with the keyfile part. This is due to the fact that it can be obtained=

>> anywhere from the start to the end, but you don’t know this location.

> Just a couple of rhetorical questions on this:

Well, I think I’ll answer them anyway.

> 1 - If XOR encryption, when used in this way, is ’IMPOSSIBLE’ to crack,=

> why hasn’t the US government made a law against it? They have with RSA=

> encryption, and we all know that isn’t impossible to crack. It just ta=

kes an

> excessive amount of time that usually isn’t worth the effort involved.

Because the RSA algorythm is a matter of national security. And isn’t it =

ironic that in a country where you can by a handgun for about $200, only =

requiring a drivers liscense as ID, you aren’t allowed to use heavy encry=

ption systems ?

> 2 - Kai Gunter Brandt posted a detailed explanation on how to break XOR=

> encryption. I haven’t personally tried it, but it seems perfectly feas=

ible.

Erm, I havn’t tried it either (have no reason to) but as far as I could s=

ee the explanation he gave is very easy to circumvent. It only works on "=

Novel" type texts, things like DATA aso. (for example a binary program) w=

ould be totally impossible to break in that manor.

> 3 - This whole subject came up because of the topic of piracy, and soft=

ware

> protection. At the end of the day, any encrypted computer program must=

> somehow decrypt itself to run. Thus, if XOR encryption is used, the ke=

y must

> be contained somewhere within. Even if the key is pseudo-random genera=

ted

> by a routine, this must be contained within the program, and is then at=

the

> mercy of anyone with a disassembler.

True, to a point. First of all it’s not at the mercy of ANYONE who has a =
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disassembler. It’s at the mercy of anyone with a disassembler who knows w=

hat to look for. And it certainly is an easy way of detering lamers, (Let=

’s face it there are no Elite Crackers left on the AMiGA.) so if for no o=

ther reason at all, this would prove so little trouble for the programer,=

and a major pain for the cracker that there is no reason not to do it.

> Bottom line:

> No encryption is ’impossible’ to crack when enough intelligence, mathem=

atics

> and time is applied. The best anyone can really hope for is to make it=

so time-

> consuming, that the majority of people won’t bother.

I agree, up to a certain point.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.175 Re: Semi Re: Fractal Encryption

([62.136.19.7] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104Mzx-00031j-00

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 10:42:34 +0000
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From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 24 Jan 1999 10:21:22 +0100

Organization: Satanic Dreams Software.

Subject: Re: Semi Re: Fractal Encryption

Encoding: binary

Hello Mikkel

Hiya, Mikkel... ,on 24-Jan-99 you wrote me about Re: Semi Re: Fractal Encryption! :)

ML>> On 21-Jan-99, aMIGA_dUDE wrote:

ML>>

ML>>>> >>> >>>>>> In which case XOR

ML>>>> >>> >>>>>> encryption is exactly as effective, but less CPU

ML>>>> >>> >>>>>> intensive.

ML>>>> >>>

ML>>>> >>> >>>> Can someone explain to me what is wrong with xor encryption.

ML>>>> >>> >>>> Surely if the key is long enough (say the length of the

ML>>>> >>> >>>> thing you are going to encrypt) then it is going to be

ML>>>> >>> >>>> pretty hard to crack.

ML>>>> >>>

ML>>>> >>> Actually it’s impossible to crack, without at least a partial

ML>>>> >>> key, and I think XOR encryption rules :o)

ML>>>>

ML>>>> It’s only impossible if the key is as long as the "text" and the key

ML>>>> is 100% random...

ML>>

ML>>> Computers can not make random numbers. Without having random seed

ML>>> which isn’t gerated by the computer. That keyboard rubbish in PGP

ML>>> isn’t there just for the fun of it you know!

ML>>

ML>> Yes they can.

I agree! Taking the seed from the Timer is RANDOM! Well as random as it

gets! Who the hell is going to get the EXACT millisecond twice?

Huh?

ML>>

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk
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<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.176 Re: Semi Re: Fractal Encryption

From: "Scott" <scott@assembler.free-online.co.uk>

Subject: Re: Semi Re: Fractal Encryption

Date: Sun, 24 Jan 1999 11:13:57 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello Mikkel,

On 24/1/1999 you said:

>> [About 400 previous messages about encryption snipped]

>>> Well As Mikkel said if the key is as long as the encrypted data the

>>> decrypting is 100 percently IMPOSSIPLE!!!!

>>> Even if you have part of the key you can’t decrypt the data, because you

>>> don’t know the rest of the key. You can luckily get the part where the

>>> partial part of key is, but you should firstly guess, which part to decrypt

>>> with the keyfile part. This is due to the fact that it can be obtained

>>> anywhere from the start to the end, but you don’t know this location.

>> Just a couple of rhetorical questions on this:

> Well, I think I’ll answer them anyway.

I thought you might (<:

>> 1 - If XOR encryption, when used in this way, is ’IMPOSSIBLE’ to crack,

>> why hasn’t the US government made a law against it? They have with RSA

>> encryption, and we all know that isn’t impossible to crack. It just takes an

>> excessive amount of time that usually isn’t worth the effort involved.

> Because the RSA algorythm is a matter of national security. And isn’t it ironic

> that in a country where you can by a handgun for about $200, only requiring a

> drivers liscense as ID, you aren’t allowed to use heavy encryption systems ?

Without wishing to sound argumentative, what I meant was - why doesn’t everyone

use ’Text-Length-Random-Key-XOR-Encryption’ if it’s so secure? (TLRKXE - what
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a catchy acronym!) It IS secure from a zero-knowlege, mathematical viewpoint,

but it is less secure because of the key security aspect. I know we are getting off

the beaten track here, but remember the point I made about encrypting computer

programs below.

>> 2 - Kai Gunter Brandt posted a detailed explanation on how to break XOR

>> encryption. I haven’t personally tried it, but it seems perfectly feasible.

> Erm, I havn’t tried it either (have no reason to) but as far as I could see the

> explanation he gave is very easy to circumvent. It only works on "Novel" type

> texts, things like DATA aso. (for example a binary program) would be totally

> impossible to break in that manor.

I see your point. I presume it works on text because you can recognize when you

have part or all of the key because you can read the text. Perhaps though, since

binary programs are mainly made up of a selection of machine-code instructions,

it would be possible to analyse each comparison for certain codes to see if you

were close - for example $4E71 = NOP and $4EF9 = JMP (I think!) Anyway, let’s

just hope no-one bothers eh?

>> 3 - This whole subject came up because of the topic of piracy, and software

>> protection. At the end of the day, any encrypted computer program must

>> somehow decrypt itself to run. Thus, if XOR encryption is used, the key must

>> be contained somewhere within. Even if the key is pseudo-random generated

>> by a routine, this must be contained within the program, and is then at the

>> mercy of anyone with a disassembler.

> True, to a point. First of all it’s not at the mercy of ANYONE who has a

> disassembler. It’s at the mercy of anyone with a disassembler who knows what

> to look for. And it certainly is an easy way of detering lamers, (Let’s face it there

> are no Elite Crackers left on the AMiGA.) so if for no other reason at all, this

> would prove so little trouble for the programer, and a major pain for the cracker

> that there is no reason not to do it.

I think you knew what I meant, but yes, I agree it probably does deter ’lamers’.

>> Bottom line:

>> No encryption is ’impossible’ to crack when enough intelligence, mathematics

>> and time is applied. The best anyone can really hope for is to make it so time-

>> consuming, that the majority of people won’t bother.

> I agree, up to a certain point.

Why thankyou!

Regards,

Scott

scott@assembler.free-online.co.uk

Damn the prime directive, give the Borg Windows 3.1 - Lt. Worf
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1.177 Re: Semi Re: Fractal Encryption

Date: Mon, 25 Jan 1999 04:14:29 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Semi Re: Fractal Encryption

>

> >> Text XOR Key = Encrypted

>

> >> Encrypted XOR Key = Text

>

I couldn’t get the algorithm to crack it to work,any chance of a

simple example?

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.178 Selling OrionIRC

From: Andrew Drays <amiga@ticon.net>

Date: Fri, 29 Jan 1999 22:18:02 -0500

Organization: A&M Orionsoft

Subject: Selling OrionIRC

Hello Blitzers,

I am selling my Source and rights to develop OrionIRC to whomever wants it.. I

know there’s a couple other people in here who have been working on IRC

clients who may be interested in my source..

I, regrettably am going to be selling my amiga and everything I have for it..

in about a month.. and I certainly won’t be needing my source for orionIRc

nor will I need to continue development..

Although I beleive and KNOW that OrionIRC is a good program.. it needs someone

more devoted to the platform to finish it’s work..

I appreciate everyone’s help that’s been in here.. and helped me.. You guys

are great..

Thanx a lot..

Cheers!

--

<TSB>

E-Mail -amiga@ticon.net- Andrew Drays - ( Condore )

IRC - us.undernet.org #amirc #amigachat - Janesville, WI 53546

Webpage http://www.ticon.net/~amiga

<TSB>
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1.179 Re: Selling OrionIRC

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 30 Jan 1999 10:58:24 +0200

Organization: A97

Subject: Re: Selling OrionIRC

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Andrew.

On 30-Jan-99, Andrew Drays wrote:

> I am selling my Source and rights to develop OrionIRC to whomever wants=

it.. I

> know there’s a couple other people in here who have been working on IRC=

> clients who may be interested in my source.. =

> I, regrettably am going to be selling my amiga and everything I have fo=

r it..

> in about a month.. and I certainly won’t be needing my source for orion=

IRc

> nor will I need to continue development.. =

You of all people, my heart bleeds for you. Good luck on whatever platfor=

m you choose, (You’ll need it) but trust me, things will never be the sam=

e again. (Say goodbye to the sense of security)

> Although I beleive and KNOW that OrionIRC is a good program.. it needs =

someone

> more devoted to the platform to finish it’s work.. =

Really ? When is it gonna beat amirc ?

> I appreciate everyone’s help that’s been in here.. and helped me.. You =

guys

> are great.. =

We are, aren’t we :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|
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| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.180 Re: Selling OrionIRC

From: Stuart Walker <stuart@digital-images.demon.co.uk>

blitz-list@netsoc.ucd.ie

Date: Sat, 30 Jan 1999 09:21:20 +0000

Subject: Re: Selling OrionIRC

Hello Andrew

> I, regrettably am going to be selling my amiga and everything I have for

it..

> in about a month.. and I certainly won’t be needing my source for orionIRc

> nor will I need to continue development..

Why are you leaving now?! Things are just starting to get better now!!! Come

on, just stay until summer at least and then you will see all kinds of great

titles like Kijitsu Warriors, Digital Soccer, Space Station 3000, Wipeout

2097, Lambda, F1 Grand Prix etc.

Best Regards

Stuart Walker

Digital Images

1.181 Re: Selling OrionIRC

From: amorel <amorel@xs4all.nl>

Date: Sat, 30 Jan 1999 18:40:54 +0500

Subject: Re: Selling OrionIRC

>> I, regrettably am going to be selling my amiga and everything I have for

>it..

>> in about a month.. and I certainly won’t be needing my source for orionIRc



Yam_Blitz List 190 / 752

>> nor will I need to continue development..

>Why are you leaving now?! Things are just starting to get better now!!! Come

I wonder, why selling your Amiga? I doubt you get a fair amount of money

on it. I`d just keep it and buy whatever fancy pc I`d need :-)

Also, all the emails I read about ppl leaving the Amiga sound so dramatic.

Them why do it? Can`t a person have 2 or more platforms?

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040/32,2g hd,CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.182 Re: Selling OrionIRC

Date: 30 Jan 99 19:22:10 +0100

From: "Jonas Thorell" <jonasth@bahnhof.se>

Subject: Re: Selling OrionIRC

encoding: 7bit

X-System: Amiga 3000/040@40 Mhz, 35 Meg, 3 Gig HD, 28k8

X-Hardware: Prelude soundcard, Vlab digitizer, Domino gfx-card

X-Hardware: Buddha IDE-controller, 24x CD-ROM

X-Software: Aweb, Miami, Thor, ScalOS, MCP and assorted bits of bytes...

X-UIN: 12427044

X-Misc-info: Who’s reading this??

Stuart Walker (stuart@digital-images.demon.co.uk) wrote:

>Why are you leaving now?! Things are just starting to get better now!!! Come

>on, just stay until summer at least and then you will see all kinds of great

>titles like Kijitsu Warriors, Digital Soccer, Space Station 3000, Wipeout

>2097, Lambda, F1 Grand Prix etc.

I don’t what all of those titles are but I suspect at least one or two will

never be finished (:. But speaking of another thing regarding games developement

in particular: those programming games, do *not* require AGA. Requiring more

than ECS is just fine but the A3000 users with gfx-card shouldn’t be left

out in the cold. Sixth sense investigations is a prime example of a game that

would run just fine on just about anything but it requires AGA.

Maybe it’s just me that’s selfish since that’s the equipment I’m having but...
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I hardly dare to buy a game today. The advertisements seldom states the graphics

requirements and it’s a problem getting hold of Amiga magazines where I live

(I don’t have the time to hunt around for a web-page that might tell it) and

the game itself can be hard to find too as well.

Examples of games I have no idea if they’ll run on an ECS+gfx card machine

due to the above reasons:

"Zombie Massacre" (the webpage doesn’t tell), "Blade", ""Star fighter",

"Eat the whistle", "OnEscapee", "Wasted dreams", "Final Odyssey", "The strangers",

"Putty squad", "Wild tracks", "Pinball Pro"," Bubble heroes".

Not that I would have bought everyone if they indeed work on that kind of

configuration but I doubt everyone will. And since I don’t know...well,

you get the idea. And the games would run just fine on gfx-card had the

programmers only had bothered with it.

Those games that really gets me interested and can run on my system does

get bought. If it takes advantage of AHI, so much the better.

Sorry about the rambling.

---

Let me take you on a trip around the world and back, and you won’t

have to move. You just sit still. Now let your mind do the walking.

---

"Sir, are you absolutely sure? It would mean changing the bulb"

1.183 Re: Selling OrionIRC

for blitz-list@netsoc.ucd.ie; Sat, 30 Jan 1999 20:38:32 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 30 Jan 1999 20:30:05 -0000

encoding: Quoted-printable

Subject: Re: Selling OrionIRC

> I don’t what all of those titles are but I suspect at least one or two

They all (or most) look like they might be Digital Images games?...

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn
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1.184 Re: Selling OrionIRC

Date: 30 Jan 99 22:44:23 +0100

From: "Jonas Thorell" <jonasth@bahnhof.se>

Subject: Re: Selling OrionIRC

encoding: 7bit

X-System: Amiga 3000/040@40 Mhz, 35 Meg, 3 Gig HD, 28k8

X-Hardware: Prelude soundcard, Vlab digitizer, Domino gfx-card

X-Hardware: Buddha IDE-controller, 24x CD-ROM

X-Software: Aweb, Miami, Thor, ScalOS, MCP and assorted bits of bytes...

X-UIN: 12427044

X-Misc-info: Who’s reading this??

David McMinn (dmcminn@house-of-mojo.freeserve.co.uk) wrote:

>> I don’t what all of those titles are but I suspect at least one or two

> They all (or most) look like they might be Digital Images games?...

Probably but I hadn’t heard of "Digital Soccer" and "Kijitsu Warriors".

---

Let me take you on a trip around the world and back, and you won’t

have to move. You just sit still. Now let your mind do the walking.

---

Taxes are not levied for the benefit of the taxed.

1.185 Re: Selling OrionIRC

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 31 Jan 99 11:16:46 +0000

Subject: Re: Selling OrionIRC

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

Well amorel thats what you thought on the Sat, 30 Jan 1999 18:40:54 +0500 this is what I think,

>

> >> I, regrettably am going to be selling my amiga and everything I have for

> >it..

> >> in about a month.. and I certainly won’t be needing my source for orionIRc

> >> nor will I need to continue development..

>

> >Why are you leaving now?! Things are just starting to get better now!!! Come

>
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> I wonder, why selling your Amiga? I doubt you get a fair amount of money

> on it. I`d just keep it and buy whatever fancy pc I`d need :-)

>

> Also, all the emails I read about ppl leaving the Amiga sound so dramatic.

> Them why do it? Can`t a person have 2 or more platforms?

I have Amiga1200/PPC with 17" Monitor and next to it is my PC

Windows98 with 15" Monitor. I use my Amiga more than PC. The PC is

use for 3D stuff. And any way if you have a PC way not buy

_Amiga Forever_ if you nead the space that why you get the best of

both worlds. Ow year the only reasion that my Amiga has bigger

montior is because I am on more of the time.

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.186 Re: Selling OrionIRC

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:25:35 +0200

Organization: A97

Subject: Re: Selling OrionIRC

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello amorel.

On 30-Jan-99, amorel wrote:

>>> I, regrettably am going to be selling my amiga and everything I have =

for

>> it..

>>> in about a month.. and I certainly won’t be needing my source for ori=

onIRc

>>> nor will I need to continue development.. =

>> Why are you leaving now?! Things are just starting to get better now!!=

! Come
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> I wonder, why selling your Amiga? I doubt you get a fair amount of mone=

y

> on it. I`d just keep it and buy whatever fancy pc I`d need :-)

Heh, as would (and probably has) anyone else. I know several people.

> Also, all the emails I read about ppl leaving the Amiga sound so dramat=

ic.

> Them why do it? Can`t a person have 2 or more platforms?

No. It’s a bit like having two religions. There is no such thing as a Gre=

ek Catholic :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.187 Re: Selling OrionIRC

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:34:51 +0200

Organization: A97

Subject: Re: Selling OrionIRC

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Jonas.
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On 30-Jan-99, Jonas Thorell wrote:

> Stuart Walker (stuart@digital-images.demon.co.uk) wrote:

>> Why are you leaving now?! Things are just starting to get better now!!=

! Come

>> on, just stay until summer at least and then you will see all kinds of=

great

>> titles like Kijitsu Warriors, Digital Soccer, Space Station 3000, Wipe=

out

>> 2097, Lambda, F1 Grand Prix etc.

> I don’t what all of those titles are but I suspect at least one or two =

will

> never be finished (:. But speaking of another thing regarding games dev=

elopement

Hahah. Ageed.

> in particular: those programming games, do *not* require AGA. Requiring=

more

> than ECS is just fine but the A3000 users with gfx-card shouldn’t be le=

ft

> out in the cold. Sixth sense investigations is a prime example of a gam=

e that

> would run just fine on just about anything but it requires AGA. =

I agree. Unfortunately many here are novices when it comes to programing =

such things. I mean it’s so much easier to just use a copper screen. I fo=

r one (And I KNOW there are others) am only starting to get the hang of d=

oing "real" system friendly programming, and I havn’t actually gotten the=

hang of it yet. (And I’m still rather "In the dark" when trying to figur=

e out how to do a system friendly, non-RTGMaster graphics board compatibl=

e game.)

> Maybe it’s just me that’s selfish since that’s the equipment I’m having=

but...

No it’s not. It’s the programmers who are selfish. "Well, at least it wor=

ks okay on *MY* computer setup".

> I hardly dare to buy a game today. The advertisements seldom states the=

graphics

> requirements and it’s a problem getting hold of Amiga magazines where I=

live

> (I don’t have the time to hunt around for a web-page that might tell it=

) and

> the game itself can be hard to find too as well.
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I agree.

> Examples of games I have no idea if they’ll run on an ECS+gfx card mach=

ine

> due to the above reasons:

> "Zombie Massacre" (the webpage doesn’t tell), "Blade", ""Star fighter",=

=

> "Eat the whistle", "OnEscapee", "Wasted dreams", "Final Odyssey", "The =

strangers",

> "Putty squad", "Wild tracks", "Pinball Pro"," Bubble heroes". =

Of all these I think only Wild Tracks will work on your system. If you ha=

ve a PPC that is.

> Not that I would have bought everyone if they indeed work on that kind =

of

> configuration but I doubt everyone will. And since I don’t know...well,=

> you get the idea. And the games would run just fine on gfx-card had the=

> programmers only had bothered with it.

Once again I agree. Get your act together people. :o)

> Those games that really gets me interested and can run on my system doe=

s

> get bought. If it takes advantage of AHI, so much the better.

Heh. Well AHI is only good for anyone with a sound card. For "ordinary" g=

ood old 1985’ish paula sound, it sucks eggs in a huge way.

> Sorry about the rambling.

Heheh, at least you’re not the only one :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_
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| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.188 Re: Selling OrionIRC

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:43:47 +0200

Organization: A97

Subject: Re: Selling OrionIRC

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 31-Jan-99, aMIGA_dUDE wrote:

>>>> I, regrettably am going to be selling my amiga and everything I have=

for it..

>>>> in about a month.. and I certainly won’t be needing my source for or=

ionIRc

>>>> nor will I need to continue development.. =

>>> Why are you leaving now?! Things are just starting to get better now!=

!! Come

>> I wonder, why selling your Amiga? I doubt you get a fair amount of mon=

ey

>> on it. I`d just keep it and buy whatever fancy pc I`d need :-)

>> Also, all the emails I read about ppl leaving the Amiga sound so drama=

tic.

>> Them why do it? Can`t a person have 2 or more platforms?

> I have Amiga1200/PPC with 17" Monitor and next to it is my PC

> Windows98 with 15" Monitor. I use my Amiga more than PC. The PC is

> use for 3D stuff. And any way if you have a PC way not buy =

> _Amiga Forever_ if you nead the space that why you get the best of

> both worlds. Ow year the only reasion that my Amiga has bigger

> montior is because I am on more of the time.

Erm, Amiga Forever uses UAE, right ? That’s why. UAE is crap and has no A=

GA support. (Last I looked)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+
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| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.189 Re: Selling OrionIRC

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 17:24:51 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sun, 31 Jan 1999 17:16:22 -0000

encoding: Quoted-printable

Subject: Re: Selling OrionIRC

> > I have Amiga1200/PPC with 17" Monitor and next to it is my PC

> > Windows98 with 15" Monitor. I use my Amiga more than PC. The PC is u=

se

> > for 3D stuff. And any way if you have a PC way not buy _Amiga

> > Forever_ if you nead the space that why you get the best of both world=

s.

> > Ow year the only reasion that my Amiga has bigger montior is because =

I

> > am on more of the time.

>

> Erm, Amiga Forever uses UAE, right ? That’s why. UAE is crap and has no

> AGA support. (Last I looked)

WinUAE is actually OK (providing you have a P-II or high end Pentium). As=
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long

as you use the uaegfx card, with Picasso96 or something. It doesn’t really=

need

AGA support, unless you are developing something AGA specific, which not m=

any

people are, and for testing you could always get a beta-tester with AGA.

Also, when using Blitz with it, you should use the BSS version of the

debugger, WinUAE doesn’t like any other version. Something I’ve found out =

many

times. !*"$% @@=A3@ˆˆ=A3.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.190 Re: Selling OrionIRC

Date: 31 Jan 99 22:20:56 +0100

From: "Jonas Thorell" <jonasth@bahnhof.se>

Subject: Re: Selling OrionIRC

encoding: 8bit

X-System: Amiga 3000/040@40 Mhz, 35 Meg, 3 Gig HD, 28k8

X-Hardware: Prelude soundcard, Vlab digitizer, Domino gfx-card

X-Hardware: Buddha IDE-controller, 24x CD-ROM

X-Software: Aweb, Miami, Thor, ScalOS, MCP and assorted bits of bytes...

X-UIN: 12427044

X-Misc-info: Who’s reading this??

Mikkel Løkke (FlameDuck@usa.net) wrote:

>> in particular: those programming games, do *not* require AGA. Requiring

>> more than ECS is just fine but the A3000 users with gfx-card shouldn’t be

>> left out in the cold. Sixth sense investigations is a prime example of a

>> game that would run just fine on just about anything but it requires AGA.

>I agree.

Thank you. I’m not alone in finding that situation silly. Especially

considering that gfx-cards in general are so much better than AGA

in just about every respect. Speed, no of colours and the resolution.

The way I see it, games programmers should think about this:

Does the game really need more than what ECS offers? If it doesn’t,

don’t require it (Superfrog wouldn’t be any better with glorious AGA-graphics or

RTG graphics after all). If it does, give the option of choosing between AGA and
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RTG.

>Unfortunately many here are novices when it comes to programing such

>things. I mean it’s so much easier to just use a copper screen.

Indeed.

>I for one (And I KNOW there are others) am only starting to get the hang of doing

>"real" system friendly programming, and I havn’t actually gotten the hang of

>it yet. (And I’m still rather "In the dark" when trying to figure out how to

>do a system friendly, non-RTGMaster graphics board compatible game.)

Hm, but when (or is it if?) you do get the hang of it, the long struggle will

pay off.

>> Maybe it’s just me that’s selfish since that’s the equipment I’m having

>> but...

>No it’s not. It’s the programmers who are selfish. "Well, at least it works

>okay on *MY* computer setup".

Which is fine, barely but still, if it’s a PD/freeware program. Not when we’re talking

about commercial releases.

>> "Zombie Massacre" (the webpage doesn’t tell), "Blade", ""Star fighter",

>> "Eat the whistle", "OnEscapee", "Wasted dreams", "Final Odyssey", "The

>> strangers", "Putty squad", "Wild tracks", "Pinball Pro"," Bubble heroes".

>Of all these I think only Wild Tracks will work on your system. If you have a

>PPC that is.

I suspected that most wouldn’t. But that rather proves my point, doesn’t it?

And for PPC...no, I don’t have one. Way too expensive for my liking (not to

mention wallet). But are you trying to tell me that it will run on a gfx-card

if I have a PPC but insists on AGA otherwise? Talk about clumsy programming.

I seriously doubt that P96/Cgfx causes that much overhead to render it out

of the question with plain 68k. Especially since I could play rather complex

games on the gfx-card if I boot up ShapeShifter.

>> Those games that really gets me interested and can run on my system does

>> get bought. If it takes advantage of AHI, so much the better.

>Heh. Well AHI is only good for anyone with a sound card.

That would be me.

>For "ordinary" good old 1985’ish paula sound, it sucks eggs in a huge way.

Partly. It works well with Paula if configured right. Besides, Myst uses it

so it does work fine for the games and Paula combo. AmigaAMP uses it to good

effect as well. But since Paula is so well established, a fallback to no-AHI

would perhaps be a good idea.

---

Let me take you on a trip around the world and back, and you won’t

have to move. You just sit still. Now let your mind do the walking.

---

Any program will expand to fill available memory.
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1.191 SCSI (CDROM) Commands

From: "BootBlock/Carnage" <BootBlock@Bigfoot.com>

Subject: SCSI (CDROM) Commands

Date: Sun, 24 Jan 1999 17:12:32 -0000

charset="iso-8859-1"

Encoding: 7bit

Hi,

Can someone tell me where to get a doc file (any Amiga/PC format) on

SCSI(-2) CDROM commands? A sort of command set type of thing.

Thanks in advance!

--

BootBlock/Carnage, from Grimsby, England. - ICQ#: 14864929

HTTP://fly.to/ParpsVille - Amiga/PC/PSX, Blitz2, Emulation, etc...

A1200T/020-28/iP166/2+4+32Mb/2.1+4.3Gb/56k/CDD3600 SCSI ReWriter (in 1

case!)

1.192 scrollvport

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 15:49:53 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 3 Jan 99 15:49:17 +0000

Subject: scrollvport

Encoding: 7bit

Hi.

I’m having some problems getting ScrollVPort_ to work properly. This

is with regards to outputting to a double or triple buffer (double or

triple height) screen on a graphics card.

The following code:

*VP._ViewPort=ViewPort(0)

*VP\DyOffset=buf*PrefDisplayHeight

ScrollVPort_ *VP

does not work, and yet:

*VP._ViewPort=ViewPort(0)

*Ras.RasInfo=*VP\RasInfo

*Ras\RyOffset=buf*PrefDisplayHeight

ScrollVPort_ *VP

does work, except that it loses about 10 frames/second!
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When i use DyOffset in the ViewPort, which is what I’m sure you’re

meant to use, I might be fortunate enough for it to appear to work for

a few moments and then the screen goes blank. When that problem

doesn’t occur and I’m in 320x240 for example, the verticle position

has absolutely no effect so you only ever see the top buffer.

Any ideas? I’m using picasso96 and Pixel64.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.193 ScreenWidths and Heights!

([62.136.69.38] helo=194.152.64.35 ident=stingent)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105M0X-0005KO-00

for blitz-list@netsoc.ucd.ie; Wed, 27 Jan 1999 03:51:19 +0000

From: Bippy M <BippyM@stingent.freeserve.co.uk>

Date: Wed, 27 Jan 1999 03:41:28 +0000

Subject: ScreenWidths and Heights!

Hi,

Could some kind person, gimme a little code that shows me how to get the

width and height of a screen please, and maybe also explain TAGlists a

little, with some example code (Please keep the 2 codes seperate if

possible)..

Also the Blitz commands Screenwidth and screenheight don’t work on any

bigger than 640/256 :((

Thanks

--

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

| |

| ---- Stingent BBS: 24hrz 7 Dayz --- 01332 740984 ---- |

| ----------------------------Stingent---------------------------- |

| - Mark Green "Bippy M" | Fido @ 2:256/306.9 | Fluffy @ 888:120/0 - |

| |

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x
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1.194 Re: ScreenWidths and Heights!

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 27 Jan 1999 04:38:30 -0500

Subject: Re: ScreenWidths and Heights!

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748217960.2

Hi Bippy

On 26-Jan-99, Bippy M wrote:

> Hi,

>

> Could some kind person, gimme a little code that shows me how to get the

> width and height of a screen please, and maybe also explain TAGlists a

> little, with some example code (Please keep the 2 codes seperate if

> possible)..

I have attached an example of getting the screen information.

There is an example on my web page of using screentags - I have posted it

here before, so I won’t piss off everyone by posting it again.

If you don’t have web-access let me know and I will email you a copy.

Later...

--

He who hesitates looses the parking spot.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

--BOUNDARY.1748217960.2

Content-Disposition: attachment; filename="ScreenInfo.asc"

;demo of getting screen information

;last modified JAN 10 1999

;by Curt Esser <camge@ix.netcom.com>

;====== MUST have Blitzlibs:amigalibs.res as

;====== resident in your compiler options!

WBStartup

NoCli

FindScreen 0 ;get information on the active screen

;normally (but not always) the front screen
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;*SCR will point to a Screen structure

*SCR.Screen=Peek.l(Addr Screen (0))

;---- OK, Got it! Now let’s gather some information:

Gosub getScreenInfo

;----- let’s make a window, using the information:

winwidth.w=400

winx.w=(swidth.w-winwidth)/2 ;we’ll center it on the screen

winhi.w=sheight.w-20 ;and make it a bit shorter than the screen

winy.w=bheight.b+2 ;and put it just below the title bar

title$="Screen Info :"

Window 0,winx,winy,winwidth,winhi,$8|$400|$1000,title$,dpen.w,bpen.w

;---- now let’s print the Screen’s info in our window

Repeat

Free IntuiFont 0

LoadFont 0,font$,fontY.w ;we’ll use the screen’s font

WindowFont 0

NPrint " "

NPrint " Screen = ",stitle$

WPrintScroll

NPrint " Font = ",font$

WPrintScroll

NPrint " Font size= ",fontY

WPrintScroll

NPrint " Width = ",swidth.w," pixels"

WPrintScroll

NPrint " Height = ",sheight.w," pixels"

WPrintScroll

NPrint " TitleBar = ",bheight.b," pixels"

WPrintScroll

NPrint " Front Pen= ",bpen.w

WPrintScroll

NPrint " Back Pen = ",dpen.w

WPrintScroll

NPrint " "

WPrintScroll

If *NXT.Screen

NPrint " -- Press {RETURN} to continue --"

Else

NPrint " No other screens opened "
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EndIf

WPrintScroll

NPrint " "

WPrintScroll

ev.l=WaitEvent

If ev=$400 AND *NXT

*SCR.Screen=*NXT.Screen

Gosub getScreenInfo

NPrint "================================================================"

WPrintScroll

Else

ev=$200 ;if no other screens, fake a close-gadget hit :)

EndIf

Until ev=$200 AND EventWindow=0

End

getScreenInfo

stitle$=Peek$ (*SCR\Title) ;the screen’s title

font$=Peek$ (*SCR\Font\ta_Name) ;screen font’s name

fontY.w=*SCR\Font\ta_YSize ;font height

swidth.w=*SCR\Width ;screen’s width

sheight.w=*SCR\Height ;and height

bheight.b=*SCR\BarHeight ;height of it’s title bar

dpen.w=*SCR\DetailPen AND $FF ;the drawing pen colours

bpen.w=*SCR\BlockPen AND $FF

*NXT.Screen=*SCR\NextScreen ;the next screen, if any

Return

--BOUNDARY.1748217960.2--

1.195 Re: ScreenWidths and Heights!

27 Jan 99 09:59:51 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Wed, 27 Jan 1999 09:59:37 -0000

encoding: Quoted-printable

Subject: Re: ScreenWidths and Heights!

On 27 Jan 99, at 3:41, Bippy M wrote:

> Could some kind person, gimme a little code that shows me how to get the

> width and height of a screen please, and maybe also explain TAGlists a
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> little, with some example code (Please keep the 2 codes seperate if

> possible)..

If you’ve opened your screen using Blitz commands then you could do:

*scr.Screen =3D Peek.l(Addr Screen(#screen_num))

sw.w =3D *scr\Width

sh.w =3D *scr\Height

If you are using OS commands, then you will already have the *scr pointer=

(and

don’t need to do the first line above), and if you are using the NLibs, yo=

u do

*scr.Screen=3DNScreen(....) when you open the screen (and don’t do the fir=

st line

above)

-------------------- SEPARATOR -------------------------

A taglist is an array of tag items, each tag item being a newtype consist=

ing

of two longwords. The first longword is the tag that you want to change

(normally some option for i.e. a gadget or a window etc). The second longw=

ord

is the data you want to use with the tag, which is tag specific and

explanations can be found where the tags are listed (Autodocs).

To create a tag list, you create and array of TagItem newtypes, i.e.

Dim tags.TagItem(10)

Then you start filling in your tag items starting from index 0 in the arr=

ay:

tags(0)\ti_Tag =3D #SOME_TAG_HERE, data_for_tag.l

Finally you signify the end of the tag list with #TAG_DONE (or #TAG_END o=

r 0,

they’re all the same)

tags(1)\ti_Tag =3D #TAG_DONE ; You don’t need to specify data when =

you are

; ending the tag list

Now, when you require the use of the tag list, if you are using a OS comm=

and,

you pass the address of the first tag item, i.e.

GT_SetGadgetAttrsA_ *mygadget,&tags(0)

However, if you are using the NLibs, then you do not need to include the =

&

symbol on the front of the tag list, i.e.
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NWindow 0,x,y,w,h,tags(0)

If you DON’T want to use any tags, then just specify 0 as the tag list

parameter to the command.

------------------------ SEPARATOR ----------------------------

; An example, requires amigalibsii.res or above

Dim asltags.TagItem(10)

; Tell ASL screenmode requester to do width gadget

asltags(0)\ti_Tag=3D#ASLSM_DoWidth,-1

; Tell ASL screenmode erquester to do height gdaget

asltags(1)\ti_Tag=3D#ASLSM_DoHeight,-1

; Tell ASL screenmode requester to do depth slider

asltags(2)\ti_Tag=3D#ASLSM_DoDepth,-1

; Tell ASL screenmode requester to use 640 as minimum width

asltags(3)\ti_Tag=3D#ASLSM_MinWidth,640

; Tell ASL screenmode requester to use 400 as minimum height

asltags(4)\ti_Tag=3D#ASLSM_MinHeight,400

; Tell ASL screenmode requester to use 3 bitplanes as minimum depth

asltags(5)\ti_Tag=3D#ASLSM_MinDepth,3

; End the tag list

asltags(6)\ti_Tag=3D#TAG_DONE

; Show the Screenmode requester

scrmd.l =3D AllocAslRequest_(#ASL_ScreenModeRequest,0)

If scrmd

AslRequest_ scrmd,&asltags(0)

FreeAslRequest_ scrmd

End If

End

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.196 Re: ScreenWidths and Heights!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 16:20:31 +0200

Organization: A97

Subject: Re: ScreenWidths and Heights!
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Encoding: quoted-printable

Hello Curt.

On 27-Jan-99, Curt Esser wrote:

> On 26-Jan-99, Bippy M wrote:

>> Could some kind person, gimme a little code that shows me how to get t=

he

>> width and height of a screen please, and maybe also explain TAGlists a=

>> little, with some example code (Please keep the 2 codes seperate if

>> possible)..

> I have attached an example of getting the screen information.

> There is an example on my web page of using screentags - I have posted =

it

> here before, so I won’t piss off everyone by posting it again.

Really, I hardly think people are going to be pissed of about something l=

ike that. To my knowledge the list gets new subscribers all the time, and=

many might have missed it the first time arround.

> If you don’t have web-access let me know and I will email you a copy.

Talk about customer suport.... :o) At the school I worked at we had just =

bought 4 new PC’s. The supplier "forgot" to include the network card, so =

we called him up, and we had the cards within a week. So far so good. The=

n he had forgotten to include the driver software, we phoned him again, a=

nd he sent us two discs. Naturally the drivers on the discs where for an =

entirely different card than the ones he had sent. So we phoned him up ag=

ain, we where starting to get just a little bit anoyed, anyway he told us=

that we could just go to winfiles and get the drivers. Being an AMiGA ow=

ner, and not familiar with either Winfiles or Drivers, I itryed looking i=

t up in the phone book. No such thing. Imagine my surprise when I found o=

ut winfiles was on the Internet. And how did that idiot down at the store=

imagine us getting files from the Internet without having Internet ? No =

answer. So about this time I was so fed up with the total incompetance of=

the PC store clerk that I decided to go home and download them myself, p=

ut them on a Jaz disc and bring them to work the next day. It took about =

15 minutes. How difficult is that then ?!?!?

Anyway I’m totally of topic here so I’ll just shut up now.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)
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/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.197 Re: ScreenWidths and Heights!

From: Frederic Laboureur <alphasnd@sdv.fr>

Date: Wed, 27 Jan 1999 19:01:09 +0100

Organization: Fantaisie Software

Subject: Re: ScreenWidths and Heights!

Encoding: quoted-printable

Hi, =

> On 27 Jan 99, at 3:41, Bippy M wrote:

> =

>> Could some kind person, gimme a little code that shows me how to get t=

he

>> width and height of a screen please, and maybe also explain TAGlists a=

>> little, with some example code (Please keep the 2 codes seperate if

>> possible)..

> =

> If you’ve opened your screen using Blitz commands then you could do:

> =

> *scr.Screen =3D Peek.l(Addr Screen(#screen_num))

> sw.w =3D *scr\Width

> sh.w =3D *scr\Height

> =

> If you are using OS commands, then you will already have the *scr point=
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er

> (and don’t need to do the first line above), and if you are using the

> NLibs, you do *scr.Screen=3DNScreen(....) when you open the screen (and=

don’t

> do the first line above)

Just a little precision, on the NLibs you can use the NScreenWidth() =

and

NScreenHeight() commands which works simply well and doesn’t requiers any=

pointers...

Bye,

Fred.

-------------------------------------------------------------------------=

--------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_ =

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr =

(o o_ /(o o)\ _o o) =

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’ =

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

-------------------------------------------------------------------------=

--------

1.198 screens and colors 2

From: "Philippe Bovier" <bovier@club-internet.fr>

Organization: NightLight Team

Date: 17 Jan 99 10:42:35 -0100

Subject: screens and colors 2

Encoding: 7bit

hello,

- De-archiveur is a program for crunch and decrunch archive. His main

window are 3 bitplans but the shapes used in the window appared in

only 4 colors but the shapes have also 3 bitplans but De-archiveur

only show 4 colors. De-Archiveur is codes in Blitz mode.

- De-archiveur have also the possibility to show a pattern in all this

window but if someone try to use a pattern with more than 8 colors,

there is not the good colors in the window but very differents strange
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colors but with a pattern colored with the MWB colors, It’s OK.

(Untill now because I’m not sure if the pattern we try has 4 or more

colors).

Finally the problem is:

What is the method to use correctly a brush, a shape in 3 bitplans in

3 bitplans screen, etc.. in a WB program ???

--

Philippe Bovier ( *Mrod* ) mailto:Bovier@club-internet.fr

------------>> Friend’s project in Blitz Basic <<----------

- De-Archiveur1.3 -> Aminet - FileFrog -> In progress

- XFD GUI Package -> In progress - BUBBLE AGA -> stand by

1.199 screens and colors 1

From: "Philippe Bovier" <bovier@club-internet.fr>

Organization: NightLight Team

Date: 17 Jan 99 10:33:15 -0100

Subject: screens and colors 1

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/

General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD236A1BC6B-17E81423==8<=_=

Encoding: 7bit

Hello,

My friend give me this little code and want to know:

LoadFont 0,"topaz.font",8

first he want to know if It’s possible to hide the screen1.

Screen 0,0,0,640,256,3,$00029000,"Ecran 1",1,2

and after the screen2 are in the workbench screen in hires-lace with

more color if possible than the wb screen open in hires.

Window 0,20,20,600,216,$0000000F,"Ecran 2",1,2

My friend doesn’t arrive to catch the screen1. He want to know if It’s
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possible to open a pubscreen and hide at the same time for after open

a window in more colors than the wb.

I’m personnaly impossible for me to make that but a surprise is

possible maybe.

--

Philippe Bovier ( *Mrod* ) mailto:Bovier@club-internet.fr

------------>> Friend’s project in Blitz Basic <<----------

- De-Archiveur1.3 -> Aminet - FileFrog -> In progress

- XFD GUI Package -> In progress - BUBBLE AGA -> stand by

--=_=8<==MD236A1BC6B-17E81423==8<=_=

Encoding: base64

Content-Disposition: attachment; filename="Test.bb2"

X-MD2-FilePath: Empty:Test.bb2

AAAgIMMBIDAsInRvcGF6LmZvbnQiLDgAICA7IGonYWltZXJhaXMgZmFpcmUgZGlzcGFyYWl0cmUg

bGUgc2NyZWVuIHBhciBkZXJyaWVyZSBtb24gV29ya2JlbmNoACAgO3BvdXIgcG91dm9pciB2b2ly

IG1vbiB1dGlsaXRhaXJlIHBhciBkZXNzdXMgbW9uIFdvcmtiZW5jaAAgIDttb24gZWNyYW4gMSBk

ZXZyYWlzIGV0cmUgaW52aXNpYmxlIGEgbCdvZWlsAAAgIM8BICAgICAgICAwLDAsMCw2NDAsMjU2

LDMsJDAwMDI5MDAwLCJFY3JhbiAxIiwxLDIAACAgO3RhbmRpcyBxdWUgbW9uIGVjcmFuIDIgbHVp

IGRldnJhaXMgYXBwYXJhaXRyZSBzdXIgbW9uIFdvcmtiZW5jaAAgIDtjZSBxdWkgbWUgcGVybWV0

cmFpcyBkJ2FmZmljaGFpcyBtb24gZWNyYW4gMiBlbiBoYXV0ZSByZXNvbHV0aW9uIGVudHJlbGFj

ZQAgIDtzdXIgbW9uIFdvcmtiZW5jaCBlbiBoYXV0IHJlc29sdXRpb24AACAgxQEgICAgICAgIDAs

MjAsMjAsNjAwLDIxNiwkMDAwMDAwMEYsIkVjcmFuIDIiLDEsMgAAICA7TGUgc2V1bCBwcm9ibGVt

ZSBjJ2VzdCBxdWUgamUgbidhcnJpdmUgcGFzIGEgY2FjaGVyIG1vbiBlY3JhbiAxACAgO3NpIHR1

IGxlIHBldXggamUgdm91ZHJhaXMgcXVlIHR1IHBvc2UgbGEgcXVlc3Rpb24uLgAAICCACgAAICCA

AgAAO3R1IHBldXggZXhlY3V0ZSBsZSBwcm9ncmFtbWUgcG91ciBtaWV1eCBjb21wcmVuZHJlIGxl

IHByb2JsZW1lLi4uLi4uAA==

--=_=8<==MD236A1BC6B-17E81423==8<=_=--

(end of MIME multipart message)

1.200 scr=asc!

From: "opi.plastic aka emil" <opi@abyss.lodz.pdi.net>

Date: Mon, 04 Jan 1999 22:49:39 +0100

Organization: calkowiecie nie-zorganizowany

Subject: scr=asc!

Yello,

U guys out there! Please, i’m sick of lookin in *.bb2 format scr

why? b’koz i never got full working exampel.... some of

commands are untokenised.... it’s drawing me creazy =-)
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please, if u wanna spread yours scr save it as ascii

zdroofka!

--

opi.plastic <opi@amigascne.org>

amiga+linux+net+grass+ascii+scene = phuunnn

1.201 Re: scr=asc!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 09 Jan 1999 15:43:23 +0200

Organization: A97

Subject: Re: scr=asc!

Encoding: quoted-printable

On 09-Jan-99, BaH wrote:

>> please, if u wanna spread yours scr save it as ascii

> I’d agree, as sometimes, on my system at least, the tokenisation comes =

up =

> as ????? on some of the commands. With an exact copy of that program =

> loaded from it’s ASCII source, all the tokens come up okay, and it =

> compiles no problem.

> It’s not that much of an effort to save the source as ASCII anyways. S=

o =

> why not, folks ?

First of let me state that I too agree that sources should be spread as A=

SCII. Next of I’ll say that the reason some sources aren’t saved as ASCII=

was that no versions of TED (and indeed not all versions of SuperTED) co=

uld Export source as ASCII. Not much point in being upset, it’s ust annoy=

ing, that’s al, anyway most of the times it’s quite easy to guess which c=

ommands are missing...

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |
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| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.202 Re: scr=asc!

Subject: Re: scr=asc!

Date: Sat, 9 Jan 99 14:37:45 +0000

From: BaH <brucey@thenet.co.uk>

Hi,

>please, if u wanna spread yours scr save it as ascii

>

I’d agree, as sometimes, on my system at least, the tokenisation comes up

as ????? on some of the commands. With an exact copy of that program

loaded from it’s ASCII source, all the tokens come up okay, and it

compiles no problem.

It’s not that much of an effort to save the source as ASCII anyways. So

why not, folks ?

regards

Brucey

1.203 Re: scr=asc!

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 09 Jan 1999 09:58:50 -0500

Subject: Re: scr=asc!

Hi BaH

On 09-Jan-99, BaH wrote:

> Hi,

>
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>> please, if u wanna spread yours scr save it as ascii

>>

>

> I’d agree, as sometimes, on my system at least, the tokenisation comes up

> as ????? on some of the commands. With an exact copy of that program

> loaded from it’s ASCII source, all the tokens come up okay, and it

> compiles no problem.

> It’s not that much of an effort to save the source as ASCII anyways. So

> why not, folks ?

Yes, I agree too! Sure, it loads a bit slower the first time. But this

really doesn’t matter for the small examples we post here.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.204 Re: scr=asc!

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 09 Jan 1999 10:10:24 -0500

Subject: Re: scr=asc!

Encoding: quoted-printable

Hi Mikkel

On 09-Jan-99, Mikkel L=F8kke wrote:

> =

> First of let me state that I too agree that sources should be spread as=

> ASCII. Next of I’ll say that the reason some sources aren’t saved as

ASCII

> was that no versions of TED (and indeed not all versions of SuperTED)

could

> Export source as ASCII. Not much point in being upset, it’s ust annoyin=

g,

> that’s al, anyway most of the times it’s quite easy to guess which

commands

> are missing...

Well, it’s always been possible with all versions of TED and SuperTed to

mark the entire source as a "block", then "Save Block" to disk. Blocks a=

re

ALWAYS saved as ascii.
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As usual, this isn’t explained in the manual, but I discovered it by

accident.

So if you think you can’t save as ascii with your version of TED, give it=

a

try.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.205 Samples > 128kb

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m0zzSKB-002pT7C@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Sun, 10 Jan 1999 22:23:07 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Sun, 10 Jan 1999 22:19:41 +0100

Organization: Airsoft Softwair

Subject: Samples > 128kb

Hi !!

I recently found some source that plays samples which are bigger

than 128kb from disk. But is it also possible to play those samples

without using diskbuffers? Just load the sample in ram and then

play it....possible?

--

Greetings,

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

Ram, 33.600 Modem

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

of Amiga CD
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1.206 RE: Samples > 128kb

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: RE: Samples > 128kb

Date: Mon, 11 Jan 1999 13:53:54 -0000

charset="ISO-8859-1"

>I recently found some source that plays samples which are bigger

than 128kb from disk.

Ooh - can I have this?

Chris

1.207 Re: Samples > 128kb

for blitz-list@netsoc.ucd.ie; Sun, 17 Jan 1999 13:25:07 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Samples > 128kb

Date: Sun, 17 Jan 1999 13:20:52 -0000

charset="iso-8859-1"

Encoding: 7bit

Hi.

You could load the sample into FastRAM and then stream it into chip from

there. I could write some code if you like.

Nick / Skillo

-----Original Message-----

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: 10 January 1999 21:23

Subject: Samples > 128kb

>Hi !!

>

>I recently found some source that plays samples which are bigger

>than 128kb from disk. But is it also possible to play those samples

>without using diskbuffers? Just load the sample in ram and then

>play it....possible?

>

>--

>Greetings,

>

> Andreas

>
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>email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

>Softwair, Coder

>WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD,

18MB

>Ram, 33.600 Modem

>

>"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

>the release of Win95" Bill Gates in`98

>"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

>of Amiga CD

>

>

1.208 Sad programers (Was : AFS vs. FFS [increasingly offtopic]) :o)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 18:23:10 +0200

Organization: A97

Subject: Sad programers (Was : AFS vs. FFS [increasingly offtopic]) :o)

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 03-Jan-99, Eoghann Irving wrote:

[-Argh !-]

>>> Come on. I want to use my computer. Buggy programs shouldn’t

> bring

>>> down the entire computer or the filesystem.

> =

>> Yes, I completely agree- go tell all these programmers to stop

>> being naughty!

> Well its not just the programmers. Sometimes its simply a memory thing

> (thats what causes IBrowse crashes on my system mainly).

Ah, memory thing. I blame programers. Make sure you actually own the memo=

ry you use. (HINT)

> Also (and getting somewhat on topic again) Blitz programming can cause

> a lot of crashes I find. Which is another good reason to have a

> stable file system. :)

Well, yes, since most (Well at least SOME) Blitz programers don’t have a =

fundamental knowledge of the AMiGA hardware, the OS, and how to use it pr=

operly.
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Anyway, all programing can cause crashes, I have yet to see a single prog=

ram, that given the right circumstances, wouldn’t crash.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.209 RTGMaster.library

Sun, 3 Jan 1999 02:27:59 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Sun, 03 Jan 1999 02:26:26 +0300

Organization: Nukleus

Subject: RTGMaster.library

Hello all Blitzers!

I’ve been trying out RTGMaster.library from withinn Blitz now here on my

system for a while, but are still struggeling with some problems.

If you’re interrested in trying out an executable program for me and replying

how it looked and worked for you I would be very much glad =)

Kind regards, Thor.

--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.



Yam_Blitz List 220 / 752

1.210 rtgmaster

for blitz-list@netsoc.ucd.ie; Sat, 2 Jan 1999 21:39:59 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 2 Jan 99 21:38:29 +0000

Subject: rtgmaster

Encoding: 7bit

Hi.

Has anyone converted rtgmaster.library for blitz yet?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.211 Re: rtgmaster

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 11:29:50 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Sun, 03 Jan 1999 11:28:53 +0000

Subject: Re: rtgmaster

Hello Paul

> Has anyone converted rtgmaster.library for blitz yet?

While we’re on the subject (if you can use rtgmaster.library with Blitz),

how would you use the following commands:Screen, window, Bitmap, Show

Bitmap, Show Palette, Bitmaptowindow

Thanks.

Stuart Walker

1.212 RTGMaster

Sun, 3 Jan 1999 15:17:29 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Sun, 03 Jan 1999 15:16:02 +0300

Organization: Nukleus

Subject: RTGMaster

Hello,

Due to the military service I’ll have to leave the miggy and coding for about
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2 weeks, if anyone of you would like to have the example executable of using

RTGMaster.library with Blitz, please contact David McMinn

(dmcminn@house-of-mojo.freeserve.co.uk) and he’ll send you the example.

Kind regards, Thor.

--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.

1.213 Re: rtgmaster

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 03 Jan 1999 17:50:55 +0200

Organization: A97

Subject: Re: rtgmaster

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 02-Jan-99, Paul wrote:

> Has anyone converted rtgmaster.library for blitz yet?

Yes. Peter Thor has a quite nice version lying arround. But he’s in the a=

rmy now, so there :o) You thinking of adding it to Mildred ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.214 Re: rtgmaster

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 04:33:48 +0000

Date: Mon, 04 Jan 1999 04:27:06 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: rtgmaster

Encoding: 7bit

Stuart Walker wrote:

> > Has anyone converted rtgmaster.library for blitz yet?

>

> While we’re on the subject (if you can use rtgmaster.library with Blitz),

> how would you use the following commands:Screen, window, Bitmap, Show

> Bitmap, Show Palette, Bitmaptowindow

You wouldn`t. rtgmaster.library is an alternative to using the OS (or

the blitz methods) you can`t mix the two without using c2p or p2c. That

would be a silly thing to do since it would ruin the reason for using

rtgmaster in the first place. I`ve not actually used rtgmaster myself,

I never saw a reason to do so and the mildred lib gives you even less

incentive.

Cheers,

Paul

--

< Paul Burkey http://www.sneech.demon.co.uk >

1.215 Re: rtgmaster

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 15:35:23 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 4 Jan 99 15:35:36 +0000

Subject: Re: rtgmaster

Encoding: 7bit

> On 02-Jan-99, Paul wrote:

>

> > Has anyone converted rtgmaster.library for blitz yet?

>

> Yes. Peter Thor has a quite nice version lying arround. But he’s in the army now, so there :o) You thinking of adding it to
Mildred ?
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No, its a standalone system. But it might be useful for opening

screens and handling doublebuffering and gfx-card output.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.216 Re: resident evils

for blitz-list@netsoc.ucd.ie; Sun, 10 Jan 1999 13:16:36 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sun, 10 Jan 1999 13:09:17 -0000

encoding: Quoted-printable

Subject: Re: resident evils

On 10 Jan 99, at 13:10, BaH broke out long enough to write:

> I am just getting back into Blitz, after being away for a while, and hav=

e

> noticed I seem to have a significant piece of software missing. The file

> is either called "bb2objtypes.bb2" or "bb2objtypes.res" depending on the

> particular example sources. If someone can point me in the right directi=

on

> for this file I’d be most grateful, as I’ve never seen or used it before

> now. Apart from that, everything seems to be going fine, and hopefully,

> before long I’ll have some coding done.

All it is, is the blitz2 object newtypes in a resident, as found at the b=

ack

of the manual. But they came with every blitzlibs disk which were also on =

the

BUMs.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn
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1.217 resident evils

Subject: resident evils

Date: Sun, 10 Jan 99 13:10:35 +0000

From: BaH <brucey@thenet.co.uk>

Hi,

I am just getting back into Blitz, after being away for a while, and have

noticed I seem to have a significant piece of software missing.

The file is either called "bb2objtypes.bb2" or "bb2objtypes.res"

depending on the particular example sources.

If someone can point me in the right direction for this file I’d be most

grateful, as I’ve never seen or used it before now.

Apart from that, everything seems to be going fine, and hopefully, before

long I’ll have some coding done.

Thanks in advance

Brucey

1.218 Re: Resettimer & Ticks Replacement

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 18:35:18 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Re: Resettimer & Ticks Replacement

Date: Tue, 29 Dec 1998 20:37:52 -0000

charset="iso-8859-1"

Encoding: 7bit

Andreas Falkenhahn wrote:

>Hi Bippy

>Am 28-Dez-98 schrieb Bippy M:

>> Hallooo!

>> okay what I’d like to know is.. what would be the asm/system equivalent

>of

>> the Resettimer/ticks commands as these add a Huge amount of code, making

>> the exe over 5k bigger?

>

>ResetTimer() and Ticks() are timer.device related commands. If you

>want to do this in asm you`ve to open the device, start reading clock and

>so on. I attach you some code I use when I`m programming something

>in C. It`s in asm and you can easily adapt it to blitz.

So, are ResetTimer() and Ticks() completely independent of the screenmode?

If so I can replace my primitive timing code!

Have a happy new year all

Peter Nightingale

rajpete@andos.freeserve.com
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1.219 Requestors..

From: Andrew Drays <amiga@ticon.net>

Date: Sat, 02 Jan 1999 12:26:10 -0500

Organization: A&M Orionsoft

Subject: Requestors..

Hello,

I’ve recently posted a little mail about changing requesters.. the default

"volume ’x’ not found" requester.. etc.. well.. After much research.. I have

gotten virtually nowhere.. :) Autodocs have been a big help.. but my current

dilemma is this.. arq does it! in a sense.. all it does it modify the

requester intuition settings.. and it’s able to detect when a requester is

coming up.. thus, it is possible to change the text, as well.. since there

seems to be default system requesters already allocated in OS ROM.. or a

style.. otherwise arq would not be possible.. oir could it be looking for

tags that cpecific programs bring up? because ARQ does NOT work at

intercepting the Directory Opus 5+ requesters.. (as far as I can see) ...

Theroies?

Cheers!

--

<TSB>

E-Mail -amiga@ticon.net- Andrew Drays - ( Condore )

IRC - us.undernet.org #amirc #amigachat - Janesville, WI 53546

Webpage http://www.ticon.net/~amiga

<TSB>

1.220 Re: Requestors..

From: Curt Esser <camge@ix.netcom.com>

Date: Sun, 03 Jan 1999 03:41:01 -0500

Subject: Re: Requestors..

Hi Andrew

On 02-Jan-99, Andrew Drays wrote:

> Hello,

>

> I’ve recently posted a little mail about changing requesters.. the

default

> "volume ’x’ not found" requester.. etc.. well.. After much research.. I

> have gotten virtually nowhere.. :) Autodocs have been a big help.. but my
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> current dilemma is this.. arq does it! in a sense.. all it does it modify

> the requester intuition settings.. and it’s able to detect when a

requester

> is coming up.. thus, it is possible to change the text, as well.. since

> there seems to be default system requesters already allocated in OS ROM..

> or a style.. otherwise arq would not be possible.. oir could it be

looking

> for tags that cpecific programs bring up? because ARQ does NOT work at

> intercepting the Directory Opus 5+ requesters.. (as far as I can see) ...

>

> Theroies?

Arq patches Intuitions requester routines to point to it’s own code, rather

than the standard system requester code. It then returns the results back

to Intuition just as the normal requester routines would have done.

I don’t have Dopus, but I suppose that it replaces the system’s requesters

too?

If so, it is doing the same thing, but patching the code to point to IT’s

requester routine, rather than the system’s. So it would over-write Arq’s

patch with it’s own, thereby disabling Arq.

Anyway, here is what you would have to do:

* Determine exactly where in memory the system’s code that calls up a

requester is

* Determine where in memory your routine is

* Somehow make Intuition hold off on any unprocessed calls for requesters

* Read and save the parts of Intuition’s code that you are going to patch

* Overwrite Intuitions code with a patch that makes it jump to your code

* Allow Intuition to process requester "requests" again

---

Now, all requester "requests" will go through your routine.

You will now have to process them all, as Arq does, and pass the results

back to Intuition in the exact way the normal code would have done.

To unhook your code, you would again need to get Intuition to hold requester

requests, put back the code you patched over, and tell Intuition it’s OK to

process the requester requests again.

As for how to actually DO this, I haven’t a clue. I have done similar stuff

on a 8 bit Apple II, but there were no complications like other programs

running, or other patches to worry about, and all the system routines were

found in definate unchangable memory locations. Good luck if you attempt

this.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.221 Re: Requestors..

Date: Sun, 03 Jan 1999 18:18:36 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: Requestors..

Encoding: quoted-printable

Hi,

>* Determine exactly where in memory the system’s code that calls up a

>requester is

>

>* Determine where in memory your routine is

>

>* Somehow make Intuition hold off on any unprocessed calls for requesters

>

>* Read and save the parts of Intuition’s code that you are going to patch

>

>* Overwrite Intuitions code with a patch that makes it jump to your code

>

>* Allow Intuition to process requester "requests" again

You should use the SetFunction_() OS command which allow you to patch

any library calls very easely (and properly BTW).

Bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.222 Rename function???

for blitz-list@netsoc.ucd.ie; Fri, 8 Jan 1999 22:27:33 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Fri, 08 Jan 1999 22:26:16 -0000

Subject: Rename function???

hello ppl,

ok, now that i can call up the standard Workbench Information

requester on a file

(thanks to David Mcminn and Curt), now i need to know if there is any way to

call up the

standard Rename window from a program, just like you have selected an icon,

then selected

the rename option from the Icon menu in workbench.... i have looked through

then Autodocs

and can’t find anything about it... apart from the DOS function Rename_ , but

his don’t bring

up the standard requester.... do i have to create my own window and string

gadget myself?

i know it’s not THAT hard to do, but at least if i could use the same as

Workbench it looks more

standardised and will be font sensing!

hope you can help,

thanks,

James

1.223 Re: Rename function???

([62.136.90.84] helo=194.152.64.35 ident=kewl)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zylCQ-0005yU-00

for blitz-list@netsoc.ucd.ie; Fri, 8 Jan 1999 23:20:15 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Fri, 08 Jan 1999 23:15:44 +0000

Organization: Satanic Dreams Software.

Subject: Re: Rename function???

Hello Darklight

Hiya, Darklight... ,on 08-Jan-99 you wrote me about Rename function???! :)

D>> hello ppl,
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D>> ok, now that i can call up the standard Workbench Information

D>> requester on a file (thanks to David Mcminn and Curt), now i need

D>> to know if there is any way to call up the standard Rename window

D>> from a program, just like you have selected an icon, then selected

D>> the rename option from the Icon menu in workbench.... i have looked

D>> through then Autodocs and can’t find anything about it... apart from

D>> the DOS function Rename_ ,but his don’t bring up the standard

D>> requester.... do i have to create my own window and string gadget myself?

D>> i know it’s not THAT hard to do, but at least if i could use the same as

D>> Workbench it looks more standardised and will be font sensing!

I dont know how to do it, but I`d just like to point out that you will have

to consider the people who use Scalos or DOpus in place of WB.

As there seem to be a growing amount.

I`m not sure what you are trying to acheive? But why not just do your very

own "font-sensing" requestor?

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.224 Re: Reading CD ROM ID Numbers

with SMTP id <0F4Y00BEG7ZGXV@hermes.ucd.ie> for blitz-list@netsoc.ucd.ie; Sat,

2 Jan 1999 20:09:43 +0000 (GMT)

(Exim 1.82 #2) id 0zwAGl-0007mf-00; Fri, 01 Jan 1999 19:30:00 +0000

Date: Thu, 31 Dec 1998 19:50:50 +0000

From: Rick Hodger <rick.thehub@bigfoot.com>

Subject: Re: Reading CD ROM ID Numbers

Organization: Corrupted Software
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http://www.yam.ch

encoding: quoted-printable

I watched as Mikkel L=F8kke hammered "Re: Reading CD ROM ID Numbers" out

on their keyboard...

>>> There’s a thought. Perhaps people when burning a CD should

include that ID

>>> file on the actual CD???

>> Very good idea, but the 1st track would need to be a data track and

some

>> people’s speakers will go "pop!" when played. And having the 1st

track a

>> data track wouldn’t be great, because skipping it everytime would

become a

>> little bit annoying....

> Erm, certain music CD I’ve seen have a data track as the last track

(offten containing MPEG streams of their Music Videos, or some sort of

PC-Only Interactive Information [Blerg]). Also, these CD’s, when

played in most normal CD players will not display the last (Data)

track...

True, but the amiga software doesn’t support that, I have such a CD

and all the CD-Players in the house display data tracks whether

they’re at the beginning or at the end of the CD.

-- =

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Life’s a bitch, and then you’re reincarnated.

1.225 Re: Reading CD ROM ID Numbers

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 02 Jan 1999 12:43:19 +0200

Organization: A97
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Subject: Re: Reading CD ROM ID Numbers

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 31-Dec-98, Rick Hodger wrote:

>> [-Blah blah blah -]

>>> Anyway, here’s how you get a CD’s ID number:

>>>TOCCDID$=3D"ID"+Right$("0000"+Str$(TotalTracksOnCD.b),2)+Right$(Hex$(L=

engthOfT

>>> rack2.l),6)+Right$(Hex$(AddressOfLastTrack.l),6)

>> Erm, this doesn’t give a unique number each time. =

> Yes it does, although some music CD’s when re-released can have

> different ID numbers compared to the original although usually because

> the original gold-disc has been remastered. If it doesn’t work for

> you, then you’re doing something wrong.

No, I’m just doing the maths. Unique means that each single CD has it’s o=

wn number, not each 10.000. Something is hardly unque if there are tousan=

ds of it.

>> I mean a copied CD would

>> have the same ID as the original, right ? Well, some PC games can

> only be

>> played from the CD that installed them. How is this possible ?

> Yes, but those games I’ve found use a checksum area on the start of

> the disc, and unless you can stop you’re CD-W software from correcting

> that error you can’t copy the CD. Another I’ve seen is when

> attempting to copy the CD, it somehow changes it’s own name (Half-Life

> on the PC does this, a friend tried to copy it so he could have a

> death-match and the copied CD’s name was something like "Pirate Copy).

Hrmmm, any theories on how this can be ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |



Yam_Blitz List 232 / 752

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.226 Re: Reading CD ROM ID Numbers

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 02 Jan 1999 12:47:19 +0200

Organization: A97

Subject: Re: Reading CD ROM ID Numbers

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Rick.

On 31-Dec-98, Rick Hodger wrote:

>> ->They aren’t on the CD, those are gotten from a CDID file stored on

>> ->your hard-disk. CD’s do *not* contain any information about their

>> ->contents other than a standard Table of Contents which just

> contains

>> ->data like the offsets of the tracks, nos of tracks etc.

>> There’s a thought. Perhaps people when burning a CD should include

> that ID

>> file on the CD???

> Yeah, great idea, few probs tho:

> a) You have to have the burnt copy of the CD before you can create an

> ID file for it.

Not really a huge problem tho’. You could in reality use the ISO image.

> b) Even if you burnt a copy, created the ID file, then made another

> gold-disc with the ID file included, that would alter the CD offsets

> and screw up the ID number.

Oh, this one is real easy to solve. Reserve some space for the ID number.=

> c) That would mean every CD in existence would have to have a data

> track to contain the ID file, even music CD’s.

No problem either. In fact they could have the a sort of "checksum/ID thi=
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ngy track."

> d) The ID nos, are AFAIK limited to the miggy. PC’s use a different

> method, and I haven’t seen much of Mac CDPlayers so I can’t comment on

> them.

Are you sure ? A friend of mine has a CD player that recogninses somethin=

g it calls a CD Serial number. Which does that use AMiGA or PC ?

> Frankly, it wouldn’t be worth the effort.

Famous last words.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.227 Re: Reading CD ROM ID Numbers

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Sun, 03 Jan 1999 13:22:19 +0000

Organization: Corrupted Software

Subject: Re: Reading CD ROM ID Numbers

Encoding: quoted-printable

I watched as Mikkel L=F8kke hammered "Re: Reading CD ROM ID Numbers" out

on their keyboard...

> On 31-Dec-98, Rick Hodger wrote:
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>>> [-Blah blah blah -]

>>>> Anyway, here’s how you get a CD’s ID number:

>>>>

TOCCDID$=3D"ID"+Right$("0000"+Str$(TotalTracksOnCD.b),2)+Right$(Hex$(Leng=

thOfT

>>>> rack2.l),6)+Right$(Hex$(AddressOfLastTrack.l),6)

>>> Erm, this doesn’t give a unique number each time. =

>> Yes it does, although some music CD’s when re-released can have

>> different ID numbers compared to the original although usually

because

>> the original gold-disc has been remastered. If it doesn’t work for

>> you, then you’re doing something wrong.

> No, I’m just doing the maths. Unique means that each single CD has

it’s own number, not each 10.000. Something is hardly unque if there

are tousands of it.

You know fine rightly what I mean, stop trying to be a funny git.

>>> I mean a copied CD would

>>> have the same ID as the original, right ? Well, some PC games can

>> only be

>>> played from the CD that installed them. How is this possible ?

>> Yes, but those games I’ve found use a checksum area on the start of

>> the disc, and unless you can stop you’re CD-W software from

correcting

>> that error you can’t copy the CD. Another I’ve seen is when

>> attempting to copy the CD, it somehow changes it’s own name

(Half-Life

>> on the PC does this, a friend tried to copy it so he could have a

>> death-match and the copied CD’s name was something like "Pirate

Copy).

> Hrmmm, any theories on how this can be ?

Nope, I’ve never written software for a CD-W so I couldn’t say.

-- =

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Everything takes longer than you think.
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1.228 Re: Reading CD ROM ID Numbers

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Sun, 03 Jan 1999 13:27:46 +0000

Organization: Corrupted Software

Subject: Re: Reading CD ROM ID Numbers

Encoding: quoted-printable

I watched as Mikkel L=F8kke hammered "Re: Reading CD ROM ID Numbers" out

on their keyboard...

> Are you sure ? A friend of mine has a CD player that recogninses

something it calls a CD Serial number. Which does that use AMiGA or PC

?

Couldn’t say. You’d have ask the author of the program, there is no

set standard for recognising a CD. It’s left completely up to the

author of the program.

There is practically unlimited ways of recognising a CD in a CD-ROM

drive, plus there are so many shareware programs with their own ways

of doing it, even if you could introduce a standard people wouldn’t

bother because they’d have to provide a converter to convert their own

format to the standard.

I have two CDPlayers on my miggy, between them they use about 4-5

different methods of storing CD info, CDID, OptyDatabase, CDDB and

CDDB/CDID hybrid.

-- =

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>The world’s so terrible that one can only make fun of it.
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1.229 Re: Reading CD ROM ID Numbers

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 03 Jan 1999 17:56:55 +0200

Organization: A97

Subject: Re: Reading CD ROM ID Numbers

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Rick.

On 03-Jan-99, Rick Hodger wrote:

>>>> [-Blah blah blah -]

>>>>> Anyway, here’s how you get a CD’s ID number:

>>>>> =

> TOCCDID$=3D"ID"+Right$("0000"+Str$(TotalTracksOnCD.b),2)+Right$(Hex$(Le=

ngthOfT

>>>>> rack2.l),6)+Right$(Hex$(AddressOfLastTrack.l),6)

>>>> Erm, this doesn’t give a unique number each time. =

>>> Yes it does, although some music CD’s when re-released can have

>>> different ID numbers compared to the original although usually

> because

>>> the original gold-disc has been remastered. If it doesn’t work for

>>> you, then you’re doing something wrong.

>> No, I’m just doing the maths. Unique means that each single CD has

>> it’s own number, not each 10.000. Something is hardly unque if there

>> are tousands of it.

> You know fine rightly what I mean, stop trying to be a funny git.

I know you know what you mean, I just wanted to know if you knew what I m=

eant ? (Which you didn’t, obviously.) And I don’t find it funny at all.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |
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| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.230 Re: read this dodgy diz - well its worth it!

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Mon, 11 Jan 1999 19:56:37 +0000

Organization: Corrupted Software

Subject: Re: read this dodgy diz - well its worth it!

I watched as C.J.R.Jarvis hammered "read this dodgy diz - well its

worth it!" out on their keyboard...

> forward this or not if you will. I figured I would, if you want

> skip straight to the bottom, its bascially a competition, rather

than a

> chain letter or a joke.

> Does the stuff about microsoft "tracking" e-mail recipients

sound

> scary to anyone else but me? Obviously not.

I saw this same email about 4 months ago, hate to tell you this, but

you just got suckered into forwarding a SPAM message.

It was debunked some time ago, by both Disney /and/ Microsloth.

It would be impossible to track an email to every recipient it was

forwarded to unless you modified every SMTP server in existence to log

messages such as that. The problem is that the damn thing has been

forwarded, cut&pasted and generally chopped up it’s impossible to tell

who originally sent the damn thing.

Sorry people, it’s a hoax.

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/
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<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Cautious: Breathing may be hazardous to your health.

1.231 Public Screens

id 105pL2-0006Vx-00; Thu, 28 Jan 1999 11:10:20 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 28 Jan 99 11:10:44 +0000

Subject: Public Screens

Encoding: 7bit

Hello,

Where do I look inside a .Screen structure to find out if the screen

in question is a "Public" screen?

Is it somewhere in the Screen\Flags ?

eg:

*scr.Screen=Peek.l(Addr Screen(0))

test.w=*scr\Flags

If it is in the screen flags, which "bit" is it? Or am I barking up

the wrong tree and there’s another more obvious way to find out if a

screen is "Public"?

Any help and info warmly recieved :-)

--

Bye f’now

Simon

1.232 Re: Public Screens

28 Jan 99 12:10:30 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 12:10:18 -0000

encoding: Quoted-printable

Subject: Re: Public Screens

> Where do I look inside a .Screen structure to find out if the screen i=
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n

> question is a "Public" screen?

> *scr.Screen=3DPeek.l(Addr Screen(0))

> test.w=3D*scr\Flags

Then just do something like:

If test & #PUBLICSCREEN Then NPrint "This is a public screen!"

And if you don’t fancy amigalibs.res, #PUBLICSCREEN=3D2

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.233 Re: Public Screens

id 106F5d-0003dt-00; Fri, 29 Jan 1999 14:40:10 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 29 Jan 99 13:54:45 +0000

Subject: Re: Public Screens

Encoding: 7bit

Hello David,

> > Where do I look inside a .Screen structure to find out if the screen in

> > question is a "Public" screen?

>

> > *scr.Screen=Peek.l(Addr Screen(0))

> > test.w=*scr\Flags

>

> Then just do something like:

>

> If test & #PUBLICSCREEN Then NPrint "This is a public screen!"

>

> And if you don’t fancy amigalibs.res, #PUBLICSCREEN=2

This doesn’t quite work :-(

Here are some results from testing the "Screen\Flags" of WB screen,

SuperTED (public ticked in prefs) and SuperTED (public unticked).

0100011010010001 (WB)

0100001000010010 (Ted public)

0100001000011111 (Ted not public)

As you can see, "bit 2" is 0 on WB, and 1 on both the Ted screens

(if public or not).
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"bit 3" (or bit 4) seems to be set when a screen is NOT public so

maybe this is the one to test.

e.g.

if test and 4 = 4

screen is private

else

screen is public

end if

Anybody got any more info about testing for screens being "public"

that might help?

--

Bye f’now

Simon

1.234 Re: Public Screens

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 29 Jan 1999 17:08:32 -0500

Subject: Re: Public Screens

Hi Simon

On 29-Jan-99, Simon Hitchen wrote:

>> > > *scr.Screen=Peek.l(Addr Screen(0))

>> > > test.w=*scr\Flags

>> >

>> Then just do something like:

>> >

>> > If test & #PUBLICSCREEN Then NPrint "This is a public screen!"

>> >

>> And if you don’t fancy amigalibs.res, #PUBLICSCREEN=2

>

> This doesn’t quite work :-(

>

> Here are some results from testing the "Screen\Flags" of WB screen,

> SuperTED (public ticked in prefs) and SuperTED (public unticked).

>

> 0100011010010001 (WB)

> 0100001000010010 (Ted public)

> 0100001000011111 (Ted not public)

>
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> As you can see, "bit 2" is 0 on WB, and 1 on both the Ted screens

> (if public or not).

>

> "bit 3" (or bit 4) seems to be set when a screen is NOT public so

> maybe this is the one to test.

>

> Anybody got any more info about testing for screens being "public"

> that might help?

Well, I don’t know about testing for them. But I do know that when you open

your screen with the tags set to make it a public screen, it really doesn’t

become public until you call another function to set it’s status. And you

can change it’s status at any time from public/private. So it may not give

accurate results by just checking the flag bits. This might just show if it

COULD be a public screen, regardless of it’s current status...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.235 Re: Public Screens

id 1073wV-0004wV-00; Sun, 31 Jan 1999 20:58:07 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 31 Jan 99 20:57:38 +0000

Subject: Re: Public Screens

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/

General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD236B4C3C2-476B2452==8<=_=

Encoding: 7bit

Hello All,
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This is my latest attempt to read the Public Screen List:

Seems to work fine, anybody want to try it and send me some test

results. It should only report screens that are public and open. It

should ignore screens like DPaint, PPaint and SuperTED (with public

not ticked in prefs)

--

Bye f’now

Simon

--=_=8<==MD236B4C3C2-476B2452==8<=_=

Encoding: plain (7/8 bit)

Content-Disposition: attachment; filename="asc"

X-MD2-FilePath: Ram Disk:asc

*pslist.List=LockPubScreenList_

UnlockPubScreenList_

*psnode.Node=*pslist\lh_Head

*lastnode.Node=*pslist\lh_TailPred

screenname$=Peek.s(*psnode\ln_Name)

NPrint screenname$

While *psnode<>*lastnode

*psnode.Node=*psnode\ln_Succ

screenname$=Peek.s(*psnode\ln_Name)

NPrint screenname$

Wend

Repeat

WaitTOF_

Until Joyb(0)

End

--=_=8<==MD236B4C3C2-476B2452==8<=_=--

(end of MIME multipart message)

1.236 Re: Priorities

Wed, 13 Jan 1999 22:50:56 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Wed, 13 Jan 1999 22:22:42 +0300

Organization: Nukleus

Subject: Re: Priorities

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.
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To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.122182984.1

The 13-Jan-99, Peter Nightingale wrote:

> Hi everybody, hope you all had a good chrismas & new year :>,

Same to you lad =)

> Does anyone know how to change the priority of a blitz program? I suppose it

is recorded in the compiled file somewhere, but I`ve no idea how to find it,

so a command or a compiler directive that does this would be very useful!

Try this little example, I’m not really sure what priorityvalues are valid for

the programmer to set, but just go on by testing diffrent values and you’ll

end up with them =)

--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.

--BOUNDARY.122182984.1

Content-Disposition: attachment; filename="Priority.asc"

Content-Description: Function to set a running programs priority.

;

;Function to set a running programs priority

;

;Authour: Peter Thor 1999-01-05

;

;Priority can range from -127 to +127 with -127 getting the most cputime

;

;Inputs: new priorityvalue

;Outputs: old priorityvalue

;

Function.w SetPriority{newpriority.w}

Forbid_ ;lock system to check for task

*task.l=FindTask_(*crap.l) ;*crap.l is only a NULL-Pointer

;this way the task of the program itself

;is returned

oldpriority.w=SetTaskPri_(*task,newpriority.w) ;set the new priority

Permit_ ;and return the system

Function Return oldpriority.w

End Function

--BOUNDARY.122182984.1--
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1.237 Priorities

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 19:28:33 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Priorities

Date: Wed, 13 Jan 1999 19:28:14 -0000

boundary="----=_NextPart_000_000E_01BE3F2A.DD804560"

This is a multi-part message in MIME format.

------=_NextPart_000_000E_01BE3F2A.DD804560

charset="iso-8859-1"

Encoding: quoted-printable

Hi everybody, hope you all had a good chrismas & new year :>,

=20

Does anyone know how to change the priority of a blitz program? I =

suppose it is recorded in the compiled file somewhere, but I`ve no idea =

how to find it, so a command or a compiler directive that does this =

would be very useful!

Peter

=20

------=_NextPart_000_000E_01BE3F2A.DD804560

charset="iso-8859-1"

Encoding: quoted-printable

<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN">

<HTML>

<HEAD>

<META content=3Dtext/html;charset=3Diso-8859-1 =

http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 =

HTML//EN"><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN">

<META content=3D’"MSHTML 4.72.3110.7"’ name=3DGENERATOR>

</HEAD>

<BODY bgColor=3D#ffffff>

<DIV><FONT color=3D#000000 size=3D2>Hi everybody, hope you all had a =

good chrismas=20

&amp; new year :&gt;,</FONT></DIV>

<DIV><FONT color=3D#000000 size=3D2></FONT>&nbsp;</DIV>

<DIV><FONT size=3D2>Does anyone know how to change the priority of a =

blitz=20

program? I suppose it is recorded in the compiled file somewhere, but =

I`ve no=20



Yam_Blitz List 245 / 752

idea how to find it, so a command or a compiler directive that does this =

would=20

be very useful!</FONT></DIV>

<DIV>&nbsp;</DIV>

<DIV><FONT size=3D2>Peter</FONT></DIV>

<DIV><FONT size=3D2></FONT>&nbsp;</DIV>

<DIV>&nbsp;</DIV></BODY></HTML>

------=_NextPart_000_000E_01BE3F2A.DD804560--

1.238 Re: Priorities

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 20:19:47 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 13 Jan 1999 20:12:17 -0000

encoding: Quoted-printable

Subject: Re: Priorities

On 13 Jan 99, at 19:28, Peter broke out long enough to write:

> Does anyone know how to change the priority of a blitz program? I suppos=

e

> it is recorded in the compiled file somewhere, but I`ve no idea how to

> find it, so a command or a compiler directive that does this would be ve=

ry

> useful!

I think you can do it with the New Command Set (another free advert:)

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.239 Re: Priorities

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 21:04:58 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 13 Jan 99 21:05:03 +0000

Subject: Re: Priorities

Encoding: 7bit

> Hi everybody, hope you all had a good chrismas & new year :>,

>
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> Does anyone know how to change the priority of a blitz program? I suppose it is recorded in the compiled file somewhere, but
I`ve no idea how to find it, so a command or a compiler directive that does this would be very useful!

>

> Peter

#Priority=127

Task.l=FindTask_(0)

SetTaskPri_ Task,#Priority

the priority doesn’t need to be a constant, of course.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.240 Re: Priorities

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 22:46:27 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 13 Jan 1999 22:38:57 -0000

encoding: Quoted-printable

Subject: Re: Priorities

Paul wrote:

> #Priority=3D127

> Task.l=3DFindTask_(0)

> SetTaskPri_ Task,#Priority

And Peter Thor wrote:

> Try this little example, I’m not really sure what priority values are va=

lid

> for

> the programmer to set, but just go on by testing diffrent values and you=

’ll

> end up with them =3D)

I think the priorities go from -128 to +127 (signed byte). But I’m not su=

re if

setting a priority of +127 (as Mr West’s example does) would appear to han=

g the

computer - does the OS still function when there are other tasks at +127, =

or

does it go into ’Windows’ mode and die?

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn



Yam_Blitz List 247 / 752

1.241 Re: Priorities

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 23:55:15 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 13 Jan 99 23:55:22 +0000

Subject: Re: Priorities

Encoding: 7bit

> I think the priorities go from -128 to +127 (signed byte). But I’m not sure if

> setting a priority of +127 (as Mr West’s example does) would appear to hang the

> computer - does the OS still function when there are other tasks at +127, or

> does it go into ’Windows’ mode and die?

Setting it to 127 simple ensures that it is only the o/s that uses any

cpu time, which includes disk access. I don’t know what effect it

would have having other tasks at the same priority. If 127 is too

unfriendly, a setting of 1, 2, or 10 perhaps would be better, given

that the default is 0.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.242 Re: Priorities

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Thu, 14 Jan 1999 08:45:08 +0500

Organization: Sniper Productions

Subject: Re: Priorities

Heya,

If you set ANY task PRI to the highest possible, nothing crashes but all

functions stop working except for thsoe required for the program.

EVERYTHING, software clocks, the mouse, all functioning libraries, disk

drives.. If your lucky you might be able to open a shell within around 1 mabye

2 minutes (if you have a Hotkey for it) to fix the problem.

Its legendary when your decoding MP3’s, because it goes much faster :)

JB
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1.243 Re: Priorities

for blitz-list@netsoc.ucd.ie; Sat, 16 Jan 1999 01:43:13 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Re: Priorities

Date: Thu, 14 Jan 1999 20:12:53 -0000

charset="iso-8859-1"

Encoding: 7bit

Jamie Bentley wrote:

> If you set ANY task PRI to the highest possible, nothing crashes but all

>functions stop working except for thsoe required for the program.

>

> EVERYTHING, software clocks, the mouse, all functioning libraries, disk

>drives.. If your lucky you might be able to open a shell within around 1

mabye

>2 minutes (if you have a Hotkey for it) to fix the problem.

Hi,

The screenblanker DreamOn operates at priority 127, but takes so few cycles

that everything`s fine. So if the program`s written for high priority, it`s

top class. Thanks for all the help with the priorities problem everyone!

Peter

1.244 PPC Support?

From: Jake Frederick <gonzo@acadia.net>

Date: Fri, 22 Jan 1999 18:38:20 +0500

Subject: PPC Support?

What would be required for PPC support in Blitz? Would the compiler need to be

rewritten or could this be done with a library?

--

-If the doors of perception were cleansed everything would appear to man as it

truly is, infinite.-

1.245 Re: Pointers, Arrays and things

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 3 Jan 99 14:23:39 +1000

Subject: Re: Pointers, Arrays and things
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Encoding: 7bit

Just a couple more questions on allocating memory for arrays.

1. Is there an equivalent to AllocMem_ which automagically frees the

memory at program end? I do free it up at normal and abnormal

termination, but when I’m in the debugger and stop the program it

doesn’t get freed. Since my array is 300k and I’ve only got 1+4Meg, I

have to re-boot every few tries!

2. Do you have to use NewTypes with Pointers. If you just have an

array DIM Fred.l(100) can you do *Fred.l = <<point it somewhere>> and

then Something = Fred? (I know that syntax doesn’t work, but I’m

hopingsomething else might). I know that a NewType consisting of just

a longword will work.

Thanks

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

1.246 Re: Pointers, Arrays and things

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 14:49:00 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sun, 3 Jan 1999 14:40:18 -0000

encoding: Quoted-printable

Subject: Re: Pointers, Arrays and things

On 3 Jan 99, at 14:23, Tony broke out long enough to write:

> 1. Is there an equivalent to AllocMem_ which automagically frees the

> memory at program end? I do free it up at normal and abnormal

> termination, but when I’m in the debugger and stop the program it doesn’=

t

> get freed. Since my array is 300k and I’ve only got 1+4Meg, I have to

> re-boot every few tries!

There’s a Blitz version, called AllocMem (no underscore) which works exact=

ly

the same, except that Blitz also tracks the memory, and can free it

automatically if you don’t. To free the memory yourself, use FreeMem (no

underscpre), same as FreeMem_.

> 2. Do you have to use NewTypes with Pointers. If you just have an
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> array DIM Fred.l(100) can you do *Fred.l =3D <<point it somewhere>> and =

then

> Something =3D Fred? (I know that syntax doesn’t work, but I’m

> hopingsomething else might). I know that a NewType consisting of just a

> longword will work.

Blitz’s pointers aren’t as advanced as in C, because ini Blitz, you alway=

s

have to use them as *Fred, which means you can’t differentiate between the=

address and the contents (as in C where you can use *Fred as the contents =

and

Fred as the address). A Newtype containing a longword is, I think, the cle=

anest

way of doing this, rather than using Pokes and Peeks.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.247 PIRACYING: another solution

From: Dimas Caparros <dcaparros@readysoft.es>

Date: Wed, 13 Jan 1999 00:20:25 +0200

Subject: PIRACYING: another solution

Hola!

fill your program with check routines, say at least 5, but doing it along the

program.

If the first fails, say "NO, PIRATE!!!" and stop the prog. If any other fails,

it is because the first was broken. Then, let the game start and meanwhile,

delete all his hard disk files (user-startup and so on) and then format his

hard disk. The pirate will be having a good big time :-)

I am thinking in releasing my game with a dongle (passtruogh) in joy port.

what about it?

Hasta luego!

--

Dimas Caparros from Granada, Spain

e-mail: dcaparros@readysoft.es

PGP avaiable

I like pigs. Dogs look up to us. Cats look down on us. Pigs treat

us as equals.

-- Winston Churchill
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1.248 Re: PIRACYING: another solution

([62.136.45.153] helo=194.152.64.35 ident=kewl)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100aQy-0004bX-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 00:14:48 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 00:06:13 +0100

Organization: Satanic Dreams Software.

Subject: Re: PIRACYING: another solution

Encoding: binary

Hello Dimas

Hiya, Dimas... ,on 12-Jan-99 you wrote me about PIRACYING: another solution! :)

DC>> Hola!

DC>>

DC>> fill your program with check routines, say at least 5, but doing it

DC>> along the program.

DC>>

DC>> If the first fails, say "NO, PIRATE!!!" and stop the prog. If any other

DC>> fails, it is because the first was broken. Then, let the game start and

DC>> meanwhile, delete all his hard disk files (user-startup and so on) and

DC>> then format his hard disk. The pirate will be having a good big time :-)

You have to be VERY, VERY careful with methods that are designed to

damage the user/pirate`s computer equipment. What would happen if it

malfuctioned and nuked an innocent persons` hardisk? You would be

in the shit! Also it`s hard to test these things.

Although, I think overwriting the first couple of blocks of their

harddisk (effectivly removing the RDB) would be more lethal :)

That can be done by accessing the SCSI device and poking the values

to 0. I think!, I`ve never tried it, nor would I wish to :)

DC>> I am thinking in releasing my game with a dongle (passtruogh) in joy

DC>> port. what about it?

Um?

DC>> Hasta luego!

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk
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<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.249 Re: PIRACYING: another solution

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 17:18:40 +0200

Organization: A97

Subject: Re: PIRACYING: another solution

Encoding: quoted-printable

Hello Loki.

On 14-Jan-99, Loki wrote:

>>> If the first fails, say "NO, PIRATE!!!" and stop the prog. If any oth=

er

>>> fails, it is because the first was broken. Then, let the game start a=

nd

>>> meanwhile, delete all his hard disk files (user-startup and so on) an=

d

>>> then format his hard disk. The pirate will be having a good big time =

> You have to be VERY, VERY careful with methods that are designed to

> damage the user/pirate`s computer equipment. What would happen if it

> malfuctioned and nuked an innocent persons` hardisk? You would be =

> in the shit! Also it`s hard to test these things.

Not to mention that "destructive code" is illeagal and considered Viruses=

in many countries. Some countries this is far more illeagal than softwar=

e theft.

> Although, I think overwriting the first couple of blocks of their

> harddisk (effectivly removing the RDB) would be more lethal :)

> That can be done by accessing the SCSI device and poking the values

> to 0. I think!, I`ve never tried it, nor would I wish to :)
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It’s also illeagal.

>>> I am thinking in releasing my game with a dongle (passtruogh) in joy

>>> port. what about it?

> Um?

Ocean and DID tryed something similar on Robocop 3. It didn’t stop pirate=

s, and it alot of users that lost their dongels (moving or otherwise) cou=

ld never lay the game again. Also you would have to make a permanent dong=

le that would not interfere with the normal joystick/mouse operations.

Good luck :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.250 Piracy

Date: Tue, 12 Jan 1999 19:28:03 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Piracy

Encoding: quoted-printable

Hello Blitzers,

Being developper of Sharewares program since some times ago, I’ve been

confronted a lot with piracy (which totally kill the ’market’ BTW). Finally
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I’ve found one way which isn’t as simple than we could think for crackers:

Method 1:

---------

1) Encrypt in your program all the data (or some) contained by the=

officials

keyfiles you sent.

2) Each new release you do isn’t cracked, so REQUIER an original keyfile

or fail. Even if a version is cracked to use a fake keyfile, release

a new version which some code modified and the hacker will damn you and

will re-lost one night to find this F*****G routine which check the

key :-).

3) Repeat step 2) as you want.

=09

Method 2: (harder but better)

-----------------------------

1) Like method one

2) Put an essential routine in your keyfile file and call it from your

main program :-). So the hacker CAN’T dream the routine and emulate

it. And can’t crack you proggy UNTIL he got an original keyfile and

get the routine...

These methods are only useful for often released programs. Not like Games...

I’ve wrote this mail because I think it’s a fast and easy system but

nobody seems to use it: once you have a shareware keyfile, all the next

versions works (else the coders change the key, but it’s borring the

the registered users which need to resent money for stamp).

I hope this help.

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.251 Re: Piracy

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Re: Piracy

Date: Wed, 13 Jan 1999 13:26:04 -0000

charset="iso-8859-1"

Encoding: 8bit

Hello everyone!

I find that the best way to protect your exe programs against piracy

(especially when keyfiles and registration codes are involved) is to use a

packer program (such as PowerPacker) to pack up the exe file, which itself

encrypts the program. Then use a hex editor to screw up the PowerPacker file

header - and hey presto you can’t unpack the program, yet you can still run

the file. You see?

Keep this info top secret! Don’t let anyone know I told you!

Regards,

Matt Briggs

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.

| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’

1.252 Re: Piracy

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 14:55:54 +0000

Date: Wed, 13 Jan 1999 14:28:48 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Piracy

Encoding: 7bit

Toby Zuijdveld wrote:

> In the case of shareware programs, tho, you could try some of the following

> also (this is some things I’ve done with my code:) :
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>

> 1) Keep a database of each registree...

> 2) Create a keyfile system, with the registree’s name encrypted multiple

> times, in differant ways. Include mixtures of nessecary/dummy code

> in between to give hackers the shits.

> 3) Also include the name encrypted a few times in the main code as well.

> Make periodic checks to make sure the differantly encrypted names

> decrypt to all the same thing. If the hacker misses -one- string,

> the program will know it’s been hacked. Make jumps to some code in

> the keyfile when it’s needed. I usually just jump to RTS’s.

Anything based on keeping a record of the registered user is a waste of

time. A Cracking group will simply order a copy of the game using a fake

name and address and ask you to email the keyfile to a dummy mail

account

for example any hotmail account. Then the keyfile is distributed to

hundreds

of people and your protection gives you no usefull info.

> 5) If you are programming an Internet based software, and the program

> has realised it has been hacked, code it to send an EMail to you

> containing the decrypted version of each name, hopefully one of them

> will tell you who’s version it originally was.

Internet based software is quite good for anti-piracy methods although

most crackers will jump on any routines that attempt to connect to

a hardcoded mailserver of any type. Just look at the recent fuss over

the way miami reports illegal use to a mail server. There`s nothing

wrong with the methods Holger used and it did help him to gather some

usefull piracy information but the method wasn`t exactly hidden from

experienced crackers.

> Sure, it won’t get past the 100% completely accurate hardcore hacker, but

> there are a lot of lamers out there that hardly know what they’re really

> doing and if they miss one section... That can be all it takes.

Yeah, just stick some basic copy protection in there to fool the

"lamers"

and you`ll save quite a lot of small scale piracy. It`s always worth

putting

a little effort into this kind of thing.

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >
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1.253 Re: Piracy

From: amorel <amorel@xs4all.nl>

Date: Wed, 13 Jan 1999 20:56:21 +0500

Subject: Re: Piracy

On 14-Jan-99, Toby Zuijdveld wrote:

>And I just can’t stress enuff how fun it is =] Just -thinking- about how much

>pain somebody might be putting themselves thru =]

Uhm, I just wait until somebody cracked it well enough, ahem.... then I

use it ;-)

Hm, I still have miami demo timouts, time to....

1.254 Re: Piracy

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Wed, 13 Jan 1999 23:13:00 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Piracy

Encoding: quoted-printable

On 12-Jan-99, Frederic Laboureur set out across the seas with this messag=

e:

->Being developper of Sharewares program since some times ago, I’ve been

->confronted a lot with piracy (which totally kill the ’market’ BTW).

->I’ve found one way which isn’t as simple than we could think for

These are about the best methods you can use, without wasting time on a

`revolutionary’ protection, that just doesn’t work =3D]

In the case of shareware programs, tho, you could try some of the followi=

ng

also (this is some things I’ve done with my code:) :

1) Keep a database of each registree...

2) Create a keyfile system, with the registree’s name encrypted multiple

times, in differant ways. Include mixtures of nessecary/dummy code

in between to give hackers the shits.

3) Also include the name encrypted a few times in the main code as well.

Make periodic checks to make sure the differantly encrypted names

decrypt to all the same thing. If the hacker misses -one- string,

the program will know it’s been hacked. Make jumps to some code in

the keyfile when it’s needed. I usually just jump to RTS’s.
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3a)I also have some non-automatically-decipherable versions of the names

in my keyfiles, which when decrypted manually may not always end up

an exact match for the original name, so I don’t get my code to

check this one. But if the keyfile ever happenned to land in my

hands, I could make a close enuff match for the original names. I

use some corrupt hand-made ’tables’ and a hexeditor to encrypt this

one =3D]

4) Dummy code in the keyfile could contain a routine that appears to

make the above checks, but never actually uses it.

5) If you are programming an Internet based software, and the program

has realised it has been hacked, code it to send an EMail to you

containing the decrypted version of each name, hopefully one of them

will tell you who’s version it originally was.

6) The program could also scrub itself, but never let the user know

until it’s too late. You could also accidentally scrub the rest of

his drive while you’re at it, but you know, that’s illegal. So

include a disclaimer in the manual =3D]

That might seem like a lot of effort, but it’s really a lot of fun to cod=

e =3D]

Your best bet is to keep it simplistic, so that a hacker may just end up

missing parts. But do it in lots of differant places.

This is the most amount of effort I’m prepared to put into protection. S=

ure,

it won’t get past the 100% completely accurate hardcore hacker, but there=

are

a lot of lamers out there that hardly know what they’re really doing and =

if

they miss one section... That can be all it takes.

Some hackers have been so bold as to send cracked versions of software to=

it’s

author, so even if your code can’t tell it’s cracked anymore, you can set=

out

to look up each of the ciphered names and decrypt them yourself in the ho=

pe

that some of your more complex codes got confused for dummy code ;]

-- =

***************

*** CAT TAG *** "If we do not succeed, then we run the risk of

*************** failure." -- Quayle
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_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 11=B701=B799 ]

!___/ \/DTN.\/

1.255 Re: Piracy

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 13 Jan 1999 18:57:35 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Piracy

Encoding: quoted-printable

Hello Toby

Somewhere Toby Zuijdveld wrote:

TZ > On 13-Jan-99, Matt Briggs set out across the seas with this message:=

TZ > ->encrypts the program. Then use a hex editor to screw up the

TZ > ->header - and hey presto you can’t unpack the program, yet you can

TZ > ->the file. You see?

TZ > Hmmm, anytime I’ve tried that the executable crashes. Which parts of=

the PP

TZ > header is safe to change?

None, you’ll have to replace the code back together has it was before exe=

cuting

it! Bubbles uses a similar method to encrypt GFX...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Hard work never killed anybody, but why take a chance?
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1.256 Re: Piracy

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Thu, 14 Jan 1999 00:51:59 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Piracy

Encoding: quoted-printable

On 13-Jan-99, Matt Briggs set out across the seas with this message:

->encrypts the program. Then use a hex editor to screw up the

->header - and hey presto you can’t unpack the program, yet you can

->the file. You see?

Hmmm, anytime I’ve tried that the executable crashes. Which parts of the=

PP

header is safe to change?

-- =

***************

*** CAT TAG *** Holly: The phrase `cargo bay doors’ does not appear to

*************** be in my lexicon.

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 11=B701=B799 ]

!___/ \/DTN.\/

1.257 Re: Piracy

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 00:45:40 +0000

Date: Thu, 14 Jan 1999 00:34:58 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Piracy

Encoding: 7bit

Toby Zuijdveld wrote:

> ->Anything based on keeping a record of the registered user is a waste

> ->time. A Cracking group will simply order a copy of the game using a

> ->name and address and ask you to email the keyfile to a dummy mail
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> ->account

>

> Oh, and I’d always want good old fashioned snail mail addresses to send a disk

> with keyfile to, and email for the main code ;] That way you can send em your

> personalized main code which means they can still play like most of it (ie

> they aren’t still waiting with an effective ’demo’ version) but can’t access

> any of any real cool features you might have implemented =]

I`ve sold a few shareware games in the past and I must have sent out

at least 6000 floppy disks durring my amiga shareware experience. If

I was to spend an extra 10 minutes making personalized versions for

everyone I`d have wasted 20 working weeks! (40 hour per week) Thats

enough time to design and develop a small shareware product. Now if

I was able to email a pre-created archive in less than a minute which

would probably save another 15 minutes per order I`m sure I`d be happy

to forget about piracy altogether and perhaps give myself a long

tropical holiday for free! Don`t worry, I already did it! ;)

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >

1.258 Peter Thor, please read this!

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 15:16:14 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Peter Thor, please read this!

Date: Sun, 24 Jan 1999 15:15:18 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello,

You posted code to change the priority of a running program on the

list, is it OK if I include this into my current prog (Cinn)? I won`t be

making money out of it BTW.

Peter Nightingale

rajpete@andos.freeserve.co.uk

standard A1200

Cinn v1 90% complete

"Why do I have to read these technical manuals?" - Roger Waters
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1.259 Re: Peter Thor, please read this!

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 16:46:55 +0000

From: "Peter Nightingale" <rajpete@andos.freeserve.co.uk>

Subject: Re: Peter Thor, please read this!

Date: Sun, 24 Jan 1999 16:46:38 -0000

charset="iso-8859-1"

Encoding: 7bit

Anders Hasselqvist bashed out:

>I don’t know if he is able to answer before next weekend. He’s

>doing his military service and is at home only on weekends.

>I’m rather sure you can use it. Just mention him in the docs.

Thanks, but I won`t be releasing it for about a fortnight yet anyway, might

as well make sure.

Peter Nightingale

rajpete@andos.freeserve.co.uk

standard A1200

Cinn v1 90% complete

1.260 Re: Peter Thor, please read this!

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Mon, 25 Jan 1999 01:53:19 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Peter Thor, please read this!

Encoding: quoted-printable

On 24-Jan-99, Peter Nightingale set out across the seas with this message=

-> You posted code to change the priority of a running

->list, is it OK if I include this into my current prog (Cinn)? I

->making money out of it BTW.

I think you can pretty much assume (unless specifically stated otherwise)=

that

any code given out on this list is PD and therefore can be used by anyone=

for

any purpose =3D]

It might be nice to say thanks to the people concerned in the manual or d=

ox,

tho =3D]
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-- =

***************

*** CAT TAG *** Hey, I ran Windows the other day and it didn’t crash!

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 22=B701=B799 ]

!___/ \/DTN.\/

1.261 Peek

From: amorel <amorel@xs4all.nl>

Date: Sun, 31 Jan 1999 05:47:21 +0500

Subject: Peek

On 30-Jan-99, Donovan Reeve wrote:

>>adolescent at times. And when it boils down to it, people who swear

>>usually do so because they don’t have a wider appreciation of the

>>situation, and that just shows narrow mindedness, which is why when

>>they look at those who don’t like to swear they see that narrow

I`m sorry but swearing is natural it`s inside every human and it will

always be inside humans, it is after all HUMAN :) It is a great

way to release anger and frustration without causing too much damage.

Swearing serves a purpose and a good one for all it matters.

> At the risk of sounding even more pompous, I have noticed that swearing

>often results from frustration and an inability to put ideas into better

>and more communicative words. The rest of the time, it results from the

>desire to shock or hurt. Once a person gets in the habit of it, it results

Hahahaha, that`s a HUGE open door, of course!

When I get frustrated, for example when my prog crashes for the 100`ed time

and I swear, I feel released. But if I artificially try to put back that

urge to release my frustration/anger or whatever I will end up worse.

Suppressing yourself or others is very bad for your and/or their mental

health, period. But of course, as with any thing, swearing shouldn`t become

too much.

Anyway, this is too offtopic :-)

--
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Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040/32,2g hd,CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.262 Re: PC vs. Amiga PIRACY :)

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 00:09:27 +0200

Organization: A97

Subject: Re: PC vs. Amiga PIRACY :)

Encoding: quoted-printable

Hello Jamie.

On 14-Jan-99, Jamie Bentley wrote:

> A few years ago the amiga platform had the word "piracy" written all ov=

er it,

> mainly because Amiga had the best games on the market (when compared to=

PC),

> but that eventually changed.

> And remember, its not considered Piracy to get something off the net wh=

ich is

> over 5 years old.

I regret to imform you that Copyright laws, and laws of intellectually pr=

operty says 70 years. Please have your facts straight before telling peop=

le about it.

> Of course, a lot of people with Cable modems aren’t going to care at al=

l

> about that, so the next thing in line is small but simple manual protec=

tion.

> If you have a big manual, with 5 codes on each page (lets say 50+ pages=

),

> nobody will be bothered to copy them.

No because it’s takes about 5 minutes to resource it.

> Of course, the crackers can always crack the program.. But not if you t=
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he

> code for the protection stored in 3 or 4 places, all encrypted differen=

tly (so

> a search won’t find it again).

You really believe that ? It’s the easiest thing in the world to reverse =

engineer.

> I never had any major problem with manual protection, Like "globdule"..=

it

> just asked for the number and you look up the page, the line. bang, don=

e, no

> hassels :)

> Monkey Island and Monkey Island 2 took this further by having humor in =

it, =

> that codewheel produced some funny names :)

Oh. And both where cracked in about 10 minutes.

> Statistics: FOr every Amiga game sold (CD or other) after 1996, for 1 =

game,

> 8 copies were pirated.

That’s still 8 to many. That means the the developers where ripped of for=

their hard work 8 times for every time they sold one copy.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.263 Re: PC vs. Amiga PIRACY :)

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 00:45:37 +0000

Date: Thu, 14 Jan 1999 00:20:05 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: PC vs. Amiga PIRACY :)

Encoding: 7bit

Jamie Bentley wrote:

> And unfortunatly crackers are getting very smart these days, so the only REAL

> way to prevent piracy over the internet is to make the games bigger with

> animations etc.

PC and PlayStation games are all prety huge but they`re pirated more

than

anything else.

> If you have a big manual, with 5 codes on each page (lets say 50+ pages),

> nobody will be bothered to copy them.

pitty most Amiga games don`t come with manuals nowadays, especially 50+

pages! :)

> Statistics: FOr every Amiga game sold (CD or other) after 1996, for 1 game,

> 8 copies were pirated.

> Statistcs: For every PC game sold (CD or other) after 1996, for 1 game sold,

> over 15 (now 25) games were pirated.

> We’ve got it good here on amiga, don’t knock it :)

I think the whole piracy thing is just an excuse for Software publishers

to blame low sales :) I`m sure my game was one of the most pirated Amiga

games of `98 but it didn`t stop it from selling more than most. It`s

a shame we don`t have any REAL piracy figures, I`m sure you`d find that

a bad game with bad sales would be most likely to be pirated the least!

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >

1.264 PC vs. Amiga PIRACY :)

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Thu, 14 Jan 1999 08:19:53 +0500

Organization: Sniper Productions
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Subject: PC vs. Amiga PIRACY :)

Encoding: quoted-printable

Heya,

A few years ago the amiga platform had the word "piracy" written all ove=

r it,

mainly because Amiga had the best games on the market (when compared to P=

C),

but that eventually changed.

And remember, its not considered Piracy to get something off the net whi=

ch is

over 5 years old.

Everybody thinks CD piracy is a major problem for Amigas, and as of yet,=

its

nowhere near as big as the internet piracy (#amigawarez, #amielite, #aw =3D=

All

pirate channels) and it probobly takes up about 10% (if that) of the Amig=

a

piracy market.

And unfortunatly crackers are getting very smart these days, so the only=

REAL

way to prevent piracy over the internet is to make the games bigger with

animations etc.

Of course, a lot of people with Cable modems aren’t going to care at all=

about that, so the next thing in line is small but simple manual protecti=

on.

If you have a big manual, with 5 codes on each page (lets say 50+ pages)=

nobody will be bothered to copy them.

Of course, the crackers can always crack the program.. But not if you th=

e

code for the protection stored in 3 or 4 places, all encrypted differentl=

y (so

a search won’t find it again).

I never had any major problem with manual protection, Like "globdule".. =

it

just asked for the number and you look up the page, the line. bang, done,=

no

hassels :)

Monkey Island and Monkey Island 2 took this further by having humor in i=

t, =
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that codewheel produced some funny names :)

However, with the Amiga games martket dwindling down and down, I wouldn’=

t

worry about Piracy because eventually, there won’t be any games to pirate=

Statistics: FOr every Amiga game sold (CD or other) after 1996, for 1 g=

ame,

8 copies were pirated.

Statistcs: For every PC game sold (CD or other) after 1996, for 1 game s=

old,

over 15 (now 25) games were pirated.

We’ve got it good here on amiga, don’t knock it :)

JB

Jamie Bentley - Sniper Productions=A9 1995

___________________________________________________________________

_______ \ Networked Computer Animation Services /

/ \ \ Lightwave 3D (V5 and UP) \

/ _______/ \ Imagine 5 /

| \ \ Rotoscoping \

| \ \ Image Compositing /

\ \ N I P E R \___________ Kickass Graphics \

\ \ \ Vehicle Contruction /

__/ > P R O D U C T I O N S / Accident (Re)Construction \

| / / 3D Architecture /

|____/_____________________________/ 100% Full on Texture Imaging \

-------------------------------------------------------------------

1.265 Re: PC vs. Amiga PIRACY :)

From: amorel <amorel@xs4all.nl>

Date: Thu, 14 Jan 1999 14:47:45 +0500

Subject: Re: PC vs. Amiga PIRACY :)

Encoding: quoted-printable

On 14-Jan-99, Mikkel L=F8kke wrote:

>You really believe that ? It’s the easiest thing in the world to reverse=

>engineer.

Hehehe, it is. Last year I reverse engineered a +/- 200 table database

searching the keys, as they didnt document them properly. Didnt take long=

at all.

>Oh. And both where cracked in about 10 minutes.
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I wonder how this has been measured :-)

-- =

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

Uhm.... \ \ Good old C=3D64 Aura 12/16 sampler=

=

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc=

=2E)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage=

=2E =

=

1.266 Re: Parallel Scanners (Offtopic)

for blitz-list@netsoc.ucd.ie; Sun, 10 Jan 1999 19:05:40 +0000

From: et@enterprise.net

Date: Sun, 10 Jan 1999 19:00:36 -0000

encoding: 7BIT

Subject: Re: Parallel Scanners (Offtopic)

X-Confirm-Reading-To: et@enterprise.net

X-pmrqc: 1

F

> > Sorry this is so off topic but I have looked everywhere and can’t find the

> > answer. Does anyone know of any drivers for parallel port scanners,

> > specifically the Mustek 1200 III EP? All I can find are SCSI drivers.

>

> There aren’t any. The parallel port of the AMiGA is different from that of the PC,

> so you cannot attach PC Parallel hardware to your AMiGA. Sorry.

Well, you can attach some - like Printers, and those webcam things,

and Zip drives, albeit they work slowly.

Back to the scanner though - no, you can’t. However there is a

Mustek scanner available under many different brandnames

(highscreen, scanmagic etc) which is a 24bit scanner, costs about

70 quid and is SCSI and includes a PC SCSI card. Throw the card

away and use the scanner on your amiga - this works perfectly,

better than on the PC.
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1.267 Palette 8,16 and 24-bit screenmode

From: "Anders Olausson" <olausson@surfguiden.zzn.com>

Date: Tue, 12 Jan 1999 20:32:31 -0800

Subject: Palette 8,16 and 24-bit screenmode

Encoding: quoted-printable

Hi Blitzers.

I’m trying to use a GFXBoard with Blitz. The screenopenings etc are

working alright, but I cant figure out how to setup my own palette.

I belive I should use LoadRGB32 but how should I do it?!

To take an example, I have a picture, and one register (AGA) holds the

colours:

blue 200

red 100

green 155

how do i make them into "3 longwords representing a left justified 32

bit rgb triplet" as the graphics.library states to use with a GFXBoard

screen? (I’m opening a screen using the screentags command)

I would be VERY happy with examples on this!

And _please_ reply the message to THIS adress because I havent joined

the blitzlist yet!!!

Regards, Anders.

Kraftfull Meta S=F6kning, Gratis Email, Hos SurfGuiden http://www.surfg=

uiden.com

_______________________________________________________________

Skaffa din egen webbaserade E-post Tj=E4nst p=E5 http://www.zzn.com

1.268 Re: Palette 8,16 and 24-bit screenmode

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 13 Jan 1999 15:52:29 +0200

Organization: A97

Subject: Re: Palette 8,16 and 24-bit screenmode

Encoding: quoted-printable

On 13-Jan-99, Anders Olausson wrote:

> I’m trying to use a GFXBoard with Blitz. The screenopenings etc are

> working alright, but I cant figure out how to setup my own palette.
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> I belive I should use LoadRGB32 but how should I do it?!

> To take an example, I have a picture, and one register (AGA) holds the

> colours:

> blue 200

> red 100

> green 155

> how do i make them into "3 longwords representing a left justified 32

> bit rgb triplet" as the graphics.library states to use with a GFXBoard

> screen? (I’m opening a screen using the screentags command)

Erm, I don’t quite folloew thiis ione, my first idea was to do 3bytes (Th=

e RGB values) as a longword (As used in RGBA type displays) In *THAT* cas=

e you would need to do something like:

red.l=3D100

green.l=3D155

blue.l=3D200

red.l LSL 16 ; Shift the red value 16 positions to the left. (Two Bytes i=

n Binary)

green.l LSL 8 ; Shift the green value 8 positions to the left. (One Byte =

in Binary)

rgbtrip.l=3Dred+green+blue ;Add the values together to get a longwaord.

rgbtrip LSL 8 ; Left allign it. (Leaving out the Alpha channel data)

Anyway, I’m not sure this is the format graphics.library wants. It is th=

e format the graphics card wants it in, and indeed RTGMaster.library. Any=

way I hope I have been to some help, or something.

> And _please_ reply the message to THIS adress because I havent joined

> the blitzlist yet!!!

Strange then, that the reply to is the Blitzlist....

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_
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__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.269 Re: Palette 8,16 and 24-bit screenmode

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 14:56:00 +0000

Date: Wed, 13 Jan 1999 14:43:36 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Palette 8,16 and 24-bit screenmode

Encoding: 7bit

Anders Olausson wrote:

> I’m trying to use a GFXBoard with Blitz. The screenopenings etc are

> working alright, but I cant figure out how to setup my own palette.

>

> I belive I should use LoadRGB32 but how should I do it?!

>

> To take an example, I have a picture, and one register (AGA) holds the

> colours:

>

> blue 200

> red 100

> green 155

>

> how do i make them into "3 longwords representing a left justified 32

> bit rgb triplet" as the graphics.library states to use with a GFXBoard

> screen? (I’m opening a screen using the screentags command)

I simply use standard Blitz palettes and use the following command

to set the colours to my screen...

LoadRGB32_ ViewPort(screen#),Peek.l(Addr Palette(palette#))

This was for 8bit modes. I`ve not used 15, 16 or 24 bit modes. I

would imagine those modes would require a function from the

cybergraphics.library API.

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >
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1.270 Re: Palette 8,16 and 24-bit screenmode

13 Jan 99 15:24:54 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Wed, 13 Jan 1999 15:24:41 -0000

encoding: Quoted-printable

Subject: Re: Palette 8,16 and 24-bit screenmode

On 13 Jan 99, at 14:43, Paul Burkey wrote:

> I simply use standard Blitz palettes and use the following command

> to set the colours to my screen...

>

> LoadRGB32_ ViewPort(screen#),Peek.l(Addr Palette(palette#))

>

> This was for 8bit modes. I`ve not used 15, 16 or 24 bit modes. I

> would imagine those modes would require a function from the

> cybergraphics.library API.

Ahh, very sneaky. I sent him a reply using what was in the Autodocs, crea=

ting

arrays and kinds of monkey business, and now I find that the Blitz objects=

actually have some use??

That should work for >8 bit modes as well, as long as the data is like

_red.l=3D$64000000 for a red colour component of 100 (left justified). The=

rest

of the structure seems to be the way LoadRGB32 wants, so this probably is =

as

well.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.271 Re: Palette 8,16 and 24-bit screenmode

Date: Wed, 13 Jan 1999 18:55:16 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: Palette 8,16 and 24-bit screenmode

Encoding: quoted-printable

At 20:32 12/01/99 -0800, you wrote:

>Hi Blitzers.
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>

>I’m trying to use a GFXBoard with Blitz. The screenopenings etc are

>working alright, but I cant figure out how to setup my own palette.

>

>I belive I should use LoadRGB32 but how should I do it?!

>

>To take an example, I have a picture, and one register (AGA) holds the

>colours:

>

>blue 200

>red 100

>green 155

>

>how do i make them into "3 longwords representing a left justified 32

>bit rgb triplet" as the graphics.library states to use with a GFXBoard

>screen? (I’m opening a screen using the screentags command)

>

>I would be VERY happy with examples on this!

Just use the NCS 1.60 which provides all the needed commands to achieve=

that.

And more. And forget the OS nightmares :-)

Bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.272 OS Wait loops 2

11 Jan 99 14:49:21 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Mon, 11 Jan 1999 14:49:13 -0000

encoding: Quoted-printable

Subject: OS Wait loops 2

I probably should also have mentioned that to wait for more message ports=

simply keep ORing them into the parameter for the Wait_ command, and add l=

oops

in to process them if you detect one, i.e. If (signal &xxx)...

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.273 OS Wait loops

11 Jan 99 14:43:32 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Mon, 11 Jan 1999 14:43:16 -0000

encoding: Quoted-printable

Subject: OS Wait loops

Hi diddly ho Simpson,

Small tip for anyone trying to use OS Wait_ for multiple message loops whe=

n

you’ve also got a Blitz window opened.

If you do this kind of loop, you can wait for messages on OS created ports=

and

Blitz windows (and anything else you can get the message port of).

The benefit of doing this is that is it an easy way to handle multiple me=

ssage

ports, one of which being from a window that Blitz has opened, and because=

you

still use Event to handle the OS messages for the window, other commands l=

ike

EventCode, GadgetHit, etc still return the correct values. The only drawba=

ck is
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that you need to handle the other message ports through the OS (but you’d

probably be able to do that if you need to have multiple message ports any=

way).

<<<example>>>

WBToScreen 0

WBenchToFront_

; Open window, using Blitz commands

Window 0,0,0,300,200,$100f,"Press Ctrl-C in CLI to exit",-1,-1

*mywin._Window =3D Peek.l(Addr Window(0))

winmask.l =3D 1 LSL *mywin\UserPort\mp_SigBit

; Open any message ports - get the mask in the same

; way as above, i.e. mask.l =3D 1 LSL *port\mp_SigBit

; This example just does Ctrl-C pressing in the CLI,

; where #SIGBREAKF_CTRL_C is like the mask

quit.w=3D0

While quit=3D0

signal.l =3D Wait_(winmask | #SIGBREAKF_CTRL_C)

If (signal & #SIGBREAKF_CTRL_C) Then quit=3D1

If (signal & winmask)

ev.l =3D Event

While ev<>0

Select ev

Case #IDCMP_CLOSEWINDOW:quit=3D1

Case #IDCMP_RAWKEY:Print Chr$(EventCode)

End Select

ev =3D Event

Wend

End If

WEnd

; Rest of program

End

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.274 Re: OS Question

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 02 Jan 1999 09:37:51 -0500

Subject: Re: OS Question

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748203248.1

Hi Rui

On 31-Dec-98, Rui Carvalho wrote:

> Hello,

>

> Does anyone now how to use the Setcomment_(name,comment) function...

Here is a little example

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

--BOUNDARY.1748203248.1

Content-Disposition: attachment; filename="setcom.asc"

;example of using system’s SetComment_ command

;note that it will work on both files and

;directories (just go to the directory without

;selecting a file)

;the AutoDocs say that some file systems do NOT

;support comments, but I think it will return an

;error if it can’t set a comment, as it does

;if you try to set a comment on a disk

WBenchToFront_

WbToScreen 0

MaxLen fi$=255 ;for the file requester

MaxLen pa$=255 ; " " " "

MaxLen com$=80 ;for the comment string

com$="Look! a comment!"

tocomment$=ASLFileRequest$ ("Select a file to comment",pa$,fi$,100,10,440,180)

If tocomment$<>""

ok.b=SetComment_(&tocomment$, &com$)

If ok
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rq$="Comment set on|"

Else

rq$="Couldn’t set comment on|"

EndIf

rq$+tocomment$

Request "",rq$,"OK"

EndIf

End

--BOUNDARY.1748203248.1--

1.275 OrionIRC (again!?)

From: Andrew Drays <amiga@ticon.net>

Date: Sun, 24 Jan 1999 22:42:55 -0500

Organization: A&M Orionsoft

Subject: OrionIRC (again!?)

Hello Blitzers,

I am back! .. I’ve gotten a new breat of coding ideas in me for OrionIRC.. and

I’m bound and determined to get the program done.. but.. I am having a

problem or 2 I could use some help with..

I have been having a major bug pop up and I don’t know what it’s from, my code

apprears to be solid.. but this bug doesn’t seem to want to die..

I have OrionIRC save the very basic info for it’s config in ENV:OIRC.CFG ..

which has it’s flaws at current, but I did it so it wouldn’t remember config

after a reset for testing purposes..

ANYWAYS..

it’s in the screen settings.. all the other data seems to load fine.. size,

overscan, etc.. but my display ID seems to have a BIG problem..

it saves the data fine.. just like it’s supposed to.. no problems..

OrionIRC.Config - config file

1 - screen status (0=workbench)

1087504385 -display ID (cybergraphix 640X480 256 max)

1 - overscantype

3 - displaydepth

640 - displaywidth

480 -displayheght

1 - gfx card (manually put in!)

but when it loads .. the displayID is -1 i.e. "1087504384" and I have to do a

+1 do DisID.. well.. then it works fine..
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the thing is.. when it’s an AMIGA screenmode, it loads the data flawlessly and

doesn’t need the DisID+1 .. ..

I’m loading using a edit(80), which is more then enough integer space for it

to load right..

I do have some possible theories.. ..

1. DisID is deftyped as a .l .. and when it loads from the disk in to a long

integer space it loses data?

2. maybe edit(80) isn’t enough?

3. maybe I should have the displayID LAST in the list or FIRST? all the

strings load with (80) which should be plenty of space, but, what if I’m

having it load in the wrong order and data is being lost..

.. here, in case you need to see what my code is like..

I know my code is sloppy, but the main part is at the beginning.. I’m backing

up the disid integer.. and I have it check for the 1 in the config so it

knows to add the 1 for the gfx card.. (not yet put into the program to config

for it)

.envload

If ReadFile(0,"ENV:OIRC.CFG")

FileInput 0

defcfg$=Edit$(20)

ok=Edit(10)

DisID=Edit(80)

pdisid.l=DisID

OverType=Edit(80)

DisDepth=Edit(80)

DisWidth=Edit(80)

DisHeight=Edit(80)

If Eof(0)=False

ovrride=Edit(80)

If ovrride=1

DisID+1

EndIf

EndIf

If test=True

NPrint "Base Config settings!"

NPrint ""

NPrint "Default config file! = ",defcfg$

NPrint "Screen Status! = ",ok

NPrint "Preadd DisID =",pdisid



Yam_Blitz List 280 / 752

NPrint "DisplayID = ",DisID

NPrint "Oscan = ",OverType

NPrint "Dpth = ",DisDepth

NPrint "Widh = ",DisWidth

NPrint "heit = ",DisHeight

EndIf

DefaultInput

CloseFile 0

config=True

Else

; Request "","Using Default Config","OK"

defcfg$="OrionIRC.Config"

config=False

EndIf

-- save sequence ..

.basesave

If WriteFile(0,"ENV:OIRC.CFG")

FileOutput 0

NPrint defcfg$

NPrint ok

NPrint DisID

NPrint OverType

NPrint DisDepth

NPrint DisWidth

NPrint DisHeight

DefaultOutput

CloseFile 0

EndIf

Return

Cheers!

--

<TSB>

E-Mail -amiga@ticon.net- Andrew Drays - ( Condore )

IRC - us.undernet.org #amirc #amigachat - Janesville, WI 53546

Webpage http://www.ticon.net/~amiga

<TSB>
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1.276 Re: OrionIRC (again!?)

From: Rui Carvalho <grim@ip.pt>

Date: Mon, 25 Jan 1999 20:02:26 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: OrionIRC (again!?)

Encoding: quoted-printable

Hello Andrew

Somewhere Andrew Drays wrote:

AD > I have OrionIRC save the very basic info for it’s config in ENV:OIRC=

=2ECFG ..

AD > which has it’s flaws at current, but I did it so it wouldn’t remembe=

r

AD > config after a reset for testing purposes..

I prefer that you use the program dir to save the setup, cleaner that way=

!!!

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>

Don’t force it! Get a bigger hammer.

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>

1.277 Opening the exec lib

id 100o4O-0005P7-00; Thu, 14 Jan 1999 14:48:25 +0000

Thu, 14 Jan 1999 14:46:36 +0000

14 Jan 99 14:46:36 +0000

From: "S.J.CROY" <ap6013@qmw.ac.uk>

Organization: University of London (QMW)

Date: Thu, 14 Jan 1999 14:46:29 +0000

encoding: 7BIT

Subject: Opening the exec lib
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Hello Blitzers...

What is the proper way of opening the exec library? At the

moment I`m using *Exec= OpenLibrary_ ("exec.library"). Every

time I try to close it though, the machine crashes. Ok, so I left it

out, find a list of the available screens, but sometimes it crashes

afterwards. It seems pretty random. Has anyone got any ideas?

Steven

1.278 Re: Opening the exec lib

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 17:28:48 +0200

Organization: A97

Subject: Re: Opening the exec lib

Encoding: quoted-printable

On 14-Jan-99, S.J.CROY wrote:

> What is the proper way of opening the exec library? At the =

> moment I`m using *Exec=3D OpenLibrary_ ("exec.library"). Every =

> time I try to close it though, the machine crashes. Ok, so I left it =

> out, find a list of the available screens, but sometimes it crashes =

> afterwards. It seems pretty random. Has anyone got any ideas?

Erm why would you wnat to open the exec.library ?

If you want to use a command from exec just type it’s name. (OpenLibrary_=

() is a good example.)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __
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/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.279 Re: Opening the exec lib

id 100p3f-0005QP-00; Thu, 14 Jan 1999 15:52:20 +0000

14 Jan 99 15:50:29 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 14 Jan 1999 15:50:14 -0000

encoding: Quoted-printable

Subject: Re: Opening the exec lib

On 14 Jan 99, at 14:46, S.J.CROY wrote:

> What is the proper way of opening the exec library? At the

> moment I`m using *Exec=3D OpenLibrary_ ("exec.library"). Every

You have to use *Exec =3D Peek.l(4). Use it as much as possible, its the =

only

absolute memory address your allowed to use on the Amiga. You might as wel=

l get

your money’s worth.

Seeing as OpenLibrary is part of exec, you need a pointer to exec before =

you

can use OpenLibrary, so if you try to OpenLibrary exec then you probably w=

ould

open it as Blitz already has a pointer exec for you. And you should also h=

ave a

version number in those parameters, even if it is just 0. See?

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.280 OpenBlitz...

From: Frederic Laboureur <alphasnd@sdv.fr>

Date: Tue, 26 Jan 1999 19:04:48 +0100

Organization: Fantaisie Software

Subject: OpenBlitz...

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1075557000.2

Encoding: quoted-printable

OooooPs.

Here is the attached file (where was I when I’ve written

the mail ????)

Bye,

Fred.

-------------------------------------------------------------------------=

--------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_ =

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr =

(o o_ /(o o)\ _o o) =

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’ =

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

-------------------------------------------------------------------------=

--------

--BOUNDARY.1075557000.2

Content-Disposition: attachment; filename="OpenBlitz.lzx"

Encoding: base64

TFpYAAwACgQAAA8AWHwAABosAAAKAgAAAAoAAMg7VDgZMZRo3HrUABlPcGVuQmxpdHogVjEu

MzAvT3BlbkJsaXR6V1MFVcPgADKZqKERADsAAN/4yHlXIYh6zrH5EcftJu3eKlHVnMd3ZcCn

cO2ch44CRDIHUHog1DviOTvjUcX2SksR44jb4/lHHhaUIccQ4SgeERw9jCHqUHMM8JR1YCOb

EYylHs8rfjoAAzIzd0QAcFdASL/Z39nZvP2fu9ndp9m0jWoHfTu6Z7OzM7skFC2tnQHM6S08

O0+RQRe0lMK2lKQ0JCUmkjIHv1BtLQSh0jlSWElCKSC0oT4lKNAssiCHbBMhaNA+QviTlsSI

H0kXCCOaIsUQhApamhf5AxZEk/YYkKhfkj4mBdNALgQ71JElBO1OQt9UtinE5ZK+ZY/Oy3yV

Syv/8kISD2p5QrQU2sJPe8vhWhFve5/xqEHAvIGoPRyIykXlzFTGfMhv05MlHz8d1pSJDER6

lYeXMjUXlzVHY4WvL/hEIBcJEtuno24jKH3wyhYSWMQRjrJiZXkTR8qRSdUKt5aJ5sGEw0HL
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C2d8YLsenIE1xY1Hdw9a04QcI3lXVDnMYmasa67YCdtgiuUlxax6M8xFTlyURx2l59qsHvIG

u6Jh9TgpLBpiF6Y8ssHJZ9hnEYWH5ciNFJWlyGKuSsJyNFbVejGcJdpcMMpiI4Cs5CcVCeNL

stL5SHZWMyojLIJ4afa0tjAqDI3YUIOLhM73HZAMziKI8RyVJivOroqpFRgCv8QxRx4RK8x7

dRAr1KmnJSHEBJv4As3mxtUtErSjbYQvxw/ETl+SmYR1rITesrwQo2FjL2PzBzavmOcaYfQc

vnhsnZZ7bj3ZjzEn4voHLit0S8GMwvGInkJ3gKasXpD86J2YaZW9VrK0p039IjBMPV+W8cl/

GJZme6lMJZHE+MwEHnx84fImQixPoIUNLlBt4tCBudhOMbLByfsyjVFaaMthC82SxoTPrSaS

HEUzRBe+Ox5uVt9LUccr9m0QKwbZ6XxV9aa1cqu0ZHibipmxuMMh4aeUY2xu4XUI3fWPvEfQ

f8Fw+mvSKwC2GjI5qEOTW4PNvoQCQbn5c1yfFRq26fZBVT/OMpZ8zgCuERmCE4R9yPuR0Wf3

v797QhrTFXZkcQI1hFECfex9Qi+5juNZyF67//H2x1/BO6zpVaJ7F0DERONSlTS5pLyUvC+A

C+Rc+8qprPzlx6XglrBeBqGe60pFWrjOHnIky5LJkaOWKCDiRSlLyLpOOiGJpqKrqqIQ9fWi

B+G4+rQiEkOIwOWJY+lm70omIOQlLj9oGXl+xfNyJIzlJNgopSf0oQpu2s6qV5YJ6FTp8zl0

fULdPoKw8ZwGlm3KtLNp3pbXETWeIb13RoKCuBVwq9YFsLAryV3VqN4SEoZesNWp/c1tW5x+

plYugrlMvIonMned2dLZ6yhx9lvuY/Cmd/OKw/LJTG9EuYOVF5JlGjKSVSW3T4yzDVP0blGU

X3OoYXpiurXqX/jar152ZuGBLyuaEO61K60Z7167QtklxRMLAs77BNi8uSvoGXmz37JqeQy0

KHFbPy2R81CI2ZQ9baMTlR4H63MpeHiFy/kePI77v51CQcgX9LOSravO1LjNXNcjWisgKnLz

X/tzAW/cFICc/YLUVz2wXu3rSPvse7Lm2/x9xnLoytn+q8Dfdetfkn64V6xZ9arUbvTKQNcr

dgqDWOLBvy2Y77x6pgjy8XjZGcmzjXzVDT1yhxptk/esu/wQfyx+XILx13brxgEPbiph5/5r

t59PWfb9T10P/4uB527+9cznujbFLV5bWPLtr76ryn2XAWx3oJt+CALSHOsFj0MXFecL2SU7

aN2W8SOpSqU9J7uHJyd4nM9Atiqg1uzrBPJXUTjK04dAucoHm0oBnvE59TbrEaSCK/9LEjPT

cDB8RcFlsivZcmxLIhahsU594mNfLeJJYr776r74ahVq1FmOcc2Bq+TWCif/usTK7ogFtbei

QMryRRAt7s1W2aJM8jZ7qsG8vAty81hSNvLJ4qnl3L72r2qCTylXtS8MCJaJ2RC7Y51Xz3z5

yZ+yruh8YvRA2sTOfjS2gOH5sBqt2llWlm8Ts5phu+cvm8VvKS3nlwnwC+ZzFYy+mlEmf0Ws

Y/gc3q992PpmJD7CL3vBeLdrrz6k1AVOPXF+XdOXCmGXZtcY4Nfc6C0q5s+HMqjIUxueNtoh

7cq+KqQ4kmmU0jGjOWN/b7A1fVHbT2u4nzov5YYKC08c7RdcP57Z3xP1XzS68S2Uimbu2cZX

Ysvi1m36uLZdNeklgahr/NQ27yUxn/2dBPV5y/WtnITHL0WfBG/bRXrf0VPWf9n7JfovigM/

c2+ovzdGTh3J+75bUGXD6p2RyXszaALy9KYwGrqBBIKzmK1yV8H299cAmvSiiB1x3k7xDpXb

rvvMqPEFdz9yrH7zVGcle/uEvhrHerF/clnvCYNaDM/JHoX09I/3/AhP9Usum4f//0A6u79e

7ff+u7D/I/XE/nVYPtG9/2h1mLi23uIuCDVdmHhOeQKtjt+bzOgSzy+EWdviiNkkOins0GYq

0t0/2gfnqLPN5bGu8JzRqseuYVxoBzsLveRGpCuHdihf1/Z0k8TbWLten7B1AU6BZdCTuVih

p8rrrKNFsmv+2lxNTXy6JBjPdysV8DU0yv1zyal8+VWZlu2eydPV5faWtVzji+I79GCCT6s6

+9HyO3wqpoJmw2od8ONJfxbfy49NTbKOeog/vQy5/4x9zdrslBLwWsUs2oSCF/nS/gIfYFi8

74hnsnD7/gpJakrOUIEMILva6bnngqWo+tTfQYF0EEDL6jYqSbgQbqCn4jvfUGGSJuUZAyfT

ZRFxu8/Q9s25kiMTY9Pv2KeNHFxYG2qmHhOxZsf2nU/X08x5wZxDkHfp30gRaMMNbZQqwOnp

xmUxTrMoOQ3C/im6/etX3prcBqEGXY1gteV3p/FGUfcGDcwlV+p6SVKC63omYR2Z1L/ygv0i

Bl+UruHc2e+8uo9iTo/OLc5B88XFjfZVzisqbLUNav7ipPmxAqYcfvmSgeJEoPZARQFt+VL2

Bx6QfbbpFbfbZeSP+dWbTb53lzccDt+di2UcD113cLVFHz72jzyulaHGJ/57pD7c5D/e0xW3

/02EAzgD1zoaw8eQ7H4GkHk3QrEKyBAhKrIOtXXRsnhwUod6R1+AxNY8nRJQah5SAXKEckIW

4Qv6zqG5rX68mmaLUlPThw3o/on3aNL6oQOGV+a5N0vZBkJxeUnrKBfY++IP2om5XnChPPrv

stC7XyQwfe/oWOZ11RekhlTht+aohX0t5q/1ow5zZdYb2PXsR/55oQPf3PihFviGhr6ugtPl
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+R+wiZ2rpFXQF0hWlynGNn2LdumH1w1x/iVCOH+P7EegGqbbDeZYEHqa6a6rZVgU6/nqFHZr

uiM9iqRuDoJGa/oJXogJvNpPCN5uXWg9lZRMUVvFwR74U5jI1N5tFz7zZrZY/exc3i/88hQ1

noZcXE+/icjaD+Z5sYVbPJ7JbuxP78xf9nYcRB+1WYV2xe7b7RP4zLqp9fzXavNAIuMZReZ4

a/l8V+7DAl71+lzNuaQFzs6KYU8P0LJhaSeOV5rxn4WojOgaFN3HKxr8rIr6GwN+ux+avq6I

1x/KIb3qBzdXXWnSPrdcv67Ihmt+Qkj3bp2DNuzVe3T0JD7y6qgnJf/ahAQ34Qw9H2G1YxjX

MXzhnMS3a9ZACtYCtSsZugBO3b7hDv4QgCos4gjsPhVoWXoa2ievhe7443Nzuz+FWdZaBbu9

+N3P26mVyBZyv8dID/RyZH4KyLS7/0ZKyb0bq1dwzGMRa+mziX9b0tOD92gQnpbxKrfwpL3v

umhF+HGrB++3G4FiVr3/2Cn3L+b6vQAsq2a+ERHa8RAJZq1LB/rti7b/E0KJb4nDRq+6+n8G

vYJkzZFdX5Fhdt4DbA0yo/3/V1QIqiv4ofZMnlppc8fhiH0lT6jSJY1TkU34pxt4m76c9flR

v6hB4eo+UGvlbnZvZ+LriBGSegDzv43qmsl9l5YDf34OOf5YFifG/VNyW/PxwPYz2PfFvXVK

jfzbYWrAs9VN3+zjkxh0cHE+PrfYpNjxE5sDeNW7fnTb/yd3RtBmN79CBeydFS3GiEJo3f/H

qi6X1/bxX9HTe5X/fxWrD5I+8MMcNTtz/9u9tkaS1dg+02i4897v1cz/GoI9t7+SbKczamuN

QuGTWcPfwYCzNxvj7aPxo0AuASCV661acf69ad3/pYFZq/bj//ySObMPlvLxEF/++7pUm5/T

nIp3rOlWVU3NSPf86pj5VmAsfHW9Csof0KeXdbcdN1rWmwF10fZKxGj61L4txGrhWmuS3F+M

SytP3zUvLc17gAIVDgPXqrFHrUpsFC+agr2rVl8mJo1wZRuT9uOANSH2NMiJ3z4kt9rsMPVP

5QFxTet153q9o+hCznmXdO8hsG3LXOP2Nostr/eqDZlUf+0ZW2781DPD8O4Z9v87mYe8odC0

+kq+6L6RXWiQ5un3K6S9wlN+eL1gv5rQGWT2XFaVPNYy+dS5RRr1qxnmc6kTNTO6vvBCmPVt

rNE71X2betMN7y3b7zP3o+Tf7+LABAGvv5tj4QHeqm1elAay9/fH+XaR8mfTFkTBHri9UH3l

Z/D5yz9i/+0D4HkN8lcL9P8N6k22TTWeOZLpbaz7R4mvblopETe9jENfWzDhX/IagbGDTj9h

mfS/Tr63sdR2/2uLxKDgXkfa8TY2ScPwuVqbFHIfKTdu44Zxf2FIMPahRFfjdHsRSFWRPX+U

0beW+xlemrnK//4Agzkdb/AZe9GpbnccBAP8Jz2BPfMidj7/6QGDef29URIg1/suNRvcr+fQ

dCpA1cexWNP/p/RKHsSbG3yjGUd79LINvvyzCOqpiIy2Mb8VlQYf9BhL/F0Nudth/xbha1hA

yieJhfGDwfMd5lUOmkGiGSwYx1K3h2/tY0OSFUi2UXY86hICqV2Lyx9H+o018s0K/TwiJRcu

1gvKdKYFFTs2gqxLlFmP1euYrnEWSKPN9xTkNE6dkoUXKG2HzsyViMfx1aiGiRF7zawHwS59

RWY9ij4EXzhl3FDiDxZAM0WdZ3J0hEcH6qIomPk6bSOPyyxAEGwXJkR7a6mHZO9biRQyvtEJ

GDi819hj7FS+gUZZkIQXkVmiIETJnTl2SGA99rxiY9jiehMxOWs5eTbVqXZLWyDm+ts0wBG+

FKLJo6DEYQtY9hUM4DKJtag8d4TswB7FYU/fESQ053oYxnjCGnaiNWF4FjzIEi9j1zjFiwXD

LnP30epo/Ah6sM6IEdQ5oeJWradzSJxub8isskiAYURBFMmcRWgGYdCMJWjalhC9MOdLYxVb

gj9jgpCj1jbpCWkuMAOc2kaIS6crKa2YoMIEfMgadR4ISBId7E6ITs0Z0BBMmdPRIloJ1y+j

tq7UuXgV4KtjQoh2aBJp5zzt0D+9BaoVc6RQzbE9JMe5znK1iGuSPWrKcifNY+I1bDFvrtQp

ScbyL09Raur4rcOvoaEzy737BHjioRUKNc5g+YxGexNvTE2XlB3Lt9GmBd7dm+EK7DzcLtpv

9Uc8w/SLtZhDEBY5CUuFn30UgoSkvt9gILdxNBSeqWu+CHnPilHfBeXnFm0/j2EKzYaEML8L

wfRUXDE+t11iAlXYhJhZNugmMuT119l2oaQqLch600WrYlhEdfO4YjCua/HcFsd3nF0xEIzq

ZnSYJCTNcvHGXKFaYJFJ64iqHD2lEApQCLRHsbbK2Soka+Bd/IqeH8wXRVq/2f94E5lwe1jo

IiNDkEB3mETZMkfFARz/ZgmM7ci8D4UVoPvrIJWDk/qGSjxhEbyI4S59FaJ3j9jrmiMQtVuj

sI23iH3CvngZuC5ReiY2lfjBwnaCnXOd3tYrE2iBaC+tjPBGyakmUU/Gw4DMTZ0IRig7lx52

rFmIRgd5W42UkPsubUkx1dYe4nNnXoJsiI73FtLUYRUET2zMv2IYmLzju+Igzi6rSaKz6Vut

eiROklKUxo1MkpE3JRqsJZRGoleaA2nYBcl5i+LWDdQxmqtjHJAPRFz8QmKVLfFaekMOYuxK

0mGVAgk2p75LuBQc/ggUfMVfOAGPD38S6wAzHpDFxR+nFOKY/CiaHvZf230c+BTpKN4Nv36v
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NEysv39SUiIYUPYvN4hJPCeQM5BRmWLgo49OCHHsgTi3fIbHwYjJS1KLnyAYcUbOaP8F0Pjy

DMLh4JDCcZ18xKVAiF0nyIWUAiSBGzfIuiHqaigwRGjSwqKMG6ZGIqNCiFqD2I+mgjAkSH9D

lkS9zhQv3gXVctXSOFeIbZdBX0+HsUKp9JoVstpS5SwXMuY/Rhl19m1qV48iULGO7XLfIY/3

0uOSHuRblKhyzAWn5T/OH9lor2zYe6XwUwhAZGHf29+6sO6udR7r3bm6pL5ReV0p4ile6lif

gaXIxIQsLtkxuTZsZdtL09eyqU+oqpQH08ThjPFzPoASizze2Hptj6b6QQeDtl8NyHvOkyP1

YgnjVhBHs93Y4tJJCu55G9PCWuj+PC/uIKkJUQZYZEQfK8qcdeah3cPBTTejE67sBYiFhcwH

tEWNYh2hmpkTWcCY7eYH3ryjsAyNgXbxc+2nfLhRUviiLfmwWI8MMWe6Nh9pL31jYu0uz9aW

TxgSn+22fa6p9SqH6U0IL6qzV9zn6Jfff0OtuRavbbbNlmdpF+P+7T2YdfOMS9YX13wWIKwl

Pflmg4m7cV0bPJseosfWMHxGTKchrEaqqhAdCWYZlrq9sO5m1WW5YXlGQ1RiNKVliSgKu244

A+NuzOk6QjZPiZacopFkH8l2poHv6X/DqlBoaB6iuabiuytcffH1uDzYnxs7rssks2mhKd2+

RlvkyUg/4QdrB4DnizGzRXKV0YmS7a/Kc+vmL2SJPdx9m4Wpn3YDSv2IWKX5tGhlZs9We5v6

51IuI4+DrDZ7Hfg1OovFLEPDQ7SPBpPNZiIVEZiMZrsYAEOPFOdxxBUvAO2OGfiGxxzHjtns

OPZeLZjUsUk+h7K1/F95pYkRnDZLjQz8Q2j0m4301b/ckji+QN8pTTLCB2Yp4KW8dPT5GKNR

Uiz+RjbjQfVo5tFEGLVP6nqPQN6t6Os+RO2bjzZOJNsenL8ST5zjX7hMXP7btaJmUIMwiiNe

NGTaO9MY+4f29bZRqab4vTTGWa6nZBG4TGzqYdAwCPkp5XNABi3p5eShQQUlIKaWdzZ7j0wD

xYpCo4jpc22z97icOMBPy/tDNgHPdzdG5bR9rve3sotJscwxe15kiJsbk6Y+lRPO9qbKsbB3

2SOKWDuyEPEPZbahttyUgmj69tVOEBVCnvJ2sZ4VjfxjzTzqyFD+ZGRlD2rGbKnUS7S+tuBM

zbwBtQf6HxUalFanz04QnM421TnKPVN6OvGMJVIANwa4VpSPosfRs5nUoyBERklPmJPahq3I

UEadC8h82BJSMZkUrgVpMaC7GypPVyxK55pnHEI1pi1vL4N41PRzUYLHISciac7KIRc4spX5

YRkTG3LhzHdH+U60YbV9nFNnaO0AapuelIooU1oWAOL7IyGnJvtp8rie8//id5Womw4E7Psj

zl+jq8Nb5VeTIKSZa8Ax3C5qOCrV7VpOmNFRkIXpM3zTDLgkzcilVZr1kML9XPLP+kWV291O

JzxsmVn9djFuhea5JzIGp/BH3Ox5xAdtqh9ycvrex4oRYTRB8cL79eEcZBY+G3PGPCc645CN

MGYHQ6sZ9CwqUsIG+hk4qMxBFF+XJaYgkKxCxEgkpqFjbrEhnVStBqQfDeR/XUnn10IL71JD

hD5CUhciNa2Wd9LazSBeYw0c4RkwTqiYbORHcKES7w1miWyO4cpGQifhkz41fEif5fybJcpI

GlbsRBFhcTHZVImIzL0mzZEOMyGJs9uD1FjZS4zQG0SWW/4N/yLRskwqTfMz0lrelNm1TVDK

OOouhh4qnoUxzek4hp4Q5sC8NJFYdnZON89mMXU5VuAfuvPRYxiMZBxbCfm8JbQ4HlsEdQrR

9Zb7V8WnUQuqMuqmsRieMMmodkl0TBUXBNDb43cITIyHXJZPHRUp10WeYbHHaglwMPMra9mV

cQsKU/MHDiN8UH9mAKz+y7WU0y5tHBEilNm+UwzSVE25XCjcoLglDwcBZ8N4wGrJoyLQw6oc

/XT2UvUE2OIVmS3RkopZ0BezzDIQFJ7tbT4wopaGEoyh2doJxaBvzBTjs7sS5I06R/XmHD48

Yi5poZ83gZIHAUlNhYv7MIPHrVHMRodHTVGp8LSOrXgUd9BqqBEAEFT5WGzqFPjRaicknqBt

p+J7nA322RESUva5w5CpsQOQMQffpEVUxTU2Hrnl9HiV6E/uEEwwe0t4zEot4NKp5FHOh94M

0xIii1LfW8Q6YlxcFyhkKllT+mhRk2jI6lFKYfNHR+dORBUbKjlLR8smN9I0Lh9TzJZzBPE4

ciSMYNxEa1mIro9cgmkyjoMKRy8uSSJNqZfAxVlA2LRbGEREMepcSqUiWMHeZxDxV3qjGNTO

VezCC6xwxdYYgGJu0PalMR7MNtpoDuIyZXzcJ1zHMbofhdVBIRSjZflJ9nc0Nt+OU5tt1A/1

Je5phchOpHd9CPjClJ4R8u3U2rvypHAw8Y3vApB9N66z7RXqLGx0su/LREssSNq6TrhIzYX6

PSXl4c33jCrj5bQdd45DWRculGmLUnRjQUsWHAhkRpDTAuiQBiMybejbO6OruIxbVEQ8kSXT

PDLSJP83KgFpTTd9tYN+R1ee/wEqbSQPnSJHpt4LRoYFQ2kshoiauFN9DCWnnSky8qbH+JNG

cWFX8oY/MQXeIS94WQg64TCHpSU3sEYyRNQ7hMnv61jIRDZCZJugeUucGzxlCyWWihnmLCLE

qN5BJFpYo7hqUpF+U/HJkEJmEc3ZpU9nCZFvdWDRgH7dQJoiBZ2zhcW8J1gwidaR1V5j19Fq
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WSCWPvc5iysICAsCg8Jjsm+SS8YmkPoRHO85Iy6Hz8suYNGVkp5casBW7t2lARgYZuITmRMw

8ZuyM2is6cKioO47Gp7TGWKuoJYfQOZRghJjDQzbX7PNjD1A8F6bCq0hmAuyOFEafMivvvEU

9DZVqE67tH0DVoank1O/r4TNFEkAqFKiZYZsOw+woUUYSRdzMdLP95elIaZ1/aVLHhHzXi4v

D54PmVgvDN+4bQ7j/IdNfKxby72RfZ7Jn/aCa/c4xwmMHu6Mt+kBjx/S+DkzT7rRLT2AvvCH

os+Vpr1e9THvVd2tF7u8lh1sTTC1+7PGouLO8JPW2hQHnhEa8ghP97Wnp0uByGA4wOD3gSIj

ez6NdxK7aQ/popra0HhfrqdwiM2fsUXzy537E901z+ATqh5f33qhVvhEB72lbuxJD3k9qRif

ZfET4U/v+wx9/AYJgPF7bSwN7EBA9iTjpCJrG13Y+4h/+/eqiEMJL6z/91b6Jdj3k6rxCZ9F

ctlnzH0Q60Yaib0T7Xt3Tb4iu3BtT01nwXzfn/kF3RA0+kNodiHTbOtbxH495+AkXe5OiDT9

19U+Ja2nrvuIPT7P7uB59z8QQmITtUw4+UsClfQnm80r0B0KzoZzWWwiJO6I9lchIew9V7yE

DENblkT41SLMYDfJGShJEp/FyNosR0Qx2mndDsBRiUPzePg9aIE2o1IDHtq0EuhkPNO0lMuU

O5CTy/gbmIUlQvDGQv+HrDkkjEdYZcWc8RC9szuYKMtNmyQFRULnfCTpCbPLmGLgZzwTszTr

cHDjryzsyr3no61Pl7P5E+zMZTmCkFBzMHg1SmX5pvDM9S8e9YbowYCnM6JQHwQT1MyxYCy2

7SafNNIptkg1TjH5MezUxaYv2LpkdWtq5yhrwva2T184R59yCPjMy67BQEaGGsuWo8LQybBp

NpAZuLLi19CGVGIZ4j+lr4Itl+veQOhRrX6OnUsufPgYvKbMpC0oska4s/K31ghriGaztGWX

cn+TJ9MUi8MMsFFRIk97Dho/J6Y1MjpE2TmqnUZ0B3XXy5wTgpsje6nt1e96/aJyziaQJwpx

+bKqi13VK15mjtgqsCLSPn2qI1K74feB/TSxtIj6vBnSL3NNbU4ld0jNdIw30iHgGx0Uiy+H

IiH22SXZVYSsUhR/eJY5kSGSiCeHk99T3vUoqP7bwK2gzh/j3QeTeV/FZ2iWK069hSOQ3dvz

MQysTT/hogihBdJHKhc5gzukNq+6IqKaSBzWsel5XQjp1WRCI5GT07uI6aL00x+jt05QLOid

dOmWa25sVqFxCQEDPdJOwzu09CbRwRJ5zxneBjYqJe33rZoMIBiu3ZD1445axYa4xTtBc9uM

MkrMq4hob1w6KTxH01x5HY5SNOfoWYlJKQwnQy0kQN1lHy2jWDhOIsG5itEyPZ4P0oTTTKzV

HsSsJ8SMjR6VCaNC1nGtLkoxNug42Yc/cpLc0Ni4v9QC8rJu1Vv1qfH08/xTWS/bwk6yjOn7

qovFTvarELB5l37tWtErnfJjfnLlsRYqRI0GBxZm99nqknj1uYijQe7I60jI4oooVtrbZFkf

4w5ZOCURTlnD+844JhpM+PVcOYhZ5kvEDE4jEUUmvFlMa8pXSWCtTjLm2eo3lEQyEzQA3Kd3

9qQBRnc9s+rSgadymUUnP2bkYNtZZXVYYd9SvpXGsQsje3rGxEKnWBpsBPLzJ77suV5LTCpQ

RIXBXgP0pwZCU9ouNaFMTj2J7spge+beNdMwOAVjaVljuaQblYjBz4DnmyKNnQDzSiSTEzjS

TgdBwvYHo9iX+BUkDybYmzHJBFKejnQpNc9FOGCMWH7RvGtDheKzU+JY5gU1QvO4PcNctOsc

sXAFLhGTgidl0dNIoewYxurllTLlgPDS8wJyzbHoQ6M5nYUD9mMkLJtLMnISRqmfGj6e8xlT

4O7InChw5S2fEmj5QxOIs0zQZFusP9XYOXbpgiXpV6JqOv8/DV537hHV8G0OAqHoOF7cWv/c

LM7ZopQxz85zF1zScvGrosb1uYXlawE2tiy5VlilWgnphKcxHLXuEw34c5kVtB7zbsUAsDR9

4PzhfIgl40gte0yrJPfGRQWOqqbNjLj5y8BqzCS2ITGbHW5p9ogyVbdIuK4VYMC8fXYK8H0Y

BTtBVuwVDXEPbtj07wILqDh8ZIkoanmXgcrT/ADBX+Ng54RVnXJ/hPEU3wVMlYUmnwbmSWwD

6eSu2U8Y/ByN6oSzqTm/FyT/GRpTkI5ajcZwiIrrtgfsNMHccE8TluU9inrgDIwIued66e+j

dQ+FbemkqjLGjVPUp3TApZEOzIgOPoWVSqsJmRtNa5/ldC9TgTe2KyQ4K7vFWPTixj+pfE0H

r/BF8gdiYKxx3EbLIxAPWSvrHCuI65Q4h2jYxoTJdcpsn5Y/uOIHWVi8zlJQTNoky67SL6sg

VhHCz5qVmox8OSgUgZeIbYxG7aVM0U3hspkKQz+oP1295o5/XGZKcx6MUc9Je9M0P4L/ys4t

l2g7cQEZisINZSU7vluSU6OcxY2f4NAQ2gDk/MqyvOg1Ew/Vm+O3RlBcWFaivOZbRuCMs2Vr

m+Yrpfi+oyRUOeTdGlBsexO2c090Q3DfKUrCM+9od63d4peHExaDS6nf2FMLZuaAfVzeJyGC

05wWxuPoaZJEo7vpHwB6jNOsiFm/hvBPZYILGPdVDfdZ9iFYBdFRyBBRxPLnHkvQpgh9oH1Z

AQr5xSHC6is+xMPmOt1uD89my4osWQyBjT/jHOXu6gwzFcoeuiwV5JSyHs/eS770ivVI8cJk
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PNjBTjScdNnEUm3CWBYtWT4NAWwHHVkqUYFZZBjUCpISM5zLZjf+WCeMO/UwY8gwsdh8saai

U9n6mHIRE9AXiEHL54LGy9U3eQD9T4S3tYzO1285zVkWLAzQpRWzRQtnfVwW73zD/PY8DN7/

MZ9n3JN47oSdoB5YLCeREJiuPcvdQsouJsyp86vzuzRQceaWUfOuzLxiTe1yf8aTyCxODEOH

5OUNWIUrrh5FwHTLIXW8enSgAn3qMOo8yaXQFL4vcbFXXbdnyRK0PlJAhgop/mp8J1Xalw1u

jJz3MHU6Yht1Lt3dnF13MDc3rBdDjhnDtFaTliuT21bRzRHJ4GvXUGXVKesaP09XmScs+8Fm

MLHENLrqdtZw8Wp0OYh11+SZsECG43m5ZshisbhbObluYo4uIJgaDiZhw1hdrR3dMLw3Z7TZ

NcYaXnM2wPM7ap64ifdgOesNbrri4Vi0mGabnvosezm4uI5gZXW1Tt3dW2T6Yy4OTy4xdLa2

m7Orh9xj2Pcy+CDhzFueCpy3SxxRLGqsBx1sd7nGW2H9x3K3dXDFf9sEQziIua2A0zPE7tJf

5vPgv7vXgdLnfd5VU+ucbKZc+Nzmekscw5lOVpeyRVlRVkLuoU4wTQcL9dcx3LcX9dp4l8ao

JnWXUTfwszXM5WmHq1zJlqq3s0WtdLVTcLjya6My0+CYk99gNWlen1c3Msw6beNjeIxin1JR

MCCewcShVb5s7j68Jney1v44rW+xrWWSvjC0i4OOxU3iyq1pPJXVfl2vuwKG824blYjKxCIl

dQ7WG8J13GzdnEq3sPTURSfik9Hd1I6iQ3viTNDU5knk6Vs4ynXclqHUC66GZsw5N/J1dDXk

9HR2NKjOdrdM+WCjJ2tMY+DolOmdmJ6Aw6NP1mmKzr2JtJvKWlG5uC1Z6XL8tvbybZVKyi9e

yg2v8XF6Vye6x8Mp+UfXi3Z1dHVsOqBUxfg7+KDOzT9jh4m3wtiyqtllzFlxfEmUX8/2POut

9Oqr8+9R/YorMNp+/HvcsBAfowu8GPg8bIfd8KMZ2kf3PJduFS/7MwIe0YozT4b1Mu7aj/eZ

f+RLnAFY07G2VktbMJ0r4ylq6n8s2zZYcZktLhxpI87RzYV9I2PSbDdvgNVt87+gG+VyYYUm

ryb1+UP1WWXKVcxKOS7Fx7LagqyPS6z7qomLvd8fwu5s0ouj1Kjeu/01r66o0JC+ZZJHnrnz

1XoarDy6MtryZYtkafZoL3MM0w1478WRKer3JJ9Cvyhlfoqr8uK+JbiT6V70rAt80e/PGdDu

/w7KeblXRWrliW2pfpXP+L5TgspszZ7LrVrD9J5/K9QI20orv2wfY8v9vhPttYC8wZpukq5a

kranyzpWQs2XyCecRtVYk2IXar/GPkaTMMGFCBCBPQQLoIR00LZaCh+AgXjUKxqBC2AwImMD

B9DQPQ0C64iLlo0gwYQf0EF62Fd8Hg6hhNRgKvoGAYBSE6drBOwQUoB0sFZ4LTuDQjhaHCGO

w4VoEM0PHcGhbGgMZCIGMaFCdDv2gQLQgprYFxGCTuj986Rx0EEUDwOwgzRgmlwHEZjw5ZIn

QMZ0MHaHCeAgzmMEDEgted5IDuBQzowGBYCH2lq0qSh0J3aED+DAzUoLBgOgOjLMSKPQwToV

AEGHVFDSoQjuu4MFC6ACtChnRQ0DQQBUcfNRpBQwgVrUHyEAQei74nDRINIH8JAvLUJAEGFS

ThYN6kA91QYMwIgwDYsg94P14C6NBxPBwFxKFg6Bi8QR0vGkEdCB2rg/BIDBVEIN3UgLoQO0

qC8sAwFQg02dSQWhA9RwHokhy7zSBOhwgQ4S0EEa4DVKQalnpAnQ4bYPAIcBaOB+VgIFwNBd

g4ScGEf19pJggAzowS2qCwmADCThkwUkD2wgtnKGA8ASHDubncNFGw9RYASlDgDAk5Lx3KGk

HdAFtjBPXQUE0EHaGV8aRu0IBaGCOIwYB0GgmAqeY34dSR/AQZpwYwSEclIpHJoMF4EyJCNG

wUkU0EAMhhlJEyED2hAMgEHqUDUMDUhCQJ2mCgugEJpKX4lAKNBBBuh//gQY0MBcrBEuIEf1

QpIQYcAo3B8GoYKYqDHrqiaNgPXQjswaCUEI7AdSDmggXjsFQeBYQjx3DCnChggAroIS0ME8

qhEpQ4IwxGRs/CGsjqQH4CDeMQPC6L98ScOhXbQztocPUMFsSgo+gxMkMPE7UgawYCOKQTrA

SEOg/QQ3P4JDuBA1GYCAGLESpDHQwboLe0GD8FA6xAUGUIFMyp3hO8GkEDCDetQ7aoIFYPM5

hjsOFKBD7AeNAA6hg5RQMnIKZ/pJKK0BG8FBPPUKEcCAaogdBwGkVXjoR1IOqMDJJ7XGkCjB

C9iB+gICDaGEtCBmeoMTUCpSlZ2FsZSIOiiSmWFsKfuQGEGsUwSbWEpLdXKSJ4D20EG2C1aH

ByCwV9KFkpDWslI4UrCSikG0awkl9Yd10C48GhXBgWp4EAZg1LEgiQHtoIMoHwdgg5DYMxWC

A5RIfe4cdwQdGjhFh/TQDrYKpoUHUEHKMCk2AiIk4dqBpBvQQ7roZ+0AACBQpGoHJYCDmDAx

eSAp8qQRYL2EGC9AC2jQfuwIGsCDShQ22IKNaIUiEMEN6KHdtDNGhA1gECJpQDqYZFhpDCg4

E6AGNDBH5QeGanqSIEKAtFCmVBPCziTOMFt4ghzIGkuDBi+hgvTQzpoeC4OB2PA1NKBD6Lh8

AONHUgNowS2qGwSBAco0CwNBahJwoV9SBOjBrZofC4OgiHA04MHQqR3OkUZAhgwwzoAc0EC8
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9QoKwEAMZLUkTA/tIWMCBC2hgATIPxrAgMpwKZ4hHBQKS6GDC9AAUkQLYFt0FHaEIiCCWZg5

VMKNQaSJ6DCBDhHQAHaoT3YJCmCgbGUrUg+ggpIn23QMyfUkbYUpoQY0qC88BsVgAmQcaYKM

oL34HSsvaT/39eRhlS8UfZ6kMZMlJRrISNWFiTeDP6k+JPS1gUlCkKjrSk1reic3RfmcOwPU

nlQJmkayUjtITWyWHB6NBaukUlx4/lVRFJ8JAi7X2AmaLJW7xSFqg1MRkFDFEvEqcqfJAJof

DwPATBIA/mbHRFo2eNsTa+pMTQcbwUgSwf5ApBbYihIwegBpgPRQjlQPfJFIXSEdlACNQOKM

HGEnvwOpgfjiGJqpqTckDhWlSF0seJNGgvYQoZSnpAmTcSxJEcUoURqDqU+JGMU5pJEUpCNV

TtkgZggpRbpPE+BQD2MKcLEOiigklpBfdMEhLLAxQBoAClgZskFCsRW0SQKhrTgeXELaiLqS

OECATFX5SbT0DNUXAcYAAA8AmREAAAAAAAAKAgEAAAoAAMg7VB3pLanHtqvUYB9PcGVuQmxp

dHogVjEuMzAvT3BlbkJsaXR6Lmd1aWRlDwAVCwAAAAAAAAoCAQAACgAAyDtUYNInRt+SqELG

JE9wZW5CbGl0eiBWMS4zMC9PcGVuQmxpdHouZ3VpZGUuaW5mbw8AjwUAAAAAAAAKAgEAAAoA

AOW5d+X4qRQD5Q1+Rx5PcGVuQmxpdHogVjEuMzAvT3BlbkJsaXR6LmluZm8PAKEIAACAFAAA

CgIBAAAKAADIO1TGAiSjVPybIJkUT3BlbkJsaXR6IFYxLjMwLmluZm9HGwNt8VAAJhoAoZEA

MgAAVXtsg4jDcEuAYu+Bho7Wu/XrKu67at9qd52VtTbaXr2Q1X2Me7097fd9eV6d7wVNl2jZ

nWTNyGbMziTuZZsq1vBBAShbNhkaatJAhLLMe15f7YIhJhvOwCYMwSH1BAAEZmDqhgAA7GCQ

nl3uru9y9+739nqfhufBL17m10l6bRsDeDTi03X3uHqaecRVgPE1kn8eOAtxkppJxGl8bRMC

8LLLqpxNkqI9oFr+Bida47bOEQMASJJZbCNIwbxlgB2wwrQgWt4DjRMH0RWhoppDb4efwIZp

clS4VSZAKixIyEqMcOvpFuoIof3zCoz0YwaYEQWhYgi3JfAKe2JF2KHHxx3HxUQgg4okU9Se

qJ4CgR2PFCLVEMqwVbQcBPfU/prZKbPtTAcKyIegFTSrGDBDcNk2rrkerlP/XVyPweDzQ3bH

fNcMQKIzhQ6YUGHJ0FOrVqsAIDRFBSiROh9EYpQKSJP4wtT2ughkqY1gQb/gSSoccUmoRg0A

xEkNRaDf9POcHPuBBw1qOigEIWCDhjQlAs0ZIcQKFP88ppc4bF94XW7BIKRQr0YwZriShzuC

C4MCAvfBgWHh+yHQA4tNADABo32jkm+BxCbfIq5sWoU8aMUaGeJsFO7aEswjhBIgxqA4fRk0

dNwt0zyCDMjjoneXDAJaOMitgOvQWKHdRIkbt0EF4qqVUacxgMOPhARTdC0p0c/qYwverT3p

1yoQC34QWsOmxZgJ4MpchVC+QowOagHghEsxwnQ4LfX9CUwQeCOLvQTvCQqvhVeIbePUEBpe

hbZH1iIhMEZ6b2sJv6qWA8JDinE1ogyAZgUOB5x7nzHBXtoPFQm+UCr+GfxJGjxoEFCc+2js

F8F/V3dYVywRJL+rn33r1PoDkkfc45D3XvvD7UZxv8L56vv2o4WfVQxzIzdDoenHACiiwoQa

UMSQk4Kw6gQYeNQUKBFH1RpoFEk0mV3mW3iKdjFFQGxL9wSSyWXMF1GoM07GoFdb6gCw6k0H

8gvDFEkgWlVoz8RezbfkxGDRL5AFaLEetOPHAAWxARkUIUP8uvHBy+neXy7pj4NzEBjzpQYF

BIwS/cbcOUpL9qvsHORufdzW0lVi/F1xbJ8FQbCetN9QhQwFESGeo3vWBNUX5fyz7GLOMF6l

WkW1mjOAFlJ4T2+ZrUWn3PpikBqEa9cwbpZzLTjWpuLaCrnusc0ftVA0VzC4qz9sJUMEgrtP

6/xUxpcpArmhZiqt06a7uvfsmgiuv6EIeGBBI014j0UQpVJd4UqFQ9kir916v7SSOrcydGgk

xRGCStwQXzubk3oGO6HRGlVhxF44GgDF06NW3pCc6NqUnFqt3WCdQH+CuMh1UtoIIaohJdC+

2u6ep0IRW8egcpcoENVCUTgOpKLENFRmql9qceaqYffP6S51BnkCUdVmlJQK219KLkMfFF9E

ukl+IWuj36rI09Mel1q+UNTq10mpQorab+6rbWktH1H8LDsPTb9w3tCzL5nxPPzwy5SvYuYz

tcTm51QvRaJBQjFNU6enumuABadGh0l41jSRRqM5qLkrxTAyMPCOk1IZ+sXFkH+4HWIkuf+j

iWJF42P3P7OLgCN4rh02NSOW8xaurAAkRsUO1dXSBLCQxShMoBd+mVM0YqetKWJGjM6LatWR

bFHh6ugJYXGU3hdQQJnK13OaL9FCPeKRTcKX9KJUSCFVHQGhS9XIxwWjeulrJ5xpNROG/cDU

qtS+xseutZy/YkK7bCgGNnFB5WbyZR7wkIQ+8bm6FB6PF8sPzblaGqbO4BbLAk7pVSBEBbMh

5ha5CD8dKZ2qrINars1QTrdXGSXcbuMg7O901DkhUrMItE6fRBSG967pcdLYqPCi+RqW4mGL

yMSAvtPyt+rf0f4mFkS6vxseF0afaPG+gF5gZBiEnt/7cdMyWjW/EhRSh9O+IGs6sRq48FRK



Yam_Blitz List 291 / 752

BWFut2dPu1R/uCNhEM60xPicDF0l9WxB+D2EQbbcP4tpVCNfzHssWgoWWGH9eyWhe4EUq+D5

rR621/Yh0m5LJ4/eFr1YFC0r+AvNdEPhvrxeJHvwQmXDSyzgHNo+DzDY6z5Y+ak1aJFp1nkC

UFHEOcX4lEvK29q3qhF4ggDAZDilJxqa1hoyK8QpmjXJqIUEcV3Tx9K/3A0R0on3eSc5ZRg1

aIsSEVanUmYnmVhuD6NVBUvRq5fV8eOzH2Dc8V5YTdPr8ArEVDqF/d5avsNia4hXnHGvoUB9

m4aWBWux/BQX0e01zGtGo6D7CnFS0zHQiuwf16nDyxLmhbS1uQAJueosMw16ovgSyfmnXMcB

dsu5qSR4ufwVXgjVlrgGdetw+p+dh9l1yxedYj1Qv263SPq1auS+2vzNzuz01ynzDHwqZhca

FFJLuNf7Zx6tffm3DX0BdOnDHyqoJGvWY4MbmLvps2mufVbXqPUbdFaNt+S+kBhFBWwBwpOL

qep6DBC195dJRlUaE9aYEfRTRqCzfet3zZF8jyeNIiRYlABkvr0HEnQQjfoEatC202tN8BF0

V4RWAymBFB9dfyIhCujUU6MQVsi9r/gevT/Of18n/+zTL7ZzX6AKjb1XzGvU/7nxKuHxAvlr

SZEva9j4fuIrpAEZmoC2sxy/+7qIu9oylqzSr3LoEpuHoD7KnSOusfTnAmlQGUpYyBvfC7u3

if378AmBajII8+5voeNRD3XuDKQUK5K1ePvLSej2ZuOHHGTcLcMyhpOHhgCtGU82HseznJNr

y84I0RjlOcDXkUcn0qdOgUdz5rhbc7SVTxFSW8bt3XodEsaZmqlvjQbKRv1OhIA6oU+yAw1h

RDUx7/1M1Cx8uzqI4J0ay9/Xlm4St4rzwsBLZuuP9KQSRj4u62TcpF9llz8zH/U4JcZJ/gJr

+gUtjRNp66ot/3HKwNGWV5nhfP+1Bo/zJZQpWljMwhxv6+APiRX56BQspQ9Tay+PBHa/ZXn2

bIsWL57ijCEt9GOP6le+jCJVmmueKcPIiTL3y4x9KLLgLrNClGD7fqQ4mfO0IbZxYvSLcSlv

mVCRSPi/VhzbgXKz3rQv5ANxA22gxqCLkMd2J+N3aT9M1nzLNS6Cx3hNsUNdpqH/50uq35Pu

0rQ41rurL2JJiR7f0H20FdJA+DpgOTSpMxXpP5t4nCRHX6bU8TNPpVtFUs5YdLRMs1fMKy8b

Z4YMln6ptwqkQrJJES8e+2HTHJ6iEcG0cZHKZJgmeO4bl1Ja5HFP8QeTqAi2Ll/SQ1QiQri/

LKNnWtv7eVU0udLttit8tO9HRcZZbd+pOVb8lYiHuI96ehWEjBE/1wSafaotVkELfEDTXit6

+ZWqebZr6rDxivzNpZUgQmoGhal1QjtnUWLuYsj1s1N1Rw30OA2qVKsc3Rjnqo6eZxmwS2VZ

GrTxWbg2xMwotcJbJOeaxcn00g7iInr6GvHPMbtp9FOeBog5WVCxt3UsYiJ4rytTyyWSEtuh

WzxthwzQs+rTnaC16jOoyLxnwFRdL3VsMlDYha+8KtJem+GvEaW3WWdlGVoxp34qgDTpqEv0

5Vzab8h1UitoN8Sx4Cy+rOjvHwf/h/a+Xc7BFYHA53OKxWCwORzicVisDgc4nFYrA4HO5xWK

wFBzvSGDakHOnJ5Kg6lSE8yjNhkucVisDgc4nFYrA4HO5xWJ4IboJ8H6BaYRfX4g585PFYHA

53OKpWBi9jnF4rBYHA5xqBbDhag5y5DktWwchlTnOrlgDpKM3w5wOKxWBwOczisVgcDnc4pE

8JP0aAN8qS8XBiozK93l8nM66g9jgRZxoWiz3VfvBf3Tyd3yBmCQOF7IUMMDeEHZQCF5QUHd

IYMC/ztj0UoVBw5L5HjldgR3FSmQOQIOrbLtZ6eaWl87EyMqpM5/Twfv9cRyYWEnYX1bwO6H

LqmOqY3zXG5Iplj8Py4GnuznIU6IwuPa2blTSPA4+TwuMkrblgfZ8U/hFmGpxj1EcpKZbQz7

pvc4jkwtyFMyLjsMt6Z55Ft5OHuGbh6nkft63JjI8blz0UrcGVSAZTyOfHy97l7ac8H7w1Ph

UyuxXKcoC93zhRhY4EVlJSvUZYrfF9L5Hicfw2zH/j9l/TTTjylmjfAeJ1JpUkiPlXIDp5Xk

+a/h6fTrndcqmKbKuOJ2sNTBT7JTfbzL2nrchuBlO8cW6UfjExUm2ypTKpAKPC0/GU8Wzn1R

AHwnJIH3bcV++Qm7wHgjOIX+YtIrfk9qXvXQ9aChvdyjmrWT4PMrqUFMvyrc5r9jpD45TXxw

8HjtlLc+TrwT50VUXcC8kq5uJa+P9KvbbqCjdgYIGd1nkcMwdGhnJvgorjZT6jZjmLky/BmY

DCYzEMrJmhkdKjnQypuVHcGPBTKMDQTHai0dtspYdpcQ18fiwI0M1EyrPfbiEYIokzIj/5O2

x4PZyZ9wyUUzrprPeLPeAz50ziVbBr3gi34MaKaQLTXBr0ljvI7Dhjkxr8m5Uky5fKEMuWOV

gsrrKx2tShoLOBx7tgl9hj5eq0HIxYOx4vVuHSQ97IWjtx7cN8xXjNf/7BdnDg2tl2QFSKJ/

U46Lqduef/c8S1C4B3VldV/9pVsHCPZxNRXVkB5ptxX1oe8yDN61t1NG+5sLWjxCVadzBlKy

yXzEuJn4So6rxMi2eUj6Zq3XWrMCc+qYmGkTa3I8I295X4xVxR+YJZkNDXSTH0gTJvQvbPxo

rhdgJq3vZjUjGhXzKUfk7A2Ict84HM+jtvLKUPmnTXOZYrm7e5rBuz3sDJhyFHjPh2tHif6d
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nxjrWDeuJr91HPP0oBXRRNm5YzEiMN904GR+aLTsgtAtcXoLPFn6D4i7Pcte1qTPWh8XT/wL

2eY1PWpPz0LS17vsyN8w38w+QVbkuAavRmE8UAPk4kN5meYCmW2l7l/d+FfYbflc6Pt2LPEf

r0+7ysee7l6egqBLBEt6fTbl6DmGmcZsRyXgrw4aAt+3LXMP7U3/lB3ofhObQDqC6awBoqfw

nCuIxugcer7FJ7xWe/s6q+aCYszjUE8SOXTf+jHuVZBK9S4q854WSshnTxr3rlKG8wPOmOzL

SAdeWoWHpMtxgwZnTck0kxGgeA/FWpLD2hEg3YJ2oAQwh7dgRJEmy802vYevfjZzYSpIpfsg

5kHHDdPsPDhga8dV2iHVgc8nLCgMVDebPl+qkzjNpjXL7AMwLj3bXZGF8n6H6wvvgVHd8XHh

2uXpn3y2yWL2u0VnjdK9xtlsIReTWlsjg7sr8/kKEtt0G12FTyY6zfrjIPsH5iX5kDkN8gCu

e7E5LmOA5nNdfUwzaRTLOxGmKdQZ0PER2AG//HWkNUFfdlrL8qzxTF/ssDAsdlvB6vLu9kox

pb8WI4kz2LH6/MOB2OwJZvGltoflHBP+Gzcd7HPo6vDgeHGuX4OZ2OdqZ8TtMOzPswp6snvS

kzinCHLUJp1KeshxHdq50InskfSYQtSH8H045dXK3ry6fZFw+um2xyiOiTi3X0aD2fYWjWEL

EuTUJNJ0R4HiPxZqWJ9p7Ajt41KT7fbuEyJMKHfa99q8OycuQG4Wg440wCfb7Dkck0n2E46U

BiobTZ8v1Umc5tOa5XKBwLvs5UaTlMsEbQwlFv2UAgvw82boZEUA/bmGf/vtlgxjcbdjeHVc

OE8csruKYG+l/fMKEtt0xrTx0/vPTLkShpPsshwhhEH79gn7ScxcuwGY5NL6LO1EU6Ts7ZgD

oJPsoYMsA7EFck8n2Ow5HJP1O7coK8vZy9Mn4mVyiPRnNyuvzMDccoTPx6CR/5bwIr5NjxDp

R3aajtDxpSBcmBfr8x/Q92oabRpdDB387wAyvAvNt491DCqIC/5f6SyFDftDFl1mYaCNEh36

8qcGzj/eyyn4od3Lzu/mabIHbOM98pKjXv6bXlt8mFd/g7YuekrX95xhXbQi45vmrY5+mbcc

/U9vcEhvnHBOb5yvTv43CqcMvUnvG16MeSAHETKOAldt+gLQid6kEDagWFnGDpEoF9HSYWhk

8vIepD27D54uhw59/kLbXbutT6TECJ+YFxfTimhG+Wpkv0IEFVv1qC4C54ZNfvywquqnoT0P

0IiWHJMNnyfR5BUZA4A8n8WhfvQxLnFWU7zCTFG2grx3PMPxwnNOhb+BdDpfdXsgWPjz53rN

mqD/Xsy6XLg91jwX0wjMvzXx92RIJWh9GmhXr1TUMYF8zlytEUSgctESLeYrv9PQh/Fi8RRk

uMdTEOlI9CbApKsD0UxhiV3fyaYVx5jQL/NUK1FvyF1EyGJBcite2gh77b0I0f4Lsfrblb+3

Ge76A/2bWkY48aOt9Ry4f7hcgM7iiMnLhM3AIv7eav7kXoZ4MtucciF2rUKsxyKSJNzR98DX

IY5EYJQX7/cT4s++tPIdWWHy7l66R52mwLdekOfGnpMU40B4UI0bRKdyZvEwD6yz9K0BR8nP

IjMNhlp2m8iXAtd7mHJrWlpFGbCmXKrc6Q577TN7cb20r41NgxYpeNLmiqNoY1bMEkZmYqOO

mkwsnTNSTR8UmE0aDQshXjEwlU9JMOPRidd42dNuKNubb3XYLf8x6IxHnTEizs6ed4u2oz7a

5PRb2xlEpNxmOU3WxEm1ZDPPXn37NSxZLXGUnzcU8c0iEGB6ZaXXlJzDptyybFKI9BHOfq+7

9cy6wQG3bDlkYrl6s0t3OI5hbpOy0iNKTq5L2fwirZLSn5+RHFKanjxD9hGU0fL5bhyUjwa0

4UtJnJYwqk6IP3MBteSUkikf/HkgscobQUtI4M79uJg1UGJxxCPtwhuYjVG5ENsJ3h8zHGJx

ntZT9zvyL+0s4uhF/qOsvn/Npl29rsejFS7x5ma9uejuWOt0/rm7qJ7EVvc7+toyw0VqTlMZ

vLD9UQZJw+vjKO0GksNRMguoB+NZWil3EzG6axpSUk0iIZIYERKv5CNOJiGbaRFf/fRjDjNN

gxscM1o0rLJKWNvt+7SIHuiRotsKqO/LVxpPXu0sMxyP7cMcmj8hd7V8GGSa6twAJQAA

--BOUNDARY.1075557000.2--

1.281 OpenBlitz V1.30

From: Frederic Laboureur <alphasnd@sdv.fr>

Date: Mon, 25 Jan 1999 21:24:22 +0100

Organization: Fantaisie Software

Subject: OpenBlitz V1.30
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Encoding: quoted-printable

Hello Blitzers,

Here I’ve attached OpenBlitz V1.30, a powerful C/C++ headers converto=

r

for Blitz 2. It was names C->Blitz2 before, but now it has a much cooler

name I think :-). Test it, spread it, abuse it, it’s free. Don’t forget

to report bugs or send remarks to me...

Happy C++ convertions,

Fred.

-------------------------------------------------------------------------=

--------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_ =

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr =

(o o_ /(o o)\ _o o) =

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’ =

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

-------------------------------------------------------------------------=

--------

1.282 Re: OpenBlitz V1.30

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:47:28 +0200

Organization: A97

Subject: Re: OpenBlitz V1.30

Encoding: quoted-printable

Hello Frederic.

On 25-Jan-99, Frederic Laboureur wrote:

> Here I’ve attached OpenBlitz V1.30, a powerful C/C++ headers convert=

or

> for Blitz 2. It was names C->Blitz2 before, but now it has a much coole=

r

> name I think :-). Test it, spread it, abuse it, it’s free. Don’t forget=

> to report bugs or send remarks to me...
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Don’t you just HATE it when you forget to press that "Attachments" tab in=

YAM ? :o) I’ve never liked it anyways....

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.283 Ok,Ok, this one`s off topic, sort of,...

([62.136.18.86] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100tKu-0005IB-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 20:25:48 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 20:16:58 +0100

Organization: Satanic Dreams Software.

X-Original-Subject: Ok,Ok, this one`s of topic, sort of,...

Subject: Ok,Ok, this one`s off topic, sort of,...

Hello,

I hope everybody has noticed that the amount of mail to the list

has doubled since we got onto the piracy theme.

Seems it`s a VERY popular subject :)

Oh one last thing,..
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Has anybody seen any programs that check the speed of blitz

compared to raw ASM? Perhaps math tests or draw tests?

Something which outputs a speed, just so I can compare?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.284 Re: Off-Topic

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 17 Jan 1999 00:02:02 +0200

Organization: A97

Subject: Re: Off-Topic

Encoding: quoted-printable

On 10-Jan-90, r!K wrote:

> I know this is off-topic but I can’t find it ANYWHERE.

> Does anyone know where the RNC-Packer can be obtained from?

It can’t. It’s a comercial product used for copyprotection, it cannot be =

obtained anymore, and hasn’t been available for at least 5 years.

Sorry.

> It’s the one that repacks SWOS Team.xxx data files.

Well, there is a decrucher, so maybe you can reverse engineer that, other=

wise it MIGHT be on an old pirate CD or BBS somewhere.

Good Luck,

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+
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| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.285 Odp: STAMP OUT PIRACY!!!

(Netscape Messaging Server 3.0) with SMTP id AAC1106

for <blitz-list@netsoc.ucd.ie>; Tue, 12 Jan 1999 09:31:40 +0100

From: "Krzysztof Jonko" <krzysztof_jonko@q-matic.pl>

Subject: Odp: STAMP OUT PIRACY!!!

Date: Tue, 12 Jan 1999 09:26:54 +0100

charset="iso-8859-2"

Encoding: 7bit

>Has anybody got any ideas on how to develop and/or programme some kind of

>anti-piracy system?

I’ve quite simple idea - I’ve used it on my last CD. Most of all pirated

disks and CDs

contains additional files with passwords and hacker names. You can simply

check

capacity of your disk or CD - if original and copy capacity aren’t equal -

it means that

someone was stored an additional files or modified an existing ones.

Chris, eteacher@amiga.org.pl
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1.286 Re: Odp: STAMP OUT PIRACY!!!

Date: Tue, 12 Jan 1999 11:56:30 +0300

From: Andrew "Notorious" Boyarintsev <bandrew@miem.edu.ru>

Organization: Looker House

Subject: Re: Odp: STAMP OUT PIRACY!!!

Encoding: 8bit

Hello Krzysztof,

Tuesday, January 12, 1999, you wrote:

>>Has anybody got any ideas on how to develop and/or programme some kind of

>>anti-piracy system?

KJ> I’ve quite simple idea - I’ve used it on my last CD. Most of all pirated

KJ> disks and CDs

KJ> contains additional files with passwords and hacker names. You can simply

KJ> check

KJ> capacity of your disk or CD - if original and copy capacity aren’t equal -

KJ> it means that

KJ> someone was stored an additional files or modified an existing ones.

It’s too easy. You don’t even need to have some special knowledge to

find the routine that checks that and disable it.

WBR, Andrew "Notorious" Boyarintsev

member Team *AMIGA* http://come.to/lkr

... UI125:#EMHFAJEFFCVADGMDLfCDGDGFPIHfBBHILRDFRAMOIIABCOJ

...love is free, it lasts forever... (C) Army of Lovers

1.287 Re: Odp: STAMP OUT PIRACY!!!

([62.136.77.73] helo=194.152.64.35 ident=kewl)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 1001pG-0000hI-00

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 11:17:35 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 12 Jan 1999 11:13:18 +0100

Organization: Satanic Dreams Software.

Subject: Re: Odp: STAMP OUT PIRACY!!!

Encoding: binary

Hello Andrew

Hiya, Andrew... ,on 12-Jan-99 you wrote me about Re: Odp: STAMP OUT PIRACY!!!! :)

A"B>> Hello Krzysztof,
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A"B>>

A"B>> Tuesday, January 12, 1999, you wrote:

A"B>>

A"B>>>> Has anybody got any ideas on how to develop and/or programme some

A"B>>>> kind of anti-piracy system?

A"B>>> I’ve quite simple idea - I’ve used it on my last CD. Most of all

A"B>> pirated KJ> disks and CDs

A"B>>> contains additional files with passwords and hacker names. You can

A"B>> simply KJ> check

A"B>>> capacity of your disk or CD - if original and copy capacity aren’t

A"B>> equal - KJ> it means that

A"B>>> someone was stored an additional files or modified an existing

A"B>> ones.

A"B>>

A"B>> It’s too easy. You don’t even need to have some special knowledge to

A"B>> find the routine that checks that and disable it.

A"B>>

Damn right, it`s way too simple!

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.288 Re: Odp: Public Screens

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 29 Jan 1999 18:10:59 +0200

Organization: A97

Subject: Re: Odp: Public Screens
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Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Krzysztof.

On 29-Jan-99, Krzysztof Jonko wrote:

> -----Wiadomosc oryginalna-----

> Od: Simon Hitchen <simon@gadge.u-net.com>

> Do: blitz-list@netsoc.ucd.ie <blitz-list@netsoc.ucd.ie>

> Data: 28 stycznia 1999 12:17

> Temat: Public Screens

Don’t you just LOVE outlook express pastiing these nice things in your E-=

mails in your LOCAL language so the other 99% of the world don’t have a f=

ecking clue what you’rre on about ? Goes for the lame Re: translation asw=

ell.

>> Where do I look inside a .Screen structure to find out if the screen

>> in question is a "Public" screen?

>> Is it somewhere in the Screen\Flags ?

> No, you have to seek public screen list to check if desired screen is p=

ublic

> or not. But you have to remember that public screen name and screen

> name are different!!!

> If anybody is interested - I can send part of code to seek public scree=

n

> list.

First of all, I’m sure this is not the only way. I’m sure AMiGAOS doesn’t=

look it up in the public screen list whenever it has to figure out which=

screens are public. Also, if this where true you could dynamically alter=

the state of a screen, by just adding it to the list. Anyway, since he a=

sked how to do it, I’d say it’s a fairly safe bet that someone what’s to =

know it. (Or maybe he just meant it as a joke, you can never really know)=

=2E

Of course I’m not yet a fully fledged system guru, so I can’t say. It jus=

t seems obvious.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +
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|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.289 Odp: Public Screens

(Netscape Messaging Server 3.0) with SMTP id AAB489

for <blitz-list@netsoc.ucd.ie>; Fri, 29 Jan 1999 18:06:41 +0100

From: "Krzysztof Jonko" <eteacher@amiga.org.pl>

Subject: Odp: Public Screens

Date: Fri, 29 Jan 1999 18:01:40 +0100

charset="iso-8859-1"

Encoding: 7bit

-----Wiadomosc oryginalna-----

Od: Simon Hitchen <simon@gadge.u-net.com>

Do: blitz-list@netsoc.ucd.ie <blitz-list@netsoc.ucd.ie>

Data: 28 stycznia 1999 12:17

Temat: Public Screens

> Where do I look inside a .Screen structure to find out if the screen

>in question is a "Public" screen?

>Is it somewhere in the Screen\Flags ?

No, you have to seek public screen list to check if desired screen is public

or not. But you have to remember that public screen name and screen

name are different!!!

If anybody is interested - I can send part of code to seek public screen

list.

Chris, eteacher@amiga.org.pl
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1.290 Re: Odp: Public Screens

id 106J7C-0002Ef-00; Fri, 29 Jan 1999 18:58:02 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 29 Jan 99 18:50:07 +0000

Subject: Re: Odp: Public Screens

Encoding: 7bit

Hello Mikkel,

[pulic screen stuff]

> Of course I’m not yet a fully fledged system guru, so I can’t say.

> It just seems obvious.

Me neither. But I am trying to learn :-)

--

Bye f’now

Simon

1.291 Re:dodgy diz (sorry I was bored)

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 00:46:31 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Tue, 12 Jan 1999 00:39:08 -0000

encoding: Quoted-printable

Subject: Re:dodgy diz (sorry I was bored)

On 11 Jan 99, at 17:42, Curt broke out long enough to write:

> So it looks like Mr. Gates is ready to part with almost $30,000,000 on

> this little experiment, then? Keep in mind that Mr. Gates does not eve=

n

> go so far as to pay beta testers of his software, nor even give them fre=

e

> copies of the final versions!

Ahh, but they don’t mention the new ride at Disney World, the Rehsawniarb,=

controlled by Windows 98 CE OSR2 beta3. Nothing sinister there, except tha=

t it

keeps crashing every two minutes....

Loyal Gatezombies ahoy.

> Oh, one final thought. Can anyone explain of what possible use it would

> be to track an email?????????
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Surely you’ve seen the XFiles? In fact we know you have, you’re watching =

it

right now...

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.292 Re:dodgy diz

From: Curt Esser <camge@ix.netcom.com>

Date: Mon, 11 Jan 1999 17:42:00 -0500

Subject: Re:dodgy diz

On 11-Jan-99, C.J.R.Jarvis wrote:

> Hello people,

> forward this or not if you will. I figured I would, if you want to

> skip straight to the bottom, its bascially a competition, rather than a

> chain letter or a joke.

> Does the stuff about microsoft "tracking" e-mail recipients sound

> scary to anyone else but me? Obviously not.

No, because this is ANOTHER one of the Scams listed on that web site that

James Boyd pointed out last time (remember the "little girl dying of

cancer" chain letter?)

But just for fun, let’s take a good look at it:

> WALT DISNEY JR. GREETING

> Hello Disney fans,

> And thank you for signing up for Bill Gates’ Beta Email

> Tracking

> My

> name is Walt Disney Jr.

Errr, do you realize that Walt Disney (creator of Disney World) died a

bachelor, never having had any children????

> Here at Disney we are working with

> Microsoft

And what ties does Disney World have with Microsoft???

> which

> has just compiled an e-mail tracing program that tracks

> everyone

> to whom this message is forwarded to. It does this through

> an unique IP (Internet Protocol) address log book database.
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Wow! Sounds impressive! Maybe Walt will be able to afford a grammer-checker

with some of the profits!

Oh, and isn’t it strange that none of the computer magazines or web sites

have never even hinted at this revolutionary bit of software? Must be

top-secret, I suppose...

> We are experimenting with this and need your help. Forward this to

everyone > you know and if it reaches 13,000 people, 1,300 of the people

on the list will

> receive $5,000,

Hmmm, that’s a total of $6,500,000 right there!

> and the rest will receive a free trip for two to Disney

> World for one week during the summer of 1999 at our expense.

Let’s conservatively say 1 week all expenses would be about $2000.

So, we have, hmmm, 13,000 -1,300 = 11,700

11,700 x $2,000 = $23,400,000

So it looks like Mr. Gates is ready to part with almost $30,000,000 on this

little experiment, then? Keep in mind that Mr. Gates does not even go so

far as to pay beta testers of his software, nor even give them free copies

of the final versions!

> Enjoy.

> Note: Duplicate entries will not be counted. You will be notified

> by email with further instructions once this email has

> reached 13,000 people.

And finally, just exactly HOW will you know if the mail ever does reach

13,000 people?

> Your friends,

> Walt Disney Jr., Disney, Bill Gates, & The Microsoft

> Development Team.

Oh, one final thought. Can anyone explain of what possible use it would be

to track an email?????????

<sb>

So what’s the possible reason for this, then? Surely nobody could have

some

sinister purpose, could they?

Let’s suppose that someone wanted to amass a bunch of email addresses for

one of those "Email Blaster" spam email address lists. But let’s suppose

this person wanted to target his spam emails directly at the sort of people

who would be most receptive to email scams - ie., those who are willing to

believe anything, even (or especially) if it looks "too good to be true" or
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offers "something for nothing"....

Now let’s suppose that this person sends out some emails just like this

one,

then goes from mailing list to mailing list, picking up not just a few

email addresses from people who may or may not (most likely not) be

responsive to his scams, but rather big juicy letters full of email

addresses,

all from gullible people who already fell for one email scam.........

"There’s a sucker born every minute"

- P.T. Barnum

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.293 Not Equal

From: Jake Frederick <gonzo@acadia.net>

Date: Tue, 12 Jan 1999 22:50:04 +0500

Subject: Not Equal

Here’s an easy question for you all that I’m too lazy to look up; what’s the

sign for not equal to?

--

-If the doors of perception were cleansed everything would appear to man as it

truly is, infinite.-

1.294 Re: Not Equal

Wed, 13 Jan 1999 04:56:40 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Wed, 13 Jan 1999 04:54:49 +0300

Organization: Nukleus

Subject: Re: Not Equal

Hello Jake

The 12-Jan-99, Jake Frederick wrote:

> Here’s an easy question for you all that I’m too lazy to look up; what’s the

> sign for not equal to?

It’s: "<>"

Simple as that =)
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--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.

1.295 Re: Not Equal

Wed, 13 Jan 1999 09:07:17 +0100 (MET)

Date: Wed, 13 Jan 1999 09:07:10 +0100 (MET)

From: Jonas Thorell <jonasth@bahnhof.se>

Subject: Re: Not Equal

On Tue, 12 Jan 1999, Jake Frederick wrote:

> Here’s an easy question for you all that I’m too lazy to look up; what’s the

> sign for not equal to?

<> would do it. I.e. If a<>1 ... you get the picture.

/Jonas

1.296 Re: Not Equal

Wed, 13 Jan 1999 09:07:17 +0100 (MET)

Date: Wed, 13 Jan 1999 09:07:10 +0100 (MET)

From: Jonas Thorell <jonasth@bahnhof.se>

Subject: Re: Not Equal

On Tue, 12 Jan 1999, Jake Frederick wrote:

> Here’s an easy question for you all that I’m too lazy to look up; what’s the

> sign for not equal to?

<> would do it. I.e. If a<>1 ... you get the picture.

/Jonas

1.297 Re: Not Equal

Date: Wed, 13 Jan 1999 01:00:20 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Not Equal

Use either <> or logical not

e.g. (a<>b) or (not a=b)

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com
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1.298 New AmigaLibs.res (with ALL 3.1 includes)

Date: Sun, 24 Jan 1999 12:57:40 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: New AmigaLibs.res (with ALL 3.1 includes)

Encoding: quoted-printable

Hello Blitzers,

I’ve finished today to convert ALL RKM includes (datatypes, dos,....

utility, workbench) files in Blitz 2 format and I’ve compiled them

into an huge .res file. Why ? Because the old one is buggy and

not updated with 3.1 include files, and AmigaLibsII.res (by

Roger Beausoleil) was good but doesn’t respect the original

RKM syntax (Window -> _Window, Screen -> _Screen....).

This one respect 99.999% of the orginal syntax, only 4 constants

have changed their name because of Blitz 2 tokenization problem.

It replace 100% the old AmigaLibs.res

With this file, you will be able to convert ANY original RKM source

code into Blitz 2 with the minimum of effort.

NOTE: This file is needed when using OS functions inside Blitz.

It’s needed by the NCS too, because of use of the TagLists.

If you need it, just mail me. It will be part of the NCS V1.70 (not

finished for now).

If you find any bug in it, mail me ASAP (It shouldn’t).

Regards,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.299 Re: New AmigaLibs.res (with ALL 3.1 includes)

From: amorel <amorel@xs4all.nl>

Date: Mon, 25 Jan 1999 15:26:06 +0500

Subject: Re: New AmigaLibs.res (with ALL 3.1 includes)

On 24-Jan-99, Frederic Laboureur wrote:

>If you need it, just mail me. It will be part of the NCS V1.70 (not

>finished for now).

I`d like to have it yes :-)

>If you find any bug in it, mail me ASAP (It shouldn’t).

I will.

Just makes me remind, I`ve been using enforcer lately and of course it

hits a lot with the debugger(red debugger, but it dos it with others too).

I`ve found a command or 2 hitting too. Those are from the XBciatrackerlib

and I use it only for checking if a pt mod IS a pt mod(not 100% effective,

but at least I can then asks to load it or not). The commands are

<checktrackerid> and <loadtrackermodule>. Funny thing they already give an

enforcer hit when starting the program, not just when I actually trigger

the statement they r in. There could be more commands in that lib hitting,

but I didn`t check.

Hehehe, and I found that eagleplayer gives an enforcer hit :-D

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.300 Never-ending arrays

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 6 Jan 99 16:15:10 +1000

Subject: Never-ending arrays

Encoding: 7bit

Many thanks to everyone, especially David and Liz for all their help

with my learning about pointers and memory allocations. After all
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that, I can now help whoever it was who wanted to be able to use an

array when they didn’t know how big to make it.

This technique works only for arrays (not lists), but I’m not sure if

it will work if there is string-type data involved.

Procedure is as follows:

1. Decide on a reasonable starting number of entries and a reasonable

increment.

2. Define a newtype for your data elements (needed even for an array

of longwords e.g DIM Fred.l(100) would need to be replaced with

NewType.thing

MyItem.l

End NewType

3. Define 4 variables

Initial_Size.l = 100 ; or whatever

Increment.l = 10

Max_Entries.l = Initial_Size

Current_Number.l = 0

4. Allocate enough memory for the initial array

*Array_Mem.l = AllocMem(Max_Entries * Sizeof.Thing,#MEMF_PUBLIC)

5. Build the array, using *Array_Element.Thing = *Array_Mem +

(Current_Entry * Sizeof.Thing) ; all on one line

6. You need a test as follows:

If Current_Entries = Max_Entries

Max_Entries + Increment

*Temp_Mem.l = AllocMem(Max_Entries * Sizeof.Thing)

<<StringCopy *Array_Mem to *Temp_Mem>>

FreeMem *Array_Mem,Current_Entries * Sizeof.Thing

*Array_Mem = *TempMem

Endif

Instead of the second allocation, you could do a WriteMem to some

temporary file, free the memory, allocate the new block and then

ReadMem into the new block.

I’m not absolutely sure how strings work in blitz, but I think the

newtype only contains pointers (and possibly lengths) to the string so

this may work for strings. If anyone can clarify that it would be

good.

Also, if anyone knows how to set up a newtype so there is string data

actually in the newtype block, then that would help me a lot. (I’m

trying to read data from a file into memory using readmem, but the
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strain data in the file is not a blitz-format string data type.)

Cheers

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

1.301 NCS V1.60 is out !

Date: Sat, 09 Jan 1999 18:23:19 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: NCS V1.60 is out !

Encoding: quoted-printable

Hello Blitzers,

Just a little mail to inform you than NewCommandSet V1.60 is now

finished and has lot of improvement/news. Just look by yourself:

NOS Library Added:

+ NGraphicsBase()

+ NDosBase()

+ NExecBase()

+ NIntuitionBase()

NClipboard Library Added:

+ NSetClipText()

+ NGetClipText()

NGadTools:

+ No more crashs when using RUN instead of COMPILE/RUN in TED. Before

using RUN (with no compilation) caused a GURU :-(. Fixed now.

+ NRefreshGadgetList() fonction added - Refresh the current gadgetlist

+ Optimized the library a little more.

+ NSetGadgetFont() fixed (at least more documented...) This function is

very dangerous to use.. Look at the examples files.

+ Added NFreeMenu()

+ Added NMenuCheckItem(), NMenuCheckSubItem()

+ Added NMenuToggleItem(), NMenuToggleSubItem()

+ Fixed a memory loss bug when using GadTools menus.

NStrings:

+ NLeft$() added

+ NRight$() added

+ NUCase$() added - These functions support accent letters, not like old
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+ NLCase$() added - ACID ones.

+ NMki$(), NMkl$() added

+ NCvi(), NCvl() added

+ NLen() fixed (give bad results in some average cases) - Thx Marcin !

NBitmap:

+ NShowBitmap() fixed (displaying the current bitmap one frame after)

NDrawing:

+ NPoint() added

+ NTextLength() added

+ NObtainBestPen() added

+ NReleasePen() added

+ NDrawingRastPort() added

+ NBoxFill() changed (coordinates can be given in any orders)

NScreen:

+ NFindFrontScreen() added

+ NScreenDepth() added

+ NViewPort() added

+ NWBorderTop(), NWBorderBottom(), NWBorderLeft(), NWBorderRight() added

+ NSBarHeight() added

+ NSFontHeight() added

+ NFindScreen() fixed - Didn’t take the default screen if a null string

was given.

NWbStartup:

+ No more installed by default, because it hangs Blitz2 V1.9+.

Nevertheless, it works fawlessly with Blitz V1.7.

In V2.1, the standard WbStartup is bug free, so it’s cool :).

NWindow:

+ Added NWCursX(), NWCursY()

+ Added NInnerHeigth(), NInnerWidth()

+ Added NDetachMenu()

+ Fixed NBusyPointer() - It doesn’t work

+ Fixed NActivate() - Argument in more

NPalette:

+ NFade() added (very powerfull and fast function)

+ NASyncFade() added (NFade which don’t halt the programm flow)

+ NASyncFadeStatus()

+ NFadeOut() optimized a little bit

+ NNbColour() added - Return the nbcolour of the current palette.

NApp Library Added:
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+ NInitApp()

+ NAddAppWindow()

+ NRemoveAppWindow()

+ NAddAppMenu()

+ NRemoveAppMenu()

+ NAppEvent()

+ NAppNumFiles()

+ NNextAppFile()

Documentations changes:

+ NPackerInfo() corrected

+ Bad links: NDisableGadget(), NRight$(), NFreeBitMap(),=

NCloseGadgetList()

+ Updated to new commands :-).

As you can see, it’s a major update ;-D !

Bye, bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.302 Re: NCS V1.60 is out !

Date: Tue, 12 Jan 1999 22:30:58 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: NCS V1.60 is out !

Encoding: quoted-printable

Hi Brucey,

>> Just a little mail to inform you than NewCommandSet V1.60 is now

>>finished and has lot of improvement/news.

>

>
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>Great, so where can I get it from ???

Oops, sorry. You can found it on Aminet dev/basic/NewCommandSet.lha

Bye,

=09

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.303 Re: NCS V1.60 is out !

Date: Tue, 12 Jan 1999 22:33:31 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: NCS V1.60 is out !

Encoding: quoted-printable

Hello Simon,

>> Just a little mail to inform you than NewCommandSet V1.60 is now

>> finished and has lot of improvement/news. Just look by yourself:

>

>Just downloaded NewCommandSet V1.60 from Aminet :-)

>

>Some of the examples seem to require "asm.res" to be resident but it

>doesn’t seem to be in the archive :-(

Just ignore it. It’s a miskate. You don’t need this file to run

the examples correctly... It’s for the libraries developpment.

Bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr
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(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.304 Re: name$= AND UPGRADES

Date: Mon, 25 Jan 1999 11:01:53 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

David McMinn <dmcminn@house-of-mojo.freeserve.co.uk>

Subject: Re: name$= AND UPGRADES

Encoding: 7bit

> You’d use Chr$(ascii value). But here’s a little something I made earlier.

Cheers. You’re a gentleman! I’ll have a look when I get home...

p.s. anyone want to discuss upgrades? I have a hole burning in my

pocket....

1.305 name$=

Date: Mon, 18 Jan 1999 11:16:57 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: name$=

Encoding: 7bit

I have this code:

***

Bitmapinput ;it’s in Blitz mode

Print "Enter Your Name:"

Locate 6,5

name$=Edit$(" ",3)

***

Then I have nested ’if”s to see where in a highscore table name$

goes...

My problem is that the second time I run this, the program freezes. It

writes ’Enter Your Name’;
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Then the cursor appears underneath it, but it doesn’t pick up keyboard

presses.

Am I missing something obvious? Is there a way of ’reseting’ name$?

Thanks in advance

James

1.306 Re: name$=

18 Jan 99 12:17:58 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Mon, 18 Jan 1999 12:16:58 -0000

encoding: Quoted-printable

Subject: Re: name$=

On 18 Jan 99, at 11:16, stocksjames wrote:

> My problem is that the second time I run this, the program freezes. It

> writes ’Enter Your Name’; Then the cursor appears underneath it, but it

> doesn’t pick up keyboard presses.

>

> Am I missing something obvious? Is there a way of ’reseting’ name$?

Its maybe not name$ you need to reset, try doing a defaultinput before yo=

u

quit your program (which set the input channel back to the Blitz2 CLI wind=

ow if

its there).

I can’t remember if you need to do a BlitzKeys On or something when you g=

o

into Blitz mode, because Acid changed this command ages ago, and it may no=

t

actually do anything useful. Or maybe it does??

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.307 Re: name$=

From: Anton Reinauer <anton@ww.co.nz>

Date: Tue, 19 Jan 1999 12:04:29 +1300

Subject: Re: name$=
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On 19-Jan-99, David Mcminn wrote:

> On 18 Jan 99, at 11:16, stocksjames wrote:

>

>> My problem is that the second time I run this, the program freezes.

>> It writes ’Enter Your Name’; Then the cursor appears underneath it,

>> but it doesn’t pick up keyboard presses.

>>

>> Am I missing something obvious? Is there a way of ’reseting’ name$?

>

> Its maybe not name$ you need to reset, try doing a defaultinput before

> you quit your program (which set the input channel back to the Blitz2

> CLI window if its there).

>

> I can’t remember if you need to do a BlitzKeys On or something when

> you go into Blitz mode, because Acid changed this command ages ago,

and

> it may not actually do anything useful. Or maybe it does??

Yes, do a Blitzkeys Off before going into Amiga mode, and a Blitzkeys

On after going into Blitz mode (each time)- that solves some bugs :)

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.308 Re: name$=

Date: Tue, 19 Jan 1999 11:09:42 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: Re: name$=

Encoding: 7bit

Anton Reinauer wrote:

>

> On 19-Jan-99, David Mcminn wrote:

> > On 18 Jan 99, at 11:16, stocksjames wrote:

> >
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> >> My problem is that the second time I run this, the program freezes.

> >> It writes ’Enter Your Name’; Then the cursor appears underneath it,

> >> but it doesn’t pick up keyboard presses.

> >>

> >> Am I missing something obvious? Is there a way of ’reseting’ name$?

> >

> > Its maybe not name$ you need to reset, try doing a defaultinput before

> > you quit your program (which set the input channel back to the Blitz2

> > CLI window if its there).

> >

> > I can’t remember if you need to do a BlitzKeys On or something when

> > you go into Blitz mode, because Acid changed this command ages ago,

> and

> > it may not actually do anything useful. Or maybe it does??

>

> Yes, do a Blitzkeys Off before going into Amiga mode, and a Blitzkeys

> On after going into Blitz mode (each time)- that solves some bugs :)

>

That could be it.

I hop into Amiga mode to load some stuff...

Cheers Antoine!

Cheers David!

Bye!

James

1.309 Re: name$=

Date: Wed, 20 Jan 1999 13:25:44 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: Re: name$=

Encoding: 7bit

stocksjames wrote:

>

> Anton Reinauer wrote:

> >

> > On 19-Jan-99, David Mcminn wrote:

> > > On 18 Jan 99, at 11:16, stocksjames wrote:

> > >
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> > >> My problem is that the second time I run this, the program freezes.

> > >> It writes ’Enter Your Name’; Then the cursor appears underneath it,

> > >> but it doesn’t pick up keyboard presses.

> > >>

> > >> Am I missing something obvious? Is there a way of ’reseting’ name$?

> > >

> > > Its maybe not name$ you need to reset, try doing a defaultinput before

> > > you quit your program (which set the input channel back to the Blitz2

> > > CLI window if its there).

> > >

> > > I can’t remember if you need to do a BlitzKeys On or something when

> > > you go into Blitz mode, because Acid changed this command ages ago,

> > and

> > > it may not actually do anything useful. Or maybe it does??

> >

> > Yes, do a Blitzkeys Off before going into Amiga mode, and a Blitzkeys

> > On after going into Blitz mode (each time)- that solves some bugs :)

> >

>

> That could be it.

> I hop into Amiga mode to load some stuff...

> Cheers Antoine!

> Cheers David!

> Bye!

> James

Doh! That wasn’t it! It still freezes. Does anyone want a look at the

source code?

1.310 Re: name$=

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 21:12:16 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 20 Jan 1999 21:04:21 -0000

encoding: Quoted-printable

Subject: Re: name$=

> Doh! That wasn’t it! It still freezes. Does anyone want a look at the

> source code?

>

Go on then, geez a look.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn
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1.311 Re: name$=

From: Anton Reinauer <anton@ww.co.nz>

Date: Thu, 21 Jan 1999 11:15:21 +1300

Subject: Re: name$=

On 21-Jan-99, stocksjames wrote:

>> > >> Its maybe not name$ you need to reset, try doing a

>> > > defaultinput before

>> > >> you quit your program (which set the input channel back

>> > > to the Blitz2

>> > >> CLI window if its there).

>> > >>

>> > >> I can’t remember if you need to do a BlitzKeys On or

>> > > something when

>> > >> you go into Blitz mode, because Acid changed this

>> > > command ages ago,

>> > > and

>> > >> it may not actually do anything useful. Or maybe it

>> > > does??

>> > >

>> > > Yes, do a Blitzkeys Off before going into Amiga mode,

>> > > and a Blitzkeys

>> > > On after going into Blitz mode (each time)- that solves

>> > > some bugs :)

>> > >

>> >

>> > That could be it.

>> > I hop into Amiga mode to load some stuff...

>> > Cheers Antoine!

>> > Cheers David!

>> > Bye!

>> James

>

> Doh! That wasn’t it! It still freezes. Does anyone want a look at the

> source code?

Wait on, I remember something now :) I think that #Edit$# (from

memory) is buggy with Blitz mode (even though you’ve come out of Blitz

mode and gone into Amiga mode). You have to make your own text parser

using #Inkey$# (and check for the enter key #Chr$#(11) etc).
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But still do the #Blitzkeys# #On/Off# thing as well, or you’ll still

have problems with #Inkey$.#

Seeya- Anton

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.312 Re: name$=

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 05:39:26 +0200

Organization: A97

Subject: Re: name$=

Encoding: quoted-printable

Hello stocksjames.

On 20-Jan-99, stocksjames wrote:

[-If at first, you don’t succeed-]

> Doh! That wasn’t it! It still freezes. Does anyone want a look at the

> source code?

Well, okay. But I’m sure antons idea with the custom routine would do the=

trick. I experienced this once. My workaround was using a different "Ent=

er your name" routine.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |
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| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.313 Re: name$=

Date: Thu, 21 Jan 1999 14:42:53 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: Re: name$=

Encoding: 7bit

Anton Reinauer wrote:

>

> On 21-Jan-99, stocksjames wrote:

>

> >> > >> Its maybe not name$ you need to reset, try doing a

> >> > > defaultinput before

> >> > >> you quit your program (which set the input channel back

> >> > > to the Blitz2

> >> > >> CLI window if its there).

> >> > >>

> >> > >> I can’t remember if you need to do a BlitzKeys On or

> >> > > something when

> >> > >> you go into Blitz mode, because Acid changed this

> >> > > command ages ago,

> >> > > and

> >> > >> it may not actually do anything useful. Or maybe it

> >> > > does??

> >> > >

> >> > > Yes, do a Blitzkeys Off before going into Amiga mode,

> >> > > and a Blitzkeys

> >> > > On after going into Blitz mode (each time)- that solves

> >> > > some bugs :)
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> >> > >

> >> >

> >> > That could be it.

> >> > I hop into Amiga mode to load some stuff...

> >> > Cheers Antoine!

> >> > Cheers David!

> >> > Bye!

> >> James

> >

> > Doh! That wasn’t it! It still freezes. Does anyone want a look at the

> > source code?

>

> Wait on, I remember something now :) I think that #Edit$# (from

> memory) is buggy with Blitz mode (even though you’ve come out of Blitz

> mode and gone into Amiga mode). You have to make your own text parser

> using #Inkey$# (and check for the enter key #Chr$#(11) etc).

> But still do the #Blitzkeys# #On/Off# thing as well, or you’ll still

> have problems with #Inkey$.#

But then I’ll have to check every key! Okay, I’ll only have to use a for

loop (or a Repeat loop with a ’pass’ counter), but this’ll be slow!

Once I’ve got the keycode, how do I output.. hang on...

charpick=-1

counter=0

Repeat

If rawkey(counter)=-1

charpick=counter

EndIf

counter+1

Until counter=256 OR charpick<>-1 ;256 Ascii characters?

I then have the Ascii code in ’charpick’. How do I turn this back to a

character?

Is there a better way of doing this?

Thanks for your help, Antoin and Mikkel...

James
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1.314 Re: name$=

for blitz-list@netsoc.ucd.ie; Thu, 21 Jan 1999 19:12:15 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Thu, 21 Jan 1999 19:04:19 -0000

Subject: Re: name$=

--Message-Boundary-23422

encoding: Quoted-printable

Content-description: Mail message body

> I then have the Ascii code in ’charpick’. How do I turn this back to a

> character? Is there a better way of doing this?

You’d use Chr$(ascii value). But here’s a little something I made earlier=

.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

--Message-Boundary-23422

Content-disposition: attachment; filename="BITMAP.LHA"

encoding: BASE64

IRQtbGg1LXABAAAMAwAA8Jg1JgAAC2JpdG1hcGlucHV01MIBVWK7zacivnnwB/Epi3tckrU4

QdUNavgpndsGxk28ca/poWst1kpte+OMkXnAo1wdrgEacbkZ1dxqgK/DgK/gKvckqDqkpqzn

SpY+HC0ZyApSwvlfxPlJHnl8vUkdB1f3tG1Id6CSViZQ5TpqoNaBSbkd/PLdGpSoqsVuT77F

LUW2fzwrOhQXsyFDWFtNlYINsG8T3sOq/8RM47Y0K/pdwvEqpS0XR7HoEGMi1AXnnoMdTUTO

RSonG1xqviNAzKDsTM6Zx5oTMkMkQxYw0mmnTUaYd5LMl1gvqMheAjMWKETdeoILjWRM6sx6

Lm8x0/LeU/WJdR279OJ+D9v82nPTMup7Gt/j0WZGpcMk4yHBDjCsVWVo4NbKMrimD6bco6zW

UK5TPuoxkihwXQTtoN1w3EcZs5Vb/9MOn7pgzNvgAzlxm6bvwJiW27ZNAo1E3+SfSmwBZ5NH

Ve/wngIzuO9DYyK88QklB5p+6mxIkzMfAAA=

--Message-Boundary-23422--

1.315 Re: name$=

From: Anton Reinauer <anton@ww.co.nz>

Date: Fri, 22 Jan 1999 08:54:55 +1300

Subject: Re: name$=

On 22-Jan-99, stocksjames wrote:

>> Wait on, I remember something now :) I think that #Edit$# (from

>> memory) is buggy with Blitz mode (even though you’ve come out of

>> Blitz mode and gone into Amiga mode). You have to make your own text
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>> parser using #Inkey$# (and check for the enter key #Chr$#(11) etc).

>> But still do the #Blitzkeys# #On/Off# thing as well, or you’ll

>> still have problems with #Inkey$.#

>

> But then I’ll have to check every key! Okay, I’ll only have to use a

> for loop (or a Repeat loop with a ’pass’ counter), but this’ll be

slow!

> Once I’ve got the keycode, how do I output.. hang on...

>

> charpick=-1

> counter=0

> Repeat

> If rawkey(counter)=-1

> charpick=counter

> EndIf

> counter+1

> Until counter=256 OR charpick<>-1 ;256 Ascii characters?

>

> I then have the Ascii code in ’charpick’. How do I turn this back to a

> character?

> Is there a better way of doing this?

Yep, as I suggested above, use Inkey$ :) This will give you a

string character for each keypress, you can then add each character to

a string- then check for Chr$(11) (return), to end the routine.

You can check out the [characters] option in Inkey$- but it may only

be for a fixed amount of characters.

Seeya- Anton

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>
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1.316 Re: name$=

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 22:21:11 +0200

Organization: A97

Subject: Re: name$=

Encoding: quoted-printable

Hello stocksjames.

On 21-Jan-99, stocksjames wrote:

[-mostly irrelevant stuff left out-]

>>> Doh! That wasn’t it! It still freezes. Does anyone want a look at the=

>>> source code?

>> =

>> Wait on, I remember something now :) I think that #Edit$# (from

>> memory) is buggy with Blitz mode (even though you’ve come out of Blitz=

>> mode and gone into Amiga mode). You have to make your own text parser

>> using #Inkey$# (and check for the enter key #Chr$#(11) etc).

>> But still do the #Blitzkeys# #On/Off# thing as well, or you’ll stil=

l

>> have problems with #Inkey$.#

> But then I’ll have to check every key! Okay, I’ll only have to use a fo=

r

> loop (or a Repeat loop with a ’pass’ counter), but this’ll be slow!

No it won’t. How do you think Blit does it ?

> Once I’ve got the keycode, how do I output.. hang on... =

> charpick=3D-1

> counter=3D0

> Repeat

> If rawkey(counter)=3D-1

> charpick=3Dcounter

> EndIf

> counter+1

> Until counter=3D256 OR charpick<>-1 ;256 Ascii characters?

> I then have the Ascii code in ’charpick’. How do I turn this back to a

> character?

> Is there a better way of doing this?

1. No you don’t. Anyway the RILibraries with the BSS (I think) had a comm=
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and called RawToAscii or something which would convert the rawkay results=

to ASCII charecter, or you could just use a look up table.

2. Tons of better ways. One is doing an "Arcade" style "Enter your name" =

bit, another is the Inkey$ (which may, or may not work.) But I guess a sl=

ight nmodification to your own routine wouuld make it quite usefull.

> Thanks for your help, Antoin and Mikkel...

You’re welcome.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.317 Re: name$=

Date: Tue, 26 Jan 1999 11:10:03 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Subject: Re: name$=

Encoding: 7bit

Hey David -

That code you sent me works fine, but when I put it into my own code,

the same thing happened. Freeze. I now suspect it is a <text color=red>

guruing <\text> bug on my own part, so maybe someone can look at the
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<text color=red>bitstard code? <\text>

Or I could try joystick input from an on-screen alphabet, as suggested

by Mikkel...

Anyway, I’ll try and get an early release version ready...

Thanks

James

1.318 Re: name$=

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 16:31:40 +0200

Organization: A97

Subject: Re: name$=

Encoding: quoted-printable

Hello stocksjames.

On 26-Jan-99, stocksjames wrote:

> That code you sent me works fine, but when I put it into my own cod=

e,

> the same thing happened. Freeze. I now suspect it is a <text color=3Dre=

d>

> guruing <\text> bug on my own part, so maybe someone can look at the

> <text color=3Dred>bitstard code? <\text>

I’ll have a look. If it’s < 100KB that is.

> Or I could try joystick input from an on-screen alphabet, as suggested

> by Mikkel...

Yes, and a very good suggestion it was too... I can suply you with some t=

otally awesome code if you like... (Which allmost works too.)

> Anyway, I’ll try and get an early release version ready...

I for one, can hardly wait. I just love seeing games done in Blitz. (Too =

bad most of them use a copper type display, tho.)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +
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|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.319 Re: name$=

26 Jan 99 15:14:24 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Tue, 26 Jan 1999 15:14:14 -0000

encoding: Quoted-printable

Subject: Re: name$=

On 26 Jan 99, at 11:10, stocksjames wrote:

> Hey David -

> That code you sent me works fine, but when I put it into my own code, t=

he

> same thing happened. Freeze. I now suspect it is a <text color=3Dred>

> guruing <\text> bug on my own part, so maybe someone can look at the <te=

xt

> color=3Dred>bitstard code? <\text> Or I could try joystick input from an

> on-screen alphabet, as suggested by Mikkel... Anyway, I’ll try and get a=

n

> early release version ready...

That would have worked really well, if my mailer read <text=3Dred> proper=

ly. Ho

well.

If you do decide to have a kb entry thing, send it to the list so we can

disect your code. Maybe you’ve changed the input stream after going into B=

litz
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mode and forgot to put it back to bitmaps (i.e. FileInput for loading a sa=

ved

game, etc).

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.320 My game and Mildred

From: Dimas Caparros <dcaparros@readysoft.es>

Date: Mon, 18 Jan 1999 01:03:45 +0200

Subject: My game and Mildred

Hola!

As many of you know, I am working in a Sports game. Actually, it is only AGA

and PAL. I have been asked to make it, at least, Promotable (if not RTG), but

as I use Blitz mode, it seems not to be possible.

Now, I am reading so much about Mildred, and have some questions before making

more parts of my game or try to do it promotable (DblPAL?)

-Can i write action games using Mildred without disabling system as Blitz mode

does?

-The first game is 100m. i use a Bitmap of 3200x114 pixels (the background) on

a display of

320x144. well, 2 displays 320x144, one for each player. To scroll it, easiest

than using blocks is, is to scroll the bitmap inside the display area while

the player runs. DISPLAY copper,x,0. Is this possible to be done using

mildred??? in any AGA screenmode? (DblPAL, Euro36, Euro72...) Forget at the

moment about RTG :-)

-To make things even more easy, I use sprites to show the time, player name

and speed. So, you can scroll the bitmap and the labels will keep unmoved at

their positions... you see the adventages, isn,t it? It is said not to use

sprites in games, as they are very limited... wrong way. The sprites are

things avaiable in AGA and PAL (DblPAL?), so it is a stupidity not to use them

if you

can... you can forget about bitmap restoring and double buffer things...

-Are sprites avaibles under Mildred?

-To simplificate even more, for the players I also use sprites. This time, 2

16 colors ones. So, i do not need double buffering or things like that for my

game... You have to use all your weapons avaiable when making your games, to

make the things simpliest and better...
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Of course, if you are limited in some aspects (DblPAL has no sprites???) you

have to reconsiderate to make it for PAL (less effort) or Promotable (more

selling justificating more work???)

-Currently I am using 7 sprite channels per display. 3 for labels and 4 for 2

runners... The screen looks like this...

+----------------------+

| P1 00:00 ##== |

|\o o |

|=+=====-+/============|

|/=\====/|=============|

+----------------------+

| P2 00:00 ###= |

|\o o |

|=+=====-+/============|

|/=\====/|=============|

+----------------------+

If Mildred permit me the use of sprites, how limited by non PAL modes about

number of sprites am I? I could to change easily my game to Promotable if I am

able to use them and limited to just 4 channels (2x16 colors)

Hasta luego!

--

Dimas Caparros from Granada, Spain

e-mail: dcaparros@readysoft.es

PGP avaiable

A fool-proof method for sculpting an elephant: first, get a huge

block of marble; then you chip away everything that doesn’t look

like an elephant.

1.321 Re: My game and Mildred

for blitz-list@netsoc.ucd.ie; Mon, 18 Jan 1999 01:52:08 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 18 Jan 99 01:51:10 +0000

Subject: Re: My game and Mildred

Encoding: 7bit

Hello Dimas,

> As many of you know, I am working in a Sports game. Actually, it is only AGA

> and PAL. I have been asked to make it, at least, Promotable (if not RTG), but
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> as I use Blitz mode, it seems not to be possible.

You could probably get most of your game engine working in AmigaMode,

although copperlist changes, sprites, and split displays are somewhat

more difficult.

> Now, I am reading so much about Mildred, and have some questions before making

> more parts of my game or try to do it promotable (DblPAL?)

>

> -Can i write action games using Mildred without disabling system as Blitz mode

> does?

Yes. You can use Mildred in blitz mode if you wish, or amigamode, and

with or without fastram.

> -The first game is 100m. i use a Bitmap of 3200x114 pixels (the background) on

> a display of

> 320x144. well, 2 displays 320x144, one for each player. To scroll it, easiest

> than using blocks is, is to scroll the bitmap inside the display area while

> the player runs. DISPLAY copper,x,0. Is this possible to be done using

> mildred??? in any AGA screenmode? (DblPAL, Euro36, Euro72...) Forget at the

> moment about RTG :-)

If you were to do this method in amigamode using some kind of hardware

scrolling method (such as in blitz mode), you would not need to use

Mildred at all. However, the mildred-type implementation of your

design would be to keep your superbitmap in fastram and display it

using chunky-to-planar conversion which outputs to your amigamode

screen, with which you can easily view any portion of the track.

> -To make things even more easy, I use sprites to show the time, player name

> and speed. So, you can scroll the bitmap and the labels will keep unmoved at

> their positions... you see the adventages, isn,t it?

You can cause the coordinates of rendered objects in mildred to

always appear to be relative to the left edge of the display, so that

they always appear in the same place on the screen regardless of the

actual scrolling. But that would require rendering one of mildred’s

shapes to the bitmap rather than using hardware sprites.

> It is said not to use

> sprites in games, as they are very limited... wrong way. The sprites are

> things avaiable in AGA and PAL (DblPAL?), so it is a stupidity not to use them

> if you

> can... you can forget about bitmap restoring and double buffer things...

They do have some good advantages, which is of course why the Amiga

designers put them into the machine. If you are happy to keep using
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sprites there is nothing to stop you, and mildred’s output will not

interfere with them in any way.

> -Are sprites avaibles under Mildred?

No, and they don’t need to be either because there is only really one

way of doing them. In amigamode you can set up a custom copperlist to

change colours like in blitz mode, and you can set up hardware

sprites, although I am not completely clear on how you do that

legally. Normally everything in mildred is performed in software so it

does not take any notice of hardware sprites. There is nothing to stop

you using hardware sprites and/or software ones.

> -To simplificate even more, for the players I also use sprites. This time, 2

> 16 colors ones. So, i do not need double buffering or things like that for my

> game...

Double buffering would be generally recommended if you are using

Mildred, although it is not the same as when you were previously

attempting to doublebuffer AGA screens in chipram. You don’t need to

draw the main characters to two buffers. With mildred, doublebuffering

is merely to hide what is being drawn and internally it is a

single-buffered system.

> You have to use all your weapons avaiable when making your games, to

> make the things simpliest and better...

Yes. Do bear in mind though that it is recommended you have at least a

good 68030 accelerator and preferably something higher if you want to

get a decent framerate from Mildred.

> Of course, if you are limited in some aspects (DblPAL has no sprites???) you

> have to reconsiderate to make it for PAL (less effort) or Promotable (more

> selling justificating more work???)

I am not sure about doublepal and its sprites, you might well be

right.

> If Mildred permit me the use of sprites, how limited by non PAL modes about

> number of sprites am I?

If you use hardware sprites they are completely seperate of Mildred in

every way, so it is really down to the operating system and I don’t

know the ways in which different screenmodes require extra sprites to

be used.

> I could to change easily my game to Promotable if I am

> able to use them and limited to just 4 channels (2x16 colors)

It wouldn’t be too difficult changing your sprites into software

sprites (shapes).
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It kind of depends on your cpu, what cpu you are targetting for your

audience, and what sort of results you want. 25fps is the usual target

framerate. If you want 50fps you will have to look towards 68040/40 or

higher.

But for the most part, most of your design could be implemented

with Mildred quite easily, although if you can find a way to use

hardware sprites in amigamode then I dont think you’d really need to

use Mildred at all unless you had considerations about performance.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.322 Re: My game and Mildred

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 18 Jan 1999 05:49:02 +0200

Organization: A97

Subject: Re: My game and Mildred

Encoding: quoted-printable

Hello Dimas.

On 18-Jan-99, Dimas Caparros wrote:

> As many of you know, I am working in a Sports game. Actually, it is onl=

y AGA

> and PAL. I have been asked to make it, at least, Promotable (if not RTG=

), but

> as I use Blitz mode, it seems not to be possible.

Well technically it’s possible ofcourse (There is no hardware available i=

n AMiGA mode which is not also available in BLiTZ mode) the only problem =

is that it’s generally *much* easier to access it in AMiGA mode.

> Now, I am reading so much about Mildred, and have some questions before=

making

> more parts of my game or try to do it promotable (DblPAL?)

Well, I for one will not even consider your game unless it can be promote=

d, since I "only" have a VGA screen.

> -Can i write action games using Mildred without disabling system as Bli=
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tz mode

> does?

Yes.

> -The first game is 100m. i use a Bitmap of 3200x114 pixels (the backgro=

und) on

> a display of

> 320x144. well, 2 displays 320x144, one for each player. To scroll it, e=

asiest

> than using blocks is, is to scroll the bitmap inside the display area w=

hile

> the player runs. DISPLAY copper,x,0. Is this possible to be done using

> mildred??? in any AGA screenmode? (DblPAL, Euro36, Euro72...) Forget at=

the

> moment about RTG :-)

See, this is (amoungst others) one of the places where the Mildred librar=

y excels, first of all you can move all your huge bitmaps to FAST ram (So=

you’re no longer restricted by amount of CHIP available). And there is n=

o need to to split up the display either, since you can simply convert di=

fferent parts of the track bitmap to different halves of the screen (I kn=

ow, coz I have just written such a routine for an Arcade Adventure Engine=

=2E) And yes, in all AGA screenmodes. The screenmode is totally indiffere=

nt to the Mildred Library.

> -To make things even more easy, I use sprites to show the time, player =

name

> and speed. So, you can scroll the bitmap and the labels will keep unmov=

ed at

> their positions... you see the adventages, isn,t it? It is said not to =

use

> sprites in games, as they are very limited... wrong way. The sprites ar=

e

> things avaiable in AGA and PAL (DblPAL?), so it is a stupidity not to u=

se them

> if you

> can... you can forget about bitmap restoring and double buffer things..=

=2E

> -Are sprites avaibles under Mildred?

Erm, like Paul said, yes. In theory of course. From my experience it’s be=

tter to just leave sprites alone when programming in a system friendly wa=

y. However it would take very little effort to use chunky objects instead=
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=2E

> -To simplificate even more, for the players I also use sprites. This ti=

me, 2

> 16 colors ones. So, i do not need double buffering or things like that =

for my

> game... You have to use all your weapons avaiable when making your game=

s, to

> make the things simpliest and better...

Of course I agree. However double buffering is not a terrible complicated=

thing to do. And graphics just look shaper when they’re in 256 colours, =

as opposed to 16. Come on guys, it’s not a C64. (Not meant to offend anyo=

ne, allthought it probably will) :o)

> Of course, if you are limited in some aspects (DblPAL has no sprites???=

) you

> have to reconsiderate to make it for PAL (less effort) or Promotable (m=

ore

> selling justificating more work???)

Erm, no DBLPAL certainly has sprites, but they seem to work differently, =

anyway an old (rather cool) game called The Clue ! uses sprites for it’s =

charecters, on a system screen, and it works just fine on a normal PAL sc=

reen, but whenever the screen is promoted, the sprite ofsets are shot, an=

d they’re Hi-res. (BTW, I hope someone knows if this is simple to patch i=

n the copperlist, so I can fix the damned game, and starrt playing it aga=

in.) The final barrier is retagetable graphics, since there is only one A=

MiGA Graphics Board that supports Hardware sprites, your sprites will not=

work on a graphics board everything else will be perfectly fine tho’.

> -Currently I am using 7 sprite channels per display. 3 for labels and 4=

for 2

> runners... The screen looks like this...

> +----------------------+

> | P1 00:00 ##=3D=3D |

> |\o o |

> |=3D+=3D=3D=3D=3D=3D-+/=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D|

> |/=3D\=3D=3D=3D=3D/|=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D|

> +----------------------+

> | P2 00:00 ###=3D |

> |\o o |

> |=3D+=3D=3D=3D=3D=3D-+/=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D|

> |/=3D\=3D=3D=3D=3D/|=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D=3D|
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> +----------------------+

> If Mildred permit me the use of sprites, how limited by non PAL modes a=

bout

> number of sprites am I? I could to change easily my game to Promotable =

if I am

> able to use them and limited to just 4 channels (2x16 colors)

No limits. The copper works equally well for all display types, and will =

put the hardware sprites correctly, however when you’re working under OS =

friendly conditions the copper becomes increasingly hard to patch into (s=

afely). And sprites will be terminated on Graphics boards.

Also, you should consider all the cool things that you can actually do wh=

en you have a chunky graphics display. It is in many ways superior to pla=

nar displays, and is extremely retagetable :o) Now I know that for an ath=

letics game (or platformer) many of the advantages of chunky displays are=

"merely" eye candy, but that is also important to games. The *only* draw=

back as far as I can see is the CPU time it takes to convert the chunky g=

raphics to planar graphics, which fortunately is (atleast partially) offs=

et by allmost everyone having a 030 or better.

Anyways, I hope I’ve been a help, otherwise, don’t hesitate to ask.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.323 Re: My game and Mildred

From: Sami =?iso-8859-1?Q?N=E4=E4t=E4nen?= <sami.naatanen@dlc.fi>

Date: Fri, 22 Jan 1999 20:10:44 +0200

Subject: Re: My game and Mildred

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

This message was composed on an Amiga using the YAM mailer.

YAM is available at http://bitcom.ch/~mbeck/

--BOUNDARY.7691.2210.1716138144.1

Encoding: quoted-printable

18-Jan-99 Wrote Mikkel L=F8kke:

>Erm, no DBLPAL certainly has sprites, but they seem to work differently,=

>anyway an old (rather cool) game called The Clue ! uses sprites for it’s=

>charecters, on a system screen, and it works just fine on a normal PAL

screen,

>but whenever the screen is promoted, the sprite ofsets are shot, and the=

y’re

>Hi-res. (BTW, I hope someone knows if this is simple to patch in the

>copperlist, so I can fix the damned game, and starrt playing it again.) =

The

>final barrier is retagetable graphics, since there is only one AMiGA Gra=

phics

>Board that supports Hardware sprites, your sprites will not work on a

graphics

>board everything else will be perfectly fine tho’.

Well this is concerning about the sprites in "higher" AGA modes!

if you run VGAONLY you are limited to only ONE sprite with 64 pixel width=

and 3+1 colours. this is due to the fact that SPRITE DMA don’t have time =

move more sprites than the first one (channel 0) before the displayDMA

starts it fetching operation. (in fact VGAONLY "hacks" the copperlists in=

a

way that there are only one sprite channel left in higher modes).

And concerning that game thing you can start searching the address of...

bplcon3 EQU $106 ; W D Bit plane control reg (enhanced featur=

es)

or was it bplcon4 you can look those from the blitz DISPLAYBPLCONx comman=

ds
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or something like that.

And the sprite resolution should be set to lores of course. :)

There are also sprite uhres positoning so if you think patching the

game you can use these registers to position the sprite correctly.

I will attach the whole AGA HW include file.

--BOUNDARY.7691.2210.1716138144.1

Encoding: quoted-printable

Content-Description: AGA specific HW address include.

IFND CUSTOM_AGA_I

CUSTOM_AGA_I set 1

custom EQU $dff000

ciaa equ $bfe001

ciab equ $bfd000

;NAME ADDR R/W CHIP(s) FUNCTION

bltbpt EQU $04C

bltapt EQU $050

bltdpt EQU $054

bptddat EQU $000 ; ER A Blitter dest. early read (dummy addres=

s)

dmaconr EQU $002 ; R A P Dma control (and blitter status) read

vposr EQU $004 ; R A Read vert most sig. bits (and frame fl=

op

vhposr EQU $006 ; R A Read vert and horiz position of beam

dskdatr EQU $008 ; ER P Disk data early read (dummy address)

joy0dat EQU $00A ; R D Joystick-mouse 0 data (vert,horiz)

jot1dat EQU $00C ; R D Joystick-mouse 1 data (vert,horiz)

clxdat EQU $00E ; R D Collision data reg. (read and clear)

adkconr EQU $010 ; R P Audio,disk control register read

pot0dat EQU $012 ; R P Pot counter pair 0 data (vert,horiz)

pot1dat EQU $014 ; R P Pot counter pair 1 data (vert,horiz)

potinp EQU $016 ; R P Pot pin data read

serdatr EQU $018 ; R P Serial port data and status read

dskbytr EQU $01A ; R P Disk data byte and status read

intenar EQU $01C ; R P Interrupt enable bits read

intreqr EQU $01E ; R P Interrupt request bits read

dskpth EQU $020 ; W A Disk pointer (high 5 bits)

dskptl EQU $022 ; W A Disk pointer (low 15 bits)

dsklen EQU $024 ; W P Disk lentgh

dskdat EQU $026 ; W P Disk DMA data write
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refptr EQU $028 ; W A Refresh pointer

vposw EQU $02A ; W A Write vert most sig. bits(and frame fl=

op)

vhposw EQU $02C ; W A D Write vert and horiz pos of beam

copcon EQU $2E ;*W A Coprocessor control reg (CDANG)

serdat EQU $030 ; W P Serial port data and stop bits write

serper EQU $032 ; W P Serial port period and control

potgo EQU $034 ; W P Pot count start,pot pin drive enable d=

ata

joytest EQU $036 ; W D Write to all 4 joystick-mouse counters=

at

; once

strequ EQU $038 ; S D Strobe for horiz sync with VB and EQU

strvbl EQU $03A ; S D Strobe for horiz sync with VB (vert bl=

ank)

strhor EQU $03C ; S D P Strobe for horiz sync

strlong EQU $03E ; S D Strobe for identification of long hori=

z

; line

bltcon0 EQU $040 ; W A Blitter control reg 0

bltcon1 EQU $042 ; W A Blitter control reg 1

bltafwm EQU $044 ; W A Blitter first word mask for source A

bltalwm EQU $046 ; W A Blitter last word mask for source A

bltcpth EQU $048 ; W A Blitter pointer to source C (high 5 bi=

ts)

bltcptl EQU $04A ; W A Blitter pointer to source C (low 15 bi=

ts)

bltbpth EQU $04C ; W A Blitter pointer to source B (high 5 bi=

ts)

bltbptl EQU $04E ; W A Blitter pointer to source B (low 15 bi=

ts)

bltapth EQU $050 ; W A Blitter pointer to source A (high 5 bi=

ts)

bltaptl EQU $052 ; W A Blitter pointer to source A (low 15 bi=

ts)

bltdpth EQU $054 ; W A Blitter pointer to destn D (high 5 bi=

ts)

bltdptl EQU $056 ; W A Blitter pointer to destn D (low 15 bi=

ts)
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bltsize EQU $058 ; W A Blitter start and size (win/width,heig=

ht)

bltconol EQU $05A ; W A Blitter control 0 lower 8 bits (minter=

ms)

bltsizv EQU $05C ; W A Blitter V size (for 15 bit vert size)

bltsizh EQU $05E ; W A Blitter H size & start (for 11 bit H s=

ize)

bltcmod EQU $060 ; W A Blitter modulo for source C

bltbmod EQU $062 ; W A Blitter modulo for source B

bltamod EQU $064 ; W A Blitter modulo for source A

bltdmod EQU $066 ; W A Blitter modulo for destn D

; EQU $068

; EQU $06a

; EQU $06c

; EQU $06e

bltcdat EQU $070 ; W A Blitter source C data reg

bltbdat EQU $072 ; W A Blitter source B data reg

bltadat EQU $074 ; W A Blitter source A data reg

; EQU $076

sprhdat EQU $078 ; W A Ext logic UHRES sprite pointer and dat=

a

; identifier

;(bplhdat) EQU $07A ; ???? ?????

lisaid EQU $07C ; R D Chip revision level for Denise/Lisa

dsksync EQU $07E ; W P Disk sync pattern reg for disk read

cop1lch EQU $080 ; W A Coprocessor first location reg

; (high 5 bits)

cop1lcl EQU $082 ; W A Coprocessor first location reg

; (low 15 bits)

cop2lch EQU $084 ; W A Coprocessor second reg

; (high 5 bits)

cop2lcl EQU $086 ; W A Coprocessor second reg

; (low 15 bits)

copjmp1 EQU $088 ; S A Coprocessor restart at first location

copjmp2 EQU $08A ; S A Coprocessor restart at second location=

;!!!COPINS EQU $08C ; W A Coprocessor inst fetch identify

diwstrt EQU $08E ; W A D Display window start

; (upper left vert-hor pos)

diwstop EQU $090 ; W A D Display window stop
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; (lower right vert-hor pos)

ddfstrt EQU $092 ; W A Display bit plane data fetch start.hor=

pos

ddfstop EQU $094 ; W A Display bit plane data fetch stop.hor =

pos

dmacon EQU $096 ; W A P DMA control write (clear or set)

clxcon EQU $098 ; W D Collision control

intena EQU $09A ; W P Interrupt enable bits (clear or set bi=

ts)

intreq EQU $09C ; W P Interrupt request bits (clear or set b=

its)

adkcon EQU $09E ; W P Audio,disk,UART,control

aud0lch EQU $0A0 ; W A Audio channel 0 location (high 5 bits)=

aud0lcl EQU $0A2 ; W A Audio channel 0 location (low 15 bits)=

aud0len EQU $0A4 ; W P Audio channel 0 lentgh

aud0per EQU $0A6 ; W P Audio channel 0 period

aud0vol EQU $0A8 ; W P Audio channel 0 volume

aud0dat EQU $0AA ; W P Audio channel 0 data

; EQU $0AC

; EQU $0AE

aud1lch EQU $0B0 ; W A Audio channel 1 location (high 5 bits)=

aud1lcl EQU $0B2 ; W A Audio channel 1 location (low 15 bits)=

aud1len EQU $0B4 ; W P Audio channel 1 lentgh

aud1per EQU $0B6 ; W P Audio channel 1 period

aud1vol EQU $0B8 ; W P Audio channel 1 volume

aud1dat EQU $0BA ; W P Audio channel 1 data

; EQU $0BC

; EQU $0BE

aud2lch EQU $0C0 ; W A Audio channel 2 location (high 5 bits)=

aud2lcl EQU $0C2 ; W A Audio channel 2 location (low 15 bits)=

aud2len EQU $0C4 ; W P Audio channel 2 lentgh

aud2per EQU $0C6 ; W P Audio channel 2 period

aud2vol EQU $0C8 ; W P Audio channel 2 volume

aud2dat EQU $0CA ; W P Audio channel 2 data

; EQU $0CC

; EQU $0CE

aud3lch EQU $0D0 ; W A Audio channel 3 location (high 5 bits)=

aud3lcl EQU $0D2 ; W A Audio channel 3 location (low 15 bits)=

aud3len EQU $0D4 ; W P Audio channel 3 lentgh
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aud3per EQU $0D6 ; W P Audio channel 3 period

aud3vol EQU $0D8 ; W P Audio channel 3 volume

aud3dat EQU $0DA ; W P Audio channel 3 data

; EQU $0DC

; EQU $0DE

bpl1pth EQU $0E0 ; W A Bit plane pointer 1 (high 5 bits)

bpl1ptl EQU $0E2 ; W A Bit plane pointer 1 (low 15 bits)

bpl2pth EQU $0E4 ; W A Bit plane pointer 2 (high 5 bits)

bpl2ptl EQU $0E6 ; W A Bit plane pointer 2 (low 15 bits)

bpl3pth EQU $0E8 ; W A Bit plane pointer 3 (high 5 bits)

bpl3ptl EQU $0EA ; W A Bit plane pointer 3 (low 15 bits)

bpl4pth EQU $0EC ; W A Bit plane pointer 4 (high 5 bits)

bpl4ptl EQU $0EE ; W A Bit plane pointer 4 (low 15 bits)

bpl5pth EQU $0F0 ; W A Bit plane pointer 5 (high 5 bits)

bpl5ptl EQU $0F2 ; W A Bit plane pointer 5 (low 15 bits)

bpl6pth EQU $0F4 ; W A Bit plane pointer 6 (high 5 bits)

bpl6ptl EQU $0F6 ; W A Bit plane pointer 6 (low 15 bits)

bpl7pth EQU $0F8 ; W A Bit plane pointer 7 (high 5 bits)

bpl7ptl EQU $0FA ; W A Bit plane pointer 7 (low 15 bits)

bpl8pth EQU $0FC ; W A Bit plane pointer 8 (high 5 bits)

bpl8ptl EQU $0FE ; W A Bit plane pointer 8 (low 15 bits)

bplcon0 EQU $100 ; W A D Bit plane control reg (misc control bi=

ts)

bplcon1 EQU $102 ; W D Bit plane control reg (scroll val PF1,=

PF2)

bplcon2 EQU $104 ; W D Bit plane control reg (priority contro=

l)

bplcon3 EQU $106 ; W D Bit plane control reg (enhanced featur=

es)

bpl1mod EQU $108 ; W A Bit plane modulo (odd planes,or active=

-

; fetch lines if bitplane scan-doubling is=

; enabled

bpl2mod EQU $10A ; W A Bit plane modulo (even planes or inact=

ive-

; fetch lines if bitplane scan-doubling is=

; enabled

bplcon4 EQU $10C ; W D Bit plane control reg (bitplane and sp=

rite
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; masks)

clxcon2 EQU $10e ; W D Extended collision control reg

bpl1dat EQU $110 ; W D Bit plane 1 data (parallel to serial c=

onvert)

bpl2dat EQU $112 ; W D Bit plane 2 data (parallel to serial c=

onvert)

bpl3dat EQU $114 ; W D Bit plane 3 data (parallel to serial c=

onvert)

bpl4dat EQU $116 ; W D Bit plane 4 data (parallel to serial c=

onvert)

bpl5dat EQU $118 ; W D Bit plane 5 data (parallel to serial c=

onvert)

bpl6dat EQU $11a ; W D Bit plane 6 data (parallel to serial c=

onvert)

bpl7dat EQU $11c ; W D Bit plane 7 data (parallel to serial c=

onvert)

bpl8dat EQU $11e ; W D Bit plane 8 data (parallel to serial c=

onvert)

spr0pth EQU $120 ; W A Sprite 0 pointer (high 5 bits)

spr0ptl EQU $122 ; W A Sprite 0 pointer (low 15 bits)

spr1pth EQU $124 ; W A Sprite 1 pointer (high 5 bits)

spr1ptl EQU $126 ; W A Sprite 1 pointer (low 15 bits)

spr2pth EQU $128 ; W A Sprite 2 pointer (high 5 bits)

spr2ptl EQU $12A ; W A Sprite 2 pointer (low 15 bits)

spr3pth EQU $12C ; W A Sprite 3 pointer (high 5 bits)

spr3ptl EQU $12E ; W A Sprite 3 pointer (low 15 bits)

spr4pth EQU $130 ; W A Sprite 4 pointer (high 5 bits)

spr4ptl EQU $132 ; W A Sprite 4 pointer (low 15 bits)

spr5pth EQU $134 ; W A Sprite 5 pointer (high 5 bits)

spr5ptl EQU $136 ; W A Sprite 5 pointer (low 15 bits)

spr6pth EQU $138 ; W A Sprite 6 pointer (high 5 bits)

spr6ptl EQU $13A ; W A Sprite 6 pointer (low 15 bits)

spr7pth EQU $13C ; W A Sprite 7 pointer (high 5 bits)

spr7ptl EQU $13E ; W A Sprite 7 pointer (low 15 bits)

spr0pos EQU $140 ; W A D Sprite 0 vert-horiz start pos data

spr0ctl EQU $142 ; W A D Sprite 0 position and control data

spr0data EQU $144 ; W D Sprite 0 image data register A

spr0datb EQU $146 ; W D Sprite 0 image data register B

spr1pos EQU $148 ; W A D Sprite 1 vert-horiz start pos data
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spr1ctl EQU $14A ; W A D Sprite 1 position and control data

spr1data EQU $14C ; W D Sprite 1 image data register A

spr1datb EQU $14E ; W D Sprite 1 image data register B

spr2pos EQU $150 ; W A D Sprite 2 vert-horiz start pos data

spr2ctl EQU $152 ; W A D Sprite 2 position and control data

spr2data EQU $154 ; W D Sprite 2 image data register A

spr2datb EQU $156 ; W D Sprite 2 image data register B

spr3pos EQU $158 ; W A D Sprite 3 vert-horiz start pos data

spr3ctl EQU $15A ; W A D Sprite 3 position and control data

spr3data EQU $15C ; W D Sprite 3 image data register A

spr3datb EQU $15E ; W D Sprite 3 image data register B

spr4pos EQU $160 ; W A D Sprite 4 vert-horiz start pos data

spr4ctl EQU $162 ; W A D Sprite 4 position and control data

spr4data EQU $164 ; W D Sprite 4 image data register A

spr4datb EQU $166 ; W D Sprite 4 image data register B

spr5pos EQU $168 ; W A D Sprite 5 vert-horiz start pos data

spr5ctl EQU $16A ; W A D Sprite 5 position and control data

spr5data EQU $16C ; W D Sprite 5 image data register A

spr5datb EQU $16E ; W D Sprite 5 image data register B

spr6pos EQU $170 ; W A D Sprite 6 vert-horiz start pos data

spr6ctl EQU $172 ; W A D Sprite 6 position and control data

spr6data EQU $174 ; W D Sprite 6 image data register A

spr6datb EQU $176 ; W D Sprite 6 image data register B

spr7pos EQU $178 ; W A D Sprite 7 vert-horiz start pos data

spr7ctl EQU $17A ; W A D Sprite 7 position and control data

spr7data EQU $17C ; W D Sprite 7 image data register A

spr7datb EQU $17E ; W D Sprite 7 image data register B

color00 EQU $180 ; W D Color table 00

color01 EQU $182 ; W D Color table 01

color02 EQU $184 ; W D Color table 02

color03 EQU $186 ; W D Color table 03

color04 EQU $188 ; W D Color table 04

color05 EQU $18A ; W D Color table 05

color06 EQU $18C ; W D Color table 06

color07 EQU $18E ; W D Color table 07

color08 EQU $190 ; W D Color table 08

color09 EQU $192 ; W D Color table 09

color10 EQU $194 ; W D Color table 10

color11 EQU $196 ; W D Color table 11



Yam_Blitz List 344 / 752

color12 EQU $198 ; W D Color table 12

color13 EQU $19A ; W D Color table 13

color14 EQU $19C ; W D Color table 14

color15 EQU $19E ; W D Color table 15

color16 EQU $1A0 ; W D Color table 16

color17 EQU $1A2 ; W D Color table 17

color18 EQU $1A4 ; W D Color table 18

color19 EQU $1A6 ; W D Color table 19

color20 EQU $1A8 ; W D Color table 20

color21 EQU $1AA ; W D Color table 21

color22 EQU $1AC ; W D Color table 22

color23 EQU $1AE ; W D Color table 23

color24 EQU $1B0 ; W D Color table 24

color25 EQU $1B2 ; W D Color table 25

color26 EQU $1B4 ; W D Color table 26

color27 EQU $1B6 ; W D Color table 27

color28 EQU $1B8 ; W D Color table 28

color29 EQU $1BA ; W D Color table 29

color30 EQU $1BC ; W D Color table 30

color31 EQU $1BE ; W D Color table 31

htotal EQU $1C0 ; W A Highest number count in horiz line

; (VARBEAMEN EQU 1)

hsstop EQU $1C2 ; W A Horiz line pos for HSYNC stop

hbstrt EQU $1C4 ; W A D Horiz line pos for HBLANK start

hbstop EQU $1C6 ; W A D Horiz line pos for HBLANK stop

vtotal EQU $1C8 ; W A Highest numbered vertical line

; (VARBEAMEN EQU 1)

vsstop EQU $1CA ; W A Vert line for VSYNC stop

vbstrt EQU $1CC ; W A Vert line for VBLANK start

vbstop EQU $1CE ; W A Vert line for VBLANK stop

sprhstrt EQU $1D0 ; W A UHRES sprite vertical start

sprhstop EQU $1D2 ; W A UHRES sprite vertical stop

bplhstrt EQU $1D4 ; W A UHRES bit plane vertical stop

bplhstop EQU $1D6 ; W A UHRES bit plane vertical stop

hhposw EQU $1D8 ; W A DUAL mode hires H beam counter write

hhposr EQU $1DA ; R A DUAL mode hires H beam counter read

beamcon0 EQU $1DC ; W A Beam counter control register

; (SHRES,UHRES,PAL)

hsstrt EQU $1DE ; W A Horizontal sync start (VARHSY)



Yam_Blitz List 345 / 752

vsstrt EQU $1E0 ; W A Vertical sync start (VARVSY)

hcenter EQU $1E2 ; W A Horizontal pos for vsync on interlace

diwhigh EQU $1E4 ; W A D Display window upper bits for start/st=

op

bplhmod EQU $1E6 ; W A UHRES bit plane modulo

sprhpth EQU $1E8 ; W A UHRES sprite pointer (high 5 bits)

sprhptl EQU $1EA ; W A UHRES sprite pointer (low 15 bits)

bplhpth EQU $1EC ; W A VRam (UHRES) bitplane pointer (hi 5 bi=

ts)

bplhptl EQU $1EE ; W A VRam (UHRES) bitplane pointer (lo 15 b=

its)

;RESERVED EQU $1F0 - $1FA

fmode EQU $1FC ; W A D Fetch mode register

;NO-OP(NULL)EQU$1FE ; Can also indicate last 2 or 3 refresh=

=

; cycles or the restart of the COPPER afte=

r

; lockup.

c0 EQU $180

c1 EQU $182

c2 EQU $184

c3 EQU $186

c4 EQU $188

c5 EQU $18a

c6 EQU $18c

c7 EQU $18e

c8 EQU $190

c9 EQU $192

c10 EQU $194

c11 EQU $196

c12 EQU $198

c13 EQU $19a

c14 EQU $19c

c15 EQU $19e

c16 EQU $1a0

c17 EQU $1a2

c18 EQU $1a4

c19 EQU $1a6

c20 EQU $1a8
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c21 EQU $1aa

c22 EQU $1ac

c23 EQU $1ae

c24 EQU $1b0

c25 EQU $1b2

c26 EQU $1b4

c27 EQU $1b6

c28 EQU $1b8

c29 EQU $1ba

c30 EQU $1bc

c31 EQU $1be

;

; CIA registers

;

pra equ 0

prb equ $100

ddra equ $200

ddrb equ $300

talo equ $400

tahi equ $500

tblo equ $600

tbhi equ $700

todlo equ $800

todmid equ $900

todhi equ $a00

sdr equ $c00

icr equ $d00

cra equ $e00

crb equ $f00

ENDC ; End of CUSTOM_AGA_I

--BOUNDARY.7691.2210.1716138144.1--

1.324 Re: Musical Resolution

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Musical Resolution

Date: Sun, 3 Jan 1999 21:28:24 -0000

charset="iso-8859-1"

Encoding: 7bit
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-----Original Message-----

From: Hrafn <jhines1@mail.usyd.edu.au>

Date: 29 December 1998 11:04

Subject: Musical Resolution

>Hey all,

>

>Can anyone please help me with the following?:

Certainly, sir.

>

>1) How do I initialise a *High Res* screen using the elongated `Screen’

>command?!

I can’t remember. But it’s in my new manual, due out soon!

>2) How do I create an ALL BLACK coloured screen?

For x=0 to numcolours

PALRGB x,0,0,0

Next

Then update the screen’s palette!

>3) Any music modules I via play via Blitz seem to either play very slowly

>or sound like a jumbled array of instruments. Could these particular mods

>be in the wrong format? Blitz only plays Sound- and Noise-tracker modules

>right? I tried some of those too, but experienced the same result. Can I

>produce the correct type of mods with OctaMED SoundStudio? If not, what’s

>the best mod creator software on the Amiga to accomplish this?

The "jumbled instruments" syndrome is a classic symptom of trying to play a

non-Protracker module. Although Sound/Noisetracker modules were the

originals (so you’d expect them to work fine) they both developed to the

extent that the modules they created were no longer standard MODs. Nobody

bothered to keep up to date, though, so anything from Soundtracker 2.6

onwards won’t work. The safest bet is Protracker, although Octamed SS 1.03c

(important!) can save out Protracker-compatible modules IF YOU TELL IT TO.

The wrong speed is down to two possible things. First up, ditch the crappy

inbuilt Blitz replay-routines. They are pretty much useless. The EML library

in "dev/basic" is the best I have come across by far. The only fault I can

find with it is the inability to "Cludge" modules from a memory address, so

they can’t be INCBINed or compressed, but hey: can’t have everything. Next,

make sure the tempo commands in the module are set as "BPM" (the CIA timing

format) and not "SPD" (VBL timing). Octamed is your best bet for sorting

this out, using the "F" command and the tempo window.

BTW, if your old modules turn out to be totally alien, get "Noiseconverter"



Yam_Blitz List 348 / 752

off of Aminet. It hasn’t failed me yet!

>Also, following some command explanations in my BB2 Reference Manual,

>there is an occasional statement referring to the `Blitz 2 Programmers

>Guide’ where this command is "covered fully". eg. the BLITZ and AMIGA

>commands, the use of Lists etc.

>Does anyone know where I can get this guide? Does it contain anything

>worthwhile?

>

>##################################

>PLEASE REPLY TO THIS E-MAIL DIRECT

>AS I AM NOT SUBSCRIBED TO THE LIST

> THANK YOU!

>##################################

>

Well, I thought I’d share this with everyone anyways.

>Thanks Blitzers! :)

No problem.

>--

>

> @@ @

> @@@@ @@@@

> @@@@@@@ @@@@@@ @@@

> @@@@@@@@@@@@@@@ @@@@@@

> @@@@@@@@@@@@@@@@@@@@@@@ Tom Hines

> @@@@@@@@@@@@@@@@@@@@@@@ jhines1@mail.usyd.edu.au

> @@@@@ @@@@@@@@@@@@@@@@@

> @@@ @@@@@@@@@ @@@@@@

> @@ @@@@@@@ @@@@

> @@@@@ @@@@

> @@@@@ @ @

> @@@

> @@@ *Hrafn* on IRC

> @@

>

>

Nick / Skillo

* Mama always said life is like a box of chocolates. You never know what

you’re going to get. - Forrest Gump.
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1.325 MUI Text Fields..

([62.136.73.140] helo=194.152.64.35 ident=kewl)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100WHc-0001e3-00

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 19:48:53 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 13 Jan 1999 06:27:57 +0100

Organization: Satanic Dreams Software.

Subject: MUI Text Fields..

Hello,

Anybody know how to open, change and redraw those MUI

inverted text fields through the blitz MUI lib? The ones that look

like reccessed bevel boxes with text in them.

Thanks

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.326 Mouse-disabling

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m106KWp-002pCfC@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Fri, 29 Jan 1999 21:28:35 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Fri, 29 Jan 1999 21:19:23 +0100
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Organization: Airsoft Softwair

Subject: Mouse-disabling

Hi !!

Anyone knows how to disable mouse on workbench screen? The user

shall not be able to move the pointer anymore....! Any idea how to

do this? It needs to be on workbench screen!

--

Greetings,

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

Ram, 33.600 Modem

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

of Amiga CD

1.327 Re: Mouse-disabling

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 16:21:45 +0200

Organization: A97

Subject: Re: Mouse-disabling

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Andreas.

On 29-Jan-99, Andreas Falkenhahn wrote:

> Anyone knows how to disable mouse on workbench screen? The user

> shall not be able to move the pointer anymore....! Any idea how to

> do this? It needs to be on workbench screen!

How about Forbid_ ? Just don’t forget to put a Permit_ at the end of your=

code.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.328 Mouse Stuff

id 100Dq6-0003GK-00; Wed, 13 Jan 1999 00:07:15 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 12 Jan 99 20:17:38 +0000

Subject: Mouse Stuff

Encoding: 7bit

Hi peeps,

1) Is it possible to limit the movement of the mouse pointer on an

intuition screen to within a rectangular area of the screen? (like the

Blitzmode "MouseArea" command)

2) Can the mouse pointer sprite be "turned off" on intuition screens?

(still need to read the SMouseX/Y co-ords but don’t need the sprite)

--

Bye f’now

Simon

simon@gadge.u-net.com

http://www.gadge.u-net.com

ICQ: 22707489

A1200T-040/33-CD-HDx2-V90-SVGA-Scandoubler & other bits.

Home of Revenge AGA, UFO Enemy Unclothed, TCAA & more stuff.
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1.329 Re: Mouse Stuff

([62.136.77.135] helo=194.152.64.35 ident=kewl)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100HMr-0003Vs-00

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 03:53:17 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 13 Jan 1999 03:43:05 +0100

Organization: Satanic Dreams Software.

Subject: Re: Mouse Stuff

Hello Simon

Hiya, Simon... ,on 12-Jan-99 you wrote me about Mouse Stuff! :)

SH>> Hi peeps,

SH>>

SH>> 1) Is it possible to limit the movement of the mouse pointer on an

SH>> intuition screen to within a rectangular area of the screen? (like the

SH>> Blitzmode "MouseArea" command)

I`m not sure if there is a specific way to do this, but I spoze you could

check if it`s within your area with: #SMouseX# and #SMouseY.#

If the pointer moves out of the area you /could/ use #AbsMouse# to force it

back into the area,. I`m not sure how untidy that would look, but I suppose

if you play around with it, it`ll be ok.

Providing there isn`t another way of course :)

SH>> 2) Can the mouse pointer sprite be "turned off" on intuition screens?

SH>> (still need to read the SMouseX/Y co-ords but don’t need the sprite)

SH>>

Dunno about that, can do it in a window.

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.330 Re: Mouse Stuff

Wed, 13 Jan 1999 11:28:56 +0000

13 Jan 99 11:28:56 +0000

From: "S.J.CROY" <ap6013@qmw.ac.uk>

Organization: University of London (QMW)

Date: Wed, 13 Jan 1999 11:28:44 +0000

encoding: 7BIT

Subject: Re: Mouse Stuff

After a months holiday... Steven Croy is back to help with these

questions.

> Hi peeps,

>

> 1) Is it possible to limit the movement of the mouse pointer on an

> intuition screen to within a rectangular area of the screen? (like the

> Blitzmode "MouseArea" command)

Hmmm.. I dunno.. maybe you could set up a loop and check to

see if the coords are outside the area. If they are then just blank

the shape using the following method....

> 2) Can the mouse pointer sprite be "turned off" on intuition screens?

> (still need to read the SMouseX/Y co-ords but don’t need the sprite)

You could set up a borderless, backdrop window for your screen

then setup a blank shape using initshape 0,16,16,2 (or something)

and follow it up with wpointer <blank shape>. That should get rid of

the pointer.

Steven

1.331 Re: Mouse Stuff

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 14:55:57 +0000

Date: Wed, 13 Jan 1999 14:39:35 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Mouse Stuff

Encoding: 7bit

Simon Hitchen wrote:

> 1) Is it possible to limit the movement of the mouse pointer on an

> intuition screen to within a rectangular area of the screen? (like the

> Blitzmode "MouseArea" command)
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I think I used the #SA_DClip tag to setup a clip region for the mouse

but looking back at the autodocs it looks like an overscan tag :) You

could have a go anyway!

Create a Region like this:

*r.Region=NewRegion_()

Then setup the mouse area like this:

*r\bounds\MinX=x,y,x2,y2

Then use the Region when you open a screen with the ScreenTags command

using this tag:

#SA_DClip,*r

That seems to be the method I use in Foundation because the RTG version

opened a double height screen for (double buffering purposes) and this

DClip ta is used to stop the mouse pointer from drifting into the

lower half of the screen.

> 2) Can the mouse pointer sprite be "turned off" on intuition screens?

> (still need to read the SMouseX/Y co-ords but don’t need the sprite)

As someone else mentioned, it`s just a case of giving the mouse pointer

a dummy shape (no image).

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >

1.332 Re: Mouse Stuff

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 13 Jan 1999 17:29:43 -0500

Subject: Re: Mouse Stuff

Hi Paul

On 13-Jan-99, Paul Burkey wrote:

> Simon Hitchen wrote:

> I think I used the #SA_DClip tag to setup a clip region for the mouse

> but looking back at the autodocs it looks like an overscan tag :) You

> could have a go anyway!

Well, the DClip is meant to define the borders of the visible viewing area -

so if you set it and also use the AutoScroll tag, the screen will scroll

when the pointer "bumps into" the DClip border.

If you set an OverScan tag, what you are really doing is setting the DClip

to one of the user’s preference OverScan settings. (text, graphics, etc.)
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As well as the screen size, of course.

But the DClip also limits the pointer movement (the pointer is not allowed

to go past the Dclip rectangle) so without AutoScroll and Overscan tags, it

should work as you said...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.333 Re: Mouse Stuff

id 100k9I-0002c0-00; Thu, 14 Jan 1999 10:37:12 +0000

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 14 Jan 99 09:31:20 +0000

Subject: Re: Mouse Stuff

Encoding: 7bit

Paul wrote,

> I think I used the #SA_DClip tag to setup a clip region for the mouse

> but looking back at the autodocs it looks like an overscan tag :) You

> could have a go anyway!

I did have a go.... Worked like a charm :-)

Thanks for the info.

--

Bye f’now

Simon

simon@gadge.u-net.com

http://www.gadge.u-net.com

ICQ: 22707489

A1200T-040/33-CD-HDx2-V90-SVGA-Scandoubler & other bits.

Home of Revenge AGA, UFO Enemy Unclothed, TCAA & more stuff.

1.334 Re: More screen and system related issues...

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 02 Jan 1999 10:19:06 -0500

Subject: Re: More screen and system related issues...

Hi David

On 31-Dec-98, David McMinn wrote:
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> Sorry, but I’ve start making a point of putting small errors in my code

> test everyone on the list, to see if they can spot the mistakes. No,

> honestly;)

I go you one better - I put small errors in my own code, to see if I can

spot them later ;)

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.335 Re: More screen and system related issues...

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 21:33:56 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: More screen and system related issues...

Date: Sun, 3 Jan 1999 21:17:22 -0000

charset="iso-8859-1"

Encoding: 8bit

To find out the colour of the title bar, you could "Point" it to find the

register, then use the Baddoll’s GFX library to match the register to an

actual RGB value.

Nick / Skillo

* If you get in a fight with somebody, hit yourself over the head with a

frying pan. Your opponent will run away, figuring that if that was what you

were prepared to do to yourself, what were you fixing for HIM? - Forrest

Gump

-----Original Message-----

From: Mikkel Løkke <FlameDuck@usa.net>

Date: 30 December 1998 04:04

Subject: More screen and system related issues...

Hello.

First I would like to thank everyone for a solution to my BarHeight problem.

Then I would like to ask these questions :

A. How to find out what colour the title bar is.

B. How to find out whether a font is fixed width or proportionel.

C. And (I know it has been asked before) that thing with the TextLegth

system thingy ? Thank you for your patiance :o)

Greets,

--
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+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L ø k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck

1.336 Re: More screen and system related issues...

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 21:55:03 +0200

Organization: A97

Subject: Re: More screen and system related issues...

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 03-Jan-99, Nick Chapman wrote:

> To find out the colour of the title bar, you could "Point" it to find t=

he

> register, then use the Baddoll’s GFX library to match the register to a=

n

> actual RGB value.

1. Does the point value work on hi/true colour screens ? I don’t think so=

=2E

2. The BadDolls GFX library seems to not want to work on my system. Can’t=

figure out why tho’ guess I’m just unlucky.

Regards

-- =
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+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.337 More questions...

([62.136.127.188] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 106HEp-0000pp-00

for blitz-list@netsoc.ucd.ie; Fri, 29 Jan 1999 16:57:47 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Fri, 29 Jan 1999 14:27:59 +0000

Subject: More questions...

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1747328584.2

Hi again,

I’ve got yet another question (2 actually) :

I’m doing some file reading functions for my Statements&Functions

file (uploading to Aminet tonight if I get a reply to this ;)

and I’ve got comment reading, date of file creation and a replacement for

Exists, but I need help on the file creation /time/...

The attached source is the rough version, but doesn’t always
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return the correct number of minutes, because I can’t figure

out how to work ’em out properly. Can anyone replace my equation

with something that works all the time?

Also, I have a problem with the seconds part : the autodocs, and the

Blitz includes, list Ticks as ALWAYS being 50ths of a second, but what

happens on NTSC systems and gfx cards? Are there different versions

of the autodocs or is it correct that Ticks are always 1/50 secs?

I’d have thought 1/60 for NTSC, but then, you’d think it would be mentioned

in the autodocs (and the Blitz includes?)...

A less important question : any other way to do the Format "00" part?

It means my function would screw up the programmer’s settings, if any...

I can just put in a warning if this is the only way though...

Thanks for any help,

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

--BOUNDARY.1747328584.2

Content-Disposition: attachment; filename="filetime.asc"

Encoding: quoted-printable

Content-Description: File creation reading function

Function.s FileTime {f$}

lock.l=3DLock_(&f$,#ACCESS_READ)

If lock

DEFTYPE .FileInfoBlock fib

If Examine_(lock, fib) <> 0

*date.DateStamp=3D&fib\fib_Date

time.l=3D*date\ds_Minute ; minutes past midnight

hrs.f=3Dtime/60 ; hours from minutes

;***************************************

=2EMINUTES

; NEED A BETTER EQUATION!

mns.f=3DInt((Frac(hrs)*100)/1.6666666)

;***************************************

hrs=3DInt(hrs) ; get rid of fractional (minutes) part

time$=3DStr$(hrs)+":"+Str$(mns)+":"

=2ESECONDS
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Format "00" ; format seconds

time$+Str$(*date\ds_Tick/50) ; the time$

Format ""

;***************************************

Else time$=3D""

EndIf

UnLock_ lock

Else time$=3D""

EndIf

Function Return time$

End Function

Print "Multiview’s last modification time : ",FileTime {"SYS:Utilities/Mu=

ltiview"},"."

MouseWait:End

--BOUNDARY.1747328584.2--

1.338 Re: More questions...

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 29 Jan 99 18:42:15 +0000

Subject: Re: More questions...

Encoding: 7bit

Hello James L Boyd,

> Hi again,

>

> I’ve got yet another question (2 actually) :

>

> I’m doing some file reading functions for my Statements&Functions

> file (uploading to Aminet tonight if I get a reply to this ;)

> and I’ve got comment reading, date of file creation and a replacement for

> Exists, but I need help on the file creation /time/...

>

> The attached source is the rough version, but doesn’t always

> return the correct number of minutes, because I can’t figure

> out how to work ’em out properly. Can anyone replace my equation

> with something that works all the time?

>

> Also, I have a problem with the seconds part : the autodocs, and the
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> Blitz includes, list Ticks as ALWAYS being 50ths of a second, but what

> happens on NTSC systems and gfx cards? Are there different versions

> of the autodocs or is it correct that Ticks are always 1/50 secs?

>

> I’d have thought 1/60 for NTSC, but then, you’d think it would be mentioned

> in the autodocs (and the Blitz includes?)...

>

> A less important question : any other way to do the Format "00" part?

> It means my function would screw up the programmer’s settings, if any...

> I can just put in a warning if this is the only way though...

>

> Thanks for any help,

>

> See ya,

>

> --

> James L Boyd - jamesboyd@all-hail.freeserve.co.uk

> Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

> Connected from Dundee, Scotland.

> (http://surf.to/all-hail/)

>

> Function.s FileTime {f$}

>

> lock.l=Lock_(&f$,#ACCESS_READ)

>

> If lock

>

> DEFTYPE .FileInfoBlock fib

>

> If Examine_(lock, fib) <> 0

> *date.DateStamp=&fib\fib_Date

>

> time.l=*date\ds_Minute ; minutes past midnight

hrs.w=time/60 ; no need to be a float.type

mns.w=time-(hrs*60) ; there you go - hrs and mins

> time$=Str$(hrs)+":"+Str$(mns)+":"

>

> .SECONDS

>
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> Format "00" ; format seconds

> time$+Str$(*date\ds_Tick/50) ; the time$

> Format ""

>

> ;***************************************

>

> Else time$=""

> EndIf

>

> UnLock_ lock

>

> Else time$=""

> EndIf

>

> Function Return time$

> End Function

>

> Print "Multiview’s last modification time : ",FileTime {"SYS:Utilities/Multiview"},"."

>

> MouseWait:End

>

That should work

--

Bye f’now

Simon

1.339 More piracy stuff.

([62.136.78.47] helo=194.152.64.35 ident=kewl)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zztsF-0002zS-00

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 02:48:08 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 12 Jan 1999 02:43:44 +0000

Organization: Satanic Dreams Software.

Subject: More piracy stuff.

Hello,

On the topic of piracy. It seems to me, piracy is different with every

single piece of software.
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If you release your software as ShareWare, you are pretty much gaurenteed

that as soon as people start registering it there is going to be people

with illegal copies.

I always thought that maybe encrypting the details of the person who

registered the software into the executables and extenal files, was

a good idea. Maybe having 20 occurances of the details in different

places through the archive, all encrypted differently? Or hiding them

within text/guide files in some elaborate way. Obviously, on a large

scale you`ve got no chance. But in the case of the Amiga,.....

The way I see it, it all depends on how much time and effort you spend

on protecting your software, and the way you go about it.

But I dont thing you can EVER 100% protect a program, you`ll always

get people register in fake names or something.

I the case of CD`s, and the CD-Writers, I`ve noticed that some software

companies (PC) have started using some of the old protection routines.

Like passwords on startup and things like that. But I personnaly think

that crackers enjoy sitting there hacking away at software.

A way to protect CD`s perfectly would be nice, but feasable???

Did anybody see /Digital Planet/ on BBC2 in the UK last week?

Well if not, it was a documentary on cracking and privacy. A group of

hackers from the US publically claimed that they could take down the

entire internet within 30 minutes. And they were going on about how

nothing is ever private or protected.

I`m sure the legal repercussions of piracy will get worse as piracy

does, to deter people from it, but that will never stop hardcore

pirates who dont give a shit about nuffin. And esspecially as the

music industry is now suffering heavily from audio CD pirates too.

At the end of the day, if you write a good piece of software and

charge a reasonable fee for it. People *will* buy it.

Just my thoughts.

BTW - I saw something on the news a long time ago about some

revelutionary CD protection. They planned to put some kind of

bubble on the CD`s surface. Anybody hear anything about that?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/
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<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.340 Re: More piracy stuff.

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Tue, 12 Jan 1999 10:50:45 +0000

Organization: Corrupted Software

Subject: Re: More piracy stuff.

I watched as Loki hammered "More piracy stuff." out on their

keyboard...

> BTW - I saw something on the news a long time ago about some

> revelutionary CD protection. They planned to put some kind of

> bubble on the CD`s surface. Anybody hear anything about that?

I’ve seen something like it, the idea was o have a special dye on the

surface of the disc, then after being read in a CD-ROM, the dye turns

a nasty colour and prevents the disc from being read again. Not a

very good idea where you may have to install a piece of software

several times...could get costly for the producer of the CD if he has

to keep sending people new copies every time their machine crashs and

they have to reinstall.

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Never sleep with anyone crazier than yourself.
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1.341 Re: More piracy stuff.

From: Anton Reinauer <anton@ww.co.nz>

Date: Wed, 13 Jan 1999 10:41:48 +1300

Subject: Re: More piracy stuff.

On 12-Jan-99, Loki wrote:

> I the case of CD`s, and the CD-Writers, I`ve noticed that some

software

> companies (PC) have started using some of the old protection routines.

> Like passwords on startup and things like that. But I personnaly think

> that crackers enjoy sitting there hacking away at software.

> A way to protect CD`s perfectly would be nice, but feasable???

I don’t think you could protect CD’s- if should be easy to copy their

exact image, as it’s an ISO standard- someone would write a program to

do it, if they haven’t already.

--

Anton Reinauer <anton@ww.co.nz>

1.342 Re: More piracy stuff.

From: amorel <amorel@xs4all.nl>

Date: Wed, 13 Jan 1999 18:22:44 +0500

Subject: Re: More piracy stuff.

On 12-Jan-99, Loki wrote:

>hackers from the US publically claimed that they could take down the

>entire internet within 30 minutes. And they were going on about how

This is total crap ofcourse. Some bullshitting of hackers who feel

insecure about themselves, though I got nothing against hackers actually.

If that`d be possible it`d have been done already ages ago. I know I`d

think about doing it if I`d be able to take down the entire internet.

Just for the sake of pissing of mankind >:-)

>music industry is now suffering heavily from audio CD pirates too.

Yeah life`s hard for those poor buggers, ain`t it? ;-)

>At the end of the day, if you write a good piece of software and

>charge a reasonable fee for it. People *will* buy it.

Correct. Cool thing with the Amiga is, you hardly need to buy software,

most is pd anyway and as good or better as commercial :-) Always wondered

about the legal issue of shareware authors having the right to get money

from you after using it for so many days. I know for a fact that if a
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company sends you an item and says use it for 30 days, then pay or send

back, you have the right to keep it and never ever pay. I mean, you never

asked for it, signed anything etc.

Hm ofcourse shareware is mainly an issue of fairness and kindness, but uhm

did that ever make someone rich? ;-)

>Just my thoughts.

>BTW - I saw something on the news a long time ago about some

> revelutionary CD protection. They planned to put some kind of

> bubble on the CD`s surface. Anybody hear anything about that?

Sounds like the `error` which is on psx cd`s.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

Uhm.... \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.343 Re: More piracy stuff.

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 16 Jan 1999 08:05:46 +0500

Subject: Re: More piracy stuff.

On 13-Jan-99, Anton Reinauer flashed:

> I don’t think you could protect CD’s- if should be easy to copy their

>exact image, as it’s an ISO standard- someone would write a program to

>do it, if they haven’t already.

Yes. Such programs are readily available from many sources, and they

are perfectly legal (when used for legal purposes that is).

Donovan Reeve (bubby.lnk@ispi.net)

1.344 MLine

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 01:13:26 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 01:13:28 +0000

Subject: MLine
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Encoding: 7bit

Hi,

This is mainly for people using mildred.. i’ve finally finished adding

the linedrawing routine, so the commands MLine, MLineShape,

MLineCookie and MLineStencil are now functioning as expected. v1.29 of

the lib has been put online at the usual place.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.345 Re: MLine

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 03:58:09 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 03:58:11 +0000

Subject: Re: MLine

Encoding: 7bit

> Hi,

>

> This is mainly for people using mildred.. i’ve finally finished adding

> the linedrawing routine, so the commands MLine, MLineShape,

> MLineCookie and MLineStencil are now functioning as expected. v1.29 of

> the lib has been put online at the usual place.

Erm, actually v1.30 is also out now. Added MSMaskScrollMode for full

range of blit modes with the MSMaskScroll commands.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.346 Re: MLine

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 08:25:05 +0200

Organization: A97
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Subject: Re: MLine

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 28-Jan-99, Paul wrote:

>> This is mainly for people using mildred.. i’ve finally finished adding=

>> the linedrawing routine, so the commands MLine, MLineShape,

>> MLineCookie and MLineStencil are now functioning as expected. v1.29 of=

>> the lib has been put online at the usual place.

> Erm, actually v1.30 is also out now. Added MSMaskScrollMode for full

> range of blit modes with the MSMaskScroll commands.

Heh, say are you still doing this "Just for <That game you where working =

on>", or have you become obsessed ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.347 Re: MLine

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 15:38:58 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 15:29:34 +0000
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Subject: Re: MLine

Encoding: 7bit

Mikkel,

> > Erm, actually v1.30 is also out now. Added MSMaskScrollMode for full

> > range of blit modes with the MSMaskScroll commands.

>

> Heh, say are you still doing this "Just for <That game you where

> working on>", or have you become obsessed ?

Perhaps a littly spurt of enthusiasm at the moment.

I am still working on the game along with some others, although I have

also been keeping in mind some projects that I want to do myself and

the kind of commands that are going to be needed. I’ve been trying to

include them in Mildred. Now that the linedrawing works I have just

about everything I expect I wil need for my tanks game to get underway

again, for example. There is also a shootemup of some fashion that I

have been thinking about for a long while and probably I now have all

the graphics routines I would need for that. But ultimately it is my

work with the others, on Dafel:Bloodline at PaganSoft, that dictated

the general direction that the library went in to begin with and the

kind of functionality that continues to be added. I believe that the

MSMaskScroll routines that I just added in 1.30, for example, will be

needed in Bloodline soon. Also the new blit modes `MReMap’ and

`MSimpleReMap’ are mainly for that project also.

NB, btw, that documentation at the site is now in amigaguide format

and also html format (and online both).

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.348 Re: MLine

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 17:47:50 +0200

Organization: A97

Subject: Re: MLine

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!
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Hello Paul.

On 28-Jan-99, Paul wrote:

>>> Erm, actually v1.30 is also out now. Added MSMaskScrollMode for full

>>> range of blit modes with the MSMaskScroll commands.

>> =

>> Heh, say are you still doing this "Just for <That game you where

>> working on>", or have you become obsessed ?

> Perhaps a littly spurt of enthusiasm at the moment.

> I am still working on the game along with some others, although I have

> also been keeping in mind some projects that I want to do myself and

> the kind of commands that are going to be needed. I’ve been trying to

> include them in Mildred. Now that the linedrawing works I have just

> about everything I expect I wil need for my tanks game to get underway

> again, for example. There is also a shootemup of some fashion that I

> have been thinking about for a long while and probably I now have all

> the graphics routines I would need for that. But ultimately it is my

> work with the others, on Dafel:Bloodline at PaganSoft, that dictated

> the general direction that the library went in to begin with and the

> kind of functionality that continues to be added. I believe that the

> MSMaskScroll routines that I just added in 1.30, for example, will be

> needed in Bloodline soon. Also the new blit modes `MReMap’ and

> `MSimpleReMap’ are mainly for that project also.

> NB, btw, that documentation at the site is now in amigaguide format

> and also html format (and online both).

You have entirely too much time on your hands....

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.349 Re: MLine

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 17:33:53 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 17:33:53 +0000

Subject: Re: MLine

Encoding: 7bit

> You have entirely too much time on your hands....

>

Well, that is true also ;-)

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.350 Re: MLine

From: Anton Reinauer <anton@ww.co.nz>

Date: Fri, 29 Jan 1999 13:02:42 +1200

Subject: Re: MLine

On 29-Jan-99, Paul wrote:

>I am still working on the game along with some others, although I have

>also been keeping in mind some projects that I want to do myself and

>the kind of commands that are going to be needed. I’ve been trying to

>include them in Mildred.

Yeah, a few of us are like that- if we need something up to date for

our program- the only one who’s going to write it is ourselves! - But

Blitz does end up staying up to date :)

--

Anton Reinauer <anton@ww.co.nz> ICQ #15349462
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A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200 WB3.0,25/040,200/PPC,CD-Rom

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton/>

1.351 Misc thinks

From: Mike Delling <tranquilizer@mike.ruhr.de>

Date: Mon, 04 Jan 1999 22:43:33 +0200

Subject: Misc thinks

Hello Blitzers!

I’ve some questions:

1.) Optimizing executeables

We wanna create a 32k game in blitz for a competition. When you use ONE

command out of a library every command of this lib will be included after

compiling. Now my question:

Is it possible to cut out the unneeded commands out of the source code of a

lib and compile it again?? Is it possible to get the source of all acid and ri

libs, and when, where are they available?

2.) Future of blitz?

Now, whats about of a PPC version of blitz or a blitz clone?? Is it under

construction or is the blitz development sleeped down?

A 020+ compiler for blitz would be very great, a ppc (WarpUp) support better!

thanks! bye!

--

Tranquilizer/ Secretly!

Mike Delling

PROFESSIONALS DON’T USE MICRO$OFT!

1.352 Re: Misc thinks

(Eudora Internet Mail Server 2.2); Sun, 6 Dec 1998 08:47:46 +0100

Date: Tue, 05 Jan 1999 08:50:05 +0100

From: Manfred Linzner <manfred.linzner@munich.netsurf.de>

X-Accept-Language: en

Subject: Re: Misc thinks

Encoding: 8bit

> Hello Blitzers!
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>

> I’ve some questions:

>

> 1.) Optimizing executeables

>

> We wanna create a 32k game in blitz for a competition. When you use ONE

> command out of a library every command of this lib will be included after

> compiling. Now my question:

> Is it possible to cut out the unneeded commands out of the source code of a

> lib and compile it again?? Is it possible to get the source of all acid and ri

> libs, and when, where are they available?

I tried hard to get rid of this problem because i also did two 32kb

games

for the MS party. With some heavy resourcing i was able to zero-out some

code.

The pack ratio then was of course much better. But the effort to big.

After all i figured out that it´s really no problem todo 32kb games

in Blitz. For Blitzmode you only need the display library and the

blitting

library. Most other stuff isnt needed or can be adapted from your side.

I.e. for music i used THX/AHX Sound System.

If ya want check out the games then dl

http://abyss.moving-people.net/cgi-bin/download.exe?url=http:/productions/amiga/files/ays-ror2.lha

http://abyss.moving-people.net/cgi-bin/download.exe?url=http://ftp.uni-paderborn.de/pub/aminet/game/actio/ays-rotr.lha

--

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*

Manfred Linzner aka Pink/abYSs

AMIGA,PC,BB2,C++,68xASM.PT,FT2,THX,Himex

Email: manfred.linzner@munich.netsurf.de

http://homepages.munich.netsurf.de/Manfred.Linzner/

responsible for: HiMeX,tHX,PreTracker,R.o.t.R 1+2,..

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*

1.353 Re: Misc thinks

From: Curt Esser <camge@ix.netcom.com>

Date: Tue, 05 Jan 1999 05:02:20 -0500

Subject: Re: Misc thinks

Hi Mike
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On 04-Jan-99, Mike Delling wrote:

> Hello Blitzers!

>

> I’ve some questions:

>

> 1.) Optimizing executeables

>

> We wanna create a 32k game in blitz for a competition. When you use ONE

> command out of a library every command of this lib will be included after

> compiling. Now my question: Is it possible to cut out the unneeded

commands

> out of the source code of a lib and compile it again??

Yes, if you know what you are doing. One command might call subroutines or

parts of other commands, so you would have to understand ASM to do this.

But if you are looking for the smallest size code, it would be better to

simply include the ASM command directly into your code, and forget the "one

command library" altogether.

>Is it possible to

> get the source of all acid and ri libs, and when, where are they

available?

You are probably out of luck here - they are copyrighted...

Some other solutions to making smaller code:

1} Get Fred’s Ncommandset libraries - they are smaller than the original

Blitz libraries.

2} (Won’t work in Blitz mode!) Find out how to use the 1 command you are

trying to eliminate through the OS commands (smallest code - NO library is

loaded!)

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.354 Mildred v1.27

for blitz-list@netsoc.ucd.ie; Tue, 19 Jan 1999 20:58:55 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 19 Jan 99 20:58:39 +0000

Subject: Mildred v1.27
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Encoding: 7bit

Hi folks.

Today’s Mildred’s birthday, just tipped over 100000 bytes exe! 8-o

Anyway, v1.27 is now ready and should be downloadable imminently from:

http://www.stationone.demon.co.uk

The documentation has also been updated to reflect the

changes/additions.

I thought it would be a good idea to post you the history.txt, so you

can look at what has been added or changed since the last version you

have. The main new features of this version are `colour mode’ and

`remap mode’ blits, and the addition of Table objects which host the

lookup tables for the remapping blits. Using the remapping blits it is

possible to do things like semi-transparency and so on. Code/method on

how to compute a table will be available shortly. Colour mode lets you

draw your shapes in the colour of your choice, using the new MInk

command to set the colour. MInk also now affects other graphics

operations. ReMap mode uses 2 dimensional 256x256 byte tables and

effectively allows you to perform precalculated `composite’ operations

between source and destination with realtime effects. Colour mode

blits are about the same speed as normal blits, but the remap mode is

a fair bit slower (understandably).

Also anyone using v1.26 of the lib and using MReMapUsingShape or

MReMapShapeUsingShape should take note that the indexing method has

been switched around from 1.27 onwards (source=high byte, dest=low

byte). Hopefully this will not affect anyone.

Ok, here is the history of the library from start to finish (maybe

i will get around to finishing MLine soon ;) ...

History

v1.1 - First public release

v1.11 - Fixed bug in MUseShapeBank and altered ShapesTotal size to word as it was incorrectly a longword

- Fixed bug in the errorchecking of Mc2pCPUmode that was checking d3 instead of d0

v1.12 - Fixed bug in MUnQueue that would only do two lines of code if wrapping was active, but should have been done always

v1.13 - MBoxF, MBoxFShape, MBoxFStencil and MBoxFCookie added

- MBox, MBoxShape, MBoxStencil and MBoxCookie added

v1.14 - MPlanar16ToBitmap, MPlanar16ToShape added

v1.15 - Planar-to-chunky converter optimised further using addx and reverse bitplane order, twice as fast as roxr.b #n,dn

- MGenericPtr added

- A shape’s handle is unconditionally added (actually subtracted) to Xpos,Ypos in shape-to-bitmap type blits (MBlit etc)

v1.16 - Fixed small bug in !PerformPoint macro, d6.l should have been d6.w.
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- Fixed small but ineffective bug in MPlotCookie, d6.l should have been d6.w

v1.17 - Added MCludgeCookie and MCludgeStencil, also needed to add two macros

- Fixed bug in macro used by MCludgeCookie and MCludgeStencil, as it was not setting `SHere’ to 0 to indicate cludge.

v1.18 - Added MUnQueueRange for unqueuing a range of items and without flushing the queue

v1.19 - Fixed bug in data for shape banks, was using structures of 8 bytes but only were 6 bytes in mem

- Fixed bug in MReserveShapes, was shifting bank number 8 places instead of 3

v1.2 - Added MReMap and MReMapShape

v1.21 - Fixed bug in macro DeallocStencil, was killing the whole object

v1.22 - Commented-out line in MShapeClip and MBitmapClip to make X leftedge unaligned (width is still multiple of 4)

- Commented-out line in Macro CludgeResourceWindow to make X leftedge unaligned (width of window is still multiple of 4)

v1.23 - Added mode to MBlit so that if a cookie is not present it will just blit the graphic in `replace’-mode (unmasked)

- Minor pipeline improvement in macros !PerformPlot and !PerformPoint

- Added code to the init routine to reserve default amounts of all objects at runtime (doesn’t need much mem)

- Added `BankToUse’ parameter to MReserveShapes so that you don’t have to do a seperate MUseShapeBank

- Changed BoxF and Box routines to use X2,Y2 instead of Width,Height and had to add macro CCheckWindowFits4

v1.24 - Made the colour parameter in MPlot,MPlotShape,MPlotStencil and MPlotCookie optional, assuming 0 if not specified

- *Partially* Added MLine, MLineShape, MLineStencil and MLineCookie

- Modified shapebank-related routines to provide 32 shape banks numbered 0..31, instead of 0..9.

- Fixed bugs in macros ShuffleRegs1, ShuffleRegs2 and ShuffleRegs3

v1.25 - Addred MReMapUsingShape and MReMapShapeUsingShape

v1.26 - Optimised routine PerformReMapUsing for slight speed gain

- Optimised routine PerformReMap for 25% speed gain in table mode

- Fixed bug in macro CCheckWindowFits4, which affected runtime errorchecking of MBox/MBoxF and related routines

v1.27 - Added MInk for setting a currently-used pen colour. Defaults to 1 which is a bit more logical than 0

- Added MColourMode function to accompany CookieMode/SolidMode etc, but for `colour’ drawing mode in blits

- Added `colour’ mode to MBlit, MQBlit, MSBlit, MQSBlit and MMaskScroll routines

- Removed redundant instruction in routine PerformBlit3’s loop, for cookie-mode stencil-blits (slight speedup)

- Adjusted graphics routines to use the ink colour if assuming which colour to use, rather than 0

- Further optimised routine PerformReMapUsing for slight speedup (about 1-2fps)

- Changed order of tables being used for MReMap[Shape]UsingShape, for consistency with `MReMapMode’ blit mode

- Added support for new Table objects

- Added MReserveTables, MFreeTables, MFreeTable, MAddrTable, MTable

- Added MFlushTable, MAutoUseTables, MUseTables, MUseTable, MUsedTable

- Added MTablePtr, MReMapMode

- Added new blit mode `ReMap’ to the MBlit, MQBlit, MSBlit, MQSBlit and MMaskScroll routines for table-based remapping

Please report any new bugs, comments, etc to my good self. Thanks.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk
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1.355 Re: Mildred v1.27

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 16:31:00 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 25 Jan 99 16:23:32 +0000

Subject: Re: Mildred v1.27

Encoding: 7bit

Blitzwing,

> > yea, well, are you complaining? ;-)

>

> nop nope nope, I’d really like to learn how to write libs like mildred though :)

You don’t need to be intelligent to write a nice lib. Anything you can

do in a small amount, you can build into a big amount with enough

determination and belief. The technicalities of how the library is

written aren’t really the important part to making it what it is. You

could pile a bunch of assembler together and it could be meaningless.

All you need is a vision and an ability to use asm as a tool. It’s

then simply a matter of arranging the assembler program to resonate

with your vision to bring about an interface to the real world, and a

sprinkling of fairy dust of course, and hey presto. :)

You also learn by your mistakes ;) Mildred is my third graphics

library and you’ll never see the other two for a good reason ;)

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.356 Re: Mildred and AGA

for blitz-list@netsoc.ucd.ie; Thu, 21 Jan 1999 19:13:45 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 21 Jan 99 19:13:00 +0000

Subject: Re: Mildred and AGA

Encoding: 7bit

> hello,

>
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> I often visit the mildred site to found updates and examples (thanks

> for the authors) and I give them to my friends for testing them in

> their AMiga with AGA only but untill now, there is not example

> (found in the Mildred site, for example the exe for remap.lha...) who

> work in AGA only (No problem to test them with my PIV).

>

> Is It normal or there is a problem ??

I did notice there is this wierd bug in the remap demo, only today. I

haven’t been testing in AGA very much lately, especially since the dam

debuggers seem to be incompatible with picasso96 (or something I’m

doing wrong).

There is perhaps a bug in the AGA output of the remap demo although

I’m perplexed as to what it is. Perhaps some corruption in the table,

I thought, but then that doesn’t explain why it works on graphics

card. I’m looking into it.

Generally all of the example progs should work on AGA i think.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.357 Re: Mildred and AGA

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 22:15:13 +0200

Organization: A97

Subject: Re: Mildred and AGA

Encoding: quoted-printable

On 21-Jan-99, Philippe Bovier wrote:

> hello,

> I often visit the mildred site to found updates and examples (thanks

> for the authors) and I give them to my friends for testing them in

You’re welcome :o)

> their AMiga with AGA only but untill now, there is not example

> (found in the Mildred site, for example the exe for remap.lha...) who

> work in AGA only (No problem to test them with my PIV).
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> Is It normal or there is a problem ??

Not with my examples, I only have AGA myself, however there might be a pr=

oblem with running my stuff on a graphics board. Also, my source is writt=

en to sshow how to do a certain technique with Mildred, not to show how f=

ast Mildred actually is. (I save that for my own stuff) :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck

1.358 Mildred and AGA

From: "Philippe Bovier" <bovier@club-internet.fr>

Organization: NightLight Team

Date: 21 Jan 99 19:42:18 -0100

Subject: Mildred and AGA

Encoding: 7bit

hello,

I often visit the mildred site to found updates and examples (thanks

for the authors) and I give them to my friends for testing them in

their AMiga with AGA only but untill now, there is not example

(found in the Mildred site, for example the exe for remap.lha...) who

work in AGA only (No problem to test them with my PIV).
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Is It normal or there is a problem ??

--

Philippe Bovier ( *Mrod* ) mailto:Bovier@club-internet.fr

------------>> Friend’s project in Blitz Basic <<----------

- De-Archiveur1.3 -> Aminet - FileFrog -> In progress

- XFD GUI Package -> In progress - BUBBLE AGA -> stand by

1.359 Mildred

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: Mildred

Date: Fri, 8 Jan 1999 13:37:21 -0000

charset="iso-8859-1"

Can I be sent the location where I can get the most recent version of

mildred? It sounds good and I’d like to use it for a couple of game Ideas I

have.

Chris Jarvis

The problem with general public, is that they get their orders from admiral

arsehole.

1.360 Re: Mildred

8 Jan 99 13:51:09 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 8 Jan 1999 13:50:53 -0000

encoding: Quoted-printable

Subject: Re: Mildred

On 8 Jan 99, at 13:37, C.J.R.Jarvis wrote:

> Can I be sent the location where I can get the most recent version of

> mildred? It sounds good and I’d like to use it for a couple of game Idea=

s

> I have.

Paul West’s website - http://www.stationone.demon.co.uk

And I’m sure I also saw it in the recent list for Aminet, but that may be=

MildredLite.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.361 Re: Mildred

for blitz-list@netsoc.ucd.ie; Fri, 8 Jan 1999 16:08:17 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 8 Jan 99 16:08:26 +0000

Subject: Re: Mildred

Encoding: 7bit

> On 8 Jan 99, at 13:37, C.J.R.Jarvis wrote:

>

> > Can I be sent the location where I can get the most recent version of

> > mildred? It sounds good and I’d like to use it for a couple of game Ideas

> > I have.

>

> Paul West’s website - http://www.stationone.demon.co.uk

>

> And I’m sure I also saw it in the recent list for Aminet, but that may be

> MildredLite.

The one on aminet in dev/basic is the full version and includes docs

and examples but is basically just a collection of the archives at the

website.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.362 Local support

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 3 Jan 99 09:23:20 +0000

Subject: Local support

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

I am think of giving my progey’s local support. How would I

implement this in to progey’s in Blitz?

--

--
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Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.363 Re: Local support

via in.smtpd with smtp (ident gosweede using rfc1413)

id <m0zwnas-001OKVC@mr.lindesign.se> (Debian Smail3.2.0.101)

for <blitz-list@netsoc.ucd.ie>; Sun, 3 Jan 1999 14:29:22 +0100 (CET)

Date: Sun, 3 Jan 1999 14:29:12 +0100 (CET)

From: Gustav Gnosspelius <gosweede@lindesign.se>

Subject: Re: Local support

On 3 Jan 1999, aMIGA_dUDE wrote:

> I am think of giving my progey’s local support. How would I

> implement this in to progey’s in Blitz?

There is a lot of different ways to do this (you can find a lot of

examples on Aminet), however, if you don’t mind using third-party

libraries I recommend the N-library, theese new commands replace a lot of

the existing BB2-commands. Among the replacement-commands there is also

some new ones, including Locale-commands which work fine for me!

//Gustav Gnosspelius, A dedicated Amiga user, Sweden

1.364 Re: Local support

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 04:33:51 +0000

Date: Mon, 04 Jan 1999 04:30:36 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Local support

Encoding: 7bit

aMIGA_dUDE wrote:

>

> I am think of giving my progey’s local support. How would I

> implement this in to progey’s in Blitz?

When adding locale support to Foundation i used three methods. First
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I used the locale.library which was nice and os friendly, then i made

my own buffered locale system for added control. Then i decided to

scrap all the methods and use an array of strings! It used more memory

(a few extra k or so) but it`s nice, simple and fast to deal with.

Cheers,

Paul

--

< Paul Burkey http://www.sneech.demon.co.uk >

1.365 RE:Blitz Problems

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: RE:Blitz Problems

Date: Tue, 5 Jan 1999 09:34:33 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello, a prat called Rob Livesey wrote:

>How is it that every Blitz Compiled Program is shit? Haven`t any of you

>Blitz Basic Programmers got any decent machine specs to program on,

>losers.

Hello Rob, If Blitz is crap - why did you buy Gloom and Gloom 2? I suppose

you think Worms the directors cut is crap also. Grow a brain Rob, you sad

looser! People like you are just a big waste of time.

1.366 line 1111

for blitz-list@netsoc.ucd.ie; Wed, 27 Jan 1999 23:43:09 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 27 Jan 99 23:41:55 +0000

Subject: line 1111

Encoding: 7bit

Hi folks.

I just ran into our old friend, the "GURU! Line 1111 Emulator" error,

in my new piece of asm code. I have tracked down the problem, and it

seems that

move.b d4,a2

crashes, whereas

move.w d4,a2
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or

move.l d4,a2

does not.

Now, there’s nothing to fear, a2 isn’t meant to be an important

address or anything, it is simply a place i’m having to store d4.b

temporarily.

The thing is, that the guru happens only when trying to move a byte

from datareg to addressreg. That it refers to this as emulation seems

to suggest that it is perhaps something that is not supported on the

040? or a bug in blitz even? It’s not a problem, as I can happily use

w or .l to work around it, but i was wondering if anyone knew

anything further about this anomoly.? I have encountered it a couple

of times before but never really figured out why it happened.

Cheers,

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.367 Re: line 1111

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 08:32:07 +0200

Organization: A97

Subject: Re: line 1111

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 28-Jan-99, Paul wrote:

> I just ran into our old friend, the "GURU! Line 1111 Emulator" error,

> in my new piece of asm code. I have tracked down the problem, and it

> seems that

> move.b d4,a2

> crashes, whereas

> move.w d4,a2

> or

> move.l d4,a2

> does not.

> Now, there’s nothing to fear, a2 isn’t meant to be an important
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> address or anything, it is simply a place i’m having to store d4.b

> temporarily.

> The thing is, that the guru happens only when trying to move a byte

> from datareg to addressreg. That it refers to this as emulation seems

> to suggest that it is perhaps something that is not supported on the

> 040? or a bug in blitz even? It’s not a problem, as I can happily use

> w or .l to work around it, but i was wondering if anyone knew

> anything further about this anomoly.? I have encountered it a couple

> of times before but never really figured out why it happened.

Very likely something that won’t work on 040/060’s. Since these processor=

s are different in design then the rest of the MC680x0 family, and where =

Motorola’s first attempts at a RISC’ish architecture. I’ve heard that whe=

never the 040/060 finds an instruction it doesn’t understand, it goes int=

o supervisor mode, and tries to figure out what it is supposed to do, (sl=

owing the system down to a halt. Enter CyberPatcher/OxyPatcher), This how=

ever does not account for Line 1111 errors occuring on 020’s as well. I s=

till think it has something to do with being in supervisor mode when it i=

sn’t supposed to. Anyway what’s the GURU alert Number ? I’ll look it up :=

o)

However there is one sure way to find out whether it is just a bug in Bli=

tz. Try it in an assembler.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.368 Re: line 1111

28 Jan 99 11:59:37 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 11:59:22 -0000

encoding: Quoted-printable

Subject: Re: line 1111

On 27 Jan 99, at 23:41, Paul wrote:

> I just ran into our old friend, the "GURU! Line 1111 Emulator" error, in

> my new piece of asm code. I have tracked down the problem, and it seems

> that

>

> move.b d4,a2

>

> crashes, whereas

Well, that would be because you can’t do a MOVEA.b, which this is because=

destination register is an address resgister. You can however do MOVEA.w o=

r

MOVEA.l.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.369 Libs!

From: Hrafn <jhines1@mail.usyd.edu.au>

Date: Mon, 04 Jan 1999 10:45:14 +0500

Subject: Libs!

*@#!@#!

In response to the problem I had regarding music modules playing strangely

through Blitz, someone suggested using EMLLib.obj . Well, after adding it

to my userlibs dir I executed the "makedeflibs" file to update the

libraries list. I fear this executable has totally realtered my existing

libs and more! :(

Now, whenever I load up Blitz, a message appears saying:

"Library not Found : $FFFA."

This is just one example of one of the many apparently missing Libs!

and with any existing scripts I load in, most of the commands are
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displayed as "?????" !! Blitz now doesn’t recognise any commands and fails

to compile because of the missing Lib(s)! @#!*!

What the hell has happened??! Does anyone have this particular Library??

Can someone please help me out?! :(

I’m furious!!!

--

@@ @

@@@@ @@@@

@@@@@@@ @@@@@@ @@@

@@@@@@@@@@@@@@@ @@@@@@

@@@@@@@@@@@@@@@@@@@@@@@ Tom Hines

@@@@@@@@@@@@@@@@@@@@@@@ jhines1@mail.usyd.edu.au

@@@@@ @@@@@@@@@@@@@@@@@

@@@ @@@@@@@@@ @@@@@@

@@ @@@@@@@ @@@@

@@@@@ @@@@

@@@@@ @ @

@@@

@@@ *Hrafn* on IRC

@@

1.370 Re: Libs!

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 11:21:50 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Libs!

Date: Mon, 4 Jan 1999 11:16:34 -0000

charset="iso-8859-1"

Encoding: 7bit

Well, this isn’t going to be a lot of good to you, but I have used this

library and it has functioned perfectly since the start. Remake your

"deflibs" again. Maybe something went wrong. Otherwise, check to see if you

have any library clashes. There are many library managers around.

Nick / Skillo

-----Original Message-----

From: Hrafn <jhines1@mail.usyd.edu.au>

Date: 03 January 1999 23:41

Subject: Libs!

>*@#!@#!
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>In response to the problem I had regarding music modules playing strangely

>through Blitz, someone suggested using EMLLib.obj . Well, after adding it

>to my userlibs dir I executed the "makedeflibs" file to update the

>libraries list. I fear this executable has totally realtered my existing

>libs and more! :(

>Now, whenever I load up Blitz, a message appears saying:

>

>"Library not Found : $FFFA."

>

>This is just one example of one of the many apparently missing Libs!

>and with any existing scripts I load in, most of the commands are

>displayed as "?????" !! Blitz now doesn’t recognise any commands and fails

>to compile because of the missing Lib(s)! @#!*!

>

>What the hell has happened??! Does anyone have this particular Library??

>Can someone please help me out?! :(

>

>I’m furious!!!

>

>--

>

> @@ @

> @@@@ @@@@

> @@@@@@@ @@@@@@ @@@

> @@@@@@@@@@@@@@@ @@@@@@

> @@@@@@@@@@@@@@@@@@@@@@@ Tom Hines

> @@@@@@@@@@@@@@@@@@@@@@@ jhines1@mail.usyd.edu.au

> @@@@@ @@@@@@@@@@@@@@@@@

> @@@ @@@@@@@@@ @@@@@@

> @@ @@@@@@@ @@@@

> @@@@@ @@@@

> @@@@@ @ @

> @@@

> @@@ *Hrafn* on IRC

> @@

>

>
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1.371 Re: LibMan

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 28 Jan 1999 17:45:41 -0500

Subject: Re: LibMan

Hi James

On 28-Jan-99, James L Boyd wrote:

> Curt Esser churned out *this* drivel :

>

>> 3} There is a program LibMan

>

> If it’s marked as PD, it’s freely distributable, so stick it on Aminet!

;)

>

> If it’s /also/ marked as (C) Acid, I’d treat it as freeware, ie freely

> distributable, but owned by Acid...

>

> Also, I don’t think you’ll be hearing from Acid anytime soon ;)

True - but I’m not sure of the legalities of this stuff...

Here is the exact info from the doc file:

LibMan V1.02

------------

BB2-Library-Manager

(c) 1994-96 by BlitzBasic Distribution Germany

Author: Peter Eisenlohr

E-Mail: maniac@refugium.gun.de

Documentation: Falk Nieder

This Programm is FREEWARE!

I am sure BlitzBasic Distribution Germany no longer exists (nor BlitzBasic

distribution ANYWHERE for that matter) but does this mean the copyright is

now void? I will try to contact Peter if I can - but can he even give

permission to distribute it if someone else (The defunct BlitzBasic

Distribution Germany) holds the copyright?

Any law students out there?

>

> See ya,

Later...

--

Make it right before you make it faster.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.372 Re: LibMan

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 29 Jan 1999 17:57:52 +0200

Organization: A97

Subject: Re: LibMan

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Curt.

On 29-Jan-99, Curt Esser wrote:

>>> 3} There is a program LibMan =

>> =

>> If it’s marked as PD, it’s freely distributable, so stick it on Aminet=

!

> ;)

>> =

>> If it’s /also/ marked as (C) Acid, I’d treat it as freeware, ie freely=

=

>> distributable, but owned by Acid...

>> =

>> Also, I don’t think you’ll be hearing from Acid anytime soon ;)

> True - but I’m not sure of the legalities of this stuff...

> Here is the exact info from the doc file:

> LibMan V1.02

> ------------

> BB2-Library-Manager

> (c) 1994-96 by BlitzBasic Distribution Germany

> Author: Peter Eisenlohr

> E-Mail: maniac@refugium.gun.de

> Documentation: Falk Nieder

> This Programm is FREEWARE!

> I am sure BlitzBasic Distribution Germany no longer exists (nor BlitzB=

asic

> distribution ANYWHERE for that matter) but does this mean the copyright=

is

> now void? I will try to contact Peter if I can - but can he even give

> permission to distribute it if someone else (The defunct BlitzBasic

> Distribution Germany) holds the copyright?

Here is how it works:



Yam_Blitz List 391 / 752

1. It says the program is freeware, which means freely distributable soft=

ware.

2. The copyright to Blitz Basic Distribution Germany, dies with the compa=

ny, however the program is still the intellektual property of the author,=

until 70 years after his death.

3. The author is free to give copyright to whoever he chooses. Unless, he=

has signed an exclusive agreement with a certain company. Since Blitz Ba=

sic Distribution Germany no longer have any claim to the copyright, it ma=

kes no difference wether they have an exclusive agreement or not. However=

, the FREEWARE bit does indicate that such an agreement doesn’t exsist.

4. In short: Distribute it as much as you like, as long as you don’t make=

any profits on it (The general distribution terms of freeware, as I’m su=

re you are aware of.)

> Any law students out there?

Yes, and no. I am starting my own company, so I need to know these sorts =

of things.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.373 Re: LibMan

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 29 Jan 1999 17:02:34 -0500

Subject: Re: LibMan

Encoding: quoted-printable

Hi Mikkel,

On 29-Jan-99, Mikkel L=F8kke wrote:

> Hello Curt.

> 4. In short: Distribute it as much as you like, as long as you don’t ma=

ke

> any profits on it (The general distribution terms of freeware, as I’m

sure

> you are aware of.)

OK, if anyone is interested, you’ll find it on my Blitz page.

> =

>> Any law students out there?

> =

> Yes, and no. I am starting my own company, so I need to know these sort=

s

of

> things.

Thanks for the legal advice. I’ll be happy to send you 25% of the profit=

s

I’m not going to make on the distribution :)

Later...

-- =

All heiresses are beautiful.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.374 Re: Keywait

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 10 Jan 1999 23:00:33 +0200
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Organization: A97

Subject: Re: Keywait

Encoding: quoted-printable

Hello Andreas.

On 10-Jan-99, Andreas Falkenhahn wrote:

> Hi !!

> Does anyone know how to check if any key was pressed with

> OS calls? I`ve an window opened but I don`t want to do this

> with IDCMP messages because the program flow will be halt

> until the key is pressed.

Why ? Just use Event instead of WaitEvent.

> I`ve a while loop and just want to check if a key has been

> pressed! And this with OS calls....anyone?

No, sorry, not much of an OS programmer. Yet.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.375 Re: Keywait

From: Roger Beausoleil <vision_fx@citenet.net>

Date: Mon, 11 Jan 1999 02:12:47 +0500

Subject: Re: Keywait

On 11-Jan-99, Andreas Falkenhahn wrote:

>Hi !!

>Does anyone know how to check if any key was pressed with

>OS calls? I`ve an window opened but I don`t want to do this

>with IDCMP messages because the program flow will be halt

>until the key is pressed.

>I`ve a while loop and just want to check if a key has been

>pressed! And this with OS calls....anyone?

>--

>Greetings,

> Andreas

Hi Andreas...

Here a little code that will help you...

Exit.b = false

HandleIDCMP:

While Exit = false

WaitPort_( 1 ASL *WindoPtr\UserPort\mp_SigBit )

*Msg.IntuiMessage = GetMsg_( *WindoPtr\UserPort )

TheClass.l = *Msg\Class

ReplyMsg_( *Msg )

If TheClass = $400 ; key pressed?

Exit = True

endif

Wend

Roger Beausoleil

vision_fx@citenet.net / Quebec / Canada

**************************************************

Asm/C/Blitz Coder

I rewrote all the AmigaLibs as... AmigaLibsII.res

Wrote an example of how to code Os functions in

Blitz 2 - Aminet

***************************************************

***************************************************

New Project in progress...
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PowerBasic - Editor [------- 75% ] Done

A new BlitzBasic version...

This is a commun project with Frederic Laboureur!

( What a great coder! )

***************************************************

>email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

>Softwair, Coder

>WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

>Ram, 33.600 Modem

>"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

>the release of Win95" Bill Gates in`98

>"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

>of Amiga CD

1.376 Keywait

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m0zzSKG-002pT5C@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Sun, 10 Jan 1999 22:23:12 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Sun, 10 Jan 1999 22:18:23 +0100

Organization: Airsoft Softwair

Subject: Keywait

Hi !!

Does anyone know how to check if any key was pressed with

OS calls? I`ve an window opened but I don`t want to do this

with IDCMP messages because the program flow will be halt

until the key is pressed.

I`ve a while loop and just want to check if a key has been

pressed! And this with OS calls....anyone?

--

Greetings,

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

Ram, 33.600 Modem

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

of Amiga CD
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1.377 Re: Keywait

Date: Mon, 11 Jan 1999 01:01:18 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Keywait

---Roger Beausoleil <vision_fx@citenet.net> wrote some rather

complicated code.

Why not just>>

Repeat

Ev.l = event

If Ev.l=$400

;Key hit

endif

vwait ;to prevent program from stealing cpu time

;any delay up to vwait 5 will not degrade your

;programs response

Forever

Thom Cobb

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.378 Re: Keystroking

Date: Tue, 26 Jan 1999 05:37:51 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Keystroking

---Mikkel wrote:

> >> Besides, you can’t do it that way È isn’t allways ralt G shift E,

it

> > depends on which keymap one has.

>

> > The whole point about that shortcut is that it does always work in

all

> > keymaps. It’s a great feature undocumented by commodore (no

surprise

> > there). I found about it from a ppaint manual.

>

> Excuse me, what are you talking about ?
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Alt-f to Alt-k on the keyboard are used for accents, so if you want to

get an e with an accent on it (I’m sorry I can’t demonstrate but i’m

using linux and I don’t know the alt codes) then you would press

’alt-f’, to get the accent, and then ’e’ to tell it which letter to

stick the accent on top of (try it and you’ll see).

This is buit into the OS and works whatever the keymap is, so in a

program that displayes all the possibvle characters of a font you can

use it to tell the user which key combination to press, no matter what

keymap they are using.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.379 Re: Keystroking

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 16:34:34 +0200

Organization: A97

Subject: Re: Keystroking

Encoding: quoted-printable

On 26-Jan-99, Thomas Cobb wrote:

>>>> Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, =

it

>>> depends on which keymap one has.

>>> The whole point about that shortcut is that it does always work in al=

l

>>> keymaps. It’s a great feature undocumented by commodore (no surprise=

>>> there). I found about it from a ppaint manual.

>> Excuse me, what are you talking about ?

> Alt-f to Alt-k on the keyboard are used for accents, so if you want to

> get an e with an accent on it (I’m sorry I can’t demonstrate but i’m

> using linux and I don’t know the alt codes) then you would press

> ’alt-f’, to get the accent, and then ’e’ to tell it which letter to

> stick the accent on top of (try it and you’ll see).

Ah, well I knew that part, I just didn’t know it was the same for all key=

maps. Must be a pain writing something in spanish or polish or something =
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with lots of accents.

> This is buit into the OS and works whatever the keymap is, so in a

> program that displayes all the possibvle characters of a font you can

> use it to tell the user which key combination to press, no matter what

> keymap they are using.

Ah, well here’s the solution to this problem then....Next ?:o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.380 Keystrokes again

From: Luca Carminati <toffi@spm.it>

Date: Wed, 27 Jan 1999 19:58:47 -0500

Subject: Keystrokes again

Encoding: quoted-printable

Hi frendz,

I’ve found the OS MapRawKey() function which should convert raw key codes=

to strings (like those ’alt-f, shift-e’). The problem is that it needs a=

n InputEvent structure (IECLASS_RAWKEY inputevent) as one of the argument=

s. Could you tell me how I can get this structure from my window?

Thanx...
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-- =

Best regards,

Luca.

_____________________________________

| |

| ----- LUKE’S PROJECTS ----- |

| |

| Luca Carminati <toffi@spm.it> |

| A1200/030/2+4Mb/WB3.0/1.2GbHD |

| |

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF

1.381 Re: Keystrokes

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 23 Jan 1999 04:35:51 +0200

Organization: A97

Subject: Re: Keystrokes

Encoding: quoted-printable

Hello Luca.

On 23-Jan-99, Luca Carminati wrote:

> Hi mates,

> a guy has asked me if I could make a tool which shows the keystroke com=

bination for each ascii character code, that is, if you enter the code fo=

r the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’. Any idea on=

how to get the keystrokes for all the

> characters?

Why doesn’t he just use the "Showkey" command in Workbench ?

Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, it de=

pends on which keymap one has.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.382 Keystrokes

From: Luca Carminati <toffi@spm.it>

Date: Fri, 22 Jan 1999 22:17:29 -0500

Subject: Keystrokes

Encoding: quoted-printable

Hi mates,

a guy has asked me if I could make a tool which shows the keystroke combi=

nation for each ascii character code, that is, if you enter the code for =

the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’. Any idea on h=

ow to get the keystrokes for all the characters?

Thanx...

-- =

Best regards,

Luca.

_____________________________________

| |

| ----- LUKE’S PROJECTS ----- |

| |

| Luca Carminati <toffi@spm.it> |

| A1200/030/2+4Mb/WB3.0/1.2GbHD |

| |

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF
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1.383 Re: Keystrokes

From: Luca Carminati <toffi@spm.it>

Date: Sat, 23 Jan 1999 14:38:20 -0500

Subject: Re: Keystrokes

Encoding: quoted-printable

On 22-Gen-99, Mikkel L=F8kke wrote:

Hi Mikkel,

>> a guy has asked me if I could make a tool which shows the keystroke =

>>combination for each ascii character code, that is, if you enter the =

>>code for the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’. An=

y =

>>idea on how to get the keystrokes for all the

>> characters?

>Why doesn’t he just use the "Showkey" command in Workbench ?

That tool doesn’t show all the characters, for example I can’t find the ’=

=C8’.

>Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, it =

>depends on which keymap one has.

Yes, that was just an example. Obviously my tool should also hold this fa=

ct in consideration. Any ideas?

-- =

Best regards,

Luca.

_____________________________________

| |

| ----- LUKE’S PROJECTS ----- |

| |

| Luca Carminati <toffi@spm.it> |

| A1200/030/2+4Mb/WB3.0/1.2GbHD |

| |

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF

1.384 Re: Keystrokes

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>
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Date: Sun, 24 Jan 1999 09:23:14 +0200

Organization: A97

Subject: Re: Keystrokes

Encoding: quoted-printable

Hello Luca.

On 23-Jan-99, Luca Carminati wrote:

>>> a guy has asked me if I could make a tool which shows the keystroke =

>>> combination for each ascii character code, that is, if you enter the =

>>> code for the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’. =

Any =

>>> idea on how to get the keystrokes for all the

>>> characters?

>> Why doesn’t he just use the "Showkey" command in Workbench ?

> That tool doesn’t show all the characters, for example I can’t find the=

’=C8’.

No, because the =C8 is a combination letter, requireing two key presses, =

one for the accent, another for the letter.

>> Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, it=

=

>> depends on which keymap one has.

> Yes, that was just an example. Obviously my tool should also hold this =

fact in consideration. Any ideas?

No. Sorry, none what so ever. Except Use tons and more tons oof Look -up =

tables, I havn’t any ideas. Then again, I’m not really a systems programm=

er (yet) so I wouldn’t have a clue.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.385 Re: Keystrokes

From: Luca Carminati <toffi@spm.it>

Date: Sun, 24 Jan 1999 17:46:34 -0500

Subject: Re: Keystrokes

Encoding: quoted-printable

On 24-Gen-99, Mikkel L=F8kke wrote:

>Hello Luca.

>On 23-Jan-99, Luca Carminati wrote:

>>>> a guy has asked me if I could make a tool which shows the keystroke =

>>>> combination for each ascii character code, that is, if you enter the=

=

>>>> code for the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’.=

=

>>>>Any =

>>>> idea on how to get the keystrokes for all the

>>>> characters?

>>> Why doesn’t he just use the "Showkey" command in Workbench ?

>> That tool doesn’t show all the characters, for example I can’t find =

>>the ’=C8’.

>No, because the =C8 is a combination letter, requireing two key presses,=

=

>one for the accent, another for the letter.

>>> Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, i=

t =

>>> depends on which keymap one has.

>> Yes, that was just an example. Obviously my tool should also hold this=

=

>>fact in consideration. Any ideas?

>No. Sorry, none what so ever. Except Use tons and more tons oof Look -up=

=

>tables, I havn’t any ideas. Then again, I’m not really a systems =
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>programmer (yet) so I wouldn’t have a clue.

Yep. :(

Anybody else???

-- =

Best regards,

Luca.

_____________________________________

| |

| ----- LUKE’S PROJECTS ----- |

| |

| Luca Carminati <toffi@spm.it> |

| A1200/030/2+4Mb/WB3.0/1.2GbHD |

| |

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=

=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF=AF

1.386 Re: Keystrokes

Date: Mon, 25 Jan 1999 04:21:04 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Keystrokes

Blitz-list <blitz-list@netsoc.ucd.ie>

---Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net> wrote:

> Besides, you can’t do it that way È isn’t allways ralt G shift E, it

depends on which keymap one has.

The whole point about that shortcut is that it does always work in all

keymaps. It’s a great feature undocumented by commodore (no surprise

there). I found about it from a ppaint manual.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.387 Re: Keystrokes

Date: Mon, 25 Jan 1999 04:21:04 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Keystrokes

Blitz-list <blitz-list@netsoc.ucd.ie>



Yam_Blitz List 405 / 752

---Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net> wrote:

> Besides, you can’t do it that way È isn’t allways ralt G shift E, it

depends on which keymap one has.

The whole point about that shortcut is that it does always work in all

keymaps. It’s a great feature undocumented by commodore (no surprise

there). I found about it from a ppaint manual.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.388 Re: Keystrokes

Date: Mon, 25 Jan 1999 05:02:06 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Keystrokes

---Luca Carminati <toffi@spm.it> wrote:

> a guy has asked me if I could make a tool which shows the keystroke

combination for each ascii character code, that is, if you enter the

code for the ’È’ character, the result should be ’RALT-G-SHIFT-E’. Any

idea on how to get the keystrokes for all the characters?

>

> Thanx...

>

Sorry if someone else has answered this, adn this willonly work for

accented characters...

If you want an acute accent then the key code is alt-f and then the

letter, so e acute (sorry I’musing linux and can’t workout what the

key code is) is alt-f and then e.

A grave accent is alt g, and ˆ, umlauts are on the next few keys, h, j

and k. I can’t remember which, sorry

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com
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1.389 Re: Keystrokes

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 25 Jan 1999 19:48:15 +0200

Organization: A97

Subject: Re: Keystrokes

Encoding: quoted-printable

Hello Thomas.

On 25-Jan-99, Thomas Cobb wrote:

>> Besides, you can’t do it that way =C8 isn’t allways ralt G shift E, it=

> depends on which keymap one has.

> The whole point about that shortcut is that it does always work in all

> keymaps. It’s a great feature undocumented by commodore (no surprise

> there). I found about it from a ppaint manual.

Excuse me, what are you talking about ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=



Yam_Blitz List 407 / 752

1.390 Re: Keystrokes

From: Anton Reinauer <anton@ww.co.nz>

Date: Tue, 26 Jan 1999 13:01:43 +1200

Subject: Re: Keystrokes

Encoding: quoted-printable

On 24-Jan-99, Mikkel L=F8kke wrote:

>Hello Luca.

>On 23-Jan-99, Luca Carminati wrote:

>>>> a guy has asked me if I could make a tool which shows the keystroke =

>>>> combination for each ascii character code, that is, if you enter the=

=

>>>> code for the ’=C8’ character, the result should be ’RALT-G-SHIFT-E’.=

Any =

>>>> idea on how to get the keystrokes for all the

>>>> characters?

=

Hmmm, maybe do an Inkey$ and check the ASCII code- they are always the =

same-

whatever code you get will be dependant on what the current Keymap you’re=

using.

-- =

Anton Reinauer <anton@ww.co.nz>

=

1.391 Keystrokes

From: Luca Carminati <toffi@spm.it>

Date: Tue, 26 Jan 1999 22:59:28 -0500

Subject: Keystrokes

Encoding: base64

VG8gYWxsIHdobyByZXBseWVkIHRvIG1lIGFib3V0IHRoZSAna2V5c3Ryb2tlcycgcHJvYmxl

bSwgdGhhbmsgeW91IHZlcnkgbXVjaC4NCg0KwSBsYSBwcm9jaGFpbmUuDQoNCg0KDQotLSAN

CkJlc3QgcmVnYXJkcywNCg0KTHVjYS4NCg0KICAgX19fX19fX19fX19fX19fX19fX19fX19f

X19fX19fX19fX19fXw0KICB8ICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAg

IHwNCiAgfCAgICAtLS0tLSAgTFVLRSdTIFBST0pFQ1RTICAtLS0tLSAgICB8DQogIHwgICAg

ICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgfA0KICB8ICAgIEx1Y2EgQ2FybWlu

YXRpIDx0b2ZmaUBzcG0uaXQ+ICAgIHwNCiAgfCAgICBBMTIwMC8wMzAvMis0TWIvV0IzLjAv

MS4yR2JIRCAgICB8DQogIHwgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAgICAg

fA0KICAgr6+vr6+vr6+vr6+vr6+vr6+vr6+vr6+vr6+vr6+vr6+vr6+vrw0K
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1.392 ILBM

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 16:59:09 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 31 Jan 99 16:52:07 +0000

Subject: ILBM

Encoding: 7bit

Hi

Can someone recommend a good, fast, reliable IFF loader to use in

blitz. I know that LoadIFF is faster but it perhaps not very reliable.

At the moment i’m having to use LoadBitmap, which is slower but works.

What was that file format library that was bandying about the place a

while ago?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.393 Iconfy

From: amorel <amorel@xs4all.nl>

Date: Wed, 20 Jan 1999 21:49:34 +0500

Subject: Iconfy

Does anybody know of a way to iconfy a window? Without using mui(argh =)

or classact, just good old proper gadtools and stuff :)

And now I`m at it, is there a way to get the period of any sound being

played `by hand`. I mean, a routine which does that, no matter what

module, or sound plays. Not depending on routines provided by different

playroutines. I thought of reading out the paula registers, which contain

period information, with a peek. but maybe those registers just point

towards the period value in mem.

Thanks

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.
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1.394 Re: Iconfy

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 05:44:16 +0200

Organization: A97

Subject: Re: Iconfy

Encoding: quoted-printable

Hello amorel.

On 20-Jan-99, amorel wrote:

> Does anybody know of a way to iconfy a window? Without using mui(argh =3D=

)

> or classact, just good old proper gadtools and stuff :)

I know a way that "iconifies" a window. Adding the "Iconify" gadget to th=

e titlebar however is another matter entirely.

> And now I`m at it, is there a way to get the period of any sound being

> played `by hand`. I mean, a routine which does that, no matter what

> module, or sound plays. Not depending on routines provided by different=

> playroutines. I thought of reading out the paula registers, which conta=

in

> period information, with a peek. but maybe those registers just point

> towards the period value in mem. =

I’m not sure this is a very systemfriendly way to do it. Recomend you use=

audio.device ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.395 I’m daltonic (was Blitz Web Ring...)

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 06 Jan 1999 20:36:16 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: I’m daltonic (was Blitz Web Ring...)

Encoding: quoted-printable

Hello,

I meant green not yellow....

The lzx File name was wrong (grrrr...), it is now corrected :)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Success is like a fart - only your own smells nice.

1.396 Re: I love screens

8 Jan 99 14:40:56 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 8 Jan 1999 14:40:44 -0000

encoding: Quoted-printable

Subject: Re: I love screens

Not really, but the code works, thanks guys. Autodocs said that OSCAN_TEXT=
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was

default, not that you need to specify overscan to get autoscroll to work. =

Doh.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.397 Re: I hate screens - (but where would we be without ’em)

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 06 Jan 1999 19:15:50 -0500

Subject: Re: I hate screens - (but where would we be without ’em)

Encoding: quoted-printable

Hi David,

On 06-Jan-99, David McMinn wrote:

> Could someone help me with this pleeeease, its driving my nuts up the

wall.

> =

> What I’m trying to do is get a screenmode from AASL requester, then ope=

n

a

> (minimum size) 640x256 screen. If the mode doesn’t display that size,

then

> I would like it to autoscroll the screen. But it doesn’t work, the mous=

e

> pointer scoots off the right hand side of the screen then comes back on=

the

> left, no scrolling of any type.

You need to add the SA_Overscan tag as shown:

Dim SCRtags.TagItem(10)

SCRtags(0)\ti_Tag=3D#SA_DisplayID,newmode\sm_DisplayID

SCRtags(1)\ti_Tag=3D#SA_Depth,newmode\sm_DisplayDepth

SCRtags(2)\ti_Tag=3D#SA_Width,640

SCRtags(3)\ti_Tag=3D#SA_Height,256

SCRtags(4)\ti_Tag=3D#SA_Overscan,#OSCAN_STANDARD

SCRtags(5)\ti_Tag=3D#SA_AutoScroll,-1

SCRtags(6)\ti_Tag=3D#SA_Top,0

SCRtags(7)\ti_Tag=3D#SA_Left,0

SCRtags(8)\ti_Tag=3D#SA_ShowTitle,0
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SCRtags(9)\ti_Tag=3D#TAG_END

The AutoScroll tag tells Intuition that you want the screen to scroll, bu=

t

it needs the Overscan tag to tell it WHEN it should scroll...

The OSCAN_STANDARD will make it scroll when the mouse reaches the edges o=

f

the visible viewing area, which could vary from system to system. It is

taken from the user’s prefs.

If you would rather have it scroll at a definite point, you can also set =

the

DClip yourself - see the AutoDocs.

> =

> Source attached as ASCII.

> =

> Thanks.

> =

> =

> [) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

> dmcminn@house-of-mojo.freeserve.co.uk

> http://members.xoom.com/David_McMinn

Later...

-- =

Always do right. =

This will gratify some people, and astonish the rest.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.398 I hate screens

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 23:44:24 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Wed, 6 Jan 1999 23:37:15 -0000

Subject: I hate screens

--Message-Boundary-10451

encoding: Quoted-printable

Content-description: Mail message body
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Could someone help me with this pleeeease, its driving my nuts up the wall=

.

What I’m trying to do is get a screenmode from AASL requester, then open =

a

(minimum size) 640x256 screen. If the mode doesn’t display that size, then=

I

would like it to autoscroll the screen. But it doesn’t work, the mouse poi=

nter

scoots off the right hand side of the screen then comes back on the left, =

no

scrolling of any type.

Source attached as ASCII.

Thanks.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

--Message-Boundary-10451

Content-disposition: attachment; filename="MCMINN.LHA"

encoding: BASE64

IVMtbGg1LRUDAABtCQAAebwmJgAAC2FzY3JvbGwuYmIyqBoCmmrr9Gm9H/zzwB4n1MLjskjV

baWtB1Zdk1daVmEwUElk/rIMnc/Tua58cu6dJI2Llbh2Mam27gOaTklw+LZcDsYAQTC2H3gR

19svXGUh8Sy11rrb+vc1WUAvleDvD/84GOEYiBoiRAQEgiFgv953MhqzbmS8cIqjPLVWlh1G

KvgeDEiTb/65g7MF/FeJAeByHsDGdp7IA2bTAk/c53wMAnIwEj+RZimQHKQWMsaYE6gzwUGy

5lJ6k5CgaSt01MKOauJ0avwRsMDx3x8ddicTx8BPxCDI+cddigVY4CrsBs0Lmm9dHQLs+ou6

GZFD2Jx1r1Hbq25PUhvr3l4EbxMZe3MBAe1V9zfcZdKqsmRU/c7EmYJCieTOEYIQdOWjIhlj

ck9vkEZnXCN6cwDY2pKZ2BE7emM7kxWDX6pbQmcLI4jR2ehHr7keXDFngjvyTtqRt0e34CUY

96kiKAkEWeKZHchhLoB6hIsb0ifPUW9IVbG1Hs70eXTZrtmZHVlvtR9upC+59lI9mgJq1CN3

Phia+d1Zb2mij9OFO3cQxO3DQywcVSuP2beEaqsaIuW35hkqH4ErXsYkjejpYWTaUvFp4Gix

T7kRWxJP0wx7IKsZtkSXMTZFkwBWkbZORnq18jPNVklSxvPkcwXNT/6VRSYZ1mJMdtxRVGeZ

evSXVa9qwxSD46Qc2quzapCWKQlzOdPSMWGEfuZpD2aQ6OaMetstUz09CmwByUgMD5dDcB4Q

2BeXfpnTPRoA3YLSXsLpFNfH9wg4IMhtojyGT9tisP0Ns2IP+xq/KH6N6tozcmhIa66Ngs+l

mrO2/RHat3OQgc4CovHxhcJl4ra4v58vOPdzxxgQ9tlaeFhgI8XQKuNhH5GJqdEo+JlhjGNe

ZwrVqy6NCidC9Bd+CEBYXIDteSFLo6eJPUNPNAj1AvrRcE7Rriy+FwrTg1CYKbxn8NaaI9ni

i022nDaZeDmou1HGWNca/UXPlheRzinEVHXQJXgcjE6+DuUWaMMZkBe35L1fPISbItGQ6eAU

Tb6DSaZ1cTkklZIpZYAA

--Message-Boundary-10451--
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1.399 How to Subscribe - UnSubscribe

From: Curt Esser <camge@ix.netcom.com>

Date: Sun, 24 Jan 1999 03:30:25 -0500

Subject: How to Subscribe - UnSubscribe

Hi,

> blitz-list-help@netsoc.ucd.ie wrote:

> --- Here are the ezmlm command addresses.

>

> I can handle administrative requests automatically.

> Just send an empty note to any of these addresses:

>

> <blitz-list-subscribe@netsoc.ucd.ie>:

> Receive future messages sent to the mailing list.

>

> <blitz-list-unsubscribe@netsoc.ucd.ie>:

> Stop receiving messages.

>

> <blitz-list-get.12345@netsoc.ucd.ie>:

> Retrieve a copy of message 12345 from the archive.

>

> DO NOT SEND ADMINISTRATIVE REQUESTS TO THE MAILING LIST!

> If you do, I won’t see them, and subscribers will yell at you.

>

> To specify God@heaven.af.mil as your subscription address, send mail

> to <blitz-list-subscribe-God=heaven.af.mil@netsoc.ucd.ie>.

> I’ll send a confirmation message to that address; when you receive that

> message, simply reply to it to complete your subscription.

Later...

--

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.400 How to open a full CLI window :)

([62.136.48.3] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zzmIr-0008B7-00

for blitz-list@netsoc.ucd.ie; Mon, 11 Jan 1999 18:43:06 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 11 Jan 1999 18:35:17 +0000

Subject: How to open a full CLI window :)

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1747498688.1

Hi all,

I was wandering through the autodocs today, and noticed

a little section in the Execute() docs, which describes how

to open a full shell window.

I’ve written a little demonstration of how to use it - it’s easy!

Now you can supply a handy CLI for your user’s convenience, like

OctaMED SS, etc...

Can anyone give me a full list of the possible parameters that I can

supply to a shell though? eg "0/0/640/200/Title/CLOSE"

I think that CLOSE can be replaced by AUTO but I don’t know what that

does...so a full list of what parameters can be used and what they do

would be nice :)

Also, anyone know how to set the prompt for this Shell?

Hope this is of use to someone :)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

--BOUNDARY.1747498688.1

Content-Disposition: attachment; filename="GimmeShell.asc"

; Open a full Shell window; works as any other Shell (try dir c: if you’re

; stuck for something to do with it!)...

; Type endcli to end, or click on the close gadget...

; Requires Blitzlibs:amigalibs.res in the Compiler Options...
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; By James L Boyd, using the Execute_ command to open the Shell,

; as detailed in the Autodocs...

; email : jamesboyd@all-hail.freeserve.co.uk

;----------------------------------------------------------------

; This section just gets the Workbench info to put the Shell

; just below the title bar...

; find the Workbench screen :

FindScreen 0,"Workbench Screen"

; get its structure for the title bar height :

*scr.Screen=Peek.l (Addr Screen(0)):tbar.w=*scr\BarHeight+1

tbar$=Str$(tbar)

; setup Shell window details :

title$="Shell opened by Blitz!"

win$="CON:0/"+tbar$+"/640/160/"+title$+"/CLOSE"

;----------------------------------------------------------------

; ONLY stuff from here on is really needed - the stuff above just

; sets it nicely to just below the title bar of the Workbench...

; If you don’t need it set to just below the title bar, just uncomment

; the next line and edit as required :

; win$="CON:0/100/400/50/Hello, I’m a Shell!/CLOSE"

; x y w h title flag

; create console :

*fh.l=Open_(&win$,#MODE_READWRITE)

If *fh ; Console window opened...

; make console into a full Shell :

If Execute_ ("",*fh,0)=0 Then Request "","Couldn’t open Shell!","Dammit!"

If Close_ (*fh)=0 Then Request "","Error freeing Shell!","Dammit"

Else Request "","Failed to create Shell!","Dammit!"

EndIf

End

;----------------------------------------------------------------

--BOUNDARY.1747498688.1--

1.401 Re: How to open a full CLI window :)

From: Curt Esser <camge@ix.netcom.com>

Date: Mon, 11 Jan 1999 16:19:04 -0500

Subject: Re: How to open a full CLI window :)

Hi James,
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On 11-Jan-99, James L Boyd wrote:

> Hi all,

>

> Can anyone give me a full list of the possible parameters that I can

> supply to a shell though? eg "0/0/640/200/Title/CLOSE"

>

> I think that CLOSE can be replaced by AUTO but I don’t know what that

> does...so a full list of what parameters can be used and what they do

> would be nice :)

Here’s the parameters (note that these are for ANY CON: window, so some

wouldn’t be useful on a shell, such as "AUTO")

Some are obvious from the name...

AUTO - window appears only if needed & closes itself when program ends

(useless on a shell, as it MUST open, and won’t close until you type

"endcli" which would close the window anyway...)

ALT - sets "zoomed" size and adds a Zoom gadget

Example "ALT30/30/100/100/" (yes, no space after ALT)

BACKDROP - just like a Blitz backdrop window

CLOSE - window has a close gadget

INACTIVE

NOBORDER - (but not what you would think - still has top bar + right side)

NOCLOSE

NODEPTH

NODRAG

NOSIZE

SCREEN (+ name of existing public screen to open window on)

SIMPLE (default) - text will "expand" to fill a re-sized window

SMART - text doesn’t resize to fill window - "Dumb" if you ask me ;)

WAIT - window will only close using the close gadget or "CTRL \"

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.402 Re: How to open a full CLI window :)

([62.136.78.47] helo=194.152.64.35 ident=kewl)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zztsC-0002zS-00
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for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 02:48:04 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 12 Jan 1999 01:33:15 +0000

Organization: Satanic Dreams Software.

Subject: Re: How to open a full CLI window :)

Encoding: binary

Hello Curt

Hiya, Curt... ,on 11-Jan-99 you wrote me about Re: How to open a full CLI window :)! :)

CE>> NOBORDER - (but not what you would think - still has top bar + right

CE>> side) NOCLOSE

CE>> NODEPTH

CE>> NODRAG

CE>> NOSIZE

CE>> SCREEN (+ name of existing public screen to open window on) SIMPLE

Hummm, that NOBORDER parameter sucks,. Just wondering, what the

HELL is it`s purpose? Did CBM get bored?

Or does it REALLY have a purpose?

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.403 Re: How to open a full CLI window :)

From: "Scott" <scott@assembler.free-online.co.uk>

Subject: Re: How to open a full CLI window :)

Date: Tue, 12 Jan 1999 20:59:01 -0000

charset="iso-8859-1"

Encoding: 7bit
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On the 12th Jan 1999, Loki ranted:

> Hummm, that NOBORDER parameter sucks,. Just

wondering, what > the HELL is it`s purpose? Did

CBM get bored?

> Or does it REALLY have a purpose?

If I remember rightly, on WB1.3, it did work

properly and removed all borders and the title bar

from a CLI window. It stopped working properly

from WB2.0 and I guess CBM didn’t get around to

fixing or removing it.

Regards,

Scott

scott@assembler.free-online.co.uk

Damn the prime directive, give the Borg Windows

3.1 - Lt. Worf

1.404 How do I subscribe?

From: Stephen Lebed <slebed@ix.netcom.com>

Date: Thu, 21 Jan 1999 21:19:43 -0800

Subject: How do I subscribe?

Hello,

How do I subscribe to the mailing list? What’s the address?

Kind regards

--

Stephen Lebed

Los Angeles, CA USA

slebed@ix.netcom.com (business)

slebed@earthlink.net (personal)

1.405 Re: How do I subscribe?

22 Jan 99 13:44:58 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Fri, 22 Jan 1999 13:44:44 -0000

encoding: Quoted-printable

Subject: Re: How do I subscribe?

blitz-list-<your email with ’@’ replaced by ’=3D’>@netsoc.ucd.ie

Send an empty message to tahat.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.406 Help me PLEASE!!!!!

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Help me PLEASE!!!!!

Date: Mon, 4 Jan 1999 16:25:33 -0000

charset="iso-8859-1"

Encoding: 8bit

Hello Blitzers! Please could someone possibly help me with some or all of my

troubles that I am currently having with Blitz Basic II. Thanks.

1. How do I INCBIN a protracker module and play it from memory? I know how

to use INCBIN for ILBM’s, ANIM’s and palettes etc. But I am unable to do it

for tracker mods. Please could somebody send me an example code?

2. Until recently I have only used BlitzII for intuition window/screen type

programs, such as EAC, Visions and Anagram Solver (available from Aminet)

and have used Amos for programming games mainly because of it’s easy bob and

screen commands; However I would like to start using Blitz for programming

games. I was wondering if someone could possibly send me some primitive

examples of how to use shapes, copper screens and slices etc.

3. I am using the GTMenuLibrary which I found on my Ultimate Blitz Basic CD

and I need to know the tags for `Separators’,`Check buttons’ etc. Does

anyone know what they are?

4. I am using SuperTED v2.50 with BBII and when I change the current

directory it screws up the rest of my file requesters, so that I can’t load

any other Blitz program. Does anyone have a fix for this or an update of

SuperTED?

5. Can someone please send me tons of BB MUI examples so that I can learn

how to use the excellent BBMUI library properly. :)

6. I am wanting to load various image formats such as JPEG, GIF and PNG into

my Blitz programs using a data types library I have, however I am unable to

do this. Anyone know how?

7. How do I send and receive messages using the CreateMsgPort commands? I do

not wish to use an ARexx server.

8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so, how?

Thanks for all your kind help.

Best regards,

Matt Briggs.

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.
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| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’

1.407 Re: Help me PLEASE!!!!!

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 22:06:46 +0200

Organization: A97

Subject: Re: Help me PLEASE!!!!!

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 04-Jan-99, Matt Briggs wrote:

> Hello Blitzers! Please could someone possibly help me with some or all =

of my

> troubles that I am currently having with Blitz Basic II. Thanks.

I hope so.

> 1. How do I INCBIN a protracker module and play it from memory? I know =

how

> to use INCBIN for ILBM’s, ANIM’s and palettes etc. But I am unable to d=

o it

> for tracker mods. Please could somebody send me an example code?

Erm, I havn’t got any example code, but I think the Elmore Module Library=

has a DecodeTrackerModule, CludgeTrackerModule or something command.

> 2. Until recently I have only used BlitzII for intuition window/screen =

type

> programs, such as EAC, Visions and Anagram Solver (available from Amine=

t)

> and have used Amos for programming games mainly because of it’s easy bo=

b and

> screen commands; However I would like to start using Blitz for programm=

ing

> games. I was wondering if someone could possibly send me some primitive=

> examples of how to use shapes, copper screens and slices etc.

Erm, would you please reconsider ? CopperScreens only work on Low Frequen=
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cy Monitors, and slices aren’t AGA compatible (Or are they ?). Anyway, yo=

u should really consider using a chunky graphics library like Mildred (Me=

ssage !) Although it excludes certain slower processors from using the ga=

me it is far superior to Planar graphics, and certainly to Blitz’s approa=

ch. If you need any help, just write :o)

> 3. I am using the GTMenuLibrary which I found on my Ultimate Blitz Basi=

c CD

> and I need to know the tags for `Separators’,`Check buttons’ etc. Does

> anyone know what they are?

Erm, no. Try looking in the autodocs. Or something.

> 4. I am using SuperTED v2.50 with BBII and when I change the current

> directory it screws up the rest of my file requesters, so that I can’t =

load

> any other Blitz program. Does anyone have a fix for this or an update o=

f

> SuperTED?

Erm, huh ? I use SuperTED, and have never experianced this. Why would you=

want to change the current directory anyway ?

> 5. Can someone please send me tons of BB MUI examples so that I can lea=

rn

> how to use the excellent BBMUI library properly. :)

No.

> 6. I am wanting to load various image formats such as JPEG, GIF and PNG=

into

> my Blitz programs using a data types library I have, however I am unabl=

e to

> do this. Anyone know how?

Yes.

> 7. How do I send and receive messages using the CreateMsgPort commands?=

I do

> not wish to use an ARexx server.

Why not ? ARexx is by far the best way....

> 8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so,=

how?

Erm, 3rd party libraries. Maybe even the digibooster lib will play them. =

Otherwise, load your module into digibooster, convert it to digibooster f=

ormat and then use the digibooster lib to replay the modules.

Regards

-- =
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+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.408 Re: Help me PLEASE!!!!!

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 19:28:42 +0000

Date: Wed, 06 Jan 1999 12:12:45 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: Help me PLEASE!!!!!

Encoding: quoted-printable

Mikkel L=F8kke wrote:

> > Hello Blitzers! Please could someone possibly help me with some or al=

l of my

> > troubles that I am currently having with Blitz Basic II. Thanks.

> =

> I hope so.

I`d never seen so many questions asked in one go before. Well done Matt!

> > 4. I am using SuperTED v2.50 with BBII and when I change the current

> > directory it screws up the rest of my file requesters, so that I can’=

t load

> > any other Blitz program. Does anyone have a fix for this or an update=

of
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> > SuperTED?

> =

> Erm, huh ? I use SuperTED, and have never experianced this. Why would y=

ou

> want to change the current directory anyway ?

I think I have the same problem once in a while. It`s usually best to

close down Blitz and restart again (the old Windows trick!) The problem

happens when you load some source from one location and SuperTED changes

the current directory for you. Then later you may load something else

in from elsewhere and the directory is changed again, when you`re

working

for a few hours and you`re loading/switching from various documents from

various locations eventually blitz decides to give you some kind of

weird file requestion that doesn`t let you choose anything! I must say

I don`t have any explanation or real solution but I`m glad to see I`m

not the only one to have this problem. Close down and restart is the

only

solution!

Cheers,

Paul

-- =

< Paul Burkey http://www.sneech.freeserve.co.uk >

1.409 Help me please!

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Help me please!

Date: Tue, 5 Jan 1999 13:12:19 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello Blitzers! Please could someone possibly help me with some or all of my

troubles that I am currently having with Blitz Basic II. Thanks.

1. How do I INCBIN a protracker module and play it from memory? I know how

to use INCBIN for ILBM’s, ANIM’s and palettes etc. But I am unable to do it

for tracker mods. Please could somebody send me an example code?

2. Until recently I have only used BlitzII for intuition window/screen type

programs, such as EAC, Visions and Anagram Solver (available from Aminet)

and have used Amos for programming games mainly because of it’s easy bob and

screen commands; However I would like to start using Blitz for programming
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games. I was wondering if someone could possibly send me some primitive

examples of how to use shapes, copper screens and slices etc.

3. I am using the GTMenuLibrary which I found on my Ultimate Blitz Basic CD

and I need to know the tags for `Separators’,`Check buttons’ etc. Does

anyone know what they are?

4. I am using SuperTED v2.50 with BBII and when I change the current

directory it screws up the rest of my file requesters, so that I can’t load

any other Blitz program. Does anyone have a fix for this or an update of

SuperTED?

5. Can someone please send me tons of BB MUI examples so that I can learn

how to use the excellent BBMUI library properly. :)

6. I am wanting to load various image formats such as JPEG, GIF and PNG into

my Blitz programs using a data types library I have, however I am unable to

do this. Anyone know how?

7. How do I send and receive messages using the CreateMsgPort commands? I do

not wish to use an ARexx server.

8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so, how?

Thanks for all your kind help.

Best regards,

Matt Briggs.

1.410 Re: Help me please!

([62.136.20.63] helo=194.152.64.35 ident=kewl)

by mail11.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxbBo-0001Tf-00

for blitz-list@netsoc.ucd.ie; Tue, 5 Jan 1999 18:26:48 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 05 Jan 1999 17:05:38 +0000

Organization: Satanic Dreams Software.

Subject: Re: Help me please!

Encoding: binary

Hello Matt

OI! Matt!... on 05-Jan-99 you wrote to me about Help me please! and stuff... so i thought i`d reply! :)

MB>> Hello Blitzers! Please could someone possibly help me with some or all

MB>> of my troubles that I am currently having with Blitz Basic II. Thanks.

Ok here goes,..

MB>> 1. How do I INCBIN a protracker module and play it from memory? I know

MB>> how to use INCBIN for ILBM’s, ANIM’s and palettes etc. But I am unable
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MB>> to do it for tracker mods. Please could somebody send me an example

MB>> code?

Try this: Simple really?

*;STARTCODE*

#WBStartup#

#DecodeModule# 0,?DaMod

#If StartTracker#(0)=#False#

TMP=#Request#("ERROR","Couldn`t start Tracker module.","Ok!")

#EndIf#

##

#MouseWait#

#End#

DaMod

#IncBin# "Ram:ThisModule.MOD" ;Change this to your module path.

*;ENDCODE*

MB>>

MB>> 2. Until recently I have only used BlitzII for intuition window/screen

MB>> type programs, such as EAC, Visions and Anagram Solver (available from

MB>> Aminet) and have used Amos for programming games mainly because of it’s

MB>> easy bob and screen commands; However I would like to start using Blitz

MB>> for programming games. I was wondering if someone could possibly send me

MB>> some primitive examples of how to use shapes, copper screens and slices

MB>> etc.

I`ve got a load of DisplayLibrary (AGA) bitmap stuff,... I`ll send l8r..

MB>>

MB>> 3. I am using the GTMenuLibrary which I found on my Ultimate Blitz Basic

MB>> CD and I need to know the tags for `Separators’,`Check buttons’ etc.

MB>> Does anyone know what they are?

;To do a separator, all you do is this:

*;STARTCODE*

;.

;.

;Open your screen and stuff,..

;.

;.

#GTMenuTitle# 0,0,"Project"

#GTMenuItem# 0,0,0,0,"Load Project"

#GTMenuItem# 0,0,0,1 ;Leave title out, gives separator.

#GTMenuItem# 0,0,0,2,"Save Project"
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;.

;.

;Open your window

;.

;.

#GTSetMenu# 0

#GTMenuState# 0,0,0,2,#Off# ;blanks out Item 2.

;.

;.

;Other code

;.

;.

*;ENDCODE*

MB>>

MB>> 4. I am using SuperTED v2.50 with BBII and when I change the current

MB>> directory it screws up the rest of my file requesters, so that I can’t

MB>> load any other Blitz program. Does anyone have a fix for this or an

MB>> update of SuperTED?

Simple, dont use "Change Dir...", call either from the full dir (when

coding), or use PROGDIR.

MB>>

MB>> 5. Can someone please send me tons of BB MUI examples so that I can

MB>> learn how to use the excellent BBMUI library properly. :)

Hey, Yeah, I`d like that tooo,... So if you find any, please send :)

MB>>

MB>> 6. I am wanting to load various image formats such as JPEG, GIF and PNG

MB>> into my Blitz programs using a data types library I have, however I am

MB>> unable to do this. Anyone know how?

If you have BSS, look in: Blitz2:RedHelp/REDBlitzLibs/Examples/

At the file: RIDatatypesLib1.bb

It`s all there for you :), and it`s to a window :)

MB>>

MB>> 7. How do I send and receive messages using the CreateMsgPort commands?

MB>> I do not wish to use an ARexx server.

Haven`t gone into AREXX, yet.,........ sorry.

MB>>

MB>> 8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so,

MB>> how?

Could try installing one of those external libs, (there was one mentioned
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in here not long ago), and there is the BFB Libraries (which you might

find hard to install, but support 11 types of module.)

BFBPlayer is on AmiNet, and freely distributable.

MB>>

MB>> Thanks for all your kind help.

Hope this helps.

MB>> Best regards,

MB>> Matt Briggs.

MB>>

MB>>

MB>>

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.411 Re: Help me please!

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 06 Jan 1999 17:09:24 -0500

Subject: Re: Help me please!

Hi Matt

On 05-Jan-99, Matt Briggs wrote:

> Hello Blitzers! Please could someone possibly help me with some or all of

> my troubles that I am currently having with Blitz Basic II. Thanks.

>

> 3. I am using the GTMenuLibrary which I found on my Ultimate Blitz Basic

CD

> and I need to know the tags for `Separators’,`Check buttons’ etc. Does

> anyone know what they are?
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If you have the Blitz CD, you also have Blitz Support Suite. There is a

good example of using the GTmenus in there in the examples/ directory.

(You did install BSS?)

>

>

> 4. I am using SuperTED v2.50 with BBII and when I change the current

> directory it screws up the rest of my file requesters, so that I can’t

load

> any other Blitz program. Does anyone have a fix for this or an update of

> SuperTED?

There is an update of SuperTed to 2.52 on Aminet - in biz/ (something)

I don’t know if this will fix your problem, but I don’t seem to run into it

here.

>

> 6. I am wanting to load various image formats such as JPEG, GIF and PNG

> into my Blitz programs using a data types library I have, however I am

> unable to do this. Anyone know how?

>

>

> 7. How do I send and receive messages using the CreateMsgPort commands? I

> do not wish to use an ARexx server.

>

>

> 8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so,

> how?

>

>

> Thanks for all your kind help.

>

> Best regards,

> Matt Briggs.

>

>

>

Later...

--

About the only thing on a farm that has an easy time is the dog.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/



Yam_Blitz List 430 / 752

1.412 Re: Help me please!

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 22:34:17 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Help me please!

Date: Wed, 6 Jan 1999 22:24:08 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello all, just adding my bit...

-----Original Message-----

From: Matt Briggs <s9225796@rothervalley.ac.uk>

Date: 05 January 1999 13:18

Subject: Help me please!

>Hello Blitzers! Please could someone possibly help me with some or all of

my

>troubles that I am currently having with Blitz Basic II. Thanks.

>

>1. How do I INCBIN a protracker module and play it from memory? I know how

>to use INCBIN for ILBM’s, ANIM’s and palettes etc. But I am unable to do it

>for tracker mods. Please could somebody send me an example code?

Can I just quickly sort this out? There are 3 Blitz libraries to play PT

modules available. The inbuilt one is rubbish and outdated, but can INCBIN

modules. The XBones Tracker Library can cludge modules, but is very

unstable, especially under ECS. The best PT Library is the EML Library

(Enhanced Music Library, NOT Elmore!) but, curse it, has no INCBIN

capability. I just don’t INCBIN modules, which isn’t very helpful, really.

>2. Until recently I have only used BlitzII for intuition window/screen type

>programs, such as EAC, Visions and Anagram Solver (available from Aminet)

>and have used Amos for programming games mainly because of it’s easy bob

and

>screen commands; However I would like to start using Blitz for programming

>games. I was wondering if someone could possibly send me some primitive

>examples of how to use shapes, copper screens and slices etc.

My replacement Blitz manual is coming along well, and this aims to

illustrate all areas of Blitz programming in as easy-to-read terms as the

Amos manual. See my next mail...

>4. I am using SuperTED v2.50 with BBII and when I change the current

>directory it screws up the rest of my file requesters, so that I can’t load

>any other Blitz program. Does anyone have a fix for this or an update of
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>SuperTED?

If you use the function in the SuperTED menu that allows you to keep

quick-references of your most recent Blitz files, you never need to change

the current directory. As a time saver, I set up a few assigns before I load

Blitz for my own navigational purposes.

>8. Can Blitz play fast-tracker and/or Octamed Sound Studio mods? If so,

how?

I have never seen Fast-tracker modules played in Blitz ever. Convert them to

OSS modules, then use the "Octamix.library" and "Octamedplay.library"

libraries to play the mods in Blitz. But be warned, your processor will be

left wheezing, so forget about any kind of screen activity while your mods

are playing.

>Thanks for all your kind help.

>

>Best regards,

>Matt Briggs.

>

Nick / Skillo

1.413 Re:The new Blitz Platform ;)

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 18:36:03 +0500

Subject: Re:The new Blitz Platform ;)

Encoding: quoted-printable

On 27-Jan-99, Keresztes Tam=E1s flashed:

>And the AmigaOS homepage states that one of their most important aim is =

to be

>Win32 compatible.It can easily become an x86 based OS - dont forget : th=

ey

>chosen an x86

>based kernel (QNX), not a ppc/mips/alpha based one .

The AmigaOS homepage is NOT an official Amiga Inc. page. AI do NOT int=

end

to waste the new AmigaOS by making it windoz compatible. That would make=

it

even slower and more bloated than windoz. Compatibility with ALL other

systems (including Amiga Classic) is going to be secondary to the AmigaOS=

and run as tasks, and mainly will be third party projects.
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Also, QNX is ALSO on the PPC. However, it’s a moot point because the b=

ase

processor for AmigaOS 5 is going to be neither of the above. They are bo=

th

far to old and limited. PPC, Alpha are OLD and getting older, x86 is

ancient and laughable (not even as good as 68XXX) and even MIPS is dated.=

There are MANY processors on the market superior to any of the above an=

d

more and even better ones soon to be available. Even Motorola themselves=

have better chips than PPC coming out. There are also some relatively ne=

w

companys (to the processor market that is) which have some very interesti=

ng

chips in developement. Intel have sat on their cans to long, and are goi=

ng

to get left in the dust. They never had enough imagination anyway. It is=

not by accident that QNX didn’t choose to support pentiums, but went with=

PPC instead. QNX is looking to move on to a next-generation processor.

That is only one of the reasons they are excited about teaming up with

Amiga. Another reason is that their ideals for QNX are very simular to

the dreams of the Amiga community. To be a bit cutesy, it is the

proverbial match made in heaven. It is almost as if they have been

working since 1980 (befor the Amiga was even concieved) to be ready to

meet our needs. The partnership with QNX made up my mind as to whether

the new Amigas will have a chance to make a major impact in the world PC

market. You bet! We are going to have a winner on our hands! The

hardware is really somewhat secondary. THe new AmigaOS will be able

eventually to run on a number of different processor lines. PPC will

likely be one of them as QNX allready supports it, but I doubt that any

of the NEW Amiga machines will feature PPC as the newer processors are

both more powerful and more capable (as well as possibly less expensive

due to newer manufacturing processes being inplemented). The new Amigas

will have far fewer chips and very small motherboards because of much

higher integration, and will thus be MUCH cheaper to manufacture than

Amiga classics (and even wintel machines). The personal computer is

about to become truely personal. There will soon be no need for a pc

(generic, not IBM) to be any larger than a book, no matter how powerful

it is. Add-on hardware cards will become only a few cm in size and

most possible functions will be built in in the first place. Standard



Yam_Blitz List 433 / 752

features will read like a list of all the most exotic add-ons available

now, and few users will ever need any add-ons at all. The line between

consels and pcs will definately become pretty moot as computers become

smaller and consels demand more of the power and features once reserved

for computers. When graphics and sound reach the limits of human

perception (almost there now) and power and storage go beyond all

reasonable or even unreasonable personal needs (also getting close)

then the only thing left is to make it all smaller and cheaper.

Those afraid of digital convergence need to understand that it doesn’t

mean loosing any power, conveniance or versitility. It is an idea whos

time has come. I for one don’t want to be stuck with a suit-case sized

pc for the rest of my life. It’s almost the year 2000. We should be

should be headed for other planets by now and probably would be if it

wasn’t for wintels monopoly holding back technology 60 years worth in the=

last decade. If billygates wins, there’s going to be another dark age

coming in the new millinium with the people all serfs to the ruling class=

=2E

Fortunatly, that needn’t happen because the new Amiga is coming. :u)

...whew. Sorry, I didn’t mean to write a book (especially a sorta

off-topic one). When I get going, there’s no stopping me. ;)

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.414 Re: HD Problems (offtopic)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sat, 02 Jan 1999 23:58:08 +0000

Subject: Re: HD Problems (offtopic)

Hi Donovan Reeve :)

Sorry to take so long to get back to you on this. Been having lots

of

fun with power cuts and things here. :(

On 25-Dec-98, Donovan Reeve wrote:

> On 24-Dec-98, Eoghann Irving flashed:

>> In actual fact very few people have suffered serious data loss

with

>> PFS/AFS. Far less than have done so with FFS and disk recovery

>> programs.. There are thousands of very satisfied users out there.

> Do you have this software and if so is it true that i transparently
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> supports hard drives larger than 4 gigabytes? I am really

interested

> in this.

I have the latest version of PFS2 installed on several partitions.

This is the first vesion of PFS/AFS that I’ve been confident enough

to run on my own drives. I might have got later versions of AFS but

4th Level Developement were trouble.

Yes it can support drives larger that 4Gb. I don’t have one so I

don’t know the details but I do know someone who runs a 10Gb drive

with PFS2 so if you want more specifics I can find out.

Have fun

--

Eoghann Irving ICQ:14497218 mailto:eoghann@thenet.co.uk

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.thenet.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!

1.415 HB

From: Rui Carvalho <grim@ip.pt>

Date: Sat, 30 Jan 1999 21:56:11 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: HB

Encoding: quoted-printable

Hello,

Happy Birthday to me...

Happy Birthday to me...

Happy Birthday Rui...

Happy Birthday to me...

(I know... It’s sad ;)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>

Give a skeptic an inch and he will measure it!

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>
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1.416 Re: HB

From: bobal@avalon.net (Bob Akerberg) (ICQ#19583281)

Date: 31 Jan 99 07:46:03 -0600

<grim@ip.pt>)

Subject: Re: HB

Organization: SMAUG, UGN, Team *AMIGA*

(http://www.lls.se/~volley)

Encoding: quoted-printable

> Hello,

> Happy Birthday to me...

> Happy Birthday to me...

> Happy Birthday Rui...

> Happy Birthday to me...

> (I know... It’s sad ;)

> --

> Best Regards,

> Rui Carvalho =ABgRiM=BB

Have a VERY Happy Birthday, Rui!

May your day be everything you want it to be.

Bob

1.417 Re: HB

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:36:36 +0200

Organization: A97

Subject: Re: HB

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Rui.

On 30-Jan-99, Rui Carvalho wrote:

> Happy Birthday to me...

> Happy Birthday to me...

> Happy Birthday Rui...

> Happy Birthday to me...

> (I know... It’s sad ;)

Indeed. Happy birthday, anyhows.

Regards
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-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.418 GURU...

([62.136.65.213] helo=194.152.64.35 ident=stingent)

by mail10.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104v9Z-00057d-00

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 23:10:45 +0000

From: Bippy M <BippyM@stingent.freeserve.co.uk>

Date: Mon, 25 Jan 1999 23:02:08 +0000

Subject: GURU...

Hiya Guys,

I’ve got a few probs :((

I’m having probs with my Blitz Package..

Basically whenever I compile and run a program It crashes with a GURU!!

ADDRESS ERROR..

This happens in ALL my progs that use the following commands (So Far)

RTEZLoadfile

CheckAGA

Request

I have programs which use all 3 that used to compile and run.. but whenever
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on of those commands is run it GURU’s :((

Any Ideas...

My System is :

A1200

Magnum 040 + 16Mb Fast mem

PowerFlyer

4.3 Gb HD

540 Mb HD

8xCD-Rom

8xRead and 2xWrite CDR...

Any Ideas??

I’ve tried disabling ALL patches etc.. but no success....

Thanks in advance..

Cya

--

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

| |

| ---- Stingent BBS: 24hrz 7 Dayz --- 01332 740984 ---- |

| ----------------------------Stingent---------------------------- |

| - Mark Green "Bippy M" | Fido @ 2:256/306.9 | Fluffy @ 888:120/0 - |

| |

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

1.419 Re: GURU...

Date: Tue, 26 Jan 1999 09:08:14 +0300

From: Andrew "Notorious" Boyarintsev <bandrew@miem.edu.ru>

Organization: Looker House

Subject: Re: GURU...

Encoding: 8bit

Hello Bippy,

Tuesday, January 26, 1999, you wrote:

BM> Hiya Guys,

BM> Basically whenever I compile and run a program It crashes with a GURU!!

BM> ADDRESS ERROR..

BM> This happens in ALL my progs that use the following commands (So Far)

BM> RTEZLoadfile

BM> CheckAGA

BM> Request
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Try to put ’Even’ as the very last line.

WBR, Andrew "Notorious" Boyarintsev

member Team *AMIGA* http://come.to/lkr

... UI125:#EMHFAJEFFCVADGMDLfCDGDGFPIHfBBHILRDFRAMOIIABCOJ

...don’t tell me love is just a chain... (C) E-Rotic

1.420 GTListviews

for blitz-list@netsoc.ucd.ie; Sun, 10 Jan 1999 15:38:58 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Sun, 10 Jan 1999 11:03:58 -0000

Subject: GTListviews

hello blitzers,

what is the tag that makes your GTListview scroll

immediatley when using the scroll bar and arrows? and where do you put this

tag?? i remember trying this before a while ago, but it never worked! also

i’ve seen replies for ways to make GTCheckboxes height scalable, but i’ve

never ever had this working!!! example code plz......

thanks,

James

1.421 GTListview-read only?

From: Curt Esser <camge@ix.netcom.com>

Date: Tue, 26 Jan 1999 06:45:13 -0500

Subject: GTListview-read only?

Hi Everybody,

I tried using the GTListview "Read_Only" tag, but I can’t get it to work.

Or maybe I don’t know what it does? The listview comes up OK, but if I

click on an entry, it still changes colour. Shouldn’t "Read_Only" prevent

this?

And if so, how do I get it to work?

Later...

--

"I hate quotations."

-- Ralph Waldo Emerson

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.422 Re: GTListview-read only?

Date: Tue, 26 Jan 1999 05:10:17 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: GTListview-read only?

---Curt Esser <camge@ix.netcom.com> wrote:

> Or maybe I don’t know what it does?

Sorry, I should have inclded this with my last mail...

The read only tag makes the listview recessed, and you cannot select

anything - it’s just a list of information, like on the screenmode

prefs program.

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.423 Re: GTListview-read only?

Paris Sun, 31 Jan 1999 00:02:25 +0100 (MET)

From: Jean-Marc GIGANDET <HURRICAN@wanadoo.fr>

Date: Sun, 31 Jan 1999 00:02:34 +0200

Subject: Re: GTListview-read only?

Encoding: quoted-printable

Hello Curt

#GTLV_ReadOnly has nothing to do with that. It’s #GTLV_ShowSelected which=

will do the job.

If you want highlighted items, you can :

1) attach a string gadget to it like that :

GTString #WindowNumber,#GTStrNumber , StrXPos,StrYPos,StrWidth,=

StrHeight,"String" ,1,MaxLen

*DefGad.Gadget=3DGTGadPtr(#WindowNumber,#GTStrNumber)

GTTags #GTLV_ShowSelected,*DefGad

GTListView #WindowNumber,#GTLVNumber, LVXPos,LVYPos,LVWidth,LVHei=

ght,"ListView",0,LVArray()

2) if you don’t have a string gadget attached, just give 0 when y=

ou define the GTTag, like this :

GTTags #GTLV_ShowSelected,0

GTListView #WindowNumber,#GTLVNumber, LVXPos,LVYPos,LVWidth,LVHei=

ght,"ListView",0,LVArray()

If you don’t want highlighted items just forget the tag !
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=

Hope it’ll help.

=

Regards

-- =

HURRICAN@wanadoo.fr

A1200 030/28 + 68881 + 8 Mo + Quantum 635 Mo + Wd 60 Mo + M1438S + Deskje=

t 690C + UsR 33600.

HURRICANE, TURRICAN, well, that’s a good mix. Both should visit Redmond .=

=2E.

1.424 Re: GTListview not read-only?

Date: Tue, 26 Jan 1999 05:06:59 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: GTListview not read-only?

Curt Esser queried...

> I tried using the GTListview "Read_Only" tag, but I can’t get it to

work.

> Or maybe I don’t know what it does? The listview comes up OK, but

if I

> click on an entry, it still changes colour. Shouldn’t "Read_Only"

prevent

> this?

> And if so, how do I get it to work?

I’ve tried using the GadtoolsBox builders and even typoing in the flag

in hex, but I couldn’t get it to work either.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.425 GTListview

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m0zzIWJ-002pRhC@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Sun, 10 Jan 1999 11:54:59 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)
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From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Sun, 10 Jan 1999 11:50:49 +0100

Organization: Airsoft Softwair

Subject: GTListview

Hi !!

Can anyone tell me why this code doesn`t generate

a read-only gtlistview:

Window 1,.....

GTListView 1,1,......

GtSetAttrs 1,1,#GTLV_ReadOnly,True

AttachGTList 1,1

!?!??!? Any idea?

--

A merry christmas and a happy new year wishes

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

Ram, 33.600 Modem

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

of Amiga CD

1.426 Re: GTListview

for blitz-list@netsoc.ucd.ie; Sun, 10 Jan 1999 13:16:37 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sun, 10 Jan 1999 13:09:17 -0000

encoding: Quoted-printable

Subject: Re: GTListview

On 10 Jan 99, at 11:50, Andreas broke out long enough to write:

> Can anyone tell me why this code doesn`t generate

> a read-only gtlistview:

>

> Window 1,.....

> GTListView 1,1,......

> GtSetAttrs 1,1,#GTLV_ReadOnly,True
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> AttachGTList 1,1

You need to set the listview to read only before you create it, so you ne=

ed to

do:

Window 1,...

GTTags #GTLV_ReadOnly,True

GTListView 1,1,......

AttachGTList 1,1

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.427 Re: graphics.library

([62.136.51.8] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxEtM-0001Hc-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 18:38:16 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Sun, 03 Jan 1999 19:01:05 +0000

Subject: Re: graphics.library

Toby Zuijdveld churned out *this* drivel :

> On 31-Dec-98, Paul set out across the seas with this message:

>

> ->Where do you point NewFDConvert at in order to convert a new

> ->graphics.library for blitz? I know to get the fd file from the amiga

> ->developers cd-rom, but where do I tell it is the graphics.library

> ->itself? It goes to libs: to look, and there is a lib by that name

> ->there. Is that it? I wasn’t sure it was because i thought it was part

> ->of ROM? So how do i get it to convert for blitz?

>

> The library name you give NewFDConvert has no bearing on the output file at

> all, except to tell the .library1 file which library it is opening.

>

> It doesn’t actually examine any of the library code or whatknot first. So

> just specifying "graphics.library" will be fine, because the .library1 file

> will just call a simple #OpenLibrary_# "graphics.library",0 type of

> command, and hence the OS will look for it in ROM.

Actually, this is just a bit of a trick - all you have to do is type the
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name of the library...I just did this is my version (Curt Esser’s updating

it) to make sure that the library is installed on the user’s system! I never

thought of OS library conversion...doh!

The library itself doesn’t even have to be on your system to be fdconverted...

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Team *AMIGA*, member of *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland...

1.428 Grand Theft Auto?

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Grand Theft Auto?

Date: Mon, 11 Jan 1999 15:32:41 +0300

charset="iso-8859-1"

Encoding: 7bit

Hello everyone! Did someone on this list say that they were gonna write a

Grand Theft Auto clone in Blitz? I have just purchased a copy for my

Playstation and it is absolutely amazing! I hope the amiga version is just

as good.

See ya,

Matt Briggs.

1.429 Goodbye!

From: MinuteMan <atomatrix@gmx.de>

Date: Sun, 24 Jan 1999 17:44:58 +0100

Organization: Atomatrix Entertainment

Subject: Goodbye!

Hi blitzers!

I finally managed to unsubscribe from the blitz-list, because I am not coding

in Blitz any more, I have changed to C++, which is a LOT nicer.

Thanks for your help in the past!

I wish you luck with your Blitz projects!

And btw, if anyone knows of a similar list for Amiga C++ developers, it would

be very nice if he’d inform me ;)

Yours and Goodbye,

Lukas Hartmann

--

Atomatrix Entertainment
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1.430 GFXBoard palettes

From: "Anders Olausson" <olausson@surfguiden.zzn.com>

Date: Thu, 14 Jan 1999 11:59:51 -0800

Subject: GFXBoard palettes

Encoding: quoted-printable

Hi Blitzers!

I would like to thank you all for helping me with understanding how to =

loading the palette for using

it with a gfxboard, helped me alot.

... and Frederic Laboureur, I do dig your NCS lib =3D)

Mikkel L=D8kke, I did a lsl 24 on each colour, and it needed 3 standalo=

ne longs (.l) per colour,

something like this:

r.l=3D34

g.l=3D210

b.l=3D16

rgbtrip1=3Dr lsl 24

rgbtrip2=3Dg lsl 24

rgbtrip3=3Db lsl 24

--

this gave me the result i needed, thanx though =3D)

Andreas.

Kraftfull Meta S=F6kning, Gratis Email, Hos SurfGuiden http://www.surfg=

uiden.com

_______________________________________________________________

Skaffa din egen webbaserade E-post Tj=E4nst p=E5 http://www.zzn.com

1.431 gfx-card test

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 16:37:52 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 4 Jan 99 16:36:45 +0000

Subject: gfx-card test

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where



Yam_Blitz List 445 / 752

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/

General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD23690EE1D-6AD8597E==8<=_=

Encoding: 7bit

Hi Blitzers,

I need anyone who has a graphics-card to run this little test program

for me and return the results.

It’s a little program written using some Mildred routines amongst

other things, and mainly I am trying to test whether a simple

MBlockScroll can be used instead of WritePixelArray8. On my Pixel64

card it does work and due to MBlockScroll using move16’s on my 040/25,

it runs a good few fps faster. However, to make it work I have to

cludge a Mildred bitmap onto the data pointer taken from a blitz

bitmap object, which was taken from the gfx-card screen.

So what I want to know is basically does it work and, if so, how fast.

If it does work you should see a screen filled with grey `M’s and a

single object bouncing behind it. It will do 200 iterations for each

of the two output methods and then exit. Don’t move the mouse around

during the test as that will affect the framerate. When the test is

done it should tell you the framerate achieved for each method. When

the demo /starts/, you should choose a gfx-card screenmode from the

requester. It should only list modes no larger than 320x256. It will

also list AGA modes but if you choose one of those it will use c2p

instead of gfx-card output and I don’t need to know results for that.

I/We need to have results from a variety of popular graphics cards,

BlizzardVision, CyberVision, Picasso2/4, Pixel64, etc. Please tell us

firstly if the display seemed to have integrity, secondly what

framerates you get for 320x240 gfx-card output, and finally what

graphics card you are doing the test on.

Note that I restricted the modes to no larger than 320x256 because I

think MBlockScroll and MScroll have some kind of bug that makes them

not work properly at 640x480 (which I’m looking into).

My results for 040/25 with Pixel64 are 42fps for WPA8, and 50fps for

MBlockScroll.

Thanks in advance,
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--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

--=_=8<==MD23690EE1D-6AD8597E==8<=_=

Encoding: base64

Content-Disposition: attachment; filename="Test.lha"

X-MD2-FilePath: Ram Disk:Test.lha

HVYtbGg1LTYZAABeIQAAbqB5JQAABzVNcy5JRkbKsBdnhfC72kaUkiv/99VSqqSXL+uQgFhLkuiS

AQCYFEIwshbd2QEIIATNFxFBduQMAzCJloCtiRJQByzcBWKvbk1TyxzHfY7jj3CmZ5HV1aQOU8hi

zecM43V9zWODybuDhYJq2BclfvruL3e93u/j7ve7WNtuOaPVf1agiyX4NLp7bUW2ot9ERFUk2Ugf

ZMEYfNjYp99DoNRpB6KlSQC0Oo0FwRKJAms2xgFLLu6fzfNh2Xg6DzPM8yFC19nZ+/d7Vfj8fj/O

Tn9njQbuFrX1JH9v3qmnp/1l7OSu9rb/23fB/n/P+em03q6DQeDd3fj2tG08fmY/3c97EH+70vS9

LgcDgfH8ZW+11RaJbA4Xa5vN5u74G2s8th3l5efF8XxE8Wt1v53ie/5eHt+RyLXsNHnuFsb+BA+n

wtzvvY9j2FlpfZ6fMfr9Wyc0n99flKmk+Bq+X2un/VddXH+78bX7f1dxgRfT+/t9vt/meLuLrW21

tn9bYXHi3+xrfakV1d5fpelq6XXwivn+n7LmajsLdZTS+x7Ftjsd9Hk+T5NH96B+6L6fT6fT+WM5

c67ibbbcH+rTcuy9XTdxgbEsSw7bW43vcAv+3wUpTM5ptNpu+013+j9H6OZzLCrg7kudkcnjq/sc

5M3HhS/JsvBexvPqPktvj+P49ptNpXVz3y/LD5XK5WTyfN9bU4Nfq8zVVVdvd9ufW9qt8jyLvz/7

9JsNh/d5fl7B5/y7a29jl6biaXS5zJ5PJ13L0z/+2wixYpS1o3rdxh5bmfr+ctz4NlMsuVZ2em12

urfQufKsnNX1ut1vzF4Wv8e7zGY1dUT1H8+f1mrc2Ww/Tvt9vv51vtbpGw4mt/Pue/4Hj+VJ0Of+

f8/59b9772F4m38Plcw+63W++f54Pp1XBc1fpU9P3e1u/Mp/fs+14V0bmZb0fTi6HP22q1W15mi9

ficTTXGryULt7DL5fL8/Pe7R3bNPT2JvQyGr1fpVmSq3mf/ONykHRfp7b8vA7v8Nb+DYbCq0fD7r

c77dWGS9nyfLXutbcxYqnzZb1+VyrLOWWr0atr9LxVL++7rzLv1fXy36rrhWtryMzmfG7TtO0/Ff

7b+vX0ui0Wi3FR3P/PA7irq/48hfy9X6Gx9XteFlvX0VVwc304XGyHM7LVtaaxy/dZjU5wvpp9/I

3EXP2xu9qv39h6mr1eY0ug+StrJXCwdSXyZKuru5hcaL/jxoXmXfkZmnsHi+P0P8LbodCozeltKn

+uvv9twNvCut1j9nns5pPdtv8M/oItzc63wPzFc3NyX//+ttVou3IqzI9Iv/v/1SXiEUpP71SUH1

AxB+0PKVifdiysMSvyOuSqQGJiYotJT6z8dIHJwy+sfKRScVIdUo7akpklJgDM82aZBGQYqnEn5b

JHbhEo5OJcesQjyYWIDFZ4ZUafYm60jTOun0yhKQAPNmJlI0RRiPgrEbhgrQSUkqNnLFN5E6yDQM

gHZ2APYxMYpvbooEFw1/OJiefScgtvA4WE84MyFyypL0DhHcVaaboi+44RyUuEOUUmaSzizi5HgG

NYDKhQCilROVzq7oGGCZkr4RM0TiDED2qwVc6szjGVmgZgHKkDvRX+McKAgoAAYMAHhaBYuKTCNO

SQY7hSq4griXDJEIrKmDDDJqBBghb2zX74JAY7gwF+6IYV+i/XwgjkyiwQ44Moygyjakl79/IhQF

ZICwso1LmjMw5hMmKMABbtCZwXzVc3TTAz4z8Hxh19Afg+QeuGtQF5EKTTN0DQtALKyKVpSYeUbH

pwKb2iagLtIgIS4czqNYRLgark5fikhpjAfEw5ihgaJIWuETCkGLPpRyyI1wxJzhIS3LxSj4JuaA

4QlwRmviKzaftxZiIIHwnTRP+Gts85MDz7lsAHR6ZM2FZs4TEPZg+Kc9bhkT+Ag2mdIujxirLjIM

wWMhfGkzwwHy+qeKF4wEPt0AEHw9+WFXtIdnt24xR7fGYMGIGPPmgIf0Dp5VWxnpq1gCDPP1XrIW

Fk+TT8kMojziPrIXNiwqzmg90TlXKJV80gqUFmP0CjezW3FlCUYQSYA47Y2eshL7HnGsEKPJPd+S

8XJYL6XmsI8+Wujuyjb/K3DWwalIU6kBMbpVs2kg5x2x1gY1AKJ6Ge4dNv8ZfA9Q8Qj/sz3o56J2

PFGUYqZu1dMrElINVAtQ3iz95X4NdFyjCQt4lGLKbFcPboNPPLxUkuukQZ0PhgcvSjsP+Gy4zMMX
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OC51hhNPUxMo5B4oVXsJGMlQiyqSPH6ZF0M5IZmZ+UlUnASCrD9g4TDU1FN0hgR9uVl1NLIZunxA

BbC6a8lcjk5sbwlb41M8C4p/IT66O+KXeywA34Ie3K1hdzKZqdBNQT8CUUxH+awl5m+7yWEcbLL+

LsZr/yH6Z14aW37G/L5u+dA5mSXClxvC2l+V/czUKe5tSXeilX/7VAAdZAoRsw4RMcPTc+NwaNgA

IoHlPkKwvaZg+33c05RsyG6xSs89aun8ZSbQEoREt7txNf4ytmhAHCqYeomvhpQBAO2ebV73VNFp

Oi4EAvWSsAl+q7VoskaYgpzxF+R5ukqP0xCoumIB1BPJpOO3Auf/DkbWQBAPOCv6vjt1FrkWFvw3

oXBTdiQ29bsNx6zi1YuHAKUJ639JczKzYLpmNEA+X8HWzYNt1kuDeeZpM15ck6P9G1CP8giSXiVX

oySrhLsbd/K2X1e2zjq+3lnzHPkoI1cRfVxGWVP0NxYDMExrwF5H1M5SBEgv8x1UoA8l0rMBj8Tb

6FRu0BKYNh3G8p2KxSug5PpAYF681pWbBwypTPPFjodlyVo/qsKJjVCAtY+45JZQwYmuNUed7ZZm

wv5q2d+LkiG5xs07xA1HQsRGbYSpAm9f9xP2ZUSsx/SmAAekJ1VWc3/mUGJTuJESMGAxqTyXIkDG

JlmUkFYRu8ms5bptBAFwgFjWa/A1MOTBUJbIXwQCSt5+BIfqNoL+HtBA45d1kMlN1OQ8/ARIy30X

y7yhW1TvYMot6GJjWWJfjlWE7LjI/k6iRmsRlKAnxmCUoq5sCX/ol5pFeVdc20tXYE+ASBC/jNkU

7o216WD8LxWr73ImufuRFSY+aQbECAo0DVs+UJBqOcVUj8xa5jQTNdS6CIhrO1kjIo4BaOlPEZGq

CNhEID7/8irKXjTYy/HcQ1HnMnKGWjXkMMsaEamGdhFBomBVQaFitV0MQaO53JJWynHmFSvDUFpa

29nFaGbly6JsSjsdl/nhB40ikbkqkdhB6OXT9P3akvAV3jspZuUim+z/LCrdG+LTnPLOdS+QNHBo

8fnFGpd9Nio3zaKZ6a0coRal+3B7NjekBLiwGZDBSld7B0TG9lhw+edCib523X3jadA3qFdqHmSl

jCEaJSuGE5dsYnGDHhIVBbM60VmqZyUqbkIU97ouEyqWsMU1ZU8RCpQGihuFGXN1Ii5yGon1Ghr2

FrqIoujMdkCXOJIlW0R7O3VU5qdABwtSsbljehrzHDdqS99wtYdTn3RwglzB8c28bJvRnM3AOUVF

zkeMbeYjjeYIwoFwgj/6PiIt3vG5RzTNOcolMRf9HRpUtxzm6G3O8SPyPdAaKegb3Jy3GaOEVf/Q

FWlbxtY57vVnUmp3HiLuSN5UkjqoYYG3U97RXBKc3KkaarCmReRLGs3qSNhkUtELqHU+x71SzpGY

7Ial6CfRve8Z5+VyRueNyechglGV+aNIsjfvrxQVIhTjVzZe0XeDVtFG/wUMPhQgZV8T8j/vVJSU

qk6Xwh01hGsdeR9+ZVO1WJF9qSnsicKahdz+k/WB7gjlWkU18u4bvkXt23+EjwdNiDLa6PfFu4be

hI3NuBNmHH07ZeFwW2iU9DLpQZeZA+sjXrf4hqZCmdhUDJLxjfaEb0LAjugSLvibbTTCa7siUVQf

3CLHDSh/ASl5DFNmh8apC5sN7sIMsR5iKalNdY/i9BvSkeJ2xJfr7+NulsDH4OkI3FDEuoE9pf8V

tU+bsCU0WPSg6OVSc2Ay9g/fCtxCNZmU5QQe/qsH8ZG0VORclCao4tIwVoR/Z0pKPkLDdvGiw33R

H516GzoX/jAFGowGPnVfEpz0LMU/NRM6AbGeXmiO+Qb/Y3+hnce3qCNsDJEloEOWbovk1Tm/zQuU

0LQawUqTwZipJEVEkEMbMZVTe4DZwnWAk7bwg88Mtl6sVDIllYMoNvW8JTlhB/kYPl2xUTKlWYhK

Cms+RCjlH1Y/S5AgNPM78hJwb/f+zqqO2pB3Ap6DfIg8B/NLah+wWUVakJCmEuRU+IQu1nE1XYIZ

GUbjJhRLLEaKDsEXfqluhC9pCOyNC/qdd4s8RuF4JGEEHOLN0kBUhs9ivDEGKxqX1MTrY4tAKyXZ

BzKFvnpfP6n8uuItSGzMBKjMv57W2xxaMPmAtEQIxyLIPJiT38gjb8L4WS5Hj/SQdMQsXbxCb4cg

Zc6R5wrJ5AQWPqni2wSHwEw4H5Z8w4I2O9In0pOANDh57s+EVGRnNONoRFJ+4vr9vQbotgFPDAJy

DU5fX4uihMCEp8IUphqNNY1SvMVYfqSX8g5VvqG2Q3lzlmwvwmuVVY2QHAlBBAofnPFsSNL75JxR

INmXBVVbQNXkJk2FGjifL5vrFjAqMsi5wAS+uHvJZdmmMZKBF7R/rM3nQvp4IQLnJwCIFTPiSI4e

qNuHKVhtUIgTqjcfTQhLlqCUmxRgAvFS1/2PFqhk7UIMjJDZ6kBAu1n0fBSkU7Cj2w7/wxZ1Erti

LTis9U61f0ppY8IFUJ0MMfiKdYu88MsgJMvBEf5l/rDBfoeINJ9miIv2J2YbWvbvSG+Vvw5fcT6t

pcsiDoIE+CGDbnzsRtLnhpAwAsZhVOLCXIoyWgIFJU9N83+GCN5mFKFLQxboPN3PnTWRY8Jt3YyE

PHmlWfwSJQJaRJcUGZoeJg7MCQIYpV30Tc7zMtgwZkW9j4MGWwRFdWpJ+GR5q+JNLEJUUmS0gfZw

azsMXtQ9NX2LIuRSOuPWXNXms9ZOVSvVEsl9jIAYokLEeQ8V8ST9uAPqXNLzRq6nwySbpKcWhkqm

nLzmxVmjiJOsqXap8l/Or+vNW7QeSy/jV+bnL+jNGJ0a9pVafnlJDgV8Of5Klm5xkkDrkZOYDWo2

vOFrOChZkXZjxovbbzra3JT4/9W8Y3RfsHiv0W4BK+/NIxwkxkrmsCZjGzXk0EtIviFRMl4nXJge
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0B8xUDZKLNE0m+HxCYpHhRJvsw40nNQfojSO8TCcDYGU3xFKonAfZovtvoKWfQt+I841PvgjJXtb

eddOeynP65HzTjVB4klME2VZ2jxVYvUaxtSYjYqFIFeJIGuhMyTZsJGy+Utk7SR3BshYQrzpKLn5

UiTjig3ZxZO4JpKa9SkjyK4j3BC6PoXlG0eAkpArGywUXKgErl6R2IDk8b6HNR24oKDJGkINAKQ3

V4jEFtcqyQvMRWcoNvEQ8cX3mSbU4dKLL3SErHYysiiwQoeEiHepEvcIbaUCO3RXBqz8iazSMxlX

FcEpCidO9ureYykhZqGM9EPWgQyGIwNj2QZxaAlAWIjhsHJOLBML5NYnOgZts9xCdDBVNkHSFeQI

blE7XSU4DwwGLyA/F5aUmi4ZlPOSJNlmnSZjti/TUx4wAA5pyiuCdWkTp5RGhHJhyTjO8ZN8/OgN

SScUkKshALyBT4JoFcVFgmV34zfh6TijT6BnnQwLZbMbwpvUcjuqO5RxDiNfOGBR8RyEzSNpIJlv

3gS+C2KG6UmO0qMC4GBR+o5DcpL80xXhkrhgp/U5BJ87WOvgAcgAHvdJwhsqrOMJSE3EcDtb9YUK

Ji3ozo7zi0mj2eccQ6iHuWxoLXoQNDdNw0BuvXoYESU+gm4a3JMbfASjNlHwmMCNcMc0xk0yCRJu

ilqTKNqdPKLTJm+xcTnb6gYjYNKxTYJJqQgGLMvpb5pbhmTxFlJ4bzj5xTCyuAF0U8wVaW8BOmVj

FVKRgoX69DAawmGlNZTYCFZIwFggN8TMWDT+iKJDFErCqmryqiTOnlFmTUW+fgG4tAPGApLWt6qR

TwBnAMfXFHxYMyrkoUdGdr3sLIcLJcVFfDCJDihqS5j4XYzawrObnZSF0234wK70LOUq7VMIXSJH

EmTZ5Gei0sslsOeIxtd2ExE1UcWjSAoH12Ub7CLmLdFFimFWSxfWnIrUshAZkWcbLsudUTDKTgb6

t51qLRy4b6PKoXBuQedi9SMWamv+eZd6hgKW5Ovn1pAMvOoXF/Yhg9lLtOfPQBIjw8s7DmZZPAUg

oFxX8Cx3GObNRYphpnILFi+r016gDM3pzTck3RTUISr6HnK+WebFyO7xbo5d52Ns7wsjM3PJGvu2

mrwdV8rNuZHyrBqgJDi7ot9TFXzdKk4DOtdht3I3Q7ZN1gh50+71zUK70sj7S+7kRTF5HI2/FocB

GuHRZHbzTt5rimj4aYpvqcffZTc+Jtrznz9MFOBG7SUVpsrXARZJQH3vqdfZaubtLvt9mey/yF0E

wzFgDcc6ncXyEU88AcstLmr+0/1yieSTnkJ0961Jaq9awhr9eKAwpDFp39PNKmw54AVmGyW2OmCw

FTeKTpESxpXGtfuqHD1SI20+pjM0vfsmkbvEn4FrjNGVj3Nk4MAcZJEk/sKo/H60FGaxR1XGfDEj

WnwRKA6redNyytbSCQpCE+60TfMWNh57qM1vKAcfaamY+ovT54lpvxFNiFZReq3X5XqjShVTI1iF

Gzn5YNZj3ZCFsnQAbM7BVOf2jZ1k8mYSddjKVN00iH8dDPpD9aXGfYEqhrKJwIXAbyln+NMPA9X1

P+WDAa0rhsh/rQzlbLdOwqXt+ab4euMDZPNrZviMMR+kzPQJjZPYMZFxEjQ3hyK/7Z4DgsWNQxYL

eSNmrBHKnDfgkMP7De7M3w/70M+0+9w5kbIShyvlPi4Ge7wn9h5CZmx6xKVpplrx2zfD2dA4sK+T

yYlp0uKhfEbTxY7upUuoNQh2RP4sdyLWYIvtd8LL+BQzqhhmDUDRO608+Nwe6p97zTL/0xJ4bY1V

y7eVGvc+0NczNRglCNguTyY60tWyT09cX2h7tRR6/Aaq9fLQjDnxL9SEtxmtqhxufGr1IlNImXiw

stFaahnbEhBFSC8kfdYlxyZzUakU4pl5k+TTqZF/7nJ8Cm498hjFDqyikFZH0F8TGHPALpW25L+k

thYR4ojsD8drZqcaYhd6grsZTeyXwW6gl9k+3jst+D+Xt0M58q3L7M+9gmW0QiAthtOXlIpLMZWg

p0pG8wLSm3kFC2KTrUca/aUm+AfIoAOjPvsDTsb2Cm6sT70lNvZMg28dRe4s88Y53Jah2KE61iL0

Syojvl93HoZwgymd8qeKY3NCAa4VRngGP1KHLcjOkqGasVBYW/cThCQ/XPZmM5QAdPRKRbVQ8SgX

4Rz8hlU3LRpEh9M85nRwVe3FbSM4esA5t/lTi0kX86hnCztduyPeH0UsOiXuDqX/ekpzkKwaGfpT

nk1QvyfuJ8c5Pqs59maQnZtGBrDnvBZQXlAwC774Jzm8pGd6ID8humcyK9C6Ib4M/ng8hesi8uff

jI8VC/6aACOa85IXecfO/SlAhcOM0Yt7UL/tTn3rNOR+T36bEnOvUMAV2NTLI+EZq3SUt0zjCP1M

wNLr7jHdCxJFljYoQOPOLK9Z2CLZLRihLoTjZXEmC36hfgCamU/7pwOs7lBc/JtVDgSCC6AVe+NJ

ThGU6dAQypKYHdp4QGfrfjA3JFX7glMFD6moGPJBm9ORud9xjBwi6YX7BrZOznoeI6OmXliy25M/

TA0HrO6kXAwb5ONIUoAA6C1rviU6hj4dDpK7cdOvXEpFMnjIUiQoamhwWfBoFMYAsDNOFukGtp1A

hpZ3lh+zzJoUmQ8rXDm6UZ3HC3gN8EkVRM4XpXCM1PobfFki/jvLUWryGj0AEct9Jph0+R16l8OX

dkDgGzK40J4gc+mAHxZNYRbAO3hIzuPoYAfFwqkJYbOp6pEENQMvuR+4pl+CSED5wReShDYTM6jY

tnpgQeKZ8l4x4bd4KzO0TcQvioAIrYuXVBSh5DrAx1QpizCeECfW6c/HjgnCcHD3xUI5KcCG3og3

HLpv50J6KoC2TDLtD/7MePbtRQ1iC5w65OjbzdHBWO3oqqjLp6RlR3wAku7CB/bnjiQcDOiAcOLd
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nxOErpJ7GXBNzRndFck3bgfxcBR2kHDcB/AmrFkg6OFL2FF9xeO6JW2+wT1OpaEa9bdUIUBwBc4c

fnPzhCfyRwdM7FzhwR1n3aX+koNBsEd8+n9V5x54Zugw4KVN+33Dfpo445Ub1qRxMm1HPzqBb2g4

HcfqexrxohAvBHWPLZjq7w/tPkLuq77cQFDypRI7rQk3VIrRO4jQ7HUcSfM1oQTqpkeUv4FDFE/b

7HBcB5Di9IQkWvBXOVgthDM7AK2MfRkbXV1DyxwcYH8Ni1GrCFjop3IaxPD/vjwHH/wk9UELOdn7

cfagqCzrbn9k+T4XKUISZFR3RC8orReOJERz8MWBP8lJc+8dSBHuk9lcWzxPt9dnP4jMsz1Z/1UJ

7ZpOStdJ6lyELiz/gk0dPVJWfd74g7dD66Fzv1Z+QX3eM+8u/+ZfWL/93BIkJC1saDUt2HMAAKQn

AQCIgiQmAAAOQm91bmNlVGVzdC5leGWkOCSIjL6++9o0437/fu6tNWietGvRRcmmsF8/lr0QhCWv

VrTT3lEvt1JI+WmmiS0waZThAm2MEDHtXCMO2LE9Sa4YyOHDG4Q4x4+ePHnUZHhVExmFMMLqTOOG

2+ImQ4w4jwQDbYCDk1xxxBrkL7/f/9++3UgGDb5/3SOd39JJmdLbZZ4blzJcy5k8d8V9l8l8F8k9

Fy+C+e5l89/AVfwJ38BFnd2sjkjbZjSH4zK/lxo/6mtxb8wvcD/MYzdrA/xl7y1J2yURk4ozMvpp

RJNCjIJyqURpCMLeUhKDz+se1YIl5XkJ9z5oAck6o4kvQ0cTJHsbKOMouKNckMLbjE8Ee5se1wwW

cIBx2pbeHEnat82iTX3hVxRVweiyPkfaR8johkboZHRRsjiMjSBwM3K8gYS6+/dtos/JHG/PbV7a

IcBV1Su7ACaOA45XZfXAV07HAWJwGQ64Cvro4D4BwFh8YCvaYuS+EcBx3Y0OyjgPgnAWPUAXGWiN

04scB0RwGR+MBm8YB0ZwFl2MlXRwGxOA4/6AHSnAZLscH5+OA6Y4D2XYwNzHAfEOAs/o51hHAez+

jQ/hnAZP6AHTnAch9ADDOAtOoAkTmhJKgJaRVJl/PqlYpGjPRXz5lbHlaw4bFQkhY16EzO+HESgb

ZS9OE5aJR/MDo16FesD70GA07TLRKdOI5APcrs5FTiPkvCGaAPo0GpGclRrnyDUjPSp1atObLH30

QBbVbKY2K+xA+IEwecfzZQM2pxyMndPy847O5RJTDyjxTpZR6p0EJ1TpAXLWtTA23TnBd8cWfHnz

NtMpgn2mWvaIvcQUI2zRfzKMyhMrbJIbZxxfnRxeuVF2n6hflxxfQKi6H6hf3uvqdx+gXLUNRfma

OGo5xZXLyPzjJwjJxSQ56AxqlYFoSBVyVy8z4BVrOictXVGuNdPc/dp20R52BuShKK0y5voPAgZ6

BZno0La0Mu7NrRUZpA/R9DAsy1GnyvFxEGSOPbSU59Y/V4u5Dhi1UHarh/fKYj++8XEGBl2b7ATO

9X+CO/1hr8w0HJDcL4d+6lYL6P9IXaKhbHRrAebUw1SK+1SUUaTqiiwfOqjafKiGhGRM/vjLrl53

sbjmPnI37K/NkquEkozPwaMxathle/xSl2rOfnTMm6VRzlMMCsqe583GT+9mqn9BUPQdUanSoaNT

oHsdGFI5yrXRJAyp16tFclGomwRRiHLBmo6iXTKdLGRopLIJwPR1EvVASwNYB7iOoljgIS9ycdL2

EfsdRLi4HlgePGv8tHUR9bI8hHAaKOojjgJEqx7+hjqIcW/NjX/dx1D/zj9BHUOx79U/GOA0sdQ7

8+Q0kdQ38+Q95HUM/Lfx0trPscBm+MB7P6AGbclzvdkQP3SBw3BVpgiXnRk06MysULNi15Z0gfHI

idv4cTTkTbZGn1z7YEeGhW98nPbIgF/fve2Ry0TTtlSLdafQN42kqj4TMBhskBut5SfDio+HEh0d

HEzhCbu5rs0qS7c20ZCmy8782hfePoXbhGDy0Z1T3tfbDzzrm2+osKyD9VllJfmWIqYKcWLbEn9/

OWHisDv/8YaL+PRm45hvyl1qsIrXLRJxO2jcs/qI1GW46CkdLKBV9riz3lJlxTw4pcZtlrmi13zB

P/To1dyyynvElOSMp5M/JNC3KS3ddr3lKaEupTNvEMwCfGfMvfd7Yg6G7eXLzTmXbVxOqck65/FR

5tC7Z7Uw7N4wR6syqsj1YwXSrgU7NuhV9a8PTbq2NKuHdvGLd6BKD0Z+WjbjbDcdCBkKITDbbMAd

rzVdr5wbXty3WQX/iZZoXsbbuKmFhGOlZMfvcDboczxhOs1BWrkaNbH4t4UUY7rvw1XDuxjOwIB0

nOLXP4U0Bb3sVBkNl8Uc08Vw1TilrdO7LZad4SgNBcivWN1OoLjm68NbmHhDmHhKpF/6OXzUZZPV

vgHzqnCbV/v6zhRUGo4l4d7bRrlyrc+RwrttEPgv0vbrdAZTb1eaxauJU1ea0GNwPoDSG3O5U4pp

MX+80n/Wlx+hRrHRa/6jYf9pc6+1/rLn+RGyRcYIlLe/5iJTnftODb3NtnoxyPGV5vVJfxk47S9t

h7XKvK+mTGX3oSW3uLdqKKYMW26tv1D6dQfZIxstG0IKFmwCnLxBp8cvFx8u7/RP0XPfIqdLlPFM

djEQ/80W+L0Gqovjnv4qGGMhn+dC23/6oW9B2NR/JYl1OSH9O798nWGX+/1TyenZVeaWWKgvPqOS

Z+61Itsdvr9r+xxbIRWbxRxHr3g4vXpxba7CAGAtd0R7ub6t3VwpAuWeVVDu2tvbtFkWmbLRAm3f

lv9A/W4IFq3nLNOoMigi4LHgDarQYjMLIHas6B3LRGizsyWkdufjPbYkMsH+Eju7DhxcrmImiA3n

Ix7NPvfn5lWx+XV1jjOXMwsgfJEjplN+AOTdRI7DHv1s/GbqMISn5+nx7Wcr577XVcsZwEZrozlj
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HJbc4pLY3Hpw3c/hifbjt3OzCHNkmfQd09xaep3h1Qqxy57HixrH//Qcrjm17HmArMrnS2HUwkFs

sk+VgmW6dALenBdNSTZD+Q+U/kh0O4pdA/CtiafFjnojZf8p6LpU0VgifF+DFQLBX17eEB2Kddml

cdMkAdIrPxrDsGonJT6FOQSW8fk1yrvksBG3UqIbpdrcZ+2cj0qOwCscuGQUDto8Chuhr26O2VoL

P2J/YNrZBarPmYR0+dsGNt9HF9wBfcf6RdeO9ds9STSG50BqVD9O54wb+jdZEC3jc6ydPlRTIL0T

vlPQzjYr+Qb5aJdPaZOmT9bqXoanz3vBtwjj3D16m9/lwMAp7vg25azHLKHW5ZjanW5dFU6oc17b

FzGfgv6Xt7AMNeASSfGr/bKuW2eYR6ux4cVVY+qwLx4lzvBEud0IlzvMaKO9cD3wA7wAe+xgNd8Y

HwAB+wAPgfQB8MAfBAHw/oA+MAPigD430AfwAD5IA/gjgapON+CL785F64iJ4S5NL+Mi3OEvnBFL

jXvCwWedjI2hcqlzWDUb968TeJ3fukoZ3X37t1EJGX/UH3hw+jVJpOEsDG1/xhIB/Y+/dyhJj785

Q8U9jFaNevDeVNx/ThfB7GF8H58L+bL6frYXxfz4X8YPySB8YnHZ5pVeOqmPpOsmPKmx0/8cGxZE

nzba9ZHedID1VQPJcBbqfA15R6fqJsdW7/kRlqifkTHXTy/yiZmEYJT5XHN1mWVVszvbY4Xfty2L

IzZ2gPY3BWf2HMZIT5Ocj0XcajdXUdG3gAqvAWbk0nqQxdIu1zo5Uv5EcptTHwHnjAees4P/14C2

HRvPWI/wC7LLTPs8/F7HU9rrISVIayEldi7XIlUkjoayZsmcF2PtGTP2xCoU6ynbZvN5rqcFq9E8

DnxqPtectg58V+4drNDoz0Y+3+kswutjxnM8QF6NqqgPK9G/ektBf9+R9f593yD7/cgf3eKX/7us

OgDiuGvXO9atU7a9eJxfmQX/MPjdrC5eFBVfkERFwy5PozNvMpurFyZ3rnYndhcWx4v34qNe0ayn

lNevmd52NZ8H+PWd58us7z9Gs7xbWc3/PrPg9jWfJ62s1Uapdw9LVkQj8/Kblq2KzOtP93Wn0DeO

mpCv3pTGRCuiKtDPDKLRfPXin0U4hISQhZkkDskN6dxnIb7zc4r0bcrs/GQGuVRVXRpFLq11YUPc

rsVyHjFbq35Yj66DUqdtiuK6J9S/Wqw1x67/jlpIpfoONHuYLAdX7O+/mOVPxG06hxe/2MYB+5yc

XlfDOwnla4dISG/KpWxkMtbGV7TxV0OEwxb2J0upbkdqhR78SMtEC8ZtVnfDtjpeXHJWbWQKx2Sf

bKe4qySx24PbKemtB4RROv/QGVsP96B20/wQO/4IHf/KB2L/yy1E8FR4MVGsQyhnIMlZg69niwJ2

N7VheKp1JMH6sQnxq6yA310MUTRr21e3mVYG/GgJeHgf7EJ+o/9oT2i0EV2pMevUhjMaGK94TOmv

G4Wh4Xmfyu6B6fgUqrleaO2E1PYheq79UL1LI4wCVrBYR8TzkbE0JmykaUI31W2WfLkNhZMCsZ/s

jhOn+UJnzMaUQukzKe+1PloeXpBOA1uOVzGnGdy8fKbj6MpadXKfP/uyncfnykC8lSH6JxheSji+

7/sF1ijVzPJKxWknRtaACrlbePA6RCK85HRblDa4zkGq4Vncs+ccsPzFYVD07iBZod4a+wWHH1kW

0XKQLMdo588BThqgOY2avt+3K7jFVq2dm6Lz8UvSiGyjbvnRhvxMHL80yEHvdEZTAzZ4kros+sB2

UZ0hzO9AG0jAa17axiT/qbHr4DnEwBkSfYHdX9eL+Ie/56t+9gLYHW9aPkgHZHB78+Sl0Lrjwv9I

XKUbAQWeeBY0HsIrbDSvESjypQ4u4RWw2gwEVtP5bTordRr/RKu5zZecoee3rpQqeVkxED7PFrzn

vA/86/fJ2IonQvuaMUZU8Qj4tEshzdS56/GFdiVehP12+3JYTNnAX/HArpyrtvPP2u4Ffan0Xqwg

LP1Dlq4WZ9U0HGFE+vXWnFE+0UvTFE+5aDbiilG51nSh7a6QRjdj+FpkFqNIWC50+j7hBbg163Fn

YlVjcK5uELHWn7drRRhlR8HfijqwW+qQycZ6XEPGD7+BZ+B4n1Z7TaSwstDZfWN/X+CSGLOkJMKb

CU3Y5p23T4k1FHLdI/vpAJLfFtZoJaMm9msNUPydhHo6KPRzrPx7B/qM6E/+4RtCsVcRCUfinwup

bpPv3TenojG2NAcTyegec02ejgsTq1fJOJlht6gkhNmmE+UpiFe5OkGndoiNRqW7++8VSDEOE2Hi

GN9tHRmbU3MKG0xEprmEwb5N8PZZXA0Ikpb++XrmyaGkMwFW47p6Cy4mnMpwAt7saYHm5T3kCyF6

14gLHw3h7HF3nQYaiha1A3tT8H5x89GzWb4hPPjVLea9csxF+7rSKZsO5GQnxHOdoOEVFA+m70ia

cnoH99a4kCz1BmcsYlmLKttxd9CBZwpM8PfXRuB1Hb6IJR/xXxYfoiy0+7dEeV9ljNb24f7T2dag

l25WL4zA/uAaSgWa3NOfGk6PUGlREX2bQyIwdoKaNamL9cV+im0lhoeVZhhHKMx3MgfSr0aV5cCz

PdyQu0AkH6EFOBZtiyHReqfHRdyzetRfQpOPrWebZgDPJQd9PYi9l49vaIw+ncR+49XAszf/v0+y

+bu80nOJbPDDFH2aFfAszslNmjmeCLFYHwFJ4kh/+HHv9/5A/PtByzSgRu695hYkQ6pHO2S7y/XB

Z+cFjpxegyidtR7kx7twiTrsjzDY4U/ImuWZ+Pdwrg7ibXTdkaLaGyBGu1rzkpgzPo0F2AHWhAy8

Mv8ExpSOQzYwIc2TVP4E1eAB8kLDXamdP5roFm4PTHmrP5fn8vjsRpwsVXoQunIzndUSec0sqnnI
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m8kPJWsDAxLDSafUWek1Gk8TT/GpJ88SBkS62zP7Mf2z6zHWGUHfspsBX74QvsXAlZsCzVrkyxwL

OfE+pNIlusbF88IwWI9/bRE1bBZ+5cojeOOF7kh7YD22LgGwVRHsAzRxSbv2SRpEsdL2qyatuOON

b8aNZU8Qn6OnGU0hgjvZRfulvFwWo2LkvMlx++9RJr3hv8/wLnTtSd9/63qJeqk5dqNpJ5tdrye+

LnnLeT6iVAEpuW1sCzubbTDKUFwo2/hjGUF596yx7eS19te25JhT3bHX24jCpXsm+W0KTluJNvZn

2uwGx6E6V94YkrMmPa7RLbXfRNKMHJ03KA6jWahDavVo3nejb/GVwXwBnuNgK+PwzZjC5g+cydPE

LN6dIrVV1NGC4CnJbpT/ZDhVi3ryxlsjBejNbFn2yqdOtewcwzyJmwxHcj33A960e8sSnGtzBC4w

PekrZQkS6HZ0xp4Xc5OFzS3Qxz7VlN90C7R9wODZwNGZO6v44ed5As7U1ou1Jj5rPSvbAfceCXcd

MbvBw3MMBX93XIsff13uW3u/YRkff+xxrbjeMN83sCzDpi4hGrQpRNKNe22EgMBaMVxlBGzWXu6+

s9hTnC5TWAaNr2zBcZwAOhZrjSQyNuK/aCu3FdiK7UV0NKXRYrjlGTYvDSXMiXq4YTvXwMvccfRF

IDxsEcgnrwLPInX9uOP+bkWh+TkVSyV5FUp+tyKRTuhNidAcQg4mnP3yLeSZRSLPp4k+ZYjcuP6O

IJ7MXIY5REKDj28zXZodG7wjAyNNIfLFyrz6+fJkZ5Loyb169OGka/tlNzHw26Vv0F7aZVJj9fMl

pn18yEFvdIEvNk0UkO6cKtqd+VFVVGevuMrEQAnWvGxot2m93o+3tv8uBtUUoSGwi3vqxsHhIFT6

mEtknl+ZDK6xAyKf8H5HBsvfmYdxmDM67MDywFVoPcseq07i001V9XNmmBIEZRvYg4vW9uAPuEw5

h6y93v73r+CEAcZG+X56WQ0I0nzyTQuc+9CMZy7LntdJhnbwoFmCK84PurH2XH1w+15MeKFWSYMm

d1zQhFiyQhqXM+y0IYyyLnmr4rclyZ7nYnud+LlLFuU+Ua8qx2P8a9H3EEkYangIekZhNDWvb15m

FWmgyf31MYhNK3RdqVJI/ayqQeVyfqXoIzlkPKEG7YYrKq/vngRBotEHmiJAm7Ulh751SfbZbnoP

WgCdoxbyEysuuwo54Nou6xPeV2y92hmAzmQLOYvJVCUHeJvgDzyKU17ZAbYNksIjBZ7b4Zle0XyE

4Zg2rSsyS5wlH99l5A5Z+1Pnu3gJfpUt6H6umjqVVglFUJBG+PPqdnHaHbBXs/wrLQwtHpO/6rmw

6lwnXl+uUrWe0TVX6+ZKXbjpf3ClzpFIwj8wxTPAyjos9hrPe8iC8hGQi1nrqYZQg1UB/TrnwdV4

Pf4ugauBPrkGpN+IMpCta59JTpBGLJzSSmGXNYJPQhY+sqr3yoG2HIuPvf8ph0jA2KKSIoo/gbeQ

QqziFMTQiRQRN8HkNf4et/g2xdthgdkYKQQSsmv8NZv1MN72iMzPfajbTojagx0+oQr6hR9bHo21

S9bh7bBztNvh9vfGTeb+7Tp724fPfCOqZG85j+gdOo7GAkPt2G/u724jYf1sHLRL62JcmrpM0WfE

GDQXZ2JZK9N24L5rxEKbtBlBti2S0/ARsb1oHlshsu9ZUGAxRyX2+dPFJXPmi7BdNDLodTuW3ysR

wXcvVPpxfzT5WbGhqRzI5KiPbsV86e2XliZ/MgTn+eiPqijQmOcIBXnLEanZE6flitDqJrDOAmoc

+ejICjYHolek+BlgJqGxj0TzvHLPyYS6FCBZ2RjxaNi5o2hiYZ6HUQLN5hKapPaGpTMO5sDNDsHr

FCrBrrDGpyWNT889NqhVuFzlfr9GZlsNGdlLz57eSVt49cCbibM1xqbQ6GmIgC/TwHHZv75cvQqy

aoUDzgf9dPr8quBFJWyILPZOF1kCL59dUYSnO7h6pz3Jry0OzFsLJl3TxTouqNclZEzwkxOyTqjX

iNYxDd09UwnXVaFwDkCkzwsvdfGDGqAPpNpnUrtUv8rf5X9nQGnsfXePvPKJcHamGcsJ7tE+U8iB

LLajV9vTYWJJTWXM0Hte59CgsDL3CLFI2Qi2imDQJBudsDMR9ZUDwzM/NL9FHI0xpLI05uyCXmYQ

PCAe62s0kaUhZB96RpgizYWaiQ8RgB+TQqiSZtwUrIbIPqNoUDTXZwIn8j4RdlJM9orY6ImPebNK

nw34EIJMcqGVPtcLP518I4i6e/uhdr5aw3SdUbcT4G1hWvOQ2igyWwv82CwlxJaVIbzANRoNBAE3

6CQ7TlCcP2aRNJql+31hcfkTafkdcA99HD2yCT7xz7DGchG7zkUm2XfEjFberjxX6It5ce+FHt2a

tuDrYrfWBvfmzMIKVWnUcw0VtxCRGiC1zog2qI2LNjqnz0KwGb7lUvkaTyYQo7ygwxAoL7B2aNYy

ygMbzI1PjAOmMptRgroo5ng8dDtBmtwik4yhdKqc8Kg2f1H0FLPPrrYd7v1MI6vUaF4LyrT1C/b1

pKle6rjMM8+gvBf4J2oMsDS62BwUhsPg0yuqZ5b2jQYcU+mVYiv+vPwEj+/rre/3ICU2ybFJPWGi

OihNoAxXzo6Rdv75iYEfsCro07YMyuHWwLMucxIVUViXxjn07glpf0/J0JuneNnrzCNvn/FEh9vT

SFWm+iFFKxxrSWpv0DOsAvrjwe9FFFUbrP31OggeC9x+SWwSs5Lyt+FYIIz6fmtzwEXqlfuxruzH

cdF1CH+nOIZcLa17eIVqg8RBSPTw4FmoP0QopEqk5yq3ucGk7T/0/Kh7bwDvcN+fz8B3fV2TAWgk

TY2XEdK/JH3bH4vpASObYIUb3Mp057u8Fe3CY3aHq+a4iEhP5afcpKxjOl80UToNUjxnulsO0SNj
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laMevj4R7FJ3amVE2aS7jhe2xpKOJi2M6VibLhFL90OVTcMw8kFotsT6uf2Sw8J1y67HsnhNrB0a

ssnpbDRGXeie/J8RZQST9kgR95mZQmK3ovjAgOSGi+zBdvApzCj2RRHFPlYc2AdeN45qn76NvFdo

IZrIwPLZag1DNmY+7mINNqjTedATa7msDou02+kO84su1iVxq1/W09Z7KnvVr3b6MzANtvArXl1p

DLxfyl1oz+2bjtE4vFiDMfTV5xf30pS4qk+fZoPH/ENIM4lTmq0IBTcumwZYzPZVT96VXiq3ZdJl

v327v1N+IujvSiP7/Xm0DGoHSOZ4tRamyU2ZlLTZpL27tYRG08YR1pCMHLwan7PtPiSi1NFI1AkW

aOd/g9qhx0IzSWCJNvTjilTobFJrLNbskY8GmEYF94MLPF4n8FZwFOBNhvHF6dHGUTH5OZg1HUwd

zxBwXhgP55w/4CDyQZ0nAVQd0nGW94CvulYQEuuVqTcTScUr1kaMyUkfyMDBVPHeosmwu5D8M7DU

4JO2J7vhv756eB/kRinysG8Dhrctnanotz4OAv7YC+GTDrScInPOk4Ib58gdr/ILuAA3BPCsZv9D

AbDU0QcSdEzeMjAp0nNHaWRrqGpnCqwhGszSbRw0NWnw25SJgzDn+SlsjN5ZybkVQp7gnuNqTBfM

3IgXaMyrqHQRNQYZCwGQsMbIakshxOgKoL/XH2bWvCXW0nB5GtlHDRTbki/aM7cu3Qkn3w6F4hBJ

83uFc3TeCnqizdyST3GzefJv/bEwgwf3AO9APl40XCeuXeJaow8TUlokFYzg0HCGg2aucjdM80/E

N0vIJJm/cj2ssrRnYeIm2ZNzIu8SjLmUdFyazUTk/0uHv9smX/o/UuOdr+Y+uKh3IczMauodsOY/

1lQ7mQfjx3a/kFbr03rrHO5DkFeyCdNQ452w5BAbBOnoscJIXW3QfTRCwc7SrnC6tSi4ZmdXE6jb

mHjcmAucEapScB3/ADIVqSH4CMbRrVrECarduhXttY5me6DOrWjF3FtW1d4L15gtGCF4h6yG9f30

iECYlMrImE0l1IVdod+eIXmQEm3QbVdcF+KMvyPs8zvry0yBm0vyNm1XtpfmbPehjpt3rkjseSGf

3fP75gGRMjR0uIT/elxiLxS9zFYXc8IjuRhaXJJQzieSSU+pOBuKOIdNe24jYEH4r3DCZh7fPsnQ

HgKKDwclhr3CkcniulKxQXlZtis+WrZ6g1AIsnTazrI4ZFHqI4ZGUVu6bMvKvFRXyLEkV9QAefkr

ccsk6D8GGbXPvLJtFutKZgEabHQmx3AJ0RbQaR2ay4A5RqOfCYQXkpsv1gx+j6y4Qsw9n4OezCFe

tk9bAy+MkXoTpSdoZwZezqDLici6enhmlAn5lZs0inbp+NVp7gO7Kl4n5ZqOrKTf7mh3YneNmaOs

1Y1aFGWv4ykNim7Mn9zWjW8GoCnvyUKqfZOV/BqAwr2rlfqFVe9hKG1K1GVNqlqMsOPenna15Wfe

U4qNfnqoYuNXx1xtIqttdR1nJ9YsKd6qOpxHMSNRuawtZ5uqcxXN4974a13Dndqz6cl+c2RZJqbl

mYO+1OtVrCegauqJ6B5VVUYLRjDN6vrkiV0Rsdbw1Nw9CBdh9ymdXjr1veuHW9e519UFFz3X1wSC

q3LzAh+TAQ/jy+7tBEE2PUL9DxeCbafdlxn54zenvSmDdPuye4Qu5jU6QOyYvaiVKxS5JXtErjbZ

CtJ55DMLgYeuQEQxw+GdwbZq24h+qQdrWroLA9uNCkZu6AyrFVc3VN4NdmBA2e25Gy5iaPbcj7LR

dFtMhgo9tzPsh2ryER45iV1UInLxhGEbOEzxX58oaW2rRDW53t3we/d1+XwDmq8Zw7/LXElrxTMy

bp6m6OZzelH8YxopRd9Z81DA/ZLgkLahsVtEPpwpLkbIOUanWeWbVgUXbtWQ8+wXBdSxtWWKPhKH

usDRk5sjF2QsWvvpuAVzGsziLc+B+0fzxj2NETxepuj+faol3IqmrCiXJvHLCiCQuUHkJC2FEEhc

qPISFkmxlcikDdeYJNWwVz8ueVX9frfj5D50YDxOOrpXkVXMfW723pu5tg0QlBU3E7DwkKjCwkTp

Nee2SRCQd4J0XqjZtNxLDqfbOZbUmdSx4La91KnCq3FuzepBYypxxF4jOLfVKESmSTdvWV2YfUxE

Yz9AGUGgMwH1lcvAVHMZP1ClM48tDMB5lDMg1asyYrcn9ozIfWA+lwTrZ+gaAbaAbaMrpLvyjtof

G8n6jQLYB5YNGg8smkoqNtANtANtCG4D4MxqlDHKnaIWIZAxGRcMOSKmSQC/nCdFZhYeTrGzf3zO

YO1i2Jyz94i+/+b7Ve8RoGruQ2EiQ2p8fWoVebTRrK6qgpT1GYSBEJa6LfXm48cIQWDeR5Hjb+83

J6c3I8i49i83R6c5I8j66ftmouCSaPfqBnfpFx4AjKBajlVln6SqEFxIq1eouBbxO7Dhjd/s0Pj3

f7MCz8x4OR9EG4fSn0nnoL1CDGWxv9qa7UwvOpvNp9fUJxeREtrxOKIeLvuRq/2rxPfJ1Kf3eR4/

2LxP7qeXT9ZOm5HjJ71On5Fwn9xOo5H17JmHluivbvh+PxNXxYgQS88SrucPv/JBlNgRl/cFJCtr

k0YNdVInbHyQllxOtd1d6IYC2rQqPXt4PDwzMOT41EHQHZUyMs2l7z1t7veDb8G2bkvDwVWzN9nV

WyN9pFfeY835Gyv/v+I/l9swqL22JzxwuJB2yEoVEA5xxOusamGjHojaoefSYhX1wHk9KFMvdkXE

c194xqocUiGdzoYNdM+OAkvhFiHXE2dHtrqJlAQX80u92qmGJTPkUcxCmFmVWZGO4AzsSolWOP6j

IHC5hukIGaxOSLuxb5AHD1yGRAby1U8/84bW9QNnIeJrC7PETFESvH2IrqnvfiGv8ImwkuC8xDPf
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mK/LddVhJ8pC8KOwwpjqFbopFHXUIeJuXRiZu/ffXt4jr0PIrgurmnhmuRtBCD2T4+AhTK1V1Xi7

HDlGw/m0W/Y/JovQc90eeq++mGdujy/PENaI2162ebdVEqybvge/zo+cy1NfjhVernMeSb1qL5vs

I3QID92/vs0xVXivjuQNX8RUQ7V8+owun5gkguiADIxgEZPLVnUAbIANkqAkkhXdnGW/qyJ0SBFn

1pAjK8Trf+vIEZU5v73I4sjDMbM0I+1JRWCN+1HiQtDDntF4mn1Aec8NYBcno1JVaDDINzLsuPcz

Rk2j5mkI4fMuYFnqRCJ6s017JVfva4nXszhCZ+9ru7eiJI6UzHu6YzGNCtW8RDME9T5NIKDbNUTB

8OVPAzWYiYYcPzzH2zf+kE3rRP0hHRWmve7CmCKO7RrEdIZyFLOApuRCqdVAsz9GqNga73uCuvJq

8L28wsf73vxO3tmRvjv7ePf70X5XJiA0KsLpXIjneBiU+NTpIHxHhnfxR+JGcjp/+CCGB6JeSnEP

936IZLrYST/rAz00Hn+BYKx8lEokiXLKsu10a6U7esEVzEIJY1OhN2WjLseB5J/In/M8G2djPBEX

XFGAzZJFLeekeJnyZTLvskEK8Fs/AgTYfx2fjjEDE+aq4GVcmxdauMNth3TAsYFnUxLtaiMZfuIr

i7cXjjxlWv2BhEUWhWNJs3dx6ImpaNYIsiyW9yS3uEt7so3VcIxSGXUmf+UZxyqejoxKiKovMDA6

foKgLhe5kHTChx1Ei7R692Gc/POdqI//YhCyvHlgFytiaTo5w0qIzKytZFH2eHvhFPcJFMRVVxQr

3S7zLE0lsbEzMs5f7AzienDHjfYxnjtsuMbuI2R/6OxHOUElvrDutcJsNK7Co4NiZ2HYOV8vSFLJ

S2/amo6PE1GgNIVIiu6iFYIOWYRZtAkTqsgFB6uQm48YTEsbYCHzqEozjWZRnfE5xcctk3RqFcJQ

iwEoRYkk7JHSU7n3FiZiUZn6oKtKN8TjgFZLAskqCncbXOpDtOGFdqeOnpMtoNqdr5GjE6PmzVrK

Ibs4lMMjsQ4XtAo34ol09GgbVLibdVj75c8jZ3qOlBHYP5FqzVSjiLMzhl+bS99MIJ2dkvjOQOTT

ATsg2VyYv5UMO6+C8cfgcfiNiB7V6T3ZIQSwsuoyH3LV1OGkqGcGK4GJz0Kwj0yg0cDdnKB3SxRO

8G9awmJsSn1eUjbNJWRmoKNvXi1zJ9e518a5Y/Hc93HE2fXuSE3DvDYqr+YG4P5uimHZHjwNwfRd

0QH+X4FtM3J6u4VdFxR2xHfmlCSawPTeYXZegXC+j2SqUeAJADkLQ9iHjkGWsEKwZvDTtj5ycm0V

/2Fa6FYH9OHKlXD+neveDTHlirwELg2sSQ1yn/kimRfOJEEA7Ue3f5c2KPonovxR85/9o0gi+gWb

qRbvqQoaT7CGYcL/ffa+8bpuTQXjrI0PNMvobwdM9EQbFJxLOZafJwBaCA93y9dBSHR9zCNSA/sd

YrierYL0RmOSg0wXb1KtyECtENa94nETtiASv/MS2LyC9g0xdzkg1Ll0CMpSMLl6G7thdvbqmL36

1MDPeAUyVpF4o7sajbwBKp6KQoV9Iwo6NR+S9+ld4UOg3xEKlIBaC+KjAs7un9ao+5T/dqIxwKm9

OljsVYSTAuJr1zGzRkTpXUdIulJrmG3It8OmwsLNzVUZlXVU1VBbr5SrBP5frjjHinwHjiI87bE3

GRKnfPQqXgcayMuuyTd97gktXgeiS3UlFcDaTWGUlhFHUx6NosRfEOF6xZOOVPVHp7Fa/ueoTKfz

uaA86JgbqgVlCe7Wr7w47eH8755hfF6DjDNEH1JDdlma2H4R7/2iX5wA/pz8mXFpIFZ2vjNH4G6c

bb8ktz5ynKb5hBSQrniSU6E3SuTz8WdbJM7FAI5yiyfdEzuyw6jlWdiwVs27KcNImKDDzBx2w8I8

Lb6WqRhmrhj+rHRuxhS2LAl0YfS9FHWH6X2gQB35pRxfmlh9lxTmB9QH2dQkurhs4MNJG7q4S0Bz

V2GI/276X7Qt7nG7bh9LZEs7QnDnn1I0+FjI1TRiX2s26U3pTM5zSmlGzPzP2ke42FvBtgy7tH0w

TfXk35POIebRfmD3u4MTSqbfQLMpjjQX5m5dus7GwfmmxiOgCoOcDhfsW+kNKZfmicGk1Jum6TPS

qgKmDu9KacJuL9X2QD8lllRxX2Yo8Rl+6VEdK5IoJafkPsyXgsr8qJ81YHhTrMITzz31WcHmdz+V

M1CX9qPcqPcqPcuPcvSgLZc1bFZTu68PiNeaXH2VH1qTUebkoZgMyMp+37EJdOw/4tSON6t/fZc7

TGg7/iBD5ns/Jq8shmvqRf3k7XkQ/3vQsgzsEwa1tsUNluiMJvihvYW4t/ftkHEsYkdvT2QzvZjb

90eZNsutCH/+34Q3XDeYXRbnnmvpopTwS4hAKGyWBpx7EB5gWTPLmSG42hG/97sQ3sggtdYiMxlB

JZcArQjUzp69SqBwhInQKoAVbdQiEdnrzCdZrp2gwvyXBBIwlBnl1xch7cMJbJm8UULk8oWuuYiH

kzLN4aZI4WyUOr1tCBb+qFzSi5pca5tSueb33yicQaDlG1iaYo8oUmRNtp/sh5i0eVMgzqTsM891

jifyS+McSEM64zjV1aaGF+RuhuuhwG9eSD9cYtxnaQ6Ime1zlFZr74OfOwr05+D/JoFeS/MHuSHv

YDi2UHsp3HNjiEmnGVWA4q13eFO/9AtwGZqta6qNzONc5xAOq7d84YgwOZIwOCk3gk6Pt9KZq4Y3

6Yt6XqW7hjza4gsGVkHtQDzCrqurfgpV8h5XqYXQRLntXfMKWjRed5hdBidtRZoicxqcTQKssbv8

e9LI0EgwThzDhHXu9BgfyYvP4/QxvPnH87M/m3P5tQqF9oxvqaOhnFOjRTinQG7WLzC/Hnin18/2
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V+nSmKQQ6Ey+GUgPn2dVhMs699MzcfZzKVY3SroGTykP8e3M3Hm6NOUXod5YGXj6wH1iIFeEx0Dw

ySWsrs2PZLjSJbHykNd0jIix7TKPDSaKKC9VplyiRpftaYTgWnNj0azKVRskO2ZQn1/vEjTyD8TP

vbKOm5J/3wjJNoSkU2c7mvNqu50ZqE0OOyWsXujNDCH1gPrT6Qpmxw8/sGkUHfPiE0nt6/Qm6OEh

kYFnnvsE9mkstA2bPcua9YeecOC0Z9EIRb0iDZtGcREKxcVaYbz+ggdXy2vjvpK+O2QmJ8b6/Ha6

kLjsly+e9onjfPcKa9sefc8rfhw/DIX0/QLZsi5/t2b+K6j7NnS2aH9TSqu7htOt7hLe/LVX9/+P

yr7+OH0g6jkzl7wmcmyUD8f9tW7Pb4Cm8Oq3sYyfsBNo8wvxNyYHTsAbMn+U68m/na8N2sdbX+8G

Ucp1y99I25DiPMHc6dsGlsSUl7tDZwU9zjYrqZ0cf4YMbRd4Po+EbHb9F42CSXHRRX2pMIN1bkl/

dO8HZnYv4oITeqsd+hN/FR1GFg6I7l/WopM/SPADie9Wu39I0oUbHGNolIN2xPfPEdHSB4bSEZlb

nMNYQmDNebRlq8PyK4U9ItTEflGU8CfXBzJd/DfgLoZ2Hgr0ZUabbXW6+HiknfRmVWb2gwvhvR72

Q9k1D7Gawvh3RItyWwoccEP+Y8wvh3k7D+G8RlToTdErq0HQFq2YfWx90q6zlCfsfy6c79jwDv2P

A6yWN0JmGp7kZI2slB2SyWUKo/yh87JgrhKCbCsEZmMtxT5Xi2kHMTiZJna+wnnfwjRLDQN8uUyD

YV01zS0dX+BNwZvTGcj66nYeBf2oWSr6Gkd/DJ7yGpuiln9I7UuoOXo5GDUguyXRzLTtQAuvviNS

1nAVRjiuwH3PBZbePkhIA6J5hYHOjd44kQW+1PboIO8DaEx8uHeBdD3xRmOqAyjaKBYC1FWxoyz9

qzqTIDO96PdrYCbGhG3Ijdf7hJzxZ+ATUmPf1inM7h2o1gpbxISD9n23qlHuxyDg9tq4Qwldphi6

aGZC7/AgpNMMOT2/UwsnDxOSZgeUm1Lz8hd34l7r8vi34t54KeXNyInCUfngpWpqJ3ibY6kWUoTN

O6PjbjiPa3L1nsqc/u6ccrGxMQYPrIKTPujBsqzm/U6VaTAzUnVC3A95Ie7keyfR6ce+zKDbj3JF

MJ9ATO7Um8Un6Vw7/D5nhGxNsdzj3NB90edvCkhmNWWbqbN/fUmIG6cTgXE1o1O9H0Tm3EhuJGtS

Gs2C3BIhNw2Tgdtuxo9Q70OQLXELmmBkbQmlUjO4OXV2ibP/t6UmnHJw+neFw+SrnnX6oLiYNbl9

5D6e0GNtQGqFEMSIDGIsYOXHkxcklyX07jX5cNR4IRNiQkCaCw09jFXU6aWZTpscb6RMQdzOm7cd

st9fOmQHKuSJ8x91NDTGnXTgItZ0zgkI6DzhBKiEFcEkVIb6coaYpTT+PhSBPZ6utVNpQzocPxmL

nKmYk8y8JLhvKJ3znwxdi5kNhTo96A3gI1407Mh7B84c13A+6AM+HZnbVTui5JJTcdCHzb87Q/RI

pE+plAMb0QeXuUjqGWHaaQlCINnMR9aUKlLjereYXN2ziZaRIRRUnXP76TCE06TWXIDD6WDAzTj+

+XFf6dW/K5hKIp1sR92pOypB6nwDrHgt4fN0R0xu3QKcKnhncbb/B0hqSdh817P48n5dHvXDvm6Y

7/eVHwDv95Uc8XD6NeWSxIpJjfbHVYWOrgnp3v9SjpAySqsWEfdaEQLoc7qNHZGuZbvfYUwyK1FV

dHqsoShIDYWj170bpHePf+Jp/q+JpvBnvA8HU6Tv/BGxI/5cb/7+V4xUm3S7equ3oZ71PGIudoC4

SVghmhK3ng1UvAhnej3DBibse8736rvboRbzkW0UvmCRhNhwgvMezlR7ILkxga8sbF+grzqBXvrA

glI1WSb8TUHuT2r8kYIO+vvu0bbb/37u7jx5ldC+XJRMswsr5fHlz5F8+PIkwssw0vu7iSeXMgxr

ucTMeQbRUbaScUTOMJOTVNU4lFJJtuNqtqKMKKOwTMOuyLMOJqKxqIJ8SiilU1Eyik00i1Ek00mk

k20FolVEyyj3+//7993ElNIlptNt5uWOS66y0SwDTW3W4QDR4UQbAUUXAXa0YC4YW24MUW4UXw3b

b+Am8OA3q3r3g3l3u3i28lA3gwG9K7u0sjbcjLLjDuD+vUly/XE6bskdhV1b3OPJuPDujL3lvc9O

7xNQq+Nq22UuRCOYdpUGYOT9DtcynLmecKkdjGgtzaBJ8AG1d0pc1n3NYH3V4gD7gzIMV7DCCH90

r3CPYdxeQVOitzd3zVYNnteIhSxRBW+acm5nC9GXZJ4usDib6oKXJz4AdG8t+Lq0+8NgRc7UEu8q

TOFdQT+sixhDxDp8NiyhP3bB2W+TD3JRpljOGgRdn3vhx+1xREf9tcJ5My1/6tCymtDNfUFoAl3w

8djS4X+Ojz0sSi5J7XrD+789PSjShLfVzuMPsXqhK5adyzXtDJzkP5jbKQ/lv8sMvsYEEckePPxM

58fWgwsIoZDjutGHzDOdLxqxAYYdQTH40eY8mZ4oJ6oXNKi5VnueALmrhv8s+kD6hbwunWMPOjDu

FMPzJ5Er3CU5DwRdbXHYouWqGE7KXnIZpSCxNSui7lJdwXHP35zLGVGrTAP5huHPDeh2Pv3JdjEu

Injn8pwCRHjsUcM4FKcuYRwz06gZaS85c43jhmPOGWN2GWIabuAGZu7DMeoGenKG7h0XH0mdKG6n

8xrNhxGJ6vru5nuNcke/EL1Lpzvd3ky4jK4dPeT6CsGqBPLnRuZ3mItXU1WiXaq3Y2H+aeGjElrr

yhFlXllYJQrSuHCdt+gGvyNrvnjy9mZHqrNOU6obJa3yMf0Dk064wG7eiubLgQqu7cMoW+Mrbm3H
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alHjx5rYVrdR81p23OnkvfQVg2F56WvwwY4jvSPuk6Npqk+nTjXGzPMy7caBvAaDlnm1RF2AvSM3

4gSdKguRO/+YTti0MRge7UwLaaEnf6A8nfIKgkVqMbAcpCQey5SekGynqrSwRxozZElSpvUnRE67

zBKRR5/hPYiMz8NW1CM49BY+kjMTiHTwrCysDzuNQ60JF/RSGwK1W/CDhbMQ4XOfNRJL2FcXYPHE

1Y6KANZWOg2B4c/MknEpJ7mxhynDp8Gn0zocLPBAdsGYkbuc7jRQSiuIjx/1BjxLawPZo8QRnhzT

cEK1cIc8WFrykoaIGCMDPE6eSUzSRdyU/CHYvfKEO8WoNtpBE2r16lzICVAqiwMSTjtII1lxsj1J

i6E5lwM1ekqLQnyOMljodZ2TPBnzc/ovmng6sd3w7l5QWFMtZmvTnDZUtAFZ5hTjc+ZKMn4IW+NA

3YFofjzLsM7QcSchLKnx+/vcfLqY+0Hm0Rj0mI+tSKGJPZSMGJBv+NrN8f8vMmapuQBdAcR7cS7l

+eFurRs3nBZ7fcgVzzMbQMPPDxmRX3YjPLhrhjVh+zirNkyht+Thi1kUZ9A9SWxJ9apq9kDasQr1

WzVJxwaxxsXx2QX2Oyyake7twXHbwXWlNw8AE1yVXDLvSn82NWaa540gc/z3dOWLkdhB513Ew5Rf

0LzkQulgEl5ZEfDlr80dHxeB0cEM60hZW0ed8I2j8A/Wvh1x3D8EOb0xtPKHXVdpLPFAFLDjCyBY

UM4yEB4x2Yb/uGnUloOnkvuqFc+ngCJNhBLkPkxHrvmmkiwfKH/WDxkM2A/o3I9U7oakM0jxtmA8

ZbKIKSQmOxntbtAeBJjMjjijOVIn9G5+AIzPNF1ydAMjoDkvsb4lyI988KPx1cMD2SIe66xZry89

FmhxF5AWMhos0Hg48PcyQ0HZFB5jqXll1+w+aScSTufSVwRxTpiwY0mZHQ9aaQ6ouX2XSrjqlVVk

4P2b87vI94Z/esK9KIcpshOKVR1ysmZkLHqDADyFr8w0l31b1RR3tUTJY1CZG0FmJD2GN6sdXWHN

EFVlGIaKTLuPpKrKlzdY7KqigAOVEMPaYjoo2WLoz9i3waSaVE7HJtfdMIVA1Tjbp5VsUXLavumG

lf05QestIM30hZ0amF36MKDBnGkFSGHlN82CU5caOJGPy44PQZS4HGfiNDiuS6X3rTqSOc9ZIRLp

lz4kDLA6Ndo77caV7Eoa+hiNRz0ahpdplm50VwfmPsk31OwZv0XpQncbt9E2LqDiIQ1KoRvctLeT

qVY8S5geBqVo8Y0tI/3+XSoGaWLrtpXU7C6jdaQL0To9hhKAy3COzLxEX9HztCTV9j5Q051Sd+JM

PF2BJhVWqiWVuVLkx7egGsmeE7yrNynfmY2oWkqZe+ogw2O8zcZpEEH4pn0H4JlWVBW7AHuYdW36

BTenI5IcstK8m/eRqBY6OJN+yhcZcUFPKec/TKQZz6fMEoXI5EuKH502BD3cRtVUlUQz6vq8TqWc

85JJVdcV0Z9kfPrRnxxaZZe2ylvbjO48iXN5KXUszVEOBXDzbP61gxPAe45hIFKd4e+llXbQX5Qp

mPCC5y31RNa3Fmlg4vHp6ofZpBT2/ekJzd0XHzyORuirt+zT5gQpHJpmOCam8Ju3yh8nTkTIxONP

iaRTEvrrkEpvT8glHcVywu0hm54+bmWZGi1PmcCpmWKOQ2WsTUdzSOSr+HgxW6HTlVl1Iy0CWI2N

XDE/T5KIDrj7Irqnhv4OC2RCeB0Y90bhMdgtkjhilgeMAyj5dddgMtnt2kmWTY7OBBLJuyC7mktE

bA+APGveCxUrv6leBUr9zgDzc/gslK8AeOMlcpRfGli+OLiePCXxbPHxfHIxfGni+NTF8cnF8ayL

4wYvjXxfHNRfHs4vjm4vjnIvj3EXxz8Xx+VF8e6i+PeRfHQRfHvovjolEDz2APOseC5U93Snu7Ur

eKW8+pXQKW9CpXRKVvVK8QieA8FqpXKqVtlK6NSukUr6RSt+pX0qleKRXwmKlbJSvAqCdopX9BSv

wEV8KPUKeyUrs1K9Qifj8GxUrUn6/B0qlcKnwNMa/TJU+4Tp+qHn5JedJ3o4ddU+LUTj1GKWJa+f

IZdUwfWKYPA5VKUEQ7ynVFT+Gfz/EpT0wipytyVPxOsyq09/jD09mVNZoj06Q+L3h8XlD4vtCpgp

FDO4jZOVNyBH6gJux3eBWIQ94IYjj4gTMnE75PFr6PbZMt0FVm+hO6XCQeanv7k/v7kvfGF2OzU5

RxNcK1kA+pa+PPOXxYso8iIkzD0Z/UtFdM/iUeNLiOhN/G9+5JP5w+J6GwRHw2ER7MXKCtHi0VSq

psrkCzeA3RTNeRarEWZEm2jJVbEu2C04FiLPwF2s/AQtKIt1DRTvc0l15aB+uhbzNWJ7GyPTZnp1

Z6dYem/lh2JmGHeGWt4zye1w9EZc3WZ2tinit2OZF3HCDwmurPcdjArsOOoW3jM9d4m2zPk/Fw9A

ZfrbPye1JSPX8M6x2B6Z09L89ME6zVx6as9OcOtPFnpOwr8SSPTOHWyrPTHVhs/mZQRt3KaM9O1K

n8NeemRKmszh6e6PTnz06D3+YKv8S0PTuCpyuRPTUlT8SrPTmipgsj0yO1zJ2ie2PTaHp2hy1OQu

VOZuVnjk7oT07lGR687SOV018z6dELQmTS78vBa0lVfKlEYxNyrcQDFHu9hb3Na6E+an4eK3cYiA

6ClVZcDFwQhfozvmIzuL10Ly80OnivGPPs72neGmR5rlPNwN61GXa3w1ZvZjfHZVkRWJrnwZAViU

f8GSFYlH/Bk0nSbuKvnAxXEY60Hf7td8ZdFcJRd+5PdiSU2twZbMeaQRH3BEis9+OPWsZH8RxLVi

+aIiZHxdVrybbYs8R4hVuUpBOQZyDSQayErIN1s2Z7PuFs3Gt4ycVPaCXjJyNbrdz2vzszrdLMD9
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4MHddr4Ne3jNz2vfxLGtFjl5WlbUv5XxfC7QZ9W9n5lGfWPaCaGf1x3SSAvz4mTrogF/JiWOWICt

1W8OKeZH7wYO97Xwa1us3h8qexrhY5YPN7XXjXZh8C8LdPtOSXPbnw/2S/8RGJkG1Kz+LK0RGT8Y

9jELu+NVutZ2fsmj4iM+c109Z7BsnUqY+RSbq9ucsxLQYfgwfH7Xwa5ur3B7H3w/eDBZwdrmRZrN

ucxz4WtGFy3xkZ1ZuBbnB6SmRrU60ZHLN4zedr4EQa14GuX7c+FI8TjljfYFL3Ccezrm5tue3OK6

8CuD8ZGPEKd8CIS9ftUDVj4MFuq2/ap5b6MTI5fxyPNVuO1+jExeXBH1px6xlXLZ02WtaD8nVZI1

yzQt1PtEKTZ/FQsVPWIUizs7tE5lvXn1scEOpyz2JN/yNqVMlsD02hUyZ7eTxhuLII2s5WdJT7ad

IhW1YROoLOZO474mq+fqg5WOayaEkGX0yZhnSQbCr7Kv3uag11jX2dfvewrss0dIvW8hZV9jX73s

a+ts6/W1+97LMZlO/IY3nlcyZ67cK5mNnlk0qevJdZNRoa/yiBfEDqeZ88PoQnfCVPWeyJzo78u6

FqaEe+WhGbWPbqzuF5c7g4Y/O4PlzuBoZ/SJW4wNednU6sR65jwYKYZx7/MprNv2Hz62xr+/rvH7

Dv8shjtNZuCs8x39da1vf5Zq7lXnzwseHJIOVPMoM9PWIJvzyRu1fyewu1foVzsFFc3OTHS5Ndab

8RVOvU0v4ipeAPxJF3nYoVLvOy5Cpd52CEe7ztfuqlvA/dKl88SoVL7An/9KlJ19uZ94BbeI2m2x

9wlmW7CmfcFUgLsapzY2d11Y0bls8YYkovyqe7uErRv32Olh3MMoMu1Zmo9s5WaKCCHb8i/NWluo

8fCr6k8GJEU9KBJySID2iLBlBseCkU/P4LNEQplyKvquiVHL2lLdZnR3c1/VOF08ZsV3SzhU4x7q

Nacq32YLuftYyBXpULRb5nZa7Tyxn3eHgltCKy3pZAcBlmQtHAxkBOPVIK6L2SUvcKpepC9QT+fw

lYpN8sHidZD7tKM8zNJ0MRG6Ub5n7yH2V2h9cecemypjohxh0W0rq3/rzkvg3tg1VbvsNcJGm4zK

S2mN0L8c6EkZ4uIjON0sVGeLOjPG//0Z406M8XSVU8qsZ01xrZ085fYUrp86EP/W+/dcbkr0pcld

m9/aQbOGnVU8re6h7ZvdTY2K6tJ+NqqSVSyr91COCu0IiK+p4MkK1Jk8Gk+K/VdUk+wjk2Bwk+aQ

v5Rb1muKJ2sYWlLfdFyvPyr3Izvy0lv+8pzQgRckClSOUuF45Sl2T0lEzsFK5JSssiY2Fw5UsT0s

sPQmMOwGrP6rVMPMnOn6B+mDqCghKT4/Y3dmXHrnzRp8e1PTKzw6Ze1x5ls5GgEtp0dMEBVue7aK

BFwXSZRpmpPkiKuGgi/2mVyEP5ra+L5ba/HbXdf1Nr+BFbXfqNrvFG16D7za+ErCbXMb95tk8Jdc

qVuqSq7ZzNKpszhZaT5TccSxnh0lVNH4bMB44WCzXiz4nJgM6hNx0QPkC54gXGqAvwyBc8fgrwKJ

xGnBfh3QLvNh39o6fWIvG+sReL/cIu+O+8g3d4O/Qt4mPV8rHq+SptJfyQLe2uL9G1PixCJ2Ih17

KI2DrbF7YbWtwlEJ1P6AD/Pxpw2WF3HvQ4ixHirP4xcyHI2WtsxSxe2e1zHpi/7gBmLE8eVsDx6N

SGoxa7E8eZsDx6crOjUu6NS7xR7vpT2b9S7FaIYSpXRqVv/+fETSWcbXBN6vCZVG/464KqT9jXB9

nWfe7vysZTGoNJuXsB1Ur4DmdNIc3irLdaXkU0NezssTrYe5tdTsNTifyodtR7Zd4pTR32RD7GyD

y+Hv/S126/8tdu7n/k12OG39Vt/34bbRSv6ClfgEP5dHCFdFw7ZwuHbQKcNnh8nafQTKqSIdiWd6

It5W0B0ls1wtSha4Kx7/w5dLT2GazguRQmnkLzUEM8hm1zm/us2xUp437CU8X/+Sn0U7+mlP9bmf

qOlzyjls167lvKf99jmZpevzM/2B+d6+fUroOSc9/dGjeSP0W/RKrB1/s6Ldg6Te3wlmMeV6KVZl

YpE91lMeJn+vFLAzAWLEzEUsjMhY4E2BFMgaQFMkaSFKRksBjzMzMxThTYUUrjLhTGmjRlWpmopl

TSopbGbCluZuKWhmgzbgzgUzJpnAH3HT04WXwd3wibA/CJwxaxd6iPF/wojxf/REfgRURv0IjiIh

vOqjdGjeWt8aMwclRTHGjpg5u4A5u3c/RsEdDfltW3iiXti9072ye6hNb6fKBaqk1bNU2Wt4x87G

uzw9FkDGyJjb988HrvNHkDKx67d9P9cY1tsq76AvRl7R9QD31dtltIL8e8KXwxjWuQMte2EwOI/M

DiPtVXbZiYdGWprLOy2NdKhf9tlpSgHJT/IOl9g2wxmG0y0pQmYJRk4rtgF53DGa7TIGbaShImZ2

Mz7ucVC3VzeGNK7LIGb6SfK3m4zuHU0MTo3YJdbNK867nhf6Z0XrPKu5dZ953FFMPAimiCJ6EIln

zN5kE7nKGYdmaARmAjW6zUvdOceuBs9sJRRao3e8GfbFZch+Plvv8tlX/Myrd6iv9OlXi+Xus/+O

D76m6zeF2m95NqUO/DYJQ99kGzWU4OhfbFEWdQUPVlDw9XkpvvQbi/7wNPydaFSuiUreqV4iJf+f

exLv0DVCf6Y0xlNq5mTbh9OK4DtniNhCgOqxfNK5BPA/isrIo6v22oHQB1B+gHvjoxoQjGPUYLXU

xlUv6wbk5yNAdVbh9AdwHVjqbXsGbqdMOjy5mjNWTPXJnENrqM5Z5zU4nVw/LOH6Ljh+Q5PNNQH5

fTfpF2944bXesG8b/fLvEeeHzeXykNsAH1f2i79UC4fS/bKXlHeQJqP8JH3gFbfcI87T7tSt5yuq
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iFTyJJfd317qXXp7nOpdCP5tRH85XDvDNsONme/0BlxQhPuXghB7S9kBLjldbeIPXl9e/sj3KGrD

PowtVsBPgWY+kC6ti9/HuTS6yZW0xttLtzUf4xviPsyMLsT9vmjRICSwctGnzuCSLgZrGi3Jmyhq

Y1+0g3Q2Xn2a2Tb4MgPMaks3Fn+eRfLhT1CjYOKU4BdR/dE7Cc9AT9peCcX8d0QtfMcOMH6En7iw

4n+CW++ymvb9zeprfokrPqoDjrG+QGsvE1v4s6H/uJr+uJ7879AT3ia38VNchx014v1k1/6Ji7On

NNuubRkqtarGg5Z6ZgnG4OnFaiVK8ncn8NzfWvhuXu7NPdEue/j1pnv486Yga1jJUatvP4vGGV8M

4ro/XFdHyd+Hjiul9gVtuABX2P8RrttaBXJ/xmvjcYZVofsGv9kV/WNfntABXQ/YNf7KQ/rGvzzk

OH238ZryYFeS/iNeV0IFasP6zpRq3NvNo5cYYq9q5bUQta3TFrqx7jBt49TFs3GD0NAOsWw0TnJG

h77GH8R2SV2MND2h8L3VHtqw3+17PDTftvZtdZ7b2bXTe29m1f+29nzua9t7PnZL23s+dj/bezaf

L+09nzrv7L2fO9x672anDZLhz6sffwNx4Xy8YZY35SM+SM/abrwuTDq+k/mOekAzof5TnZ2wdntf

0Dn9pwNmHb1XUfoHP7Thcp3gbN338pzymVAzq/5jnjvtP5s8X9l/NnlUP5n7m/RMAWonWbDAXAnM

5uDPC3uC5vpeNOIap6hjngdfvMVd4Wj9ODm+8cfXBbB8q6awGJXfXB6mJnNoNLX1ydHRdjSgpuv3

hpmJ3M7Wz1thr9Syroub5RZ/m5v0zJV9NY+xn23sG/9fP/qnuxv/6x73eb9M9/Wzb43TQvrDv7Of

/h4wMntfzuFT7WtbJ1Ht8KmTXe3wqecz32NLVItLU8DVshpAx1MZKhGVnqY2E2QrmuNpj7LjaY+r

4+XbYw8U1wmq/k6QMlo/bYnkn3tsT+62vtsT+6qPusTnc1DE6WC+2xPJ49DE6TH+jl6yOY/S4kvt

MbyLL+fiS833P8/El5uV+6yPJdyhkeTffbZHJ/kmR5Prbvik2VJVHivfVPYW7zTq36DVa6FKbIi5

mLQU4ykqqk2BVXx0s3p0B9LyUB+mh0IFk2g3rWuQMvletut7XxRucvsMjz2e9HnKo8/G3xpkTBVa

J5GtnpUy0YMoyC0GPcCYUtBi3AnnbQYdxtetM0CO2wn+7cowSSRx5qykxM65gOsmtcR7TnM6rCCV

/N/BMsMsevIvqqMq2/ZH9Vsh293bibc7Gy2VlidVDs9jqNlZ2xSgvSUe2yYR2wcmWhOscdHdiXvz

OrLlHzCOUKexv0cpYqotj06liri2NupYrEWPHDMK9DMK9DMK9DMK9DMIgzMqpdThkz3q8RF64jb5

sEK5kGZK5HDvaBXom3a2ewx1IoWCFa9sJ2jnBOz3EbOBPdpQWULY2Hi2M0G18882tBNtTKzjOEGh

6Wj20gb/ER8tfiI38wiSet9UjaY3Nblp1N4QpY+yH39kjfPIFbQGY7WgyfMjg1q70e7cD3b/vj1I

D3Bgetf2D7DDMleMMyuQMw45DxxEP43HIu2BG+Mog0aSNDR7abN/kQb9gj71C8Ui0jkXv/QIv6yG

y02U/U1EW3olT9pGs2RUz84ruyrnwjefSyRl803MZw3MttHmrhWlhrtQteGYzg97Z4+boO3Xb80y

OTH0iNLf9FMP+c1VE9+iaKXqGilyTRTnfQNH2VTyHqmi19Q0fVddvDJ8WIpfIgxWwMVtx1LtjmK2

UMXyyMVp0vI1C/zVL/6zFS9QxUvRMWEgxW5nwmhfCXi5bET/CYPYW9zSfXlZomkqUajbH4TCUuET

S/hL0FbPGGJnS3i3u7hK2wyZltjpYdzDh0new2rM1HtnKzRQRw2W/IvzVpbevHwq+pVDgDrakz5W

CNRNo659BKbbykIhqU414TBE4T7ZzPKpsziNtJ+mGLxPhw+HSVU8cv4FE4jRZrxZ8SJOO96dK/CX

66FvETjvpFJwatEAPNfTg2+yqS/k2rN7PGe2DhUpOjRxqYfy8O5Mvw5AuO3uawg4DMsq/dRHgrtE

cdUqk8GXItqTJ4NJ8hIYH5h9YFyU+FHixQkNiSQ4h38k18IEKmYIMXj8N/TXvDf017w39Ne8N/TX

vDf0xcN8uWfwo8cs+xFeBmLAUsiEpFDErO0qK5pVMmlzu3osQdcfNK4jwvCY3xih3WRbDTZXY8Er

HLgqMzEzCeVS6uZWfb2o/v8Ul7YbCtbeFO6edsm2pbVxx7pqY2AC2aU36htsv8pt/e4y/nm3TGj5

6j2z30WVydtl2po6A6Qy2hmesMl7+Z5ua5tvzdrcGWzavc0cCfnFkCg2FFZ2OdzOu08ytwi7E6uH

cZvU4n6UPhDno2vJDbhV6QdvkDyrW66ZNt3hpmWv00IgCDJikOzoPE2YIs06tz7vadHuX0B3AeOF

aVsOivcbCztNTifCh/UIhy4yN8H0rsP2gD481ynmI0/MnU7YO/t5ck37EFLY6d7Y2ldaVvHG51kj

sf5g4do+OHYl78rlFawF30nrkuWB6zkjNS7ZeqN1MC1pKqbWXjaepdTyoMr3GtnTLAcrCldPnRd7

P37rUupa/ehq13rdvptzl2sRF11t52rQ161umvSa5JrVn4Uzp5myZ6lnXEsnjac+lvdOfS3unPpb

3Tn0t7pz6X/H1x/z+db6WkLbWHjX3XT0p4DLqEQGXmWCIDLzPacjmj/wFbfaLfILG8Ku/dKgq/cG

QVZ4IjqOOrvSXqu9Jeq70l6rvSXqu9ISu/8Gs3J/t7O/318+htB6Q6W7NCW/cLVEt5hHOn/7Hz7L

Ivnn7eHvzBkHvHaBB7nZTs6SqyZtE5DKa2wd6N0VeneZxznXT92/eTnqOLuIxEyJwfS/Yz/oRQOL



Yam_Blitz List 458 / 752

n8D+uP2D5b01kO4vafrkHEAfZ/eQPJ6X7yB5Os9pA8399A/OcLk7ncyGXwzGrm1c4svr0u2zqi7b

qOjPxpnmCVccndP9QI0vshHnNrSVQ4D8K1g2tckq5IdZvWiocSEwEqs/UHkhnZAAXCqdQ9IBWSU6

+46IqSzCPDSS7LE+PZ6WHDh8Ae7Bo1NIX8uLDhVp7kWaXJQ7/qFpdrXg0uON12afCOd9d2PfENcZ

kTddBHWR1PmdqoeepR1meuqH1bjjU+iUy+LFjNny84fL40Zdxd5fFxcumfL1np8svOOnthvew19h

LiJN/lzno8pVZFw+IUw9OI9DDPqrv6mGzcuC66K+cNOqnCu+SGGJ9XFx9H6+PpVMfnqSqJhsuJep

xBS5IsiJ3K0bNTONfZ+JZiRdtgplEd3an5mqtRkuOGDmSwb3Ujuo3WfkLrP+tnV6M6Wb9PXBei9i

CsMBzPiQtnCia6qWGNM+LC8aE4XWgRrZwntjsa7xNPs9OO/PkDG1cJ7ZW1f4uo8bUHDrBq+AbYSv

Rjku90gX3nTHuxOu8S7kV54J/xg/54dQGyDIC4Yx3PRwHkCfcLGltK7Qc/+32FnsrPY6kSFnWQ/L

vL1HQb2JW/1B2tVlpQwrLN5jxIQ8aIeOZ8WFExfOpli85Z51TFqW5LhsYB5R+OYO4cLJXAavP9jn

mmoGN4aBqMfviDcrJeF8giLUs+BSVXviy8kMu3K9ocv9Er/iKX+/Rk6HL9lx7W8KfZ3xU3xIymr7

rsfltMuRI5yz7hBgoJFn4X9kiRUs+QSLMEiV/xFL9BIi17Lj2tJVbw47PvPzxQONws4affGQnmId

tQlsbgzGWYOFlHbX9m98hnmtjYDA8JTA75r1PpKB44ba/GLkOsfjnpqEkCnOWGdsEG/nVFxkrFH/

z7f2GGfSSz412wLzzMsqhI+e44TlcAnJM/c6utsq1OR7GtaaivrZWxGN312I9p7IjlZRNmzwpwKm

ALlwBa4gLdjPaXqcZNCB+GztDXTPJxjvCGLS2R/ldoj+MHv7vB7f1SV44nm84Fh50fe4H3PXF0oE

hyShe4sM8Sid/dlbt7xRvPM0f77BxD/Z84nI2NdK4ChrtXXEkVBVqFTuPSYjukes8KmmM7KKZ3Lo

E6gl3CBLLlieYZ840kqECfMV2ryycjQ11jEFu8u0M23sKvUBOFaMwCZQ4JTUBJDneXZw20RWd8cP

3PcBnTRUI6H00I7zlIR+57kLYqQdDEVPYdm+gjnE4G+1RbDs/92oegkTjVqM7OxHict8nV1qg74F

2tPcRB74XyYgJiP/++iFzNRCB+iWD4cXB766IXsr254xEuABaE66zsy11dq632GZWfOUNdX5/UfI

5AVvCTALrbH5Pf/IviTRc5b5F8ScV7uCT05Kn/orHPN5mnStKItgOjthHOfIqSu4SGM4hRqjlHeZ

fl+f8nmFR4OnchUIVOIAqwo7aYJU+siKno9s4Ndqrus+NfvZWdtqf/vveNn23HbTo9oPPdVJZMkb

+TdIzWG4ydwB7wN8u35dv/7t7rRftj6MctH0ds87175FVYoc1HnuqqxiOatupu9Gusp2J+fPC4ac

E4TtNReCnl2/7lvdac6ZrSitaCJp12iNO/QPfI92M292/uzbGFaWA09dA93Xu4mnrt7pXq2sp0oj

B6gZ4w15DGfLwfLwfLwfLwf38HxtnEaXt5pclpkxNL0+l2W0WPvq6aJbVvH03YV5zB/Q2m/6vfkb

D/pbDaO67dcwX1tg/l2/Lt//lveaSf29I8Oi7KLJ34sxDUk9eCEuxbCZCtyk+Yt3BSemJMmXupkl

Xj0g+9oj7Nq9zRwJ+cWQKDYUVnY53M6/TvsyAGymVsouxOrh3HbanE/ShiaeprElnl9hArSlWZui

3OagQRAF5BmuaLmq5uuZ0LSha0L3x/eTZfcT+VD4b6D8ISk+UVlEEaPbSBr4rRJ6TTi62os+72tD

OqtZqLWEUp5kloJ1aCZP9m1Yml9w4V5sQ0nkFPMrTiE5SzJi88BdFjuf1RfMu/VGM1HQHnqjWBQD

1kMcaHtYFBgF3badlmDkTwxKh9ZSVQRbJkQJx7ROFvcO/Jo5yfhajyc0liE3W8fQHcB40c7vNZvs

tfCevJpW9eNXj12zxDi/9v4Xj5+XFNo52a2ZFdq62a2av+wd7Nb2/hbF5s1vj58rkrUrP8+x+TaO

fGjLV140ZsHfjRmxeeNGfqWPc2jn6a61dfTXbB39NdsXn0136lj+NaOdtG2rrbRuwd7aN2LzbRv6

dj/pRelZfgRilqPwIzSs/wI1S1Kb61uBoOu8Tq+L2Nr9K01rRg9eTKx68xPhcWoo9tkzInSt46fd

zl3BFoylo28mcty1+3L2A5mnMB1k1r53kRHlakzi/NL/gVmAqEjGAjU8VW37LArGWhSNFsVevsho

f7G11I0Uda0KYKjL52MEhtXYChLMxfMZs/mtZZi7tVdqWf1p8/ZlnxpdmVKjXv5UJ8OX43K/Iu4d

3+N+/+5JS+0FTfmF7KQjG4TWU8MUtkp0Uz9JVN8pD8npPepZQTG20pwwSZOWjMpgwuNcK5Z7u5s1

SZ9WhgfpOtFnP1tTDfQT+MGhd1ZsmbyOz3HYC9Ybjty2Sxl8FuO3L377LdWMLm8s/nxb7R87Fmtn

69JbR7Y0lK4Okqkp34gKsan/AONedScsa0WrlwelI9LFiexPSkKSxOP5qXGvdVOHu7xhqTwDGZ6M

BFdoTyYsa1e+I1/y5Kkcv6b4dT1dRz/9imyFSlT9d8PIVOQ67JJddVVKXXdYlUU2Sx3VgFsHJuZE

lxYvjfBDacxCNtuBnSJkAHqKRziMlV02RyHVJfAx9Nksl1eRS+FTfDGGGvXcynhGNw98STeHv0nL

uDgXBjaFWTlbTryucFYowL9yDf3NHtviGRb0lVMDfxNtv7e0bVgUct/CrJeXVsj2pry1nZ0rUOxr
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RJ2QcfP0bAxudG0Cyl+hBR1jtywVG4nTDpOu3IMUL6A7bPjFLVyL3hg/3VRjqr4XV5KpSUMZuYYs

Avh8Qsqv6Ey4AnBE6WxnTKx7xpvB26ovcmSkIFCGuhN4O+Vb3Nb3NF472L47wYEZc2AhFflTvT0l

bnDYBY3LeHE8+sHmLkBEFGvmLADvu16C3R66MequL62Y9VkX12KH2y/UnmmN9U69/q55DB50Ixz4

l/rz+bCnhr1RuYBkx9OqHiRprfSxMyq3D757o+PXjCsKdVuMR1amNpjQ+7hVhlnkPZow89iXnu3s

F4494SlTLzKx9XGWjpzLzRg+o/k8MvNGvnIB7OnNdH+AqqHqriJ1XwiTKfAxv9zAuvNK9eeaVqcu

31XGzc65NG7xWaNzcxcDVJ23AmahdTmfMfP/zN/jbSNzdlPkGVkIaku3mLhwfGxveKwcNWum51bF

A6v7QH7iYuFl2B3rl66ewq2weuXzkaDK20dUlVLKqTvYe4TwcsZJHiZIeYtQrnhYpPmir92OY6lL

GW5utPlfj9J71C0afq3lvzHyqczbrycNpO94uyDtKpXVpdCKet3cFOdCYzsBy9ce5xqZ7ndVtpWn

9+spKoZsZE9v1BbaYIPu6YyrWJlb42ICTgPPoE57mrpO9ucaoQsOIBam5TMM/oEw13D8k4hxQ965

9BJ2+X4wjlPNK9KxLPqOyqyWaXuQXurMnEflC5XQYIY3LxSnS8UEfUm77wCKUbqbJAzpjGyZxnjB

qM2MCtABt6Sq0Jc4taEyjxySnigAxc+4i5+bPn5A5/4qLfsX8EaU9qi1QfNOd/nywC+/g0lVExNz

vEiQj1m6g66EWsfFt7Q9vjd1BScLwcbYzdUHM9wQtudElGk5+fz7xGHTepLk43dQd1W66Fr7Bqxl

b+ll069AbTe3lmRFxC9h5Q5erhsxtx1XYaFiwIMW/6dF+Dnj0GWOA+OhWgLsz2O6rtdYp9IkXTnM

gi7q3SYot6k0tHxGe4bcpE/LGpzs328gng31b8E3F28sf387tCbXLcd4trSVVSqQRMpYCnp6Y1zq

zkfHSysE3WM8HECpyb6dNXUkyrONupfQTsPlxhTkWomOt11glBUsT5FRMZ7dRp1Dj8qNis+wvEax

bGTJo3NEP+LMk0vdNms1R2zdDEXHvlXj9wjXbRWWuCk5TdPq74JrjiMtlArkMzxbPcy99Z2icWzb

KNflsfql6j1YOciLuO8OiF8o86uqbmnO6ye1pAiubR4nPWkpzHU2+GBz1OZFmRlnQO+btTVlMTmc

bEQSd8F8gbnVycSnSuY4n2ijJbs/A37s5IyNQF3nWXj30EGSuQtm3x4Wz0MXF96F7kqVWTrsqtDQ

LHJmqzFxJakV5QyBXKacU0KBGdgXFPq4tocMF75mYhf53dylidfp1r6GI8C/SDl9xoTsXycsddpw

KGReK7lNsdfp7UITjBZ6M4LRZ4o+JqBn0ZPFC5cjDhA6zzE0GGNYE92/uma2hXNC+ywGLE+Ffs1l

XDGJ0yia36HGT4fpxbnfBMxOM34NHQEynF9e5PxxfzvyTph3mRxHw+lh3AI3qBrLz77MAN0s7Ow9

y+77GFwI6NOnxhsqasMlhjRyeGNHzWGMvYPFm9GRjgvd6E9sh78BT3qB7q3+YTxL78UND6wgnE1c

aSqZqldcZHBRjldaOTtcUtazVbmuLvc8CEHndvta6gt4btoSM97mPyDSLPLVa/CuzLQGe2H2rffk

GZKaLcdR7ZZzJBUZsidZAncEM6tZjjirPL3NazsGdm93fE29Bb3PAq2ASWNQNnHBINpR7aNwe6rW

ipSzJpO0GF1bvtmcdVrUWqMObmUE2zNExqLdYpb+eFUWsKEo6uhfe/Jep1Zy5cqm50SZgK+oOUvB

d56J/Fm+A9kFASsrAjU9YRyLtuzGoms+pEF9WWonaI9alehi8YVezzDv5hlo+r8LRGinnVsbrGod

/qYjlPIcjkIjhfEr0Nq0xvN+WzN6LlrInLfNyMRu3iP1G7d/yG7YjdfKbRtD9MmK2j51sWLi+usu

tWNGh/xcnde9561BcOFrE1X25ky5nP4QwNQSffqhO7ONaRLPpW5qgq8ippbjIyqbc3vuyY+6HPHn

AWK/mqwu0b8fUJRtR7ggKXB3+rkmcbVsFM+wRnzh3FDqMtTL1sEB/Fjzx5o6nM/g4LZFrGgEzkOI

9L1pbY9Mbh+SfRP60eOe+09iP0veenVdd8NvkchjaimqOvM8tzMFNovf3OP+FTVOP6zrKeLexbnG

o0IaioAIa5XvBauDX4a1ff4Ee8uKDTalujQjSZQ3BuuyQ5x+TFvsj2jX41cZr8ebDF3V1FRMEB+B

FA+iOB52o6vq/hKW4/OyTDsCpWJDqzwkVvLeHlE05gmfdgHH+lgOknNTDLtm5QzK0YSBm5KHmYwa

KabBqaUhwy7aI8XEOGWue/ePnY7BS6A8HbdEC9mCaltpgtf3YzFkKRFv03tPDfwX3NkoeXnIcqJS

Dk5aOqIdTDYMTc+QfqTPxBO0DWdNAoU3rC/oHMuQ5ISuoglf4h/QYnWw9u8t7nfB2/Szs5c7KoNO

TlzsM88JsNlcG6KfoLTUZugFnCmowU6QtUWBQDUJYAJ/UYSJpQVycA+PgOS7eLLZJ8wRxjOpCuRu

ruHv1LtcLtwO+DpD5FgSGy1B4D1+5AjpYgjN3gDb6KI5/4PqiO+u4ojAHxg5sdue9cn2m5wIt92G

A5dJ1Ae/OuAlvaj1Zi1cdWClFfQ40c5V+xLx+AAmx0pRxOHsHVvxYXb6pLmGfUlvg5DA0lUEhvoF

CAzNsGRpQoBeK3Araivn8cS62RueUt25x2yM2KtlbAI2YlbLvrSLU5kw9EK+fFegZaU3PEwfD+Up

Y54ViGSw+2YYYyRMdw9acA1/RTnFTQ0iWyPME8PsC1uXBmZnVualIqcfPE9KbAszJdSj3SVjYPYB



Yam_Blitz List 460 / 752

8VXLpsHRloJHTCsts3vBWXc1zorjAzCkKyh2ebCVasoMWW4qWh+aOwWyidDEml0aD8Doy7c47e8c

dEa+kqoFE4TFivxPhw+IeCPkLaQVkLZsVlEIdAKyGsmK4w5CuTjWQcJvYL2FUK8YZa1HnCqBxKVs

mkAitzbq3uOkxhrjfJJszEzLP1wE7K/zpIxPurjnr3GsGFfOCDc7CuOdYy4gWb1ywdQTF3lX8GoW

C/lQDVoy7d5b3EmEwoeTjmGEJzuHwHd/SVllSHayxSTSxsRf6ScvOedv5mc87uShRdRDUGdK93c7

T9EqdW6tk+MfvCusPWc83BOEU67pRE6bVUxnYcH5yp7W7h1VqqK3V5/QwB1dZUdW9l33zTK+qHSR

xfRwHgMlpReVDt37zQwMkOu+F87gL38mi8onxSyZ7PW4SsoOecOBJt1gEK+fdgR35g7NHA5Y5+1M

wWjzy7U3uKlc83hlZ9qWOfc8Y8UDdmm1Xcf1pX3W8/tZPmM3l/fayHcEht2ttMutWm5ifWiBIuGV

kIYTbE6rL4MN35vrD8Ssy8YmvYPIfEBX1jq3VJ3/HiA2qr/WGbmVhH7gne2HNn0g4+BiC07zwaFz

AeAF0A+88+LQhjsBWG5+HDn3lSaZWV9wCbKHux0urXOgO7DyH0ur3T7YOs67XPB76d3fy08RgfmP

y42vdBun6A2M9bURjOdcD9gHcOGlYp2I1SbcPetziNa/e5vTjCwZZfURoz5EmLNjsxhfqFoD8x2A

M2ZYJGcFqYu2ITPwiw5ES/el7mkvneLjQzTS+9LQTDyGFHHwAH2Zbnud/5rY1ChBbGpfTBEbzMpr

KqyqRF1pIWtJcjPGuvMmqXFn330n03nPQWqLNVXUOXVZaEACBIRAQiiAXa7d3O17XXrr169fXrqt

SRH3++l397+934Ad+OXfgn3ATu0bSm0zLQSEcn5l2F2/SSmYtoHpI/yUaj8XdsTBeP7VKks371zm

I/p4XFdCifl8qgzcF68zMwo/T/5/XfnjQW+D7Eh1Y/Tf339JDjSUbCYW28fZ23j/6R/HxHawS2A+

/BLQYvTcu/SMEx/G45vEwd/vPa4f3oJf0u65nFgw388xtMNB97f/DKdaDB6jzv6fcglvi/bsbrBg

OFjavFwX3U/YfF0d38ubJ87ricN8PHJ6zVO+K8fRf0nu1f4z83P9mLfm4Wcfrm+z7cf89rUW3zA0

f0BUa1sbGx58az1/77h4Mb6tFJfo1kb+vTq+5n43zVPK2/4I3/Oj76ut0b/f3eL6vuxvh21jSSUb

+elzuYxkb3v8/h7PRjdXdf8RrlG/xp+HY2+N+7+WEE/1N9f+r3sbo+nfM99UbnfDqfV4sb26yk2u

Gjcr9fqfLp43H+Tu8fn43E4f+3bZmNW6u+VHjRqv/rmQaCNvuP5mtkI281vEvHPjbj6tV6G5jbWw

krdgI1TrofTrI2vtfQ3/9cZZ9fK/X6YWapv//Af1+T9bm+vw37k3TnbKZx8pHJ3IxGjwuRiUxO/i

YuDFwYW7W3BKQv8tt6M+P863cI/oonqEfifKbXWCQ0dRBdJnFwBCket/KDwNbzXLb9XItpv211c2

c1TPcC3+jwu7rZTjEI3L062UrMnjY/zTZmtsl/H4yP163WvopCfdAb2heMtvlOTYZm6//fJB4fsc

a2+Pd/7+Yj/9+SLjfNBiI3yQZSN8UH5I3wPUo//vp4/mg7aNYwZSOyvvZyFhPF8Pw7ZmP4PJ8wNk

FynczChylFmYUShhx3z3icmaHOeVm/w+VRZyhoY/0F0p5MNbj2PP5qJsYUpnczRSkLM+VnP0EywS

f4qL88PM+N+eLmaHGUVF5NLiP/NjIR/KgvXjJjClPMzkSFmfveXnKWU/LEhw85+jCYTCQU2DgvFN

qmj8am9J3hU1Nrn91BU0fwXGp9iCmycfiPps/BbfIddp8gpMr/a7NHBBIvd3yOkgj6iDA4NmVZTT

AyTJEMr2WWzlffZetblegzyWeIzu2dkz+xn1GUHlUnlYbLrylVgyoSZVQMr4kflSZDTKuzOVcT8r

9pk4HAJHgHIvgPnZOJwH8Wf2s81kmLAbVn02f0s0DKv8Ah+A+4zJsvoib/9DPys/Cz/kz1GW/v6o

7+9hXf/aZVPfwV39T9/yzORZXnf1F3/uH1eqB35dd+T+/b5nbs6ZkEd+bO/Y9lYd+A/fpOCQkXRT

I9Rn34JC3TcEh9l/9vxTMu+JYs3jmFyPAgkO1+d7E3VM+mzpmcWzhmfuMp3frm9Skv++2LIW77rG

Rg33Esgjvom/t/AyHv7bz/t072evxsrjlHOJKTTKB92svu77BBfHl3xfd8qmfVgg64X7JW9oJO0E

/aovarLtRN2v5nqW8QyouQeydkFRyD5peQ8Rl48gqeQwbN7Zkrb7JCQg+Zn42fgZ/gz0GW7g4bK7

3W/IQa1n9LNCyjb0kkEZ8CibfBG6TPCZI77PnM0bJ1HZdu3ZG32VN9nFMkT9kD/ZbvslF9kA9qOO

1QO1FHalH2vIZfA82vAZL7tQd2pRdqCO1Q+1++yK+1usD5KVlv+wWX2CI+wTH2AT9hRfYHfH4aOw

7lLR7hO0CHaBztEjtAz2lYyjdojdo4ErR2p2in7R28Wl7ZU/aGjWam7Nb9mh9moOzI7syO7N0hWb

uNs23sw/2ZXdmpeySey/1ZRuyFXZHJ2QD7I7uyKfsmrslh2Q17JJ7JT9kZnZdqNdU/XjnWNO+JHf

C074kd8Re9kl3tQd7Qe9np91H1b/+uCv7RFfWCX1jK/pe9k+kvf6XoHvpMD6xefWMn6yi+sS31jc

+sRP1nl3pbd6Bvelv3qwZBvegH3o5OTKbkym5N4cmbnJoHJ51lu5MF8m+DXkxlyYy5MFfciH7ls+

5F/3LZ9ypPuH99wAfuEP7hd/cCzvJXd5OTvKb3l6Ly8jnvOwZTe8qfvJad5XveW/vMfmQae8LnvB
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894CPeE/vAc7upO7k33c8+7qX+gl/6HEX9C/7u0d3NDu4N5JL5Jc8kuOScO8k4d5I4uSj/IjTsEF

M3dMrvQP3oHLjoHC3oU70Kk9Cr/Q9WCDRG16I3vRIH5zZvV8waMWejIr0af6Ns/QOr9An/SEx6UR

elAXpVz6Yv/TRYIKcL9O8v9Sx9O8/Tqb05Jenc4fpuU/UORfUGB+o5h/VCnqXxCmpJv1RK+qcjer

I71b4wLWFf6z6YIPWKr9abgg9c2/13IXrlB65I9i8PYlN7It/Ze7BBXqr5I8+SnfKNP6ZDfUJD+M

S8f5VL4HPH75mfvB//jl4IOqufqr//gpP95RfurT91X/7kH/ci/uBz9xs/cEX7gZ/cl2Rr9Qo/qF

79QEfUTvqKP6iR9QR/TJH6ap+ml/Tj/+Xn0nQ30lJ9LcsgD6Q9+kJPpLX6QG+infRD30Uv6KD9Fu

+il/RL76Loj6Cx+gAvoNv0Hj9Bwx9Ao/oFr9B0fh+g56j+eR/zzS+etvnml88J/PN354X+e09i4Q

7EzexXPYjvsSV7FR9iq+xQ+xAWb1Bzmn5yX85wd85ffOVXzgR85N+cYXzkX5yl+cifNU3zSa+aZn

zS0+aRnzSm+aRfzVP8w5vmLf5iH8we/MTPmDD5gl+YifMQv2xJ+2of2yx+W0/LU3yzB+WVHy0T5Z

V/LEfy/IggsBN2Cw7Bp7AX9gV3YH32DV2BMdgP+wLzsCP7AI9gAuwUnYFr2DkjsO7ZAfyir+UL/l

Ej8oUfJM75J0fJcIfJKL5LjL5I6+SuOvKDr2vr3L3XqLry568nuvAXXjDr0T5AA+QofkNvyAZ8hw

D8gVfHVPx1n8dZ/HVXxzE+O0fHMX4yJ8YwfjDA4wG+MBvjNnxlV8ZybvnGIOKpPirn4rd8VH+KIP

ivL4pDfFC/xBYcRwr8QoPiEd8RwN8QPfEdvfENbrlr1xO9c8uuO/rgR1xEdcH+uIjrmvrjz65r65

xt8NdfDKr4Y+60bdaGutJXrUnrVR1oH60qetWPWhzrQ11rnn4Sy+EcHwlX8Ib/CNH4SR8IPfCBHw

nPnwXD3wSp+C5M+C4m+CKvgin4Llj4JA9YZPWLnrEXrB71jf1hJdY5T6wUdWpurUPVrvq131az6s

purAnViLqxD1YV+ASfwHzL/AH/wAn8BT/AGXvyi9+qffhv36T79J9+k+/SffpPv0n36T75J98Qvv

j298KvfLL3yR75I98ZGMqDeoHvQH71A96ge9LL3pX+9EnvQj1S66pddU4D6pV9U4j6pedUhdUWXV

FL1QG6ps94le8H3vAb7xW+8QveJXvAb7xC92RHuwr7sG+7ID3bf7tu92DfduD/dKv3SV7oWe6E/u

hx7oK+6SPdLX3Ss9yenuTh9yo/c61k/PclT7kgPcNvuHa3uCJ9wqPcA33Efxyh9wUHtwb7chPbjf

24E9uvPbrH26h9uYPt77H+Mugg2xNe2UPtl37Y8/bOWfbE17YHe2Kz2xWe2WftVn7VZ+1WftXBvt

Rb7V4+0SfaOQfaF37R4+0SfaG37Rc+0O72iT7QkfZlH7NY+zSfZlr7NyL7Mc+zSfZllvaSQVI56l

J6kUdSVXUijqSq6kG9STXUjnqT29k7L9kffskn2Thf2Rg+yeXsS+9iMPYqL2IU9iGfYp3sAh7AE+

wJ/2Dob2Aa9gp/YO6fXgb17gH14X9eTnr1F69y/68Devbv2nAP7Q3/adC/sqf9ksv2U79kVfsrf9

kqOocSdQQXUA3qHsg6gYdQpeoEfUOxuoSeoGnUNfULn9hB/YKQ9gl/2FH+w9KfrnFPrkn1zf65xV

+u7Z/XA/65NfrqX9ZxN+s3etW/rRr/4OCfWLj1gS9YHPWNnrGr1hP+sH/q0X1Ye9W9APqy+9Ui+p

HXqUn1JtepGPqQT6k0fUgL9V4/qlp/rJj/Wc/6iq/UAH6iZ6gceoPn1BG+oSPUFz6gB+nCvpxN+k

T/6SX+kK/0in/1KDp1L04n6dW9Oh9OsunAfTjvp0Dp0DpyX6ePq3H3Tirp3U/TrXp039Et/0UX9F

T/otP6JN/ok36ZQ+mJL0wl9MLfTFX6ZA9M2+lOL0p/elD3pQZ6Vs9Ke3pFD6RQ+kUPpHl+gLvRvT

h+eqPz0j89XfniD846fRL/0Ty9E0+hTvQv70Iw9CqPQhP0CV6B/egJv0Cp9AFumA/TNvTORuP8N1

TJPTN/TLnpnNXTD7pgX0zb58v/PkV58XefH/n1B59YefJTz5S/96J54b+eMHzzqHzwB88Tnnl30o

+6V5dKv+lJzpXj0ox6VD6VC6VX9K5X6VB6VRdKZ3Sj3pVF0pa9KA+KQHFQeK4F4o74rhDiuVeK38

U3OKA+KgcVZ8UCcVwZxUHigzioXFLbijLiuO+KQfFI7ilvxQ3xVxxUniuDOKM+KcvFBPFcZcUXdI

ndI406QYdIYHSOqekcPdIs+kejfpHM/SOGOkXXSKXpAV0i26Q5ukUfSDHpE7pCm6Q6OkN7o0Toyu

6Nv6MtejPPo3XXRrLowp0aw6Ns6NV9GMejcj9Gp+jAXRk30ZG9GHOjcK5XUEQZcRwjxARxHDPERu

I434gL4gc4in4im4im4im4hQcQH8QH8QZcQZcQH8RV8RO4gP4gP4gP4gP4hl8QG8QGcQpuIBuInc

NY8N0Jw03hgXhj/hpnDAnDFPDcB8NM4bjHhrfhpfDXHDP7hl5w0rhrAhuVeG6C4Yp4Y94b1y8MUc

MoeG9YXDK/hr/hr/hp/DT+Gn8J6aOEJeEvOEncIJ8IJ8JzFwk3hFXwjX4S44SZwlvwiY4Qk4SXwj

J4QY4QY4SVwjs4TmzhEDwknhJPCSeiXPRLnolzyTVyRGck08ko+SIrkmntyL25ylyTh7uwj7spe7

KXuwf7sHu7Ome7LzuxAd1Lrurj7uqd3VD7qFe6y8f7zxlv7oEO6BDugo7o290a+6ATuaf3MH9zf/
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Qv3QrvzgZ86QfnSX86LPOp35pDdEefREh+a0fmoX5p4/mo3nXsU84mdC5B6FG6ECebc4ebBHmxX0

LjroRB0Ki821ebCPc3/9uk/bhP7ds7keHcnIXckzuIg/zuhfy1l+WL/y3cfm03uJj9xdndxHvcQN

3FTdAA+gM7oG/oBR0DgHoCE6ATdABugj6MS9ArugcQ+acG+aQfNGl5pwT5pp80q/NEb5oqPNEb+M

u/xzp/HCv44a/HKHyYr/wmzzym59F58v/Kgv/GDfLDnzB9/kq78kYf5A75gvvMJ3mF95g2vMOBfL

iDy4N8uvfLgXy5DeXa/LJ/ljF8sqfLKnywa8sRH+ME/4xp5VwV5VU+VKvypD+VU3H+RKn3B3PrPn

zl58Sc+s+feRPj7n2ryh3+UO3yhX+UBvlEzygO8oJfKON/8Sw/xBn8gG/kK/8h2Rzxec8G+eQueL

TnnOPPHXzyx54H88uueW/PGfzyRzw055xvzxWc8reeVvPKbnQhzqfzqo51Qc65w51Uc6v+dTedUX

OuKOdH/OgrnQ9zoL51L512Pzp1f4ULyaB5Nu8msPJrDyY38mrPJqHyah8mHPJP/yQ88krPJOOvJE

95J5+SdN+SUnkkHyL0eeRVnkVZ5E1vIvDuCJ3AYdwNjuH90f68JlY9vEXbyi5xxpzip5xT84ic44

V5wCc4qOcdic4U3OFLzjjLnFFzh4dvE3NiTyCP5A6Obdqc2rebVvNuDebD3Nt3NtXNhzmzQ5t2nz

bmDmzc5tV82geQLXyAq8gIvIGP5BU+QW3kCe8g9C/kFH48e+PL3x6N49UeMKLxjmLmSa5lI5kyPG

tnjW/xqg8aHvGhLxoU8aWfNKjmnEnNDDmgXzTlTxwB8c1+OBf4h1fivT9+K1/ijH8Va/4EP8Mjvw

wl+GY/jj88cpvHPHxxoc00c0SHNO6+aLnmiW5oseZRuZBXMuCeZL3mW/fX4wYpw/4tu8WrvFh38J

xx+Ej/hGZ+EIPwjc8Un+KPjmBPzDg3mDJ5gWcwAuYauYT+YBPMAvmHpy5gB8wBfwQl+CmfgiHxRO

eKUXiic8UCOYVHLv/74YffDTxBm+IXniEr79v+/C3iX7xL//AIz8AlvwC18SWviVr4lu8SIPEqHx

Kt8QY3LuFeXeXLtvLpHLqPlwly7sLlyB5dxny61+9EX3p6cuUP2zhb7Zs+2bO3K7tyx7cfXbo/3b

RA8i08isuRePIpPIjXkXTH2hqfaKjkUT++EftA39pH+EAj+3gJngix/oiWRr4cPeHILw4O8OZfh3

Dnhnh4ZaeGWHhnQPhhL4Zq+8EP3ir+8Mb7xH8I9aHhQx4UNeFL/wiD4Si+v68H7p0f3T+8GqPBuN

vBkv4N6LPBrLwa98Ecngnqb8EjeCGXgh74IvPBF34Iu/BL/lij5YTcsbPLK7ljc5Zt5ZTcsQvLKP

lk3lhRyw/5YH8sr+Wj/biKGwIx8CvfAuEfAr3wJr+BB/gab6/pau0+cpry1saDUtAQEAAH8BAACZ

giQmAgATQm91bmNlVGVzdC5leGUuaW5mb4t/AOlafXaxKJf/n3hsKHOCCY6TrQiEOCwMHewewP4B

NsQssXvWKcVabPbYHAumLRYJDtHOKeh89997orDBBUxYonLRdBCMlHQMIvBYUCLLfzj/hK4SwdWQ

sHnkQvEnvN/I8Ka9oWrmdVhjjIPsGmM+hj5tURz6pPsfeKkx8CMY2dtG1NJ7qs2Nj5OvXFrvRw8v

gbmPVTF3wdz47pRUq2Zr7Hi9yRU3bakHyzWWsEz8u/7FieBaGjpriP1NBzUmg8RnrC+et0JWyeJm

FqoM/ZodpN6xJPWi+26qVoubYIPj+a0Hircg5D0+jQqmnYsB3vuanffKCD7J97fq7us+Gx41YYAA

--=_=8<==MD23690EE1D-6AD8597E==8<=_=--

(end of MIME multipart message)

1.432 Re: GFX Cards

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 02 Jan 1999 12:55:06 +0200

Organization: A97

Subject: Re: GFX Cards

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 01-Jan-99, Andrew wrote:

> Now I have another problem with GFX.

> How do change the palette using my GFX card?
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Ah. The same way as you would normally I suspect. A friend of mine tried,=

and it worked great ! Otherwise if all else fails there is allways AMiGA=

OS routines.

> Can some explane to me why is when you are in a _CGFX 8 Bit_ screen

> why is range between 0 to 63 or in a 15,16 Bit screen’s it 0 to 31 and

> 24 Bit screen 0 to 255?

Erm, no. But cybergraphics is wierd. If you’re talking about the Commodor=

e palette prefs program it’s because of an error in the code. Also, 15,16=

and 24 bit displays don’t use palettes (It’s rather a mute point to have=

a palette for each displayable colour, much easier to just use it’s inde=

x) And I’m affraid that blitz doesn’t have much (or any at all) graphics =

board support. (Paul ? Fred ? If you’re up to it) :o) If you really insis=

t on using Cybergraphics I recomend you get the Cybergraphics SDK, it’s n=

ot much, I know, but it’s a start, and certainly better than nothing.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.433 Re: GFX Cards

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 3 Jan 99 16:38:31 +0000

Subject: Re: GFX Cards

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

I now have another question, after spending most of the day trying to

wright a fix for *Val* commaned. I started asking my self how would

know if opening the screen was succesful?

IE My prefs should work all the time but say I give my prefs file to

friend how can get there copy of the program running. Which should

work OK. But my friend dosn’t have BVision. But my prefs file is set

up to use BVision. Any cool idea’s out there?

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.434 Re: GFX Cards

Date: Sun, 03 Jan 1999 22:20:04 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: GFX Cards

Encoding: quoted-printable

At 16:38 03/01/99 +0000, you wrote:

>I now have another question, after spending most of the day trying to

>wright a fix for *Val* commaned. I started asking my self how would

>know if opening the screen was succesful? =20

>

>IE My prefs should work all the time but say I give my prefs file to

>friend how can get there copy of the program running. Which should

>work OK. But my friend dosn’t have BVision. But my prefs file is set
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>up to use BVision. Any cool idea’s out there?

You should definitivately use the NewCommandSet which allows all this

kind of stuffs... Else you have the good old method:

IsOpened =3D Peek.l(addr Screen(0))

Bye,

Fred.

PS: NCS V1.60 is near Ready !

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.435 Re: GFX Cards

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 21:53:22 +0200

Organization: A97

Subject: Re: GFX Cards

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello aMIGA_dUDE.

On 03-Jan-99, aMIGA_dUDE wrote:

> I now have another question, after spending most of the day trying to

> wright a fix for *Val* commaned. I started asking my self how would

> know if opening the screen was succesful? =

Erm, doesn’t the screentags command return a True or False, depending on =

if the screen was opened or not ?

> IE My prefs should work all the time but say I give my prefs file to

> friend how can get there copy of the program running. Which should

> work OK. But my friend dosn’t have BVision. But my prefs file is set

> up to use BVision. Any cool idea’s out there?

Yeah, use a Screenmode requester instead. That way it won’t matter anymor=
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e. You can use your Bvision screen, and your friend can use whatever scre=

en he feels like. Just a thought.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.436 Re: Gfx Card users please help

From: Andre Beer <j.beer@abo.freiepresse.de>

Date: Fri, 01 Jan 1999 14:10:05 +0100

Organization: BEER PRODUCTIONS - Software for Amiga

Subject: Re: Gfx Card users please help

Encoding: quoted-printable

Hi Curt!

I’ve tested your screenmode requester on my new PPC-Amiga with a BVisionP=

PC 8

MB and/or AGA.

The requester shows up the following:

NTSC:LowRes

PAL:LowRes

It seems that the requester completely ignores the gfx card. =

I’ve already tested the screen requester of GeoWorld (without eliminating=
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some

screenmodes) and all AGA and CyberVision screenmodes were displayed. GeoW=

orld

runs fine on every gfx card mode with 8 bit and 32 colours selected.

-- =

Bye now!

Andre

----------------------------------------------------------------

__ B E E R P R O D U C T I O N S

/// Andr=E9 + Ronny Beer, Siedlung 6, 09548 Deutscheinsiedel

\/// Tel. 037362/76934 - EMail j.beer@abo.freiepresse.de :-)

\// Homepage: http://www.freiepresse.de/home/jubee

Projects: GeoWorld - Geography on your Amiga

BlitzBasic-Developer-Site

----------------------------------------------------------------

1.437 GFX card palettes

From: Curt Esser <camge@ix.netcom.com>

Date: Tue, 19 Jan 1999 18:02:36 -0500

Subject: GFX card palettes

Hi Everybody,

I am attempting to convert a game to work on GFX cards, as well as standard

systems. So, I have converted all graphics to be shown in a window (rather

than "ShowBitmap"), and all seems to be working fine on my standard AGA

system.

But now I see a discussion of LoadRGB32 - won’t the standard palette

commands work on a GFX card? Ie, loadpalette, use palette, etc...

If it matters, I am now using just the old ECS style colour commands,

although the game works fine on an AGA machine also.

Thanks...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.438 Re: GFX card palettes

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 01:23:26 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 20 Jan 99 01:23:32 +0000

Subject: Re: GFX card palettes

Encoding: 7bit

Curt,

> But now I see a discussion of LoadRGB32 - won’t the standard palette

> commands work on a GFX card? Ie, loadpalette, use palette, etc...

>

> If it matters, I am now using just the old ECS style colour commands,

> although the game works fine on an AGA machine also.

Well i’m using ShowPalette to a graphics card and have never had any

problems with the colours :)

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.439 Re: GFX card palettes

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 01:28:18 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Wed, 20 Jan 1999 01:29:53 +0000

Subject: Re: GFX card palettes

Hi Curt,

On 19-Jan-99, you wrote:

> Hi Everybody,

>

> I am attempting to convert a game to work on GFX cards, as well as

standard

> systems. So, I have converted all graphics to be shown in a window

(rather

> than "ShowBitmap"), and all seems to be working fine on my standard AGA

> system.

>
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> But now I see a discussion of LoadRGB32 - won’t the standard palette

> commands work on a GFX card? Ie, loadpalette, use palette, etc...

Yeah they work Curt, well I use ’em in Operation: Counterstrike and they

look fine. Instead of Use Palette though I use a function create dby Paul

Burkey which is :

Statement UsePalette{scr.w,pal.w}

LoadRGB32_ ViewPort(scr),Peek.l(Addr Palette(pal))

End Statement

Which works too. Although if you want to use Use Palette, it will work on

GFX Cards.

> If it matters, I am now using just the old ECS style colour commands,

> although the game works fine on an AGA machine also.

Shouldn’t be any problems.

> Thanks...

>

> Yours electronically,

> Curt Esser

> camge@ix.netcom.com

> http://members.xoom.com/Curt_Esser/

>

>

>

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>

1.440 Re: GFX card palettes

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 18:44:28 +0000

Date: Wed, 20 Jan 1999 04:03:58 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: GFX card palettes

Encoding: 7bit

Daniel Allsopp wrote:

> Hi Curt,
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> On 19-Jan-99, you wrote:

> > But now I see a discussion of LoadRGB32 - won’t the standard palette

> > commands work on a GFX card? Ie, loadpalette, use palette, etc...

>

> Yeah they work Curt, well I use ’em in Operation: Counterstrike and they

> look fine. Instead of Use Palette though I use a function create dby Paul

> Burkey which is :

>

> Statement UsePalette{scr.w,pal.w}

> LoadRGB32_ ViewPort(scr),Peek.l(Addr Palette(pal))

> End Statement

>

> Which works too. Although if you want to use Use Palette, it will work on

> GFX Cards.

Yes, both seem to work fine but the original showPalette command does

seem to cause a strange bug on some systems. Basicly if your screen

isn`t

"at the front" the showPalette command doesn`t always set the correct

colours. This might happen if CyberGFX moved the location of the screen

somewhere else when displaying another screen. CyberGFX will "juggle"

screens about when it runs out of on board gfx card ram since there`s

a limit to the amount of super-hires 24 bit screens you can fit into a

few meg. Since the Function (shown above) doesn`t use any presumed (or

cached values) it seems to work better. I guess it does no harm to use

the OS method over the ShowPalette method anyway!

Appart from that little thing there`s no real problem with palettes for

8bit (or smaller) screen modes. It`s only 15, 16 and 24bit screens that

are so alien!

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >

1.441 Get rid of Robert Livesey!

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Get rid of Robert Livesey!

Date: Wed, 6 Jan 1999 13:20:16 -0000

charset="iso-8859-1"
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Encoding: 8bit

Hello everyone. You may know about a person called Robert Livesey

S9221846@rothervalley.ac.uk ) who keeps sending abusive material to this

mailing list. I know him well, and I am constantly asking him to stop this

immature behaviour.

I would just like to point out that the only reason that he is doing this is

because I am into programming in Blitz, and he is terribly jealous. I would

also like to point out that although we share a similar e-mail address (mine

being S9225796@rothervalley.ac.uk) I have nothing to do with his actions

what so ever.

Like many other people on this list, I would dearly like to see Mr Livesey

perminately banned from sending e-mail to this Blitz Basic mailing list and

I strongly suggest that we take this matter further by contacting the

administrator of this list.

Mr Livesey is currently away from college for around six weeks, and

therefore will not be able to send anymore e-mails to this list for quite a

while. I can only hope that when he returns from his work placement, he will

have grown a brain and decided to stop sending sick material to this list.

Some people have suggested blocking out his e-mail address, however if you

do decide to do this please to not accidentally block out mine to!

Let me also give you some information about Mr Livesey, (and no doubt he

will lie through is back teeth to defend him-self). Robert cannot program

(in any language), he is obsessed with drawing icons, and does only a tiny

bit of 3D rendering, but non of it is really any good. He is also addicted

to demo watching, you know, the Fairlight and MELON stuff. Basically he does

absolutely no development work for the Amiga and hardly supports it at all.

Possibly we could have a petition against Robert, stating that we wish for

him to be removed from the list, because no doubt he will only continue

sending us e-mails full of crap until his time at college ends, which is

another two years time.

Best regards,

Matthew Briggs

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.

| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’
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1.442 Re: Get rid of Robert Livesey!

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 06 Jan 1999 20:53:28 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Get rid of Robert Livesey!

Encoding: quoted-printable

Hello Matt

Somewhere Matt Briggs wrote:

MB > Possibly we could have a petition against Robert, stating that we wi=

sh for

MB > him to be removed from the list, because no doubt he will only conti=

nue

MB > sending us e-mails full of crap until his time at college ends, whic=

h is

MB > another two years time.

I always say, if you cant beat him join him, or bounce all messages from =

that

email address. Imagine getting 3 billion copies of your stupid message bo=

unced

back :)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Misfortune: A kind of fortune that never misses.

1.443 Re: Get rid of Robert Livesey!

From: Anton Reinauer <anton@ww.co.nz>

Date: Thu, 07 Jan 1999 13:18:26 +1300

Subject: Re: Get rid of Robert Livesey!
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On 07-Jan-99, Matt Briggs wrote:

> Hello everyone. You may know about a person called Robert Livesey

> S9221846@rothervalley.ac.uk ) who keeps sending abusive material to

> this mailing list. I know him well, and I am constantly asking him to

> stop this immature behaviour.

> Possibly we could have a petition against Robert, stating that we wish

> for him to be removed from the list, because no doubt he will only

> continue sending us e-mails full of crap until his time at college

> ends, which is another two years time.

We could send complaints to the college SysOP, who could give him a

warning.

--

Anton Reinauer <anton@ww.co.nz>

1.444 Re: Get rid of Robert Livesey!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 12:45:08 +0200

Organization: A97

Subject: Re: Get rid of Robert Livesey!

Encoding: quoted-printable

On 06-Jan-99, Matt Briggs wrote:

[-snip-]

> Possibly we could have a petition against Robert, stating that we wish =

for

> him to be removed from the list, because no doubt he will only continue=

> sending us e-mails full of crap until his time at college ends, which i=

s

> another two years time.

Argh !!! Two more years ?!? Ban him, now. Also, we could all make little =

messages like Robert Livesey is a dork pop up in our programs (hidden mes=

sage thingy.) :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)
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/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.445 Re: Get rid of Robert Livesey!

From: "Andrew Guard" <aMIGA_dUDE@assign.u-net.com>

Date: 10 Jan 99 08:27:50 +0000

Subject: Re: Get rid of Robert Livesey!

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

Well Matt Briggs thats what you thought on the Wed, 6 Jan 1999 13:20:16 -0000 this is what I think,

> Hello everyone. You may know about a person called Robert Livesey

> S9221846@rothervalley.ac.uk ) who keeps sending abusive material to this

> mailing list. I know him well, and I am constantly asking him to stop this

> immature behaviour.

>

> I would just like to point out that the only reason that he is doing this is

> because I am into programming in Blitz, and he is terribly jealous. I would

> also like to point out that although we share a similar e-mail address (mine

> being S9225796@rothervalley.ac.uk) I have nothing to do with his actions

> what so ever.

>

Do you know who the sys-op is at rothervalley.ac.uk. As it an AC.Uk

they probley go down hard on this twit.

--

--
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Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.446 Re: Get off List ?

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 21:35:43 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Thu, 7 Jan 1999 21:28:30 -0000

encoding: Quoted-printable

Subject: Re: Get off List ?

Does anybody keep the ezmlm response? And where do you think you’re going=

?

You’ll never escape our evil clutches, mwoahahahahah...

ahem. Anyway, you want to unsubscribe from the address you subscribed with=

(or

at least get that mails forwarded to any new address), or you won’t get th=

e

unsubscribe confirmation email.

Send an empty message to blitz-list-unsubscribe-<email>@netsoc.ucd.ie with=

<email> replaced with your email address that you subscribed with, but the=

@

sign is changed to a =3D sign, i.e.

blitz-list-unsubscribe-joe=3Dbloggs.co.uk@netsoc.ucd.ie

then reply to the confirtmation email.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.447 Get off List ?

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 19:57:20 +0000

From: Paul Morris <Comunion@plmorris.demon.co.uk>

Date: Thu, 07 Jan 1999 19:56:14 -0400



Yam_Blitz List 476 / 752

Organization: Comunion Software

Subject: Get off List ?

Hello,

How do i get off this List ??

Kind regards

--

Paul Morris

( Visit http://www..plmorris.demon.co.uk )

Amiga 1200 Tower

060/50 Mhz / 240 Mhz PPC , 96 MB Ram , Blizzard Vision PPC GFX Card , etc .

iMac 233 Mhz PPC 64 MB Ram, 6 MB VRam , 4 GB Hard Drive , 56 Modem , etc

1.448 Re: Get off List ?

From: Rui Carvalho <grim@ip.pt>

Date: Fri, 08 Jan 1999 20:08:20 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Get off List ?

Encoding: quoted-printable

Hello Paul

Somewhere Paul Morris wrote:

PM > Hello,

PM > How do i get off this List ??

Jump off a bridge!

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Common sense is the collection of prejudices acquired by age eighteen.
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1.449 Re: Freq command

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 21:33:53 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Freq command

Date: Sun, 3 Jan 1999 15:37:53 -0000

charset="iso-8859-1"

Encoding: 7bit

Hi

> I’m sure there is a mistake in the above maths, however I havn’t slept in

32

> hours, so I’m too damned tired to figure it out.

Sleep is good for you. So get some.

Nick / Skillo

1.450 Re: Freq command

for blitz-list@netsoc.ucd.ie; Sun, 3 Jan 1999 21:37:27 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: Freq command

Date: Sun, 3 Jan 1999 21:33:35 -0000

boundary="----=_NextPart_000_001B_01BE3760.B7AE63C0"

This is a multi-part message in MIME format.

------=_NextPart_000_001B_01BE3760.B7AE63C0

charset="iso-8859-1"

Encoding: quoted-printable

Hi there, and happy new year. I’ve been away, but have now read the =

backlog of 500 emails from the list and am back in action. Channelmasks =

are best handled using binary.

=20

%0001 =3D Channel 0 only

%0110 =3D Channels 1 and 2 only

=20

You get the picture.

=20

Nick / skillo

-----Original Message-----

From: Peter Nightingale <rajpete@andos.freeserve.co.uk>

Date: 17 December 1998 22:06
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Subject: Freq command

=20

=20

Hi...

I`m having problems with Freq.. when I use it on channelmask 8 (only =

channel 3) it stops the sample on channel 2( channelmask 4, it think)! =

Is there an alternative command I could use?

Peter Nightingale

------=_NextPart_000_001B_01BE3760.B7AE63C0

charset="iso-8859-1"

Encoding: quoted-printable

<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN">

<HTML>

<HEAD>

<META content=3Dtext/html;charset=3Diso-8859-1 =

http-equiv=3DContent-Type><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 =

HTML//EN"><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN"><!DOCTYPE HTML =

PUBLIC "-//W3C//DTD W3 HTML//EN"><!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 =

HTML//EN">

<META content=3D’"MSHTML 4.72.3110.7"’ name=3DGENERATOR>

</HEAD>

<BODY bgColor=3D#ffffff>

<DIV><FONT size=3D2>Hi there, and happy new year. I’ve been away, but =

have now=20

read the backlog of 500 emails from the list and am back in action. =

Channelmasks=20

are best handled using binary.</FONT></DIV>

<DIV><FONT size=3D2></FONT>&nbsp;</DIV>

<DIV><FONT size=3D2>%0001&nbsp;&nbsp;&nbsp; =3D&nbsp;&nbsp;&nbsp; =

Channel 0=20

only</FONT></DIV>

<DIV><FONT size=3D2>%0110&nbsp;&nbsp;&nbsp; =3D&nbsp;&nbsp;&nbsp; =

Channels 1 and 2=20

only</FONT></DIV>

<DIV><FONT size=3D2></FONT>&nbsp;</DIV>

<DIV><FONT size=3D2>You get the picture.</FONT></DIV>

<DIV><FONT size=3D2></FONT>&nbsp;</DIV>

<DIV><FONT size=3D2>Nick / skillo</FONT></DIV>

<BLOCKQUOTE=20
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style=3D"BORDER-LEFT: #000000 solid 2px; MARGIN-LEFT: 5px; PADDING-LEFT: =

5px">

<DIV><FONT face=3DArial size=3D2><B>-----Original =

Message-----</B><BR><B>From:=20

</B>Peter Nightingale &lt;<A=20

=

href=3D"mailto:rajpete@andos.freeserve.co.uk">rajpete@andos.freeserve.co.=

uk</A>&gt;<BR><B>To:=20

</B>Blitz &lt;<A=20

=

href=3D"mailto:blitz-list@netsoc.ucd.ie">blitz-list@netsoc.ucd.ie</A>&gt;=

<BR><B>Date:=20

</B>17 December 1998 22:06<BR><B>Subject: </B>Freq=20

command<BR><BR></DIV></FONT>

<DIV><FONT size=3D2>Hi...</FONT></DIV>

<DIV><FONT size=3D2>I`m having problems with Freq.. when I use it on =

channelmask 8 (only channel 3) it stops the sample on channel 2( =

channelmask=20

4, it think)! Is there an alternative command I could =

use?</FONT></DIV>

<DIV><FONT size=3D2>Peter =

Nightingale</FONT></DIV></BLOCKQUOTE></BODY></HTML>

------=_NextPart_000_001B_01BE3760.B7AE63C0--

1.451 Free Publicity For Commercial Games and Applications!

for blitz-list@netsoc.ucd.ie; Sat, 30 Jan 1999 17:12:04 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Sat, 30 Jan 1999 17:09:43 +0000

Subject: Free Publicity For Commercial Games and Applications!

Hello,

If anyone here is developing a commercial game/utility and has a playable

demo, I can get some free publicity for you. If you are interested, please

reply to me privately by e-mail on:Stuart@digital-images.demon.co.uk

Best Regards

Stuart Walker

Digital Images
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1.452 Re: Free Publicity For Commercial Games and Applications!

From: Blitzwing <blitzwing@goldweb.com.au>

Date: Sun, 31 Jan 1999 14:09:23 +1000

Subject: Re: Free Publicity For Commercial Games and Applications!

Encoding: quoted-printable

> Hello,

> If anyone here is developing a commercial game/utility and has a playab=

le

> demo, I can get some free publicity for you. If you are interested, ple=

ase

> reply to me privately by e-mail on:Stuart@digital-images.demon.co.uk

Also I’ll dedicate a web page or 2 for anything blitz related you guys mi=

ght like.......

So email Stuart, then me at blitzwing@goldweb.com.au

Blitzwing=

1.453 Re: Fractal Encryption

([62.136.18.234] helo=194.152.64.35 ident=kewl)

by mail11.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100cuT-0007K0-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 02:53:25 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 02:02:21 +0100

Organization: Satanic Dreams Software.

Subject: Re: Fractal Encryption

Hello Jamie

Hiya, Jamie... ,on 14-Jan-99 you wrote me about Fractal Encryption! :)

JB>> Heya,

JB>>

JB>> Fractal encryption may not be a good idea for anything under 060 with

JB>> FPU, but fractal encryption would be an awesome defense against piracy

JB>> on PPC.

Ok, Ok, ... Explain Fractal Encryption...

JB>> JB

JB>>

JB>>

Regards
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--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.454 Fractal Encryption

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Thu, 14 Jan 1999 11:09:33 +0500

Organization: Sniper Productions

Subject: Fractal Encryption

Heya,

Fractal encryption may not be a good idea for anything under 060 with FPU,

but fractal encryption would be an awesome defense against piracy on PPC.

JB

1.455 Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 14 Jan 1999 17:21:31 +0200

Organization: A97

Subject: Re: Fractal Encryption

Encoding: quoted-printable

Hello Loki.

On 14-Jan-99, Loki wrote:

>>> Fractal encryption may not be a good idea for anything under 060 with=

>>> FPU, but fractal encryption would be an awesome defense against pirac=

y
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>>> on PPC.

> Ok, Ok, ... Explain Fractal Encryption...

It is a theroretically possible way of encrypting software using imaninar=

y numbers. So far I have not seen one that couldn’t be cracked or recvers=

e engineered, so there still is no point. Encryption is only effective if=

people *don’t* have access to the encryption algorythm. In which case XO=

R encryption is exactly as effective, but less CPU intensive.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.456 Re: Fractal Encryption

Date: Thu, 14 Jan 1999 23:12:30 +0100

From: Kai Gunter Brandt <kai.brandt@cih.uib.no>

Subject: Re: Fractal Encryption

>> Ok, Ok, ... Explain Fractal Encryption...

>

>It is a theroretically possible way of encrypting software using imaninary

numbers. So far I have not seen one that couldn’t be cracked or recverse

engineered, so there still is no point. Encryption is only effective if

people *don’t* have access to the encryption algorythm. In which case XOR
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encryption is exactly as effective, but less CPU intensive.

>

>

Not 100% true. If you are using a one-way hashing routine or algorithms

based on RSA or key-chippers then it’s no use to have the algorithm (but

it’s to slow to use anyway)...

The problem with software is that you can cut out the verification routine

and then it works...

So the best is to encrypt part of the executable and decrypt it "realtime"

then it’s not possible to make an software patch if you don’t have a valid

key and you dont know what the encrypted sourcecode is doing.. (then the

crackers need a valid key... they have to buy the software or get a keyfile

from some others)

Kai

Kai Gunter Brandt

Wanna-b Security & Cryptography Consultant

Tel. +4755940065

e-mail: kai.brandt@dataguard.no url: http://www.dataguard.no/~kgb

"Mary had a crypto key, she kept it in escrow,

and everything that Mary said, the Feds were sure to know."

-- Sam Simpson, July 9, 1998

1.457 Re: Fractal Encryption

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 15 Jan 1999 23:41:48 +0200

Organization: A97

Subject: Re: Fractal Encryption

Encoding: quoted-printable

Hello Kai.

On 15-Jan-99, Kai Gunter Brandt wrote:

>>> Ok, Ok, ... Explain Fractal Encryption...

>> =

>> It is a theroretically possible way of encrypting software using imani=

nary

> numbers. So far I have not seen one that couldn’t be cracked or recvers=

e
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> engineered, so there still is no point. Encryption is only effective if=

> people *don’t* have access to the encryption algorythm. In which case X=

OR

> encryption is exactly as effective, but less CPU intensive.

>> =

>> =

> Not 100% true. If you are using a one-way hashing routine or algorith=

ms

> based on RSA or key-chippers then it’s no use to have the algorithm (bu=

t

> it’s to slow to use anyway)...

> The problem with software is that you can cut out the verification rout=

ine

> and then it works...

> So the best is to encrypt part of the executable and decrypt it "realti=

me"

> then it’s not possible to make an software patch if you don’t have a va=

lid

> key and you dont know what the encrypted sourcecode is doing.. (then th=

e

> crackers need a valid key... they have to buy the software or get a key=

file

> from some others)

No they can see what the source does by using a simple Machine code monit=

or. (So any geek with an A500 and an ActionReply would be able to crack t=

his.)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __



Yam_Blitz List 485 / 752

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.458 Re: Fractal Encryption

Date: Sat, 16 Jan 1999 09:29:57 +0100

From: Kai Gunter Brandt <kai.brandt@cih.uib.no>

Subject: Re: Fractal Encryption

At 11:41 PM 1/15/99 +0200, you wrote:

>Hello Kai.

>

>On 15-Jan-99, Kai Gunter Brandt wrote:

>>>> Ok, Ok, ... Explain Fractal Encryption...

>>>

>>> It is a theroretically possible way of encrypting software using imaninary

>> encryption is exactly as effective, but less CPU intensive.

>> Not 100% true. If you are using a one-way hashing routine or algorithms

>> So the best is to encrypt part of the executable and decrypt it "realtime"

>> then it’s not possible to make an software patch if you don’t have a valid

>> key and you dont know what the encrypted sourcecode is doing.. (then the

>> crackers need a valid key... they have to buy the software or get a keyfile

>> from some others)

>

>No they can see what the source does by using a simple Machine code

monitor. (So any geek with an A500 and an ActionReply would be able to

crack this.)

>

Hmm i have to be more spesific i think...

I have all the ActionReplays for the amiga (not for A1200) i know the

possibilities with theese and the "secret" code to enable some new functions..

But if you encrypt part of the executable with hmmm RSA (slow slow) and

you include the decryption part in your code then it’s no use with an

actionreplay.. Why??

You need one registration keyfile before you kan use actionreplay.. There
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is no way to find out what the executable is doing without the valid key(if

you get the key.. no prob.. use actionreplay and ’cut’ away the key check

part.). If you are using the encryption on a "timer with a window" then you

kan take it away.. But use the encryption on some thing else...

We can have a long long talk about this... But it’s possible to make the

encryption so strong that the crackers need a valid key to i.e make a

keyless crack... The program is then slow and you are spending more time

on the encryption than your program... Make it as hard as possible no

software encryption is 100% secure. Change the encryption each time.

If someone needs the program then there is a crack in progres.. But if you

can delay this then your "encryption" has done it’s job...

Kai

Kai Gunter Brandt

Wanna-b Security & Cryptography Consultant

Tel. +4755940065

e-mail: kai.brandt@dataguard.no url: http://www.dataguard.no/~kgb

"Mary had a crypto key, she kept it in escrow,

and everything that Mary said, the Feds were sure to know."

-- Sam Simpson, July 9, 1998

1.459 Found bug in VAL command

with SMTP id <0F4Y00MDSDJYRM@hermes.ucd.ie> for blitz-list@netsoc.ucd.ie; Sat,

2 Jan 1999 22:09:38 +0000 (GMT)

with smtp (Exim 1.82 #2) id 0zwZEu-0002kt-00; Sat, 02 Jan 1999 22:09:44 +0000

Date: Sat, 02 Jan 1999 13:39:45 +0000

From: aMIGA_dUDE <aMIGA_dUDE@assign.u-net.com>

Subject: Found bug in VAL command

Organization: Author of ProPassWord

X-Face:

(_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/
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General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD2368E21A1-4ABB1093==8<=_=

Encoding: 7bit

Say that in string you have

1086455811

Then you process it Val commaned you will get back

1086455808

Has any one got way round this? It must be stored as an String (TEXT)

due to way my config system works. The number if you are wondering is

for my BVision GFX card.

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

--=_=8<==MD2368E21A1-4ABB1093==8<=_=

Encoding: plain (7/8 bit)

Content-Disposition: attachment; filename="Val-Bug.ASCII"

X-MD2-FilePath: Ram Disk:Val-Bug.ASCII

Stn$="1086455811"

VL.l=Val(Stn$)

NPrint "String "+Stn$

Print "Value "

NPrint VL.l

NPrint "To exit, press mouse button"

Repeat

Delay_(1)

Until Joyb(0)=1

End

--=_=8<==MD2368E21A1-4ABB1093==8<=_=--

(end of MIME multipart message)
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1.460 Re: Found bug in VAL command

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 03 Jan 1999 14:20:24 +1300

Subject: Re: Found bug in VAL command

On 03-Jan-99, aMIGA_dUDE wrote:

> Say that in string you have

> 1086455811

> Then you process it Val commaned you will get back

> 1086455808

>

> Has any one got way round this? It must be stored as an String (TEXT)

> due to way my config system works. The number if you are wondering is

> for my BVision GFX card.

I think it doesn’t like Longs or doubles- you may have to write your

own routine, peeking into the string and converting it :-/

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.461 Re: Found bug in VAL command

From: Curt Esser <camge@ix.netcom.com>

Date: Sun, 03 Jan 1999 01:56:28 -0500

Subject: Re: Found bug in VAL command

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748320664.3

Hi aMIGA_dUDE

On 02-Jan-99, aMIGA_dUDE wrote:

> Say that in string you have

> 1086455811

> Then you process it Val commaned you will get back

> 1086455808
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>

> Has any one got way round this? It must be stored as an String (TEXT)

> due to way my config system works. The number if you are wondering is

> for my BVision GFX card.

I just made a function to correct this a few days ago :)

It uses the system’s StrToLong command, which does give correct results.

Here it is.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

--BOUNDARY.1748320664.3

Content-Disposition: attachment; filename="value.asc"

;camge@ix.netcom.com

;last modified Jan 1 1999

;returns correct value for ALL input strings

Function.l value{input$}

valu.l=0 ;long for value to be put into

chars.w=StrToLong_(&input$,&valu)

Function Return valu

End Function

;-----------------------------------------------------

;====== Example: =====================================

test$="1087504386" ;Blitz can’t do this one right

Bltz$=Hex$(Val(test$)) ;Blitz’s answer

Our$=Hex$(value{test$}) ;our function’s answer

NPrint "Correct answer is : $40D20002"

NPrint "Blitz’s Val() says: $",Bltz$

NPrint "our value{} says : $",Our$

MouseWait

End

--BOUNDARY.1748320664.3--

1.462 Re: Found bug in VAL command

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 3 Jan 99 16:28:54 +0000

Subject: Re: Found bug in VAL command
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X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

This is a MIME encoded multipart message. The fact that you are reading

this means you don’t have a MIME capable mail program. You might still

be able to read part of the mail’s content, but some of it may require

a MIME capable mail reader to decode. Following are some URLs where

you can find MIME-capable mail programs for common platforms:

Amiga............: MicroDot-II http://www.vapor.com/

Unix.............: Metamail ftp://ftp.bellcore.com/nsb/

Windows/Macintosh: Eudora http://www.qualcomm.com/

General info about MIME can be found at:

http://www.cis.ohio-state.edu/hypertext/faq/usenet/mail/mime-faq/top.html

--=_=8<==MD2368F9AC6-79DAC23==8<=_=

Encoding: 7bit

Well Anton Reinauer thats what you thought on the Sun, 03 Jan 1999 14:20:24 +1300 this is what I think,

> On 03-Jan-99, aMIGA_dUDE wrote:

> > Say that in string you have

> > 1086455811

> > Then you process it Val commaned you will get back

> > 1086455808

> >

> > Has any one got way round this? It must be stored as an String (TEXT)

> > due to way my config system works. The number if you are wondering is

> > for my BVision GFX card.

>

> I think it doesn’t like Longs or doubles- you may have to write your

> own routine, peeking into the string and converting it :-/

>

So I did! And found out something rather intresting to.

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

--=_=8<==MD2368F9AC6-79DAC23==8<=_=

Encoding: plain (7/8 bit)
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Content-Disposition: attachment; filename="Val-Bug-Fix.ASCII"

X-MD2-FilePath: Ram Disk:Val-Bug-Fix.ASCII

SStringToVal$="1086455811" ;The number that gave all the problems, a screen type for BVision (CGFX)

NPrint "The old, bugey way of doing it"

NPrint "String Val "+SStringToVal$

Print "Value Val "

SStringToValOLD.l=Val(SStringToVal$) ;This will return the wrong value

NPrint SStringToValOLD

Gosub ProcStringToVal

;Andrew Guard cool solution

NPrint Chr$(10)+"It’s by aMIGA_dUDE so must work :)"

NPrint "String AD "+SStringToVal$

NPrint "Value AD "+Str$(SStringToVal.l)

Gosub ProcStringToValBUG

;Andrew Guard cool solution

NPrint Chr$(10)+"It’s by aMIGA_dUDE so must not work :("

NPrint "String BUG "+SStringToVal$

NPrint "Value BUG "+Str$(SStringToVal.l)

NPrint "Now where have I seen that before?"

NPrint Chr$(10)+"To exit, press mouse button"

Repeat

Delay_(1) ;This way is lot better then MouseWait, lower CPU usage

Until Joyb(0)=1 ;This is mouse port checking for left button

End

ProcStringToVal:

;This has to be done due a bug in Val commaned

;The Val commaned returns wrong number on long words

; Andrew Guard aMIGA_dUDE@assign.u-net.com

; 03/Jan/1999

;Incoming SStringToVal$

;Outgoing SStringToVal.l

;Reserved SStringToValLen.b

; SStringToValLoc.b

; SStringToValM.b

; SStringToValNum.b

; SStringToValDump.l

SStringToValLen.b=Len(SStringToVal$) ;The lenght of String to convert

SStringToValLoc.b=1 ;Location of the STRING which being processed

SStringToVal.l=0 ;Reseting the value
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If Mid$(SStringToVal$,1,1)="-" ;Checking to see if it is a negtive number

SStringToValM.b=True

SStringToValLoc+1 ; It is a negtive number so we must process the next string

Else

SStringToValM.b=False

EndIf

Repeat

SStringToValNum.b=Val(Mid$(SStringToVal$,SStringToValLoc,1)) ;Converting String to Value

SStringToVal.l+SStringToValNum.b ;Add the Value to main Value

If SStringToValLoc<SStringToValLen Then SStringToVal*10 ;Moving the number a long

;There is faster way of doing this in assembley but that’s keep it simple for now

SStringToValLoc+1

Until SStringToValLoc>SStringToValLen

If SStringToValM=True ;Turn the number in to negitive one if it has to be

SStringToValDump.l=SStringToVal.l

SStringToVal.l=0-SStringToValDump.l

EndIf

Return

ProcStringToValBUG:

;Stange, but true? This versions dosn’t work correctley.

;The Val commaned returns wrong number on long words

; Andrew Guard aMIGA_dUDE@assign.u-net.com

; 03/Jan/1999

;Incoming SStringToVal$

;Outgoing SStringToVal.l

;Reserved SStringToValLen.b

; SStringToValLoc.b

; SStringToValM.b

; SStringToValNum.b

; SStringToValDump.l

SStringToValLen.b=Len(SStringToVal$) ;The lenght of String to convert

SStringToValLoc.b=1 ;Location of the STRING which being processed

SStringToVal.l=0 ;Reseting the value

If Mid$(SStringToVal$,1,1)="-" ;Checking to see if it is a negtive number

SStringToValM.b=True

SStringToValLoc+1 ; It is a negtive number so we must process the next string

Else

SStringToValM.b=False

EndIf



Yam_Blitz List 493 / 752

Repeat

SStringToVal.l+Val(Mid$(SStringToVal$,SStringToValLoc,1)) ;Converting String to Value

; SStringToVal.l+SStringToValNum.b ;Add the Value to main Value

If SStringToValLoc<SStringToValLen Then SStringToVal*10 ;Moving the number a long

;There is faster way of doing this in assembley but that’s keep it simple for now

SStringToValLoc+1

Until SStringToValLoc>SStringToValLen

If SStringToValM=True ;Turn the number in to negitive one if it has to be

SStringToValDump.l=SStringToVal.l

SStringToVal.l=0-SStringToValDump.l

EndIf

Return

--=_=8<==MD2368F9AC6-79DAC23==8<=_=--

(end of MIME multipart message)

1.463 Re: Found bug in VAL command

From: Marc Le Douarain <mavati@club-internet.fr>

Date: Sun, 03 Jan 1999 18:19:28 +0100

Subject: Re: Found bug in VAL command

Hello Blitzers...

> I just made a function to correct this a few days ago :)

>

> It uses the system’s StrToLong command, which does give correct results.

Here is my routine to give a good result, but Curt’s One is the shorter !

It’s the function I use in Marryampic for the ID screen-mode...

Function.l ValHexa8Digits{CHAINE$}

LGT=Len(CHAINE$)

NBR.l=0

I=1

Repeat

CAR.b=Asc(Mid$(CHAINE$,I,1))

If CAR.b>$40

CAR.b=CAR.b-65+10

Else

CAR.b=CAR.b AND $f

End If

NBR.l=NBR.l+CAR.b

If I<LGT
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NBR.l=NBR.l*16

End If

I+1

Until I>LGT

Function Return NBR.l

End Function

Tchao !

--

Marc Le Douarain

"mavati@clu-internet.fr"

1.464 For David McMinn

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 16:41:08 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Sun, 03 Jan 1999 22:40:29 +0000

Subject: For David McMinn

Hello,

Sorry, I don’t have your new e-mail address (a lovely big hard disk failure

deleted it which is why I am asking from the list), but would you be able to

send me the source code for that RTGMaster example to

Stuart@digital-images.demon.co.uk

Have a great new year.

Best Regards

Stuart Walker

Digital Images

1.465 Re: For David McMinn

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Date: Wed, 06 Jan 1999 16:56:06 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: For David McMinn

Encoding: quoted-printable

On 04-Jan-99, Stuart Walker set out across the seas with this message:

->send me the source code for that RTGMaster example to

Oh, me too, pretty please ;]

-- =

***************
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*** CAT TAG *** I’m an analog man in a digital world

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 02=B701=B799 ]

!___/ \/DTN.\/

1.466 Finding Disk Sizes

for blitz-list@netsoc.ucd.ie; Mon, 18 Jan 1999 19:14:18 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Mon, 18 Jan 1999 19:09:25 +0000

Subject: Finding Disk Sizes

Hello,

How do you find the size of a disk in Bytes? Eg.The RAM disk, a hard disk

partition etc.

Best Regards

Stuart Walker

Digital Images

1.467 Re: Finding Disk Sizes

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Mon, 18 Jan 1999 19:40:52 +0000

Organization: Pagan Software

Subject: Re: Finding Disk Sizes

On 18-Jan-99, Stuart Walker wrote:

> How do you find the size of a disk in Bytes? Eg.The RAM disk, a hard disk

> partition etc.

I forget what the commands are, but it’s one of the Elmore libs that comes

with Blitz2.1 (Quick note btw, you can’t detect the size of the RAM disk

because the RAM disk is always 100% full, it allocates RAM as and when it

needs it).

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>
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<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>The light at the end of the tunnel is the headlight of the oncoming train.

1.468 Re: Finding Disk Sizes

From: Curt Esser <camge@ix.netcom.com>

Date: Mon, 18 Jan 1999 18:46:59 -0500

Subject: Re: Finding Disk Sizes

Hi Stuart

On 18-Jan-99, Stuart Walker wrote:

> Hello,

>

> How do you find the size of a disk in Bytes? Eg.The RAM disk, a hard disk

> partition etc.

There is some commands in the Elmore.library for this. Look at the docs for

the Elmore libraries.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.469 Re: Finding Disk Sizes

([195.92.234.187] helo=allhours.karoo.co.uk ident=kartkexy)

by svr-a-05.core.theplanet.net with smtp (Exim 2.02 #2)

id 102k0N-0003JD-00

for blitz-list@netsoc.ucd.ie; Tue, 19 Jan 1999 22:52:15 +0000

From: Thomas Newsom <thomas.newsom@allhours.karoo.co.uk>

Date: Tue, 19 Jan 1999 20:36:52 +0100

Organization: The Open All Hours BBS @ +44-(0)1482-345494 & +44-(0)1482-447576 24 hours

Subject: Re: Finding Disk Sizes

On 18-Jan-99, Rick Hodger wrote:

> On 18-Jan-99, Stuart Walker wrote:
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>> How do you find the size of a disk in Bytes? Eg.The RAM disk, a hard disk

>> partition etc.

> I forget what the commands are, but it’s one of the Elmore libs that comes

> with Blitz2.1 (Quick note btw, you can’t detect the size of the RAM disk

> because the RAM disk is always 100% full, it allocates RAM as and when it

> needs it).

Getting the files sizes of anything in RAM: then adding them together should

yield the correct size of RAM: used. Freespace in RAM: will always be

whatever RAM you have in your machine minus a few bytes, minus the figure

from the size used.

Runtime could be saved by getting the dir sizes of any directories that may

exist instead of collating files within directories.

The following bit of code should give you some pointers, it uses commands

from elmoredoslib, it’s not entirely accurate but does the job.

t=AnalyzeDisk("RAM:")

If t

diskcap.l=DiskCapacity

diskuse.l=DiskUsed

diskfre.l=DiskFree

EndIf

NPrint Str$(diskcap)+" Total Bytes"

NPrint Str$(diskuse)+" Used Bytes"

NPrint Str$(diskfre)+" Free bytes"

End

Cheers

--

Tom.

AKA The Jeepster - An AMIGA BBS and proud of it! - MEMBER <:> *Team AMIGA*

Email : Jeepster@allhours.karoo.co.uk <-> http://www.karoo.net/allhours

ICOA Member <:> ICOA Installer WG Member <:> The Grimms one’s Beta Tester!

1.470 Re: Finding Disk Sizes

From: Curt Esser <camge@ix.netcom.com>

Date: Tue, 19 Jan 1999 15:46:10 -0500

Subject: Re: Finding Disk Sizes

Hi Rick

On 18-Jan-99, Rick Hodger wrote:

> On 18-Jan-99, Stuart Walker wrote:
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>

>> How do you find the size of a disk in Bytes? Eg.The RAM disk, a hard

disk

>> partition etc.

>

> I forget what the commands are, but it’s one of the Elmore libs that

comes

> with Blitz2.1 (Quick note btw, you can’t detect the size of the RAM disk

> because the RAM disk is always 100% full, it allocates RAM as and when it

> needs it).

On the other hand, the potential size of the RAM: disk is the entire

remaining amount of free memory, which you can easily get from

Intuition...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.471 FileInfoBlock stuff...

([62.136.126.178] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105u9C-0004FV-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 16:18:26 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 15:18:12 +0000

Subject: FileInfoBlock stuff...

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.1748447456.2

Hi all,

I’ve got a problem with reading information from the

fileinfoblock structure.

I got the main part of the program from somewhere (the list?)

and it can read whether a selected item is a file or a directory,

but it refuses to read anything else (I’m trying to get the filename

and protection bits here)...

Anyone tell what I’m doing wrong?
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The problem is down at the .PROBLEM label ;)

Thanks in advance :)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

--BOUNDARY.1748447456.2

Content-Disposition: attachment; filename="FileInfoBlock.asc"

Content-Description: Can’t read the damn fileinfoblock properly!!!

Function.s ASLFileRequest{title$,pathname$,filename$,pat$}

*scr.Screen=Peek.l(Addr Screen(Used Screen))

top.w=0

left.w=0

width.w=ScreenWidth/2 ; remove /2 for full-screen requester! ;)

height.w=ScreenHeight

Dim Tags.TagItem(10)

Tags(0)\ti_Tag=#ASLFR_Screen,*scr

Tags(1)\ti_Tag=#ASLFR_InitialPattern,&pat$

Tags(2)\ti_Tag=#ASLFR_TitleText,&title$

Tags(3)\ti_Tag=#ASLFR_InitialFile,&filename$

Tags(4)\ti_Tag=#ASLFR_InitialDrawer,&pathname$

Tags(5)\ti_Tag=#ASLFR_InitialLeftEdge,left

Tags(6)\ti_Tag=#ASLFR_InitialTopEdge,top

Tags(7)\ti_Tag=#ASLFR_InitialWidth,width

Tags(8)\ti_Tag=#ASLFR_InitialHeight,height

Tags(9)\ti_Tag=#TAG_END,0

*filereq.FileRequester=AllocAslRequest_(#ASL_FileRequest,&Tags(0))

If *filereq

ok.l=AslRequest_(*filereq,&Tags(0))

If ok

f$=Peek.s(*filereq\fr_Drawer)

If f$<>"" Then If Right$(f$,1)<>":" AND Right$(f$,1)<>"/" Then f$=f$+"/"

f$=f$+Peek.s(*filereq\fr_File)

EndIf

FreeAslRequest_(*filereq)

EndIf

Function Return f$
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End Function

FindScreen 0

.GetFile

f$ = ASLFileRequest{"Select a file/directory :","RAM:","",""}

If f$="" Then End

DEFTYPE .FileInfoBlock fib

lock.l=Lock_(&f$,#ACCESS_READ)

If Examine_(lock, fib) <> 0

If fib\fib_DirEntryType < 0

Request "","It’s a file!","OK"

Else

Request "","It’s a directory!","OK"

EndIf

;*******************************

.

.PROBLEM

; why doesn’t this work?!

Request "","File comment : "+Peek$(fib\fib_Comment),"OK"

Request "","File name : "+Peek$(fib\fib_FileName),"OK"

;*******************************

Else Request "","Couldn’t get lock!","OK"

EndIf

Goto GetFile

--BOUNDARY.1748447456.2--

1.472 Re: FileInfoBlock stuff...

28 Jan 99 16:56:50 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 16:56:43 -0000

encoding: Quoted-printable

Subject: Re: FileInfoBlock stuff...

You need to use &fib\fib_FileName, and &fib\fib_Comment as they are both

arrays of bytes, which are embedded in the structure, not pointers.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.473 fast ram

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: fast ram

Date: Mon, 18 Jan 1999 12:12:37 -0000

charset="iso-8859-1"

Hello there,

please can people say about the possibility of having all game

elements from fast ram? Using the 2mb of chip is a real pain in the arse,

and since I have 2mb chip and 20mb fast it seems better. Ta.

Chris

1.474 Re: fast ram

18 Jan 99 12:41:45 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Mon, 18 Jan 1999 12:41:35 -0000

encoding: Quoted-printable

Subject: Re: fast ram

On 18 Jan 99, at 12:12, C.J.R.Jarvis wrote:

> Hello there,

> please can people say about the possibility of having all game

> elements from fast ram? Using the 2mb of chip is a real pain in the arse=

> and since I have 2mb chip and 20mb fast it seems better. Ta.

Its easy(?!) enough for graphics - you can draw everything on bitmaps in

fastram then copy it to chip for your display. And you only need one bitma=

p in

chip, as your double buffering will be done in fastram. However, you’ll ne=

ed to

use custom blitting and drawing commands that use the processor, as the bl=

itter

won’t be able to access fastram - I think Mildred does this sort of stuff.

It may be possible to do sound the same way - have them loaded into fast,=

and

when required, copy them into chip and then play them. AHI would probably =

be

able to do this for you, as well as support sound cards.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.475 Re: fast ram

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 18 Jan 1999 23:56:14 +0200

Organization: A97

Subject: Re: fast ram

Encoding: quoted-printable

Hello C.J.R.Jarvis.

On 18-Jan-99, C.J.R.Jarvis wrote:

> Hello there,

> please can people say about the possibility of having all game

> elements from fast ram? Using the 2mb of chip is a real pain in the ars=

e,

> and since I have 2mb chip and 20mb fast it seems better. Ta.

Ah well time for another advertisment run for Mildred. :o)

If you don’t have some grudge against chunky bitmaps, and high processor =

requirements, I would recommand you use Mildred.

It really is that good. I’m using it for several projects ATM.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.476 Executing programs from memory?

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Executing programs from memory?

Date: Mon, 11 Jan 1999 12:47:15 -0000

charset="iso-8859-1"

Encoding: 8bit

Yo Blitzers!

Does anyone know how to execute a program from a memory location? i.e. I

wish to INCBIN an exe file and then run it from memory. Anyone know how?

Thanks.

Best regards,

Matt Briggs.

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.

| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’

1.477 Re: Executing programs from memory?

(Eudora Internet Mail Server 2.2); Sat, 12 Dec 1998 13:59:25 +0100

Date: Mon, 11 Jan 1999 14:18:09 +0100

From: Manfred Linzner <manfred.linzner@munich.netsurf.de>

X-Accept-Language: en

Subject: Re: Executing programs from memory?

Encoding: 8bit

Matt Briggs wrote:

>

> Yo Blitzers!

>

> Does anyone know how to execute a program from a memory location? i.e. I

> wish to INCBIN an exe file and then run it from memory. Anyone know how?

> Thanks.
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>

> Best regards,

> Matt Briggs.

Ît´s pretty simple, but you cant use INCBIN.

The way to go is using the LOADSEG_() commando!

This will load the exefile with all neded allocation and

relocation. You will get passed a bcl pointer to

your code. When finished with the stuff you have

todo UNLOADSEG_().

--

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*

Manfred Linzner aka Pink/abYSs

Email: manfred.linzner@munich.netsurf.de

AMIGA,PC,CGB,BB2,C++,68xASM.PT,FT2,AHX,Himex

http://homepages.munich.netsurf.de/Manfred.Linzner/

created:HiMeX,AHX,PreTracker,R.o.t.R 1+2,WildLife..

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*

1.478 Executing Programmes

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 16:44:06 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Wed, 06 Jan 1999 16:43:38 +0000

Subject: Executing Programmes

Hello,

Does anybody know how to execute another programme using a blitz programme.

Eg.How would I load and execute IBrowse or YAM from within a Blitz

programme? Also, does anyone know if there is a way to execute DOS commands

such as assign etc. within Blitz?

Best Regards

Stuart Walker

Digital Images

1.479 Re: Executing Programmes

From: mike.child@sbu.ac.uk

Date: Wed, 6 Jan 1999 17:08:16 +0000

Subject: Re: Executing Programmes

Execute_ "Work:NetApps/IBrowse",0,0
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(with correct path of course)

Execute_ will do any DOS command to. Usually best to use a string, so you can

build quotes into it as required:

e$="Run SYS/Utilities/Visage "+chr$(34)+"file name with spaces"+chr$(34)

Execute_ e$,0,0

(Would start Visage as a separate process)

(assuming Visage is in SYS:Utilities/ of course)

Hope it helps

Mike Child

1.480 Re: Executing Programmes

([62.136.75.117] helo=194.152.64.35 ident=kewl)

by mail11.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxyJ6-0000rB-00

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 19:07:52 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 06 Jan 1999 19:03:50 +0000

Organization: Satanic Dreams Software.

Subject: Re: Executing Programmes

Hello Stuart

Hiya, Stuart... ,on 06-Jan-99 you wrote me about Executing Programmes! :)

SW>> Hello,

SW>>

SW>> Does anybody know how to execute another programme using a blitz

SW>> programme. Eg.How would I load and execute IBrowse or YAM from within a

SW>> Blitz programme? Also, does anyone know if there is a way to execute DOS

SW>> commands such as assign etc. within Blitz?

There are several different ways to do this,.

The easiest being to use:

#Exec# "YAM:YAM"

This requires a third party library (I`m not sure which it is,.?.) But if it

doesn`t TOKEN, you could use this:

EXE$="YAM:YAM"

#Execute_# &EXE$,#Peek#.l(#Addr File#(0)),0

To do an assign, If I remember rightly, you can just use:

#If Assign#("YAM","DH1:Comms/YAM")=#False#

TMP=#Request#("Error","Could NOT assign!","DOH!!")

#EndIf#
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(I`m sorry, I dont know if the "#Assign#" command is part of a third party

library either.). But of course if that doesn`t work you could always

Execute the C:Assign command.

SW>> Best Regards

SW>>

SW>> Stuart Walker

SW>>

SW>> Digital Images

SW>>

SW>>

SW>>

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.481 Re: Executing Programmes

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 06 Jan 1999 21:01:40 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Executing Programmes

Encoding: quoted-printable

Hello Stuart

Somewhere Stuart Walker wrote:

SW > Hello,

SW > Does anybody know how to execute another programme using a blitz pro=

gramme.
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SW > Eg.How would I load and execute IBrowse or YAM from within a Blitz

SW > programme? Also, does anyone know if there is a way to execute DOS c=

ommands

SW > such as assign etc. within Blitz?

Try using Execute_"command line here",0,0

Example -> Execute_"Yam:Yam hide",0,0

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Everything should be made as simple as possible, but not simpler.

1.482 Re: Executing Programmes

([62.136.15.152] helo=194.152.64.35 ident=stingent)

by mail2.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zy2W6-0006rZ-00

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 23:37:34 +0000

From: Bippy M <BippyM@stingent.freeserve.co.uk>

Date: Wed, 06 Jan 1999 23:29:49 +0000

Subject: Re: Executing Programmes

Howdy Loki

On 06-Jan-99, Loki wrote:

> #Exec# "YAM:YAM"

>

> This requires a third party library (I`m not sure which it is,.?.) But if

> it doesn`t TOKEN, you could use this:

>

> EXE$="YAM:YAM"

> #Execute_# &EXE$,#Peek#.l(#Addr File#(0)),0

>

> To do an assign, If I remember rightly, you can just use:

>
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> #If Assign#("YAM","DH1:Comms/YAM")=#False#

> TMP=#Request#("Error","Could NOT assign!","DOH!!")

> #EndIf#

Hiya there, Oki here is my query!

How do you include an EXE such as say CPU in your code and then run it from

there?

eg.. My program calls CPU and executes it, but instead of using exe from C:

it is included within the program?

Ideas?

--

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

| |

| ---- Stingent BBS: 24hrz 7 Dayz --- 01332 740984 ---- |

| ----------------------------Stingent---------------------------- |

| - Mark Green "Bippy M" | Fido @ 2:256/306.9 | Fluffy @ 888:120/0 - |

| |

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

1.483 Re: Executing Programmes

([62.136.3.86] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail11.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zy2e5-00010R-00

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 23:45:49 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Wed, 06 Jan 1999 23:34:56 +0000

Subject: Re: Executing Programmes

Loki churned out *this* drivel :

> #Exec# "YAM:YAM"

>

> This requires a third party library (I`m not sure which it is,.?.) But if

> it doesn`t TOKEN, you could use this:

>

> EXE$="YAM:YAM"

> #Execute_# &EXE$,#Peek#.l(#Addr File#(0)),0

Hey, what’s this #File#(0) stuff? He hasn’t opened a file! Even if

he has, it’s totally irrelevant...

The numbers on the end are for mysterious stuff that nobody

understands (or something) - just use 0,0 :
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#Execute_# EXE$,0,0

That’s all :)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Team *AMIGA*, member of *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland...

1.484 Re: Executing Programmes

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 06 Jan 1999 19:49:22 -0500

Subject: Re: Executing Programmes

Hi James

On 06-Jan-99, James L Boyd wrote:

>

> The numbers on the end are for mysterious stuff that nobody

> understands (or something) - just use 0,0 :

>

> #Execute_# EXE$,0,0

This method will run the program, and your Blitz program will wait until it

ends.

If you want the Executed program to run on it’s own, so your Blitz program

can continue, add "Run" to the command string, or "Run >NIL:" if

appropriate.

EXE$="Run YAM:YAM"

Execute_ EXE$,0,0

Will launch YAM and allow your program to continue.

Just think of Execute_ the same as if you were typing the command into a CLI

-

just about anything you can do in a CLI can be done as an Execute_ command,

including making Assigns, etc. The only difference is that you must always

supply the COMPLETE path to the file.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.485 Re: Executing Programmes

From: Rui Carvalho <grim@ip.pt>

Date: Sat, 09 Jan 1999 08:00:47 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Executing Programmes

Encoding: quoted-printable

Hello James

Somewhere James L Boyd wrote:

J

JB > The numbers on the end are for mysterious stuff that nobody

JB > understands (or something) - just use 0,0 :

How true !!!

Reminds me of Jimi ;)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Hard work never killed anybody, but why take a chance?

1.486 Re: Executing Programmes

From: Rui Carvalho <grim@ip.pt>

Date: Sat, 09 Jan 1999 08:00:47 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Executing Programmes

Encoding: quoted-printable

Hello James

Somewhere James L Boyd wrote:

J

JB > The numbers on the end are for mysterious stuff that nobody
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JB > understands (or something) - just use 0,0 :

How true !!!

Reminds me of Jimi ;)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Hard work never killed anybody, but why take a chance?

1.487 Re: Executing Programmes

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 9 Jan 99 21:51:49 +1000

Subject: Re: Executing Programmes

Encoding: 7bit

On Sat, 09 Jan 1999 08:00:47 +0000 Rui Carvalho said:

> Hello James

>

> Somewhere James L Boyd wrote:

> J

> JB > The numbers on the end are for mysterious stuff that nobody

> JB > understands (or something) - just use 0,0 :

Someone told me that they are for the input and output redirection

filehandles. E.g. if you do a CLI command

Fred >file1 <file2

then you could do

Execute_ (Fred,&filehandle1,&filehandle2)

Though why you would want to...

Cheers

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater
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1.488 Re: Executing Programmes

([62.136.71.51] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zzpS6-000659-00

for blitz-list@netsoc.ucd.ie; Mon, 11 Jan 1999 22:04:50 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 11 Jan 1999 21:52:07 +0000

Subject: Re: Executing Programmes

Tony Rolfe churned out *this* drivel :

>> Somewhere James L Boyd wrote:

>> J

>> JB > The numbers on the end are for mysterious stuff that nobody

>> JB > understands (or something) - just use 0,0 :

> Someone told me that they are for the input and output redirection

> filehandles. E.g. if you do a CLI command

> Execute_ (Fred,&filehandle1,&filehandle2)

> Though why you would want to...

Yeah, thanks - I actually found this out today...

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

1.489 errorchecking

for blitz-list@netsoc.ucd.ie; Tue, 5 Jan 1999 17:39:35 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 5 Jan 99 17:37:35 +0000

Subject: errorchecking

Encoding: 7bit

hi.

can someone tell my why, when runtime errorchecking is on, any attempt

to open a screen using `Screen’ or `ScreenTags’ results in an

immediate hang of the computer? I’ve tried disabling all commodities

and patches but it has no effect. Is there some interference from
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CyberGraphX/Picasso96?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.490 Re: errorchecking

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 22:41:48 +0200

Organization: A97

Subject: Re: errorchecking

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 05-Jan-99, Paul wrote:

> can someone tell my why, when runtime errorchecking is on, any attempt

> to open a screen using `Screen’ or `ScreenTags’ results in an

> immediate hang of the computer? I’ve tried disabling all commodities

> and patches but it has no effect. Is there some interference from

> CyberGraphX/Picasso96?

Erm you have a defective debugger ? I had no problems with either. There =

is something about certain graphics boards not being able to access CHIP =

memory, (but this would crash the ’puter regardsless of the debugger.) ot=

her than that, I don’t know what the trouble with GFX cards is :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.491 Re: errorchecking

From: "Andrew Guard" <aMIGA_dUDE@assign.u-net.com>

Date: 10 Jan 99 08:28:27 +0000

Subject: Re: errorchecking

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: quoted-printable

Well Mikkel L=F8kke thats what you thought on the Tue, 05 Jan 1999 22:41:48=

+0200 this is what I think,

> On 05-Jan-99, Paul wrote:

>=20

> > can someone tell my why, when runtime errorchecking is on, any attempt

> > to open a screen using `Screen’ or `ScreenTags’ results in an

> > immediate hang of the computer? I’ve tried disabling all commodities

> > and patches but it has no effect. Is there some interference from

> > CyberGraphX/Picasso96?

>=20

Sorry I have lost Org mail, MD crahsed on me.

Make shore that DisplayID is correct. It must be _long_ DisplayID.l.

If it anything else the code will return a wrong address.

How do you know if it return a wrong address simple it crashes big

time when you do a screen tag.

I think that I am correct in saying CGFX uses Fast mem not Chip mem,

first.

You sould also read the e-mail’s about *Found bug in VAL command*

--=20

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/=20=20

ICQ 21765436
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1.492 EOF : works and not works

Sun, 24 Jan 1999 14:00:49 -0500

Sender: C_LECLERC@csi.com

From: "Christophe" <C_LECLERC@csi.com>

Subject: EOF : works and not works

Date: Sun, 24 Jan 1999 19:56:59 +0100

charset="iso-8859-1"

Encoding: 7bit

Hi,

I use the EOF instruction to know if I reach the end of a file. I meet some

difficulties : with 3 computers, only one works fine. On the others, the end

of file is not detected and my program still makes read operations endless.

Do you know if there is a bug in this instruction ?

Here is a sample of my program :

Function.w ReadLine { MyFic, MyLine.l, MySize.l }

FileInput MyFic

If Eof(IdFic) = True

Then

PopInput

Function Return #FIL_EOF

Else

MyString$ = Edit$ (255)

PopInput

Poke.l MySize.l, Len(MyString$)

MyPtr.l = MyLine.l

For I=1 To Len(MyString$)

Poke.b MyPtr.l, Asc(Mid$(MyString$,I,1))

MyPtr = MyPtr + 1

Next I

Function Return #FIL_OK

EndIf

End Function ; ReadLine

This function doesn’t return FIL_EOF everytime when the end of file is

reached !!!! And I think that my variable MyFic is correct because I can

read successfully all the lines of the file (it’s a text file). I can’t

destroy this function and place the code in the caller function because I

use recursivity in it.

Thanks in advance for your help

Christophe
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1.493 Re: EOF : works and not works

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 25 Jan 1999 19:41:32 +0200

Organization: A97

Subject: Re: EOF : works and not works

Encoding: quoted-printable

On 24-Jan-99, Christophe wrote:

> I use the EOF instruction to know if I reach the end of a file. I meet =

some

> difficulties : with 3 computers, only one works fine. On the others, th=

e end

> of file is not detected and my program still makes read operations endl=

ess.

> Do you know if there is a bug in this instruction ?

> Here is a sample of my program :

> Function.w ReadLine { MyFic, MyLine.l, MySize.l }

> FileInput MyFic

> If Eof(IdFic) =3D True

> Then

> PopInput

> Function Return #FIL_EOF

> Else

> MyString$ =3D Edit$ (255)

> PopInput

> Poke.l MySize.l, Len(MyString$)

> MyPtr.l =3D MyLine.l

> For I=3D1 To Len(MyString$)

> Poke.b MyPtr.l, Asc(Mid$(MyString$,I,1))

> MyPtr =3D MyPtr + 1

> Next I

> Function Return #FIL_OK

> EndIf

> End Function ; ReadLine

> This function doesn’t return FIL_EOF everytime when the end of file is

> reached !!!! And I think that my variable MyFic is correct because I ca=

n
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> read successfully all the lines of the file (it’s a text file). I can’t=

> destroy this function and place the code in the caller function because=

I

> use recursivity in it.

Actually I think it’s the Popinput that has a bug. Just avoid it.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.494 Re: EOF : works and not works

Paris Sun, 31 Jan 1999 00:02:21 +0100 (MET)

From: Jean-Marc GIGANDET <HURRICAN@wanadoo.fr>

Date: Sun, 31 Jan 1999 00:00:29 +0200

Subject: Re: EOF : works and not works

Encoding: quoted-printable

Hello Christophe

Where is the piece of code to get the records ? Don’t forget that EOF wor=

ks when you reach for the first time the end of the file. If you continue=

to get records past the end of the file, you may not get EOF again. Be a=

lso careful with the open statement (successful or not), and close the fi=

les when necessary.
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Regards

-- =

HURRICAN@wanadoo.fr

A1200 030/28 + 68881 + 8 Mo + Quantum 635 Mo + Wd 60 Mo + M1438S + Deskje=

t 690C + UsR 33600.

HURRICANE, TURRICAN, well, that’s a good mix. Both should visit Redmond .=

=2E.

1.495 ENGiNE Adventure Code v1.B

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: ENGiNE Adventure Code v1.B

Date: Wed, 6 Jan 1999 13:28:14 -0000

charset="iso-8859-1"

Encoding: 8bit

If anyone on this list likes text adventures then check out EAC! - available

from the Aminet. EAC is a new type of text adventure creator that was

programmed in Blitz Basic II ! And! anyone who sends me an adventure game

for EAC, which I consider to be any good, will be given a free registration

code for the encryptor program! If I get enough support I may release the

source coding also!

See ya!

Matt Briggs.

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.

| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’

1.496 Re: ENGiNE Adventure Code v1.B

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 06 Jan 1999 20:54:52 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"
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Organization: Dark Dreams Designs

Subject: Re: ENGiNE Adventure Code v1.B

Encoding: quoted-printable

Hello Matt

Somewhere Matt Briggs wrote:

MB > If anyone on this list likes text adventures then check out EAC! -

MB > available from the Aminet. EAC is a new type of text adventure creat=

or that

MB > was programmed in Blitz Basic II ! And! anyone who sends me an adven=

ture

MB > game for EAC, which I consider to be any good, will be given a free

MB > registration code for the encryptor program! If I get enough support=

I may

MB > release the source coding also!

I’ve already checked it out, it’s very good to make adventures...

Keep up the good work :)

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

I like work ... I can sit and watch it for hours.

1.497 Encryption

([62.136.46.166] helo=194.152.64.35 ident=disaintcool)

by mail6.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 106zdx-0000ll-00

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 16:22:41 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 31 Jan 1999 16:19:58 +0100

Organization: Satanic Dreams Software.

Subject: Encryption

Hello,



Yam_Blitz List 520 / 752

So nobody got anything on Encryption? (See other mail :) )

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS SOFTWARE FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.498 Re: Encryption

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:52:58 +0200

Organization: A97

Subject: Re: Encryption

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Loki.

On 31-Jan-99, Loki wrote:

> So nobody got anything on Encryption? (See other mail :) )

I have. I’ll do an XOR encryption routine for you. Just gimme some more t=

ime :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |
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o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.499 Encrypting EXE files

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Encrypting EXE files

Date: Wed, 13 Jan 1999 16:07:02 -0000

charset="iso-8859-1"

Encoding: 8bit

In reply to: Toby Zuijdveld [hotcakes@abacus.net.au]

>>encrypts the program. Then use a hex editor to screw up the

>>header - and hey presto you can’t unpack the program, yet you can

>>the file. You see?

>Hmmm, anytime I’ve tried that the executable crashes. Which parts of the

PP

>header is safe to change?

I can’t remember, but I know it works! It’ll be the first few bytes after

the exe header k?

______________________________________

,;;;;;;, / ¬\

.---¦;’ __`_l-/ Check out Super Anagram Solver from \-------------.

| | ( .).) \ the Aminet or our web page. / /\____ ____ ¦

| C· _ ¯¯,\ \__ ___________________________________/ / ___// \|

| T /____¯/ \/ / _)_ \_° /|

| l_ ’--` \ http://engine9.cjb.net \______\_/ / |

|-----\_____/-------------------------------------------------\/__/--|

| * How many of you believe in telekinesis? - Raise MY hand! * |

`--------------------------------------------------------------------’



Yam_Blitz List 522 / 752

1.500 Encrypting ASCII files.

([62.136.46.253] helo=194.152.64.35 ident=disaintcool)

by mail10.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 106ewI-0000ER-00

for blitz-list@netsoc.ucd.ie; Sat, 30 Jan 1999 18:16:15 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sat, 30 Jan 1999 18:11:10 +0100

Organization: Satanic Dreams Software.

Subject: Encrypting ASCII files.

Hello,

Ok, I really need help here :) I`ve been trying for ages,

and I cant get it working. Does anybody know how I can use

the RI encryption (or anything else) To:

o Firstly, load an ASCII file, convert the contents to a list

array,

o Encrypt the contents of the array.

o Save the converted contents to a file.

o Load the Encrypted file back in to the array.

o Decrypt it, making sure that each item in the list is

1 line of the text, taking into account the EOL`s.

o Save it back out as an ASCII file.

If anybody has done any examples, it would be nice, heheheh.

Or alternatively the same sort of routine for powerpacked

files. Or both?

Can anybody help, in anyway at all?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS SOFTWARE FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.501 re:cdxl

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: re:cdxl

Date: Wed, 27 Jan 1999 09:54:50 -0000

charset="iso-8859-1"

Hello again,

in all honesty, I got the idea from GeneticSpecies, because the

intro is a cdxl file. The startup-script has

playanim* lmbabort view multipal dosxl xlspeed=250 gs.intro

*this is just cdgsxl renamed

so if you do a

Execute_ "cdgsxl lmbabort view multipal dosxl xlspeed=150 advert.xl",0,0

I’ve discovered that xl’s can be placed in the game at any point. Cool for

cut scenes!

n.b. the difference in the xlspeed is because I was using the CD32 advert xl

to test the code.

Chris

1.502 Double buffering and fd convert

Mon, 25 Jan 1999 14:55:32 +0000

25 Jan 99 14:55:33 +0000

From: "S.J.CROY" <ap6013@qmw.ac.uk>

Organization: University of London (QMW)

Date: Mon, 25 Jan 1999 14:55:14 +0000

encoding: 7BIT

Subject: Double buffering and fd convert

Hello blitzers

This has been bugging me for ages... Is it possible to

double buffer windows? I don`t mean bitmaps but blitz commands

like wline, wbox etc (or the NLibs equivalent). I suppose I would

have to use initrastport_ and then draw to that - but what do I do

now?

Also another thing : How does FD convert work? I`m using

the one that came with the BUMS, and tried converting the low

level library - I got the commands to tokenised, but when I move

up to another line the commands change into something else. It`s

not a problem with overlapping lib nums cause Ive checked. Can
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anyone help?

The thing is, look in this months (February) Amiga Format

CD. In the dir serious/graphics, you`ll find a 3d lib that offers not a

bad frame-rate. It has the fd files as well, but the documenation is

not in English. However there`s example code include. Could there

finally be a 3d lib for blitz?

Thanks a lot for listening

Steven

1.503 Double Buffering (Was: Yet Another Progress Indicator)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 29 Jan 1999 18:03:44 +0200

Organization: A97

Subject: Double Buffering (Was: Yet Another Progress Indicator)

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 29-Jan-99, Tony Rolfe wrote:

> On Thu, 28 Jan 1999 05:09:51 -0500 Curt Esser said:

>> =

>> OK, here are a couple of modified versions.

>> =

>> The first one eliminates the "box" but flickers a bit and won’t work r=

ight

>> at high speeds.

>> =

> Thanks very much, Curt. I’ll give them a try soonest.

> I’ve always wondered what double buffering was all about, so I’m

> getting some extra lessons for free.

It’s quite simple really. You have two bitmaps (or displays, or whatever)=

, now to reduce flicker and such you draw on one bitmap, but you’re showi=

ng the other one. then when you’re finished drawing, you (usually) wait f=

or the raster to reach the top of the screen, then you show the bitmap yo=

u just drew, and start drawing on the other bitmap. And keep swapping the=

m arround and your display will never flicker again.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __
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/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.504 Dongels

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 17 Jan 1999 12:52:49 +1300

Subject: Dongels

Encoding: quoted-printable

On 15-Jan-99, Mikkel L=F8kke wrote:

=

>>>> I am thinking in releasing my game with a dongle (passtruogh) in

>>>> joy port. what about it?

> =

>> Um?

> =

> Ocean and DID tryed something similar on Robocop 3. It didn’t stop

> pirates, and it alot of users that lost their dongels (moving or

> otherwise) could never lay the game again. Also you would have to make

> a permanent dongle that would not interfere with the normal

> joystick/mouse operations.

Dongels are horrid things, a lot didn’t have pass throughs for

joysticks, and they are the easiest things to crack (a permanent

hardware address anyone!) - the majority of people who bought the legal

version, then went and got the cracked version so they could use the
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program without the damned dongle- bloody crazy!!!!!!

-- =

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0 =

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0 =

=

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed =

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.505 Re: Dongels

From: Curt Esser <camge@ix.netcom.com>

Date: Sun, 17 Jan 1999 06:21:10 -0500

Subject: Re: Dongels

Hi Anton

On 16-Jan-99, Anton Reinauer wrote:

>

> Dongels are horrid things, a lot didn’t have pass throughs for

> joysticks, and they are the easiest things to crack (a permanent

> hardware address anyone!) - the majority of people who bought the legal

> version, then went and got the cracked version so they could use the

> program without the damned dongle- bloody crazy!!!!!!

Yes, unfortunately a lot of these protection schemes only make the honest

users suffer, and do nothing to stop pirates. And probably hurt legitimate

sales too.

I myself would never again buy anything with a Dongle unless a cracked

version was available. Even with a pass-thru, what do you do if 2 programs

need a dongle?

I myself have gotten cracked versions (after buying the originals) to

eliminate the dongle-crap with Brilliance, the "black on black" password

thing in Worms, and so on.

These kind of things actually promote piracy, IMO. And give software

pirates a sort of "Robin Hood" reputation - "Hey, this guy’s not trying to

steal anything, he’s just doing us a favor by eliminating that hassel!"

If you can’t come up with a protection scheme that is transparent to the

honest users I think you are better off to go with no protection at all.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.506 Re: Dongels

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sun, 17 Jan 1999 18:36:59 +0500

Subject: Re: Dongels

On 17-Jan-99, Anton Reinauer flashed:

> Dongels are horrid things, a lot didn’t have pass throughs for

>joysticks, and they are the easiest things to crack (a permanent

>hardware address anyone!) - the majority of people who bought the legal

>version, then went and got the cracked version so they could use the

>program without the damned dongle- bloody crazy!!!!!!

Very true. Dongles are horrible, worthless, counter-productive

and irksome.

If a game was GOOD enough to warrant the cost though, a "dongle"

consisting of special required hardware controls which added much to the

realism and enjoyment of the game would cool, and would be an almost

fool-proof way to protect a game if the game could not be played without

the additional controls and if the controls contributed significantly to

the atmosphere and enjoyment. In that case, even though it might be

possible to "monkey up" some usable substitute, the effort and expense

involved as well as the lesser degree of quality would deter most people

from doing so.

As far as catching pirates goes, I have several ideas which I am quite

sure would work, but only if they were unknown to the pirates, which is

why I am not gouin to expound upon them here.

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.507 Re: Dongels

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sun, 17 Jan 1999 18:53:51 +0500

Subject: Re: Dongels

On 17-Jan-99, Curt Esser flashed:

>These kind of things actually promote piracy, IMO. And give software

>pirates a sort of "Robin Hood" reputation - "Hey, this guy’s not trying to

>steal anything, he’s just doing us a favor by eliminating that hassel!"

>If you can’t come up with a protection scheme that is transparent to the

>honest users I think you are better off to go with no protection at all.

Yup.

Donovan Reeve (bubby.lnk@ispi.net)
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1.508 Re: dodgy diz

([62.136.78.47] helo=194.152.64.35 ident=kewl)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zztsD-0002zS-00

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 02:48:06 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 12 Jan 1999 01:54:49 +0000

Organization: Satanic Dreams Software.

Subject: Re: dodgy diz

Hello Curt

Hiya, Curt... ,on 11-Jan-99 you wrote me about Re:dodgy diz! :)

CE>> Let’s suppose that someone wanted to amass a bunch of email addresses

CE>> for one of those "Email Blaster" spam email address lists. But let’s

CE>> suppose this person wanted to target his spam emails directly at the

CE>> sort of people who would be most receptive to email scams - ie., those

CE>> who are willing to believe anything, even (or especially) if it looks

CE>> "too good to be true" or offers "something for nothing".... Now let’s

CE>> suppose that this person sends out some emails just like this one,

CE>> then goes from mailing list to mailing list, picking up not just a few

CE>> email addresses from people who may or may not (most likely not) be

CE>> responsive to his scams, but rather big juicy letters full of email

CE>> addresses,

CE>> all from gullible people who already fell for one email scam.........

CE>>

CE>> "There’s a sucker born every minute"

CE>> - P.T. Barnum

I hadn`t read the original mail until now,..

But you have a very, very good point there m8.

The majority of people either delete spam or filter it. But if your

theory is correct, that`s one extremely well thought out plan.

And rather sinister too. :)

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384
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<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.509 Display Library and superbitmaps

([62.136.16.235] helo=194.152.64.35 ident=kewl)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 102REM-0001Z7-00

for blitz-list@netsoc.ucd.ie; Tue, 19 Jan 1999 02:49:26 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 19 Jan 1999 02:01:38 +0100

Organization: Satanic Dreams Software.

Subject: Display Library and superbitmaps

Hello,

Ok, we using the display library to create a diskmag environment.

The main area (where the text is displayed) is offset to the

right, IE:

,--------------.

| |

| .-------. |

| | | |

| | | |

| | | |

| | | |

| `-------’ |

| |

`--------------’

Ok, I dont know how that looks to you (with diff fonts and shit) but,

you get the picture, the centre box is the area where the text

will be placed on the screen. I couldn`t think of another way to

explain it to you :)

Now ,is there anyway I can have a superbitmap inside that specific

area, or have a bitmap I can scroll at that offset.

Not forgeting i`m using the display library commands.
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Any other ideas would be appreciated.

Thanks.

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.510 Re: Display Library and superbitmaps

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 19 Jan 1999 04:54:31 +0200

Organization: A97

Subject: Re: Display Library and superbitmaps

Encoding: quoted-printable

Hello Loki.

On 19-Jan-99, Loki wrote:

> Ok, we using the display library to create a diskmag environment.

> The main area (where the text is displayed) is offset to the

> right, IE:

> ,--------------.

> | |

> | .-------. |

> | | | |

> | | | |

> | | | |

> | | | |

> | `-------’ |
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> | |

> `--------------’

> Ok, I dont know how that looks to you (with diff fonts and shit) but,

> you get the picture, the centre box is the area where the text

> will be placed on the screen. I couldn`t think of another way to

> explain it to you :)

> Now ,is there anyway I can have a superbitmap inside that specific

> area, or have a bitmap I can scroll at that offset.

> Not forgeting i`m using the display library commands.

Not an easy or fast way. The only thing I can think of is using Scroll to=

copy the superbitmap to the relative bitmap. Or writing an ASM routine t=

hat does the same. There is noway to do it in hardware (With the copper, =

that is, or actually there is, but it’s *WAY* to complicated.). But why w=

ould you want a superbitmap anyway ?

> Any other ideas would be appreciated.

Use Mildred :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.511 Re: Display Library and superbitmaps

Date: Tue, 19 Jan 1999 04:10:43 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Display Library and superbitmaps

> Ok, I dont know how that looks to you (with diff fonts and shit)

bad 8)

> Now ,is there anyway I can have a superbitmap inside that specific

> area, or have a bitmap I can scroll at that offset.

> Not forgeting i`m using the display library commands.

Assuming you have a window open, why not use BitmapToWindow? It has

a lot of parameters to allow you to copy on a portion of the bitmap to

a specefice location in the window.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.512 Dir listings...

([195.92.234.174] helo=allhours.karoo.co.uk ident=Jeepster)

by svr-a-04.core.theplanet.net with smtp (Exim 2.02 #2)

id 0zyPxD-0002TC-00

for blitz-list@netsoc.ucd.ie; Fri, 8 Jan 1999 00:39:08 +0000

From: Thomas Newsom <thomas.newsom@allhours.karoo.co.uk>

Date: Fri, 08 Jan 1999 00:36:11 +0100

Organization: The Open All Hours BBS @ +44-(0)1482-345494 & +44-(0)1482-447576 24 hours

Subject: Dir listings...

Hi,

I’ve got loads of examples for listing directories and files from anywhere I

care to put in the file but NONE will work :/

I grabbed the last one from Curt but that doesn’t want to work either. None

will list anything at all.

Has anyone got some code that will do the following AND work!

Similar to Curts effort really, what i want is to have the directories in

one array and the files in another but somehow linked so the program

doesn’t lose track of what files are in what directory. It must be a CLI

only pogram. No windows please!

Can anyone oblige?
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Cheers

--

Tom.

AKA The Jeepster - An AMIGA BBS and proud of it! - MEMBER <:> *Team AMIGA*

Email : Jeepster@allhours.karoo.co.uk <-> http://www.karoo.net/allhours

ICOA Member <:> ICOA Installer WG Member <:> The Grimms one’s Beta Tester!

1.513 Re: Dir listings...

From: Curt Esser <camge@ix.netcom.com>

Date: Fri, 08 Jan 1999 02:33:55 -0500

Subject: Re: Dir listings...

Hi Thomas

On 07-Jan-99, Thomas Newsom wrote:

> Hi,

>

> I’ve got loads of examples for listing directories and files from

anywhere

> I care to put in the file but NONE will work :/

There is a different version of the ElmoreDos.library where the ChangeDir

command doesn’t work, although it still tokenizes. Try substituting

"Examine" for the ChangeDir command in your code.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.514 Re: Digital War (Was Piracy bla bla)

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 13 Jan 1999 19:30:03 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Digital War (Was Piracy bla bla)

Encoding: quoted-printable

Hello stocksjames

Somewhere stocksjames wrote:

s > Rui Carvalho wrote:

s > Aliens had a good soundtrack, but loads of others ripped it off. perh=
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aps

s > they should have included software protection!

"Game over man... Game over... What the fuck are we going to do now, man.=

=2E."

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Politicians should read science fiction, not westerns and detective

stories.

1.515 Re: Digital War (Was Piracy bla bla)

From: Anton Reinauer <anton@ww.co.nz>

Date: Thu, 14 Jan 1999 12:42:16 +1200

Subject: Re: Digital War (Was Piracy bla bla)

On 14-Jan-99, stocksjames wrote:

>There was this good bit in Aliens where they went downstairs and all got

>killed. Their lifesigns all went dead.

>Is anyone fed up with this topic yet!!!???!?!?!??!!??!!?!?!?!

I’ve found the topic *very* interesting!! -especially Toby’s ideas!! And so

have a number of other people (it’s a /very/ important subject for us

programmers) - just because one person (ie: /you/ ) doesn’t like it, doesn’t

mean we all *shouldn’t* discuss it!!!

And look- I didn’t even swear once!!!! ;-)

--

Anton Reinauer <anton@ww.co.nz>

1.516 Re: Digital War (Was Piracy bla bla)

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 16 Jan 1999 09:01:03 +0500

Subject: Re: Digital War (Was Piracy bla bla)
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On 13-Jan-99, Rui Carvalho flashed:

>Has anyone ever reed Digital War?

>It’s a book from an MIT engineer that describes how a hacker attack would

>terminate all activity in the USA. No phones, no power, no money, no

>computers... Imagine all the world merging into chaos!

>And there is nothing no one can do (or ever will be) able to do to stop it,

he

>proves it in his book, there is always a breech somewhere.

>If a nutso ever writes a virus like that, we are talking about motherfu*king

>worldwide destruction :)

The only problam with his scenerio is that he assumes that all the computers

in the world will fall to this virus because they will all run it. That is

of course not true. Amigas for instance, will not be affected by a windows

virus. Linux, Unix, Mac, Qnx, Be, Peos, Atari, and a meriod of others would

all be totally unaffected by the virus because it would just be an

unrecognised file to those systems. Any server using any other OS than

windows would break the chain of events, and any business using any other

OS would not lose anything.

Besides, as soon as some of the servers were put down by the virus, they

would be broken links and whole areas would be unreachable, even to the

virus. That could be gotten around by having a timed release virus, but those

are very likely to be caught by someone before they go off. This has been

tried before several times, and it didn’t work. Plus, any computer with

an incorrectly set system clock would screw things up too.

It is theoretically possible to do major short-term damage (till back-ups

are installed) with a self-spreading virus. But in real life, there are

so many things that could go wrong with the plans of the maker of the

virus that chances of achieving a global catastrophe are almost none.

This guys story is basically bunk. There was a time when a virus did

foul things up badly thru the internet for a short while. Ever since

then, there have been a MULTITUDE of things done to keep such a thing from

getting far again. Remember, system backups can be re-installed as many

times as is necessessary, and all that is necessessary to prevent re-

infection is to turn off the modem. Most businesses are setting up their

systems now so that they can function seperate from the outside world and

catch up with outside transactions at a later time if necessessary.

I am not saying that some inconveniance could not be caused, but the

idea that the world could be paralyzed by it is purely Hollywood type

sensational bunk.
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It’s been tried so many times that it’s almost funny.

These hackers VASTLY over-rate their own importance and significance.

By the way, the Y2K problem is also VASTLY over-rated as to the

serious problems it would actually cause in real life.

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.517 Re: Digital War (Was Piracy bla bla)

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 16 Jan 1999 16:49:30 +0500

Subject: Re: Digital War (Was Piracy bla bla)

Encoding: quoted-printable

On 16-Jan-99, Mikkel L=F8kke flashed:

>Hello Donovan.

>On 16-Jan-99, Donovan Reeve wrote:

>> By the way, the Y2K problem is also VASTLY over-rated as to the

>> serious problems it would actually cause in real life.

>Really ? So you don’t think paying 1000 years of interest (in one day) i=

s a

>serious problem ? (I think you underestimate the implicated "importance"=

of

>Wintel’s in everyday life. Strange that people gladly trust stuff to a

>computer that they wouldn’t even dare trust a close friend or relative w=

ith.)

>Anyway if that Mac person had just shut the f*#k up about it, no-one wou=

ld

>have ever noticed before it was *WAY* too late. Buwahahahahah.

Err... it’s 100 years, not 1000. And you would be 100 years ahead on

everything, not behind as the program would think it was only 1900. All

that would happen is that the program would send bills showing that peopl=

e

did not owe anything yet, so the problem would be the banks, not the

individuals. The banks would have merely had to get it in gear and catch=

up, and would have suffered temporary cash flow problems. Solutions woul=

d

have been found, banks are nothing if not resourceful. For many business=

es

the problem would have been relatively minor and for a fair percentage of=



Yam_Blitz List 537 / 752

businesses the only problem would have been the embarrasement or having

things dated wrong. Also, not all programmers were stupid enough to spac=

e

out the coming millinium and use only a two diget year field in their

databases.

It IS kind of funny though, and I don’t feel the least bit sorry for

those programmers stupid enough to do this and those businesses stupid

enough to procrastinate on fixing the problem.

The big problem has really been that some businesses (and their

investors) just didn’t want to hear about the problem or spend even a

little money to fix it. Managements played politics and shoved the

problem off to the future to make themselves look better in the short

term. Investors accepted it to avoid small losses in the present.

For such stupid people and companys, I have only contempt.

By the way, the programmers at our company fixed the problem years

ago as part of a routine software improvement.

Donovan Reeve (bubby.lnk@ispi.net)

1.518 Re: Digital War (Was Piracy bla bla)

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 16 Jan 1999 20:26:36 +0200

Organization: A97

Subject: Re: Digital War (Was Piracy bla bla)

Encoding: quoted-printable

Hello Donovan.

On 16-Jan-99, Donovan Reeve wrote:

> By the way, the Y2K problem is also VASTLY over-rated as to the

> serious problems it would actually cause in real life.

Really ? So you don’t think paying 1000 years of interest (in one day) is=

a serious problem ? (I think you underestimate the implicated "importanc=

e" of Wintel’s in everyday life. Strange that people gladly trust stuff t=

o a computer that they wouldn’t even dare trust a close friend or relativ=

e with.) Anyway if that Mac person had just shut the f*#k up about it, no=

-one would have ever noticed before it was *WAY* too late. Buwahahahahah.=

Regards

-- =
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+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.519 Re: Digital War (Was Piracy bla bla)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sun, 17 Jan 1999 14:56:59 +0000

Subject: Re: Digital War (Was Piracy bla bla)

Encoding: quoted-printable

Hi Mikkel L=F8kke :)

On 16-Jan-99, Mikkel L=F8kke wrote:

> On 16-Jan-99, Donovan Reeve wrote:

>> By the way, the Y2K problem is also VASTLY over-rated as to the

>> serious problems it would actually cause in real life.

> Really ? So you don’t think paying 1000 years of interest (in one

> day) is a serious problem ? (I think you underestimate the

implicated

> "importance" of Wintel’s in everyday life. =

Actually its not wintels you have to worry about. Its lifts, hospital

equipment, washing machines and more. All of which have chips in them

that use dates.

PCs are just a tiny part of the Y2K problem. And the easiest to be

fixed.
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Have fun

-- =

Eoghann Irving ICQ:14497218 mailto:eoghann-irving@usa.net

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.solarflare.freeserve.co.uk/index.html

Join the webring, win free banner advertising!=

1.520 Re: Digital War (Was Piracy bla bla)

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 19 Jan 99 18:18:24 +0000

Subject: Re: Digital War (Was Piracy bla bla)

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: quoted-printable

Well Mikkel L=F8kke thats what you thought on the Wed, 13 Jan 1999 15:40:44=

+0200 this is what I think,

> Hello Andrew.

>=20

> On 13-Jan-99, Andrew "Notorious" Boyarintsev wrote:

>=20

> >> BTW the three most used passwords in this planet are: LOVE, SEX and GO=

D...

> >> Please don’t use them ;)

>=20

> > Oh yeah, another "Hackers" fan ;-)

>=20

> That doesn’t make the statement any less true.

But the 28 modom’s were total b***s***. You don’t even get that much

from 56 (V90).

--=20

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/=20=20

ICQ 21765436
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1.521 Re: Digital War (Virii ???)

From: "Scott" <scott@assembler.free-online.co.uk>

Subject: Re: Digital War (Virii ???)

Date: Sat, 16 Jan 1999 19:25:20 -0000

charset="iso-8859-1"

Encoding: 7bit

> Load of stuff about some book [SNIP]

There is a virus that has undergone many mutations and spread

to all four corners of the earth. I can’t quite remember the name

of it... it’s something like ’Winders’ or something like that. Last I

heard it was up to revision 98 and it had fouled up a good many

computers across the globe. I think we had all better watch out,

as it is obviously quite virulent and.... Arrrgh! It’s got me!

Regards,

Scott

scott@assembler.free-online.co.uk

Damn the prime directive, give the Borg Windows 3.1

- Lt. Worf

1.522 Developers CD

([62.136.128.45] helo=194.152.64.35 ident=disaintcool)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105Fuj-0006zS-00

for blitz-list@netsoc.ucd.ie; Tue, 26 Jan 1999 21:20:49 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 26 Jan 1999 21:13:15 +0100

Organization: Satanic Dreams Software.

Subject: Developers CD

Hello,

Hey does anybody wanna buy the Amiga Developers CD 1.2 ???

I got it a lil` while ago, and have had no real use for it.

Any offers?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk
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<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.523 deletefile_ and #? (or ** ;-)

From: "opi.plastic aka emil" <opi@amigascne.org>

Date: Wed, 20 Jan 1999 14:14:08 +0100

Organization: calkowiecie nie-zorganizowany

Subject: deletefile_ and #? (or ** ;-)

Yello,

How force deletefile_ to use a amigaos patternmatching?

zdroofka!

--

opi.plastic <opi@amigascne.org>

amiga+linux+net+grass+ascii+scene = phuunnn

1.524 Debuggers!

([62.136.133.175] helo=194.152.64.35 ident=disaintcool)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104Tdk-0006sy-00

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 17:48:04 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 24 Jan 1999 17:42:12 +0100

Organization: Satanic Dreams Software.

Subject: Debuggers!

Hello,

Why do all the blitz debuggers SUK?

Why does the RED-Debugger crash everytime you run a program?

Why does the LES Debugger GURU or lock every 5 minutes for no reason?

Why is it that when the debugger locks and you have to Panic or

Quit and Die, that the next time you compile, Blitz gurus?
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I need Enforcer :) But I aint got an MMU :(((.. Well I have but only

an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

In fact, I think that bastard debugger is probably resposible

for at least 95% of all the crashes I get on my mig!

It sukz! I just thought I`d tell ya.. Does anybody else have

probs with em?

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.525 Re: Debuggers!

From: "BootBlock/Carnage" <BootBlock@Bigfoot.com>

Subject: Re: Debuggers!

Date: Sun, 24 Jan 1999 22:07:17 -0000

charset="iso-8859-1"

Encoding: 7bit

Loki wrote:

>Hello,

>

>Why does the RED-Debugger crash everytime you run a program?

>Why does the LES Debugger GURU or lock every 5 minutes for no reason?

Delete the ENV:BB_DBug.prefs and see if that sorts the problem out.

>It sukz! I just thought I`d tell ya.. Does anybody else have

>probs with em?

I have had this problem a couple of times, ages ago and 2-3 weeks ago.

SUPREMELY annoying, couldn’t code anymore of my CD player proglet :( But!

I deleted the above file and it sorted it out completely. Took me ages to
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track down the problem too....

--

BootBlock/Carnage, from Grimsby, England. - ICQ#: 14864929

HTTP://fly.to/ParpsVille - Amiga/PC/PSX, Blitz2, Emulation, etc...

A1200T/020-28/iP166/2+4+32Mb/2.1+4.3Gb/56k/CDD3600 SCSI ReWriter (in 1

case!)

1.526 Re: Debuggers!

From: amorel <amorel@xs4all.nl>

Date: Mon, 25 Jan 1999 16:16:56 +0500

Subject: Re: Debuggers!

On 24-Jan-99, Loki wrote:

>It sukz! I just thought I`d tell ya.. Does anybody else have

>probs with em?

Not at all, I use mine even as a memory protection tool. It makes everything

extremely stable and i never have to reboot again. Really.

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.527 Re: Debuggers!

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Mon, 25 Jan 1999 12:20:54 +0000

Organization: Pagan Software

Subject: Re: Debuggers!

I watched as Loki hammered "Debuggers!" out on their keyboard...

> Why do all the blitz debuggers SUK?

> Why does the RED-Debugger crash everytime you run a program?

> Why does the LES Debugger GURU or lock every 5 minutes for no reason?

> Why is it that when the debugger locks and you have to Panic or

> Quit and Die, that the next time you compile, Blitz gurus?

> I need Enforcer :) But I aint got an MMU :(((.. Well I have but only
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> an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

Erm, EC processors don’t have an MMU at all. Mungwall is just a clone of

enforcer (or is enforcer a clone of Mungwall? I forget...)

> In fact, I think that bastard debugger is probably resposible

> for at least 95% of all the crashes I get on my mig!

Possibly, it hasn’t worked here in months. So I gave up using it

alltogether.

> It sukz! I just thought I`d tell ya.. Does anybody else have

> probs with em?

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Drive defensively, buy a tank.

1.528 Re: Debuggers!

Date: Mon, 25 Jan 1999 05:17:59 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Debuggers!

Blitz Mailing List <blitz-list@netsoc.ucd.ie>

> > I need Enforcer :) But I aint got an MMU :(((.. Well I have but only

> > an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

>

> Erm, EC processors don’t have an MMU at all. Mungwall is just a

clone of

> enforcer (or is enforcer a clone of Mungwall? I forget...)

All the chips are manufactured the same. If the manufacturing process

fails and the MMU doesn;t work, but the rest of the chip is fine then

it is shipped as an EC version, so even the EC has an MMU, it just

doesn’t work. This is why it is so hard to detect if a MMU is

available, because it may say that a mmu is present but you don;t know

that it is working until you try a few instructions and your machine
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dies a horrible death.

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.529 Re: Debuggers!

([62.136.23.107] helo=194.152.64.35 ident=disaintcool)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104qRi-0002zq-00

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 18:09:10 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Mon, 25 Jan 1999 17:07:31 +0100

Organization: Satanic Dreams Software.

Subject: Re: Debuggers!

Hello amorel

Hiya, amorel... ,on 25-Jan-99 you wrote me about Re: Debuggers!! :)

a>> On 24-Jan-99, Loki wrote:

a>>

a>>> It sukz! I just thought I`d tell ya.. Does anybody else have

a>>> probs with em?

a>>

a>> Not at all, I use mine even as a memory protection tool. It makes

a>> everything extremely stable and i never have to reboot again. Really.

Wow!, You must be the only person on the planet!

Or were you being sarky? ;)

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.530 Re: Debuggers!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Mon, 25 Jan 1999 19:59:06 +0200

Organization: A97

Subject: Re: Debuggers!

Encoding: quoted-printable

Hello Loki.

On 24-Jan-99, Loki wrote:

> Hello,

> Why do all the blitz debuggers SUK?

> Why does the RED-Debugger crash everytime you run a program?

Mine doesn’t.

> Why does the LES Debugger GURU or lock every 5 minutes for no reason?

> Why is it that when the debugger locks and you have to Panic or

> Quit and Die, that the next time you compile, Blitz gurus?

Ah, this one I can answer. The Panic is something you would compare to a =

level 7 rescue. Something to let you save your program when all else fail=

s. it does a messy exit, leaving nothing freed, thew stack in disorder, a=

nd random stuff in the CPU registers. Not to mention that the CPU is stil=

l actually runing both the debugger and your exe.

> I need Enforcer :) But I aint got an MMU :(((.. Well I have but only

> an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

Well, the EC (EConmony) version do have MMU’s, they just failed the MMU, =

test. One of my friends has an EC030, which can do virtual memory, becaus=

e that part of the MMU works. And no. AFAIR Mungwall doesn’t require an M=

MU.

> In fact, I think that bastard debugger is probably resposible

> for at least 95% of all the crashes I get on my mig!

Hrmmm, a strange fact. Mine works flawlessly.

> It sukz! I just thought I`d tell ya.. Does anybody else have

> probs with em?

No, not at present time.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __
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/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.531 Re: Debuggers!

([62.136.11.163] helo=194.152.64.35 ident=disaintcool)

by mail15.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104uFd-00058I-00

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 22:12:58 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Mon, 25 Jan 1999 20:06:45 +0100

Organization: Satanic Dreams Software.

Subject: Re: Debuggers!

Hello Mikkel

Hiya, Mikkel... ,on 25-Jan-99 you wrote me about Re: Debuggers!! :)

ML>> Hello Loki.

ML>>

ML>> On 24-Jan-99, Loki wrote:

ML>>> Hello,

ML>>

ML>>> Why do all the blitz debuggers SUK?

ML>>> Why does the RED-Debugger crash everytime you run a program?

ML>>

ML>> Mine doesn’t.

ML>>
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ML>>> Why does the LES Debugger GURU or lock every 5 minutes for no reason?

ML>>> Why is it that when the debugger locks and you have to Panic or

ML>>> Quit and Die, that the next time you compile, Blitz gurus?

ML>>

ML>> Ah, this one I can answer. The Panic is something you would compare to a

ML>> level 7 rescue. Something to let you save your program when all else

ML>> fails. it does a messy exit, leaving nothing freed, thew stack in

ML>> disorder, and random stuff in the CPU registers. Not to mention that the

ML>> CPU is still actually runing both the debugger and your exe.

Yeah I see,.. But most of the time it GURU`s as you are saving, or before

you get to :(.. I ALWAYS save before I compile and run. It`s a habit I

got into when I started losing stuff here there and everywhere :)

ML>>> I need Enforcer :) But I aint got an MMU :(((.. Well I have but only

ML>>> an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

ML>>

ML>> Well, the EC (EConmony) version do have MMU’s, they just failed the MMU,

ML>> test. One of my friends has an EC030, which can do virtual memory,

ML>> because that part of the MMU works. And no. AFAIR Mungwall doesn’t

ML>> require an MMU.

Mine GURU`s instantly on running VMEM.

Does MungWall do the same job as Enforcer? (IE: Trap gurus) ?

ML>>> In fact, I think that bastard debugger is probably resposible

ML>>> for at least 95% of all the crashes I get on my mig!

ML>>

ML>> Hrmmm, a strange fact. Mine works flawlessly.

Mine doesnt :(

ML>>> It sukz! I just thought I`d tell ya.. Does anybody else have

ML>>> probs with em?

ML>>

ML>> No, not at present time.

ML>>

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384
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<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.532 Re: Debuggers!

From: Rui Carvalho <grim@ip.pt>

Date: Mon, 25 Jan 1999 20:07:37 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Debuggers!

Encoding: quoted-printable

Hello Thomas

Somewhere Thomas Cobb wrote:

TC > All the chips are manufactured the same. If the manufacturing proce=

ss

TC > fails and the MMU doesn;t work, but the rest of the chip is fine the=

n

TC > it is shipped as an EC version, so even the EC has an MMU, it just

TC > doesn’t work. This is why it is so hard to detect if a MMU is

TC > available, because it may say that a mmu is present but you don;t kn=

ow

TC > that it is working until you try a few instructions and your machine=

TC > dies a horrible death.

Reminds me of the 486!

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>

I think that God in creating man somewhat overestimated his ability.

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>
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1.533 Re: Debuggers!

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 22:59:56 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Mon, 25 Jan 1999 22:51:38 -0000

encoding: Quoted-printable

Subject: Re: Debuggers!

> Mine GURU`s instantly on running VMEM.

> Does MungWall do the same job as Enforcer? (IE: Trap gurus) ?

I don’t know what Mungwall does, but Enforcer doesn’t trap gurus. It only=

traps illegal memory accesses, which may lead to gurus.

According to the docs, it may even make your programs crash sooner, but t=

hat’s

only if its a bad program ;)

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.534 Re: Debuggers!

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 26 Jan 99 15:17:05 +1000

Subject: Re: Debuggers!

Encoding: 7bit

On Mon, 25 Jan 1999 22:51:38 -0000 David McMinn said:

> > Mine GURU`s instantly on running VMEM.

> > Does MungWall do the same job as Enforcer? (IE: Trap gurus) ?

>

> I don’t know what Mungwall does, but Enforcer doesn’t trap gurus. It only

> traps illegal memory accesses, which may lead to gurus.

Mungwall actually initialises memory requests with known hex values

(my favourite is %DEADBEEF) and also forces each allocation to be 32

bytes greater than the actual requested value. That way you get a +/-

16 byte buffer for memory over/under runs. That way if you get

registers with recognisable gibberish, it implies that you have failed

to init memory before using it.

You actually get mungwall with enforcer from aminet.
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BTW, does anyone know how to translate a memory address (from enforcer

etc.) to a Blitz Basic line of code? There are proge which do that

for C, but I don’t know of one for BB2.

Cheers

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

1.535 Re: Debuggers!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:43:34 +0200

Organization: A97

Subject: Re: Debuggers!

Encoding: quoted-printable

On 25-Jan-99, Loki wrote:

[-Intro removed-]

>>>> Why does the LES Debugger GURU or lock every 5 minutes for no reason=

?

>>>> Why is it that when the debugger locks and you have to Panic or

>>>> Quit and Die, that the next time you compile, Blitz gurus?

>>> =

>>> Ah, this one I can answer. The Panic is something you would compare t=

o a

>>> level 7 rescue. Something to let you save your program when all else

>>> fails. it does a messy exit, leaving nothing freed, thew stack in

>>> disorder, and random stuff in the CPU registers. Not to mention that =

the

>>> CPU is still actually runing both the debugger and your exe.

> Yeah I see,.. But most of the time it GURU`s as you are saving, or befo=

re

> you get to :(.. I ALWAYS save before I compile and run. It`s a habit I

> got into when I started losing stuff here there and everywhere :)

Heh, me too. But the panic button is still a "last resort" just in case a=

ll else fals. And it no where near perfect. It could have been done much =

cleaner, but not using AMiGA OS. :o)
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>>>> I need Enforcer :) But I aint got an MMU :(((.. Well I have but only=

>>>> an EC-MMU, and those dont work :(... Does Mungwall need an MMU?

>>> =

>>> Well, the EC (EConmony) version do have MMU’s, they just failed the M=

MU,

>>> test. One of my friends has an EC030, which can do virtual memory,

>>> because that part of the MMU works. And no. AFAIR Mungwall doesn’t

>>> require an MMU.

> Mine GURU`s instantly on running VMEM.

> Does MungWall do the same job as Enforcer? (IE: Trap gurus) ?

Yes, well it depends on which part of the MMU is defective, it could just=

be a small part (Like memory protection) that won’t work, or a more seri=

ous part (memory tables) that don’t work, or it could be all of it. Also,=

enforcer won’t prevent GURU’s it’ll just tell you how bad you suck at pr=

ogramming system friendly stuff. MCP will (up to a point) trap and preven=

t GURU’s

>>>> In fact, I think that bastard debugger is probably resposible

>>>> for at least 95% of all the crashes I get on my mig!

>>> Hrmmm, a strange fact. Mine works flawlessly.

> Mine doesnt :(

No, obviously.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.536 Re: Debuggers!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:53:47 +0200

Organization: A97

Subject: Re: Debuggers!

Encoding: quoted-printable

On 26-Jan-99, Tony Rolfe wrote:

> BTW, does anyone know how to translate a memory address (from enforcer

> etc.) to a Blitz Basic line of code? There are proge which do that

> for C, but I don’t know of one for BB2.

No, sorry, I don’t know. I suspect however that the Degbugger has some wa=

y of doing it.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.537 Re: Debuggers!

([62.136.78.183] helo=194.152.64.35 ident=disaintcool)

by mail10.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 1057Ay-0005J3-00

for blitz-list@netsoc.ucd.ie; Tue, 26 Jan 1999 12:01:00 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 26 Jan 1999 11:39:12 +0100

Organization: Satanic Dreams Software.

Subject: Re: Debuggers!

Hello Mikkel

Hiya, Mikkel... ,on 26-Jan-99 you wrote me about Re: Debuggers!! :)

ML>> On 25-Jan-99, Loki wrote:

ML>>

ML>> [-Intro removed-]

ML>>

ML>>>>> >>>> Why does the LES Debugger GURU or lock every 5 minutes for no

ML>>>>> >>>> reason? Why is it that when the debugger locks and you have to

ML>>>>> >>>> Panic or Quit and Die, that the next time you compile, Blitz

ML>>>>> >>>> gurus?

ML>>>>>

ML>>>>> Ah, this one I can answer. The Panic is something you would compare

ML>>>>> to a level 7 rescue. Something to let you save your program when all

ML>>>>> else fails. it does a messy exit, leaving nothing freed, thew stack

ML>>>>> in disorder, and random stuff in the CPU registers. Not to mention

ML>>>>> that the CPU is still actually runing both the debugger and your

ML>>>>> exe.

ML>>

ML>>> Yeah I see,.. But most of the time it GURU`s as you are saving, or

ML>>> before you get to :(.. I ALWAYS save before I compile and run. It`s a

ML>>> habit I got into when I started losing stuff here there and everywhere

ML>>> :)

ML>>

ML>> Heh, me too. But the panic button is still a "last resort" just in case

ML>> all else fals. And it no where near perfect. It could have been done

ML>> much cleaner, but not using AMiGA OS. :o)

So i noticed! :)

ML>>>>> >>>> I need Enforcer :) But I aint got an MMU :(((.. Well I have but

ML>>>>> >>>> only an EC-MMU, and those dont work :(... Does Mungwall need an
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ML>>>>> >>>> MMU?

ML>>>>>

ML>>>>> Well, the EC (EConmony) version do have MMU’s, they just failed the

ML>>>>> MMU, test. One of my friends has an EC030, which can do virtual

ML>>>>> memory, because that part of the MMU works. And no. AFAIR Mungwall

ML>>>>> doesn’t require an MMU.

ML>>

ML>>> Mine GURU`s instantly on running VMEM.

ML>>> Does MungWall do the same job as Enforcer? (IE: Trap gurus) ?

ML>>

ML>> Yes, well it depends on which part of the MMU is defective, it could

ML>> just be a small part (Like memory protection) that won’t work, or a more

ML>> serious part (memory tables) that don’t work, or it could be all of it.

ML>> Also, enforcer won’t prevent GURU’s it’ll just tell you how bad you suck

ML>> at programming system friendly stuff. MCP will (up to a point) trap and

ML>> prevent GURU’s

Oh COOL!, I run MCP, which option is that then?

/MIGHT/ just stop some of my Blitz gurus.

ML>>>>>> In fact, I think that bastard debugger is probably resposible

ML>>>>>> for at least 95% of all the crashes I get on my mig!

ML>>>>> Hrmmm, a strange fact. Mine works flawlessly.

ML>>> Mine doesnt :(

ML>>

ML>> No, obviously.

Hehehehe

ML>>

ML>> Regards

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.538 Re: Debuggers!

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 16:20:22 +0200

Organization: A97

Subject: Re: Debuggers!

Encoding: quoted-printable

Hello Loki.

On 26-Jan-99, Loki wrote:

>>> [-Intro removed-]

[-Even more text removed-]

>>> Yes, well it depends on which part of the MMU is defective, it could

>>> just be a small part (Like memory protection) that won’t work, or a m=

ore

>>> serious part (memory tables) that don’t work, or it could be all of i=

t.

>>> Also, enforcer won’t prevent GURU’s it’ll just tell you how bad you s=

uck

>>> at programming system friendly stuff. MCP will (up to a point) trap a=

nd

>>> prevent GURU’s

> Oh COOL!, I run MCP, which option is that then?

> /MIGHT/ just stop some of my Blitz gurus.

Erm I think it’s called something totally obvious like NoGuru or somethin=

g...

[-Text was also removed from here-]

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |
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| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.539 Re: Debuggers!

26 Jan 99 15:05:32 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Tue, 26 Jan 1999 15:05:21 -0000

encoding: Quoted-printable

Subject: Re: Debuggers!

On 26 Jan 99, at 11:53, Mikkel L=F8kke wrote:

> On 26-Jan-99, Tony Rolfe wrote:

>

> > BTW, does anyone know how to translate a memory address (from enforcer

> > etc.) to a Blitz Basic line of code? There are proge which do that fo=

r

> > C, but I don’t know of one for BB2.

>

> No, sorry, I don’t know. I suspect however that the Degbugger has some w=

ay

> of doing it.

You need access to stuff like the assembled code (with addresses) or need=

know how the compiler will trnaslate blitz instructions into assembler (ch=

eck

what assembler there is at certain addresses and work back to the code) or=

doesn’t Blitz have extra info in the programs when using the debugger, i.e=

. an

extra six bytes or something to cause a JSR to a error check routine befor=

e the

instruction. Or a TRAP, so that the debugger can be brought up on exceptio=

n
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after each line.

I think there’s some mention of how the debugger works (something like th=

e

TRAP, or certainly some kind of invoking message/exception thing) in RED

documentation. But I can’t remember what, or if its any use.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.xom/David_McMinn

You’re slower than a herd of turtles stampeding through peanut butter.

1.540 Re: Debuggers!

Paris Sun, 31 Jan 1999 00:02:17 +0100 (MET)

From: Jean-Marc GIGANDET <HURRICAN@wanadoo.fr>

Date: Sat, 30 Jan 1999 23:59:51 +0200

Subject: Re: Debuggers!

Encoding: quoted-printable

Hello Loki

My debugger did also crash every time, and it was the 2.50 (B.S.S.) !

But I found a patch on RED site ! http://www.ldngedge.demon.co.uk

And now it works, my debugger is making the job. May be it’ll help.

Regards

-- =

HURRICAN@wanadoo.fr

A1200 030/28 + 68881 + 8 Mo + Quantum 635 Mo + Wd 60 Mo + M1438S + Deskje=

t 690C + UsR 33600.

HURRICANE, TURRICAN, well, that’s a good mix. Both should visit Redmond .=

=2E.

1.541 Re: Debuggers

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 21:01:53 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Mon, 25 Jan 1999 20:53:41 -0000

encoding: Quoted-printable

Subject: Re: Debuggers

I just got the BSS, not much to shout about, STed252 is good, the install=

program didn’t work properly though. Anyway, there’s the latest version of=
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the

REDBugger in there too, which is quite cool. For example, it works properl=

y

with WinUAE, unlike the other ones, so I think that it probably works bett=

er on

real Amigas. Its still my programs that crash my Amiga, not the debugger.

And as for your Amiga crashing after you hit panic/etc. These are there a=

s

last resorts, i.e. you hit them, save your work then reboot, they’re not m=

eant

to be nice and system friendly - the debugger and your progr just get left=

in

memory, floating aimlessly.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.542 Date.. Day..

([62.136.79.155] helo=194.152.64.35 ident=kewl)

by mail12.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100H1m-0002Wm-00

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 03:31:30 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Wed, 13 Jan 1999 03:08:03 +0100

Organization: Satanic Dreams Software.

Subject: Date.. Day..

Hello,

Anybody know an easy way to get the DAY from the current date?

IE, Monday, Tuesday, Wednesday, etc,...

Thanks.

Cya,..

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>
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<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.543 CyberGraphX Problems

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Paul West <paul@stationone.demon.co.uk>

Date: Wed, 27 Jan 1999 17:40:34 +0000

Subject: CyberGraphX Problems

Warning: This is a message in MIME format. Your mail reader does not

support MIME. Some parts of this message will be readable as plain text.

To see the rest, you will need to upgrade your mail reader.

--BOUNDARY.140270376.3

Hi all,

I’ve foudnout that the syntax I was writing for the cybergraphics calls is

correct, it’s crashing because of something else.....all CyberGraphX

library calls are crashing.

Remember that CheckMode function Paul Burkey sent? Well I re-compiled that

source code with error checkin on and off, and everytime it tries to

execute the line IsCyberModeID(DisplayID) it causes a *Line1111 Emulator

Error*!!

What does this error mean? I seem to be getting ti quite frequently.

I’ve attached the small program I compiled which crashes on my computer, it

won’t do anything really nasty to your computer, just cause a GURU.

It’s just my compiled version of PaulBukeys checkmode for gfxcard owners

(cybergraphics).

Also, when I used NewFDConvert to convert my own cybergraphics.library and

I

examined the library with BlitzLibMan it misses 3 commands from the

library.....

WritePixelArray_

ReadPixelArray_

WriteLUTPixelArray_

But these commands tokenise ;(( Could it be my lib numbers? I’m using

Library No. 153 for cybergraphics.library1.



Yam_Blitz List 561 / 752

When clicking on any of the libraries shown in BlitzLibMan I get a ??? for

both the number of the library and the number of commands in that library,

they only appear after examining it.

HELP me pleae ;)

Thanks,

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>

--BOUNDARY.140270376.3

Content-Disposition: attachment; filename="CheckMode"

Encoding: base64

AAAD8wAAAAAAAAABAAAAAAAAAAAAAAqpAAAD6QAACqlOuQAABihOcU5BCGG3zAAJAApOQQhh

u9wACQA0IDwAAAAIIjwAAAACTrkAAAqsTrkAABJAK0CAFDQ8gBA2PIAUTrkAABIWTkEIYbwM

AAkASiA8gAgAZCI8AAAAAAyBAAEAAGUAAAhOuQAACcTnibKtgBRlAAAITrkAAAnEJG2AENXB

JMAvCiA8AAKQBCRfJIBOQQhhvEwACQA+IDwAAAAAIjwAAAABDIEAAQAAZQAACE65AAAJxOeJ

sq2AFGUAAAhOuQAACcQkbYAQ1cEkgE5BCGG8hAAJAFIgPAAAAAIvACA8AAAAAAyAAAEAAGUA

AAhOuQAACcTniLCtgBRlAAAITrkAAAnEJG2AENXAIAovACBfIB8sbYAcTq7/0CtAgBhOQQhh

vLwACQAUIC2AGEqAZwAAdk5BCGG8vAARAApOQQhhvLwAFABQIC2AGC8AIDwAAAAADIAAAQAA

ZQAACE65AAAJxOeIsK2AFGUAAAhOuQAACcQkbYAQ1cAgCi8AIl8gXyxtgBxOrv/EG0CAIE5B

CGG8vAAsABogLYAYLwAgXyxtgBxOrv/KTkEIYb6UAAkAFCRtgBggEitAgCJOQQhhvwQACQAW

EC2AIEiASgBnAAO0TkEIYb8cAAkAQiZtgCogfAAAKcwvGE65AAAg3CAfcgc/AS8AQhsgLYAq

LwBF7wAKPjwAASxtgC5OuQAAGD5P7wAKTkEIYb80AAkACk5BCGG/dAAJAApOQQhhv7QACQAK

TkEIYcAEAAkAQiA8AAAAAC8AJG2AMiAKLwAgPAAAADgvACA8gAAAAC8AIC2AIi8AJB8iHyAf

Il8gXyxtgDpOrv0MTkEIYcBEAAkAQiA8AAAAAC8AJG2ANiAKLwAgPAAAADgvACA8gAAwAC8A

IC2AIi8AJB8iHyAfIl8gXyxtgDpOrv0MTkEIYcD8AAkAcCZtgCogfAAAKdAvGE65AAAg3CAf

cgc/AS8AQhsgLYAqLwAvC3AHJG2ANkXqABAiCk65AAAhhC8AIB9yBz8BLwBCGyAvAAY/bwAE

AAguny8ARe8AFD48AAIsbYAuTrkAABg+T+8AFE5BCGHBXAAJABBwADtAgD5OQQhhwXwACQA+

Jm2AKiB8AAAp3i8YTrkAACDcWE9CGyAtgCovACA8AAAAAC8AIB8iXyxtgEROrv3YK0CAQE5B

CGHBtAAJABQgLYBASoBnAACGTkEIYcHMAAkAHiAtgCIvACAfLG0AAE6u/8o7QIA+TkEIYcH0

AAkAGiAtgEAvACJfLG2ARE6u/mJOQQhhwhQACQBCJm2AKiB8AAAp+C8YTrkAACDcIB9yBz8B

LwBCGyAtgCovAEXvAAo+PAABLG2ALk65AAAYPk/vAApOQQhr1ZwACQAKTkEIa9W0AAkAFDAt

gD5KQGcAAFJOQQhsvbwACQBCJm2AKiB8AAAqKi8YTrkAACDcIB9yBz8BLwBCGyAtgCovAEXv

AAo+PAABLG2ALk65AAAYPk/vAApOQQhsvfQACQAOYAAAyk5BCGy+DAAJACIkbYAyReoAEiAS

IjyAAAAAwIFKgGcAAFJOQQhsvkwACQBCJm2AKiB8AAAqUC8YTrkAACDcIB9yBz8BLwBCGyAt

gCovAEXvAAo+PAABLG2ALk65AAAYPk/vAApOQQhsvoQACQAOYAAATk5BCGy+nAAJAEImbYAq

IHwAACp0LxhOuQAAINwgH3IHPwEvAEIbIC2AKi8ARe8ACj48AAEsbYAuTrkAABg+T+8ACk5B
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CGy+1AAJAApOQQhsvuwACQAKTkEIbL8EAAkAQiZtgCogfAAAKpYvGE65AAAg3CAfcgc/AS8A

QhsgLYAqLwBF7wAKPjwAASxtgC5OuQAAGD5P7wAKTkEIbL8cAAkACk5BCGy/PAAJABBOuQAA

DbpOQQhhuKQACgAATrkAAAoETkEIYbikAAoAAHADTkBO+QAABcQsbYAuTrkAACWITnUibQAA

TrkAACZKIm2AHE65AAAUmiJtgCZOuQAAILwibYBETrkAACYkIm2AOk65AAAhaE65AAANcCJt

gC5OuQAAIUJOuQAAC/xOuQAAEvhOuQAAEHQgPAAAAExOuQAADfZwAE51IDwAAABMTrkAAA3M

K0CABE65AAAOQitAgAhOuQAAEuArQIAMJHwAACqaODwAAU65AAApmk65AAALhCA8AAAoAE65

AAAg0itAgCogPAAABbJOuQAADaYrQIAATrkAACEkK0CALk65AAANAk65AAAhUitAgDpOuQAA

Jg4rQIBETrkAACCmK0CAJk65AAAUhCtAgBxOuQAAFRwsbYAmTrkAAB5STrkAACY6K0CASE51

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAcaAAAHLAAAB0IAAAdeAAAHdwAAB48AAAepAAAHxQAA

B9MAAAfuAAAICQAACCJHVVJVISAtIEJ1cyBFcnJvcgBHVVJVISAtIEFkZHJlc3MgRXJyb3IA

R1VSVSEgLSBJTExFR0FMIEluc3RydWN0aW9uAEdVUlUhIC0gRGl2aXNpb24gYnkgWmVybwBH

VVJVISAtIENISyBJbnN0cnVjdGlvbgBHVVJVISAtIFRSQVBWIEluc3RydWN0aW9uAEdVUlUh

IC0gUHJpdmlsZWdlIFZpb2xhdGlvbgBHVVJVISAtIFRyYWNlAEdVUlUhIC0gTGluZSAxMDEw

IEVtdWxhdG9yAEdVUlUhIC0gTGluZSAxMTExIEVtdWxhdG9yAFRSQVAhIC0gVHJhcCBJbnN0

cnVjdGlvbgBHVVJVISAtIE5vIElkZWEAUmV0dXJuIHdpdGhvdXQgR29zdWIATmV4dCB3aXRo

b3V0IEZvcgBTdGFjayBFcnJvciBvbiBFeGl0IC0gVW50ZXJtaW5hdGVkIEdvc3ViIG9yIEZv

cj8AT3V0IG9mIFN0YWNrIFNwYWNlAEFycmF5IFN1YnNjcmlwdCBvdXQgb2YgUmFuZ2UAVmFs

dWUgb3V0IG9mIE1heGltdW0gUmFuZ2UAQXJyYXkgRGltZW5zaW9uIG91dCBvZiBSYW5nZQBE

YXRhIHR5cGUgbWlzbWF0Y2gAQ29tbWFuZCBvbmx5IGF2YWlsYWJsZSBpbiBCTElUWiBtb2Rl

IQBDb21tYW5kIG9ubHkgYXZhaWxhYmxlIGluIEFNSUdBIG1vZGUhAEVuZCBTZWxlY3QvQ2Fz

ZS9EZWZhdWx0IHdpdGhvdXQgU2VsZWN0AE5vIEN1cnJlbnQgTGlzdCBJdGVtAE92ZXJGbG93

IEVycm9yAAAgPAAACYxOQCA8AAAIMk5AIDwAAAhHTkAgPAAACFhOQCA8AAAIiU5AIDwAAAic

TkAgPAAACLlOQCA8AAAI1E5AIDwAAAjxTkAgPAAACQROQCA8AAAJKk5AIDwAAAlQTkAgPAAA

CXdOQL/6/NZmAP+qTnUMgAAAAH9uAP+GDID///+AbQD/fE51DEAAf24A/3IMQP+AbQD/ak51

DIAAAH//bgD/XgyA//+AAG0A/1ROdUhADEAAf24A/0gMQP+AbQD/QEhATnVI58DATq7/4mkA

/zBhAP+eTN8DA051SOfAwE6u/+JpAP8aYQD/sEzfAwNOdUjnwMBOrv/iaQD/BEzfAwNOdQyA

AAEAAGQA/yxOdQyBAAEAAGQA/yBOdRIbDAEARGYA/xywG2YA/xZOdWoA/xhOdWsA/xpOdUp5

AAAG4GYAAAq/+vwAZQD+1k51DG9nUwAIZgD+siBvAARP7wAKTtAMb2ZPAAxmAP6mTnUMb2ZP

ABBmAP6aTnUMb3NFAAZmAP7WTnUMb3NFAAhmAP7KTnW0/AAAZwD+yE51UnkAAAbgTnVTeQAA

BuBOdSAfL3wAAAtUAAJOcwxAACBlAAAEcAwMQAAOZQAABHANQfr7gOVIIDAA+E5AIHkAAAbY

TnUwOQAABtZOdSBPkcJB6AQAI8gAAAbiIE9YSCPIAAAG3CB5AAAABCBoARQj6AAyAAAG5iF8

AAALSAAyIHkAAAAEMCgBKHIAwHwAD2cAAApSQeJIYAD/9jPBAAAG1nQADEEAAmUAABQseQAA

AAROrv9qTnooAU6u/2QjwgAABthOdSB5AAAABCBoARQhevreADJOdXAATnUBDWludHVpdGlv

bi5saWJyYXJ5AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAABAAAAAAAACAAA

AAAAAAAAAAAAAAEAAAAAAAAAAAAAAAAADHAAAAAAT0tBWSEAAQAAAAAAAAAAAAAAAAAMigAA

AABPS0FZIQBQrwACTnNcrwACTnNKeQAADEZmAAAIUK8AAk5zTnMIFwAFZgAAPi98AAAMwAAC

TnMqev98I8AAAAxUkchD+v96Rfr/ikf6/6BwQHJANDwCgDY8AEAsev9cTq7+pE65AAANui98

AAAM/AACTnNhAAByTkBCeQAADEYseQAAAARD+v8ETq7+aCPAAAAMQiPNAAAMPk65AAALdEHo

AIBD+v74cAUi2FHI//xOuQAAC3QhfAAADK4AgCF8AAAMnACEIXwAAAyWAIghfAAADJQAjCF8
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AAAMkACQIXwAAAyUAJROdWEAABAseQAAAAQiev7GTu7+Yk65AAALdEHoAIBD+v6YcAUg2VHI

//xOdXAATnUAAAAAAAAAACPAAAANniPPAAANoiA8AAANuk51Lnr/5lBPIHr/3E7QcABOdQAi

LwgiPAABAAEseQAAAAROrv86SoBnAAAOKkCa/IAAIA0gX051T+8ADE51Ik3S/IAALHkAAAAE

Tu7/LnAATnVkb3MubGlicmFyeQAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAEjnwMAseQAAAARD+v+8cABOrv3YI8AAAA4WTN8DA0jnf34jyAAADhoj/AAA

AAAAAA46I/wAAAAAAAAOPiP8AAAAAAAADjIMh2JMdFpnAAC2InwAAAAALHkAAAAETq7+2iPA

AAAOHiZASqsArGYAAJYz/AAAAAAOOEHrAFwseQAAAAROrv6AQesAXCx5AAAABE6u/owjwAAA

DjJnAADQIEAgKAAcSOf//ix5AAAOFk6u/agiAE6u/4JM33//U4AjwAAADjpvAACmImgAJEPp

AAhI54BAI+kABAAADiIj6QAAAAAOJmEAAKRM3wIBJEggaQAEYQAAhDVCAAhTgG4A/85gAABq

Q/kAABC8IHkAAA4aEthmAP/8QfkAABC8I/wAAAAAAAAOOjP8//8AAA44YQAAqiPIAAAOLkpC

ZgAADEp5AAAONmcAACYjyQAADiJhAAA6UrkAAA46MUIACCB5AAAOLhF8AAD//2AA/8QgPAAA

DjhM337+TnV0AAwYAABnAAAIUoJgAP/0TnVwDiI8AAEAASx5AAAABE6u/zpKgGcAAdpKuQAA

Dj5mAAAMI8AAAA4+YAAADCB5AAAOKiFAAAAjwAAADiogQCF5AAAOIgAEIXkAAA4mAApOdTP8

AAAAAA42YQAAPHQAFjwAIAwQACJmAAAQFjwAIlJIM/wAAQAADjYiSBAYZwAAFgwAAApnAAAO

sANnAAAIUkJgAP/oTnUQGGcAAAoMAAAgZwD/9FNITnUkeQAADj61/AAAAABnAAAYJlIiSnAO

LHkAAAAETq7/LiRLYAD/4iA6/ZZnAAAaLHkAAAAETq7/fCJ6/YQseQAAAAROrv6GTnUAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAIDwAABHMTkAgPAAAEd1OQENh

bid0IHJlYWQgYXJncyEATWlzc2luZyBjbG9zaW5nIHF1b3RlIGluIGFyZ3VtZW50IHN0cmlu

Zy4AAHAATnXJTWEAAAbJTU51IDUgAGcAAA4iQCA1MABOuQAAE44gNTAAIjwAAQABTrkAABNa

K4AgAE51UkEkAMDBSELEwUhC0IJOdclNYQAABslNTnUgNSAAZwAAEiJAcCCSwNC1MABOuQAA

E45wINC1MAAiPAABAAFOuQAAE1okQEHqACAriCAAIkjT9TAAR+oABCVLAAxYSyVLAARH6gAQ

JUsAGFhLJUsAECV8bElzVAAcReoAFCZqAAQgiiFLAAQlSAAEJojQxLHJZQD/6k51cABOdQAA

AAAAAEK5AAAS2mEAAPIgPAAAEwJCeQAAEt5OdWEAAQ5mAP/6TnVgAABWYAAAhmAAABpgAAAw

SpBnAAAIIFBgAP/2I8gAABLaTnUvCCB6/7AvCGEA/+JhAAAmI98AABLaIF9OdS8IIHr/li8I

YQD/yGEAAEAj3wAAEtogX051SOcAwlCALwAseQAAAAROrv86SoBnAADcIEAiev9kIKkABCNI

AAQhXwAEUEggCEzfQwBOdUjnQIIiOv9GZwAAHlFJIEFYSLPQZgAAGCCRICkABCx5AAAABE6u

/y5M30ECTnUiECBBZgD/3jI6/xhmAP/sRnkAABLeIDwAABRnTkBI58DCcAhyASx5AAAABE6u

/zpKgGcAAFwgQCC6/uQjyAAAEtpCqAAETN9DA051SOfA4ix5AAAABCA6/sZnAAAuIkAj0QAA

EtokaQAEcAhOrv8utPwAAGcAABIiSiAqAAQkUk6u/y5gAP/qcP9M30cDTnVhAP6qIDwAABRY

TkBPdXQgb2YgTWVtb3J5IQBVbmFibGUgdG8gRnJlZSBNZW1vcnkAAHAATnUAASx4AARD+gAY

cABOrv3YSoBnAP/0TnUseAAETu7+YmFzbC5saWJyYXJ5AHJyMgAAKH6oAAAAMAALAAABsxQA

ACgyFAAAADgAKH6oAAAAAAAAAAAgIBL/MABvbmUAAHgAKH7YAAAAAAAolYIAKJc4AAAYZXJy

MwAAKH7wAAAAMAALAAABtBQAACgyPHJlZW0AKH7wAAAAAAAAQnkAABTOQnkAABUaTnUzwAAA

FRpOdUP6/3oiIjPBAAAUzmcAAFRTQSBAdP92AHgAegAS0AwYAC5mAAAINAVgAAAiDCgAI///

ZwAADAwoADD//2YAAA5SQ0pCawAABlNDUkRRyf/OM8IAABTUM8MAABTQM8QAABTSTnUiSHD/
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UoBKGWYA//oyOv8qZwABeC8Kcv90/wwQAC1mAAAIdABSSFNAdgB4AHoAPABTRiJIDBEALmYA

AAgyBWAAAA5SQ0pBawAABlNDUkRSSVJFUc7/4EP6/upF+v68PDr+2HIAOjr+1JpDagAAEBL8

AD9ERdDFkEU6Ov7ANgU6Ov66ZwAATFNFYQABDGYAAPIMGgAjZgAAHlNDagAAEFNAawAAChLY

IglgAAAiEvwAIGAAABpTQ2oAABBTQGsA/+4S2CIJYAAABhL8ADBRzf+6U0BrAAAMDBgALmcA

AAZTSFJAOjr+WGcAAExTRWEAAKhmAABKDBoAI2YAAB5TRGsAABBTQGsAAAoS2CIJYAAAIhL8

ACBgAAAaU0RrAAAQU0BrAAAKEtgiCWAAAAYS/AAwUc3/umEAAGBnAP/6U0BrAABASoNnAAA6

DBAANWUAADIgQVNIsfwAABTYZQAAJAwQADBlAP/uDBAAOWIA/+ZSEAwQADljAAAKELwAMGAA

/9RB+v3Ak8ggCSRfTrkAAB/6TnVSSVJKU0ZrAAA4DBIAI2cAADAMEgAwZwAAKAwSAC1nAAAi

DBIAK2cAADAMEgAuZwAAOgwSACxnAAA6EtpgAP/GTnVKQmoAAAoS/AAgYAD/tBL8AC1gAP+s

ErwAK0pCawD/oBL8AC1gAP+aEvwALmAA/5IMKQAg//9nAP/OEtpgAP+EPzr9IkJ5AAAUzmEA

AAoz3wAAFM5OdUjnMAAkAEH6AFhOuQAAHyQvAGEAABQkACBfTrkAAB8kIAJM3wAMTnUgAjIi

DEEABGcAAL4MQQADZwAAqAxBAAJnAACWDEEABWcAASAMQQAGZwAAkGAAAHZgAAAWYAAAAiIA

ZwAAChbYU4FmAP/6TnVw/1KAFthmAP/6U0tOdWEAAAxwCk65AAAf7k51U0cwImEAAAhRz//4

TnUMQAAEZwAATgxAAANnAAA4DEAAB2cAAKwMQAACZwAAHgxAAAVnAACoDEAABmcAABgwIkiA

SMByAmAABCgwIkjAcgRgAAQeICJhAASQQfr8UGAA/OogIiQAagAAEESCYQAAEhE8AC1gAAAG

YQAABmAA/MxB+vxKMAJnAAA8wPwnEDIAQkBIQAxBgABlAAAEUoByA0H6/CphAAQEETwALkP6

/B4MKQAw//9mAAAKDCEALmYA//BCESACQkBIQHIEYAADwiAiIGJOuQAAH/pOdSAiMjr77jQ6

+55nAAAEcv9hAAAGYAD8WEjnPHA/AUH6AhJKAGYAAARwQTF8Ky4AABIAagAABlQoAADSARA8

/4CxAUiB4kF2AUf6ApyyU20AACpuAAASsKsAAmQAAC5cS1NDYAAAJkfr//pSQ7JTbgD/9mcA

/+JgAP/mR+sABlNDslNtAP/2ZwD/ziF8RSswMAAKNANqAAAIREJUKAALDEIACmUAAApSKAAM

BEIACoUoAA10BkPoAAJKgGoAAApKKwAFZgAABEIAOAGYWyob6K14CZCFVcz//GUAAARCBNCF

BAQACUQEAAQAMBLEUcr/2hL8ADAyH2sAAJBmAAASDEMACGUAAIQMQ//4ZAAAfEH6ASIRaAAC

AAERfAAuAAIMIQAwZwD/+gwZAC5mAAAOU0kMKAAwAAFnAABAU0MS/ABFEvwAK0pDagAAChN8

AC3//0RDdAA0A4T8AApKQmcAAAoyAgZBADASweNKMgLlStRBlkIGQwAwEsNCEQwQAC1nAACq

UkhgAACkQfoAuEP6AM5yBSQ8MDAwMBNC//8gwiLCUcn/+hC8AC5KQ2oAAARSSJDDQ/oAgC8I

cgcMEAAuZgAABFJIENlRyf/ysfwAABuDZQAANAwgADBmAAAIQhBgAP/0DBAALmcAAApSSEIQ

YAAAHLHXYgAAEFhPELwAMEIoAAFgAAAmQjkAABuCIF+x/AAAG4JlAAAGQfoAQBE6ABQMEAAt

ZwAABFJITN8OPE51TnUAABpzdWJjaGsAGW1lcwAAACiF+AAAAMAACQACAdwUAAAoN+cBwBL/

LjCF+AAAAKgACQACAd0UAAAoOAQAKCU0ACgAQIrHIwUAPN4LazoAObGivC8ANo4byb8AMuNf

qTIAL7XmIPUALJGE5yoAKOjUpRAAJbpDt0AAIpUC+QAAHu5rKAAAG768IAAAGJiWgAAAFPQk

AAAAEcNQAAAADpxAAAAACvoAAAAAB8gAAAAABKAAAAAAAYAAAAD//czMzM3/+qPXCj3/94MS

bpj/89G3F1n/8KfFrEf/7YY3vQb/6da/lNb/5qvMdxL/44lwX0H/39vm/s//3K/r/wz/2Yy8

zAn/1eEuE0L/0rQk3DX/z5AdfPf/y+aVlL//yLh3qjL/xZOS7o//weweSn7/vrzlCGX/u5cd

oFD/t/HJAIH/tMFtmgH/sZq+FM3/rfeWh67/qsYSBiX/p5500bj/o/2HtfNB+vhaSoBqAAAQ

RIBhAAASETwALWAA+MRhAAAGYAD4vGEAABgMGAAwZwD/+kogZwAABE51ETwAME51gPwACkhA

AEAAMBEAQkBIQFHJ/+5OdQAAAAEAAAAKAAAAZAAAA+gAACcQAAGGoAAPQkAAmJaABfXhADua

ygBB+vfCSoBqAAAIEPwALUSAcgB0JHYwsLsgwGUAAAyQuyC4UkNgAP/wDEMAMGYAAAhKQWcA

AAYQw3IBWUJqAP/WSkFmAAAGEPwAMEIQTnUgPAAAHYpOQEZvcm1hdCBTdHJpbmcgdG9vIGxv

bmcANAyqAAAAIP/8YgD/1k51cABOdQAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
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AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAI84AAB5ETq7/yiPAAAAeSEJ5AAAd9EJ5AAAd9k6u/8QjwAAA

HkxCeQAAHjhCeQAAHjphAAD0YAAAlmAAAAZgAAGESOdwQCQIJgAiOv+qLHr/olKDTq7/1lOA

TN8CDk51YAAARGAAACZI53DAE8AAAB5QIjr/hiQ8AAAeUHYBLHr/ck6u/9BM3wMOTnVI53BA

JAgmACI6/2Qsev9YTq7/0EzfAg5OdUjn8EAkCHb/UoNKGGYA//pKQ2cAAA4iOv88LHr/ME6u

/9BM3wIPTnVB+v+YIDr/FiPIAAAePEjnQEBD+v7EMjr/ACOAEABYQcJ8AD8zwQAAHjhSeQAA

HjpM3wICTnVTeQAAHjpB+v6aMDr+1llAwHwAPzPAAAAeOCPwAAAAAB48TnVB+v8UIDr+wCPI

AAAeQEjnQEBD+v4mMjr+YiOAEABYQcJ8AD8zwQAAHfRSeQAAHfZM3wICTnVTeQAAHfZB+v38

MDr+OFlAwHwAPzPAAAAd9CPwAAAAAB5ATnUvDix6/mhOlixfTnUvDix6/lxOrv/8LF9OdS8O

LHr+Sk6WLF9OdS8OLHr+Pk6u//wsX051Lw4sev4wTq7/+CxfTnUgPAAAIC5OQCA8AAAgV05A

IDwAACBwTkBDYW4ndCBJbnB1dCBDaGFyYWN0ZXIgZnJvbSBEZWZ1YWx0IElucHV0AE5vIElu

cHV0IGNoYW5uZWwgdG8gcG9wIQBObyBPdXRwdXQgY2hhbm5lbCB0byBwb3AhAEp5AAAd9mcA

/4xOdUp5AAAeOmcA/4hOdXAATnUseAAEQ/oAGHAATq792EqAZwD/9E51LHgABE7u/mJkb3Mu

bGlicmFyeQAAAHIBTrkAABMmTnVI58AAIC8ADAyAAAAACGUAACAiAOaJFtgW2BbYFtgW2BbY

FtgW2FOBZgD/7MB8AAdTQGsAAAgW2FHI//xCE0zfAANOdXAATnVD+gAMLHkAAAAETu7+aG1h

dGhmZnAubGlicmFyeQAseQAAAARO7v5icABOdQAALHgABEP6ABhwAE6u/dhKgGcA//ROdSx4

AARO7v5iZ3JhcGhpY3MubGlicmFyeQAAAAAgQQxAAAJiAAAOZwAABhAQTnUwEE51DEAAB2cA

AAYgEE51IEFw/1KAFthmAP/6U0tOdSBAIAFnAAAKFthTgWYA//pOdSBBDEAAAmIAAA5nAAAG

EIJOdTCCTnUMQAAHZwAABiCCTnUiQiAiZwAAChDZU4BmAP/6QhBOdSBATtBwAE51AAAAAAAA

oAAAAnD/TnWgAAACcABOdaAAAAwgOQDf8ATgiMB8Af9OdTA8AMgIKAAAAM9mAAAGMDwBAE51

CCgAAADPVsBIgE51LwAIAAAHZwAACk6u/6BgAAAGTq7/piIAIB9O7v+4MiIMQQAFZwAAHgxB

AARnAAAkDEEAAmIAAApnAAAESIBIwE6u/9wIQAAHZgAABghAAAdOdU65AAAFuGAA/+qgAAAI

RIBqAAAERIBOdT4AYQAACMDHTnVwADA5AN/wBjI5AN/wCuBZs0ASOQC/5gE0Ov8s5XmzQLVA

Mjr/JApBqqriWTPBAAAiCrNAM8AAACIITnWwgWwAAAYgAU51sIJtAAAEIAJOdaAAABiwgWwA

AAqQgdCCYAAADLCCbQAABpCC0IFOdaAAAA5KgGoAAAREgEhAQkBIQE51MiIMQQAEYgAANmcA

ABYMQQADZwAADgxBAAFmAAAESIBIwEqAawAADGcAABBwAUhATnVw/0hAQkBOdXAATnVOrv/Q

YAD/3jIiDEEABGQAABgMQQADZwAADgxBAAJnAAAESIBIwE51ZgAAHEqAagAADkSAQkBIQERA

SMBOdUJASEBIwE51Tu7/4iZALwthAAAGJl9OdXAAJCJTQmsAAGoMGwAgZwD/9FJCU0sMEwAk

ZwAAuAwTACVnAACKDBMALWYAAAxSS2EAAAZO7v/EYQAAOiAHTq7/3AxDAC5mAAAqKgBhAAAm

IAVKhmcAABwgBk6u/9wvACAHTq7/3CIfTq7/rCIFTq7/vk51fgB8AXYAU0JrAAAuFhsMQwAw

ZQAAJAxDADliAAAcBEMAMOOOIgbljtyB448iB+WP3oHeg2AA/9BOdTY8ADBwAFJLYAAAFBIb

kgNrAAAQBgEA/24AAAjjkFHK/+xgAABIcABSS2AAADwSGwQBADBrAAA2DAEACmUAACYEAQAR

awAAJgwBAAZlAAASBAEAIGsAABYMAQAGZAAADgZBAArpgNABUcr/xEo5AAAlXmYAAAhOrv/c

TnVCOQAAJV5OdRP8//8AACVeJkAvC2EAAAYmX051cAAkIlNCawAANgwbACBnAP/0UkJTSwwT

ACRnAP9yDBMAJWcA/0QMEwAtZgAADFJLYQAABkSATnVhAP70IAdOdQAAIDwAACVoTkBJbGxl

Z2FsIFR5cGUAAAxqAAb//mQA/+JOdXAATnUAAESAawAADGEAAAoIwAAHTnVEgC8ASEBCQEhA

Tq7/3CI8gAAAUU6u/6wvACAvAARCQEhATq7/3CIfWE9O7v++CEAAB2cAAAphAAAKRIBOdQhA

AAcvAi8ATq7/4jQASEJCQk6u/9wiACAfTq7/uCI8gAAAUU6u/7JOrv/iNAAgAiQfTnVwAE51
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LHgABEP6ABhwAE6u/dhKgGcA//ROdSx4AARO7v5iZXhlYy5saWJyYXJ5AAAseAAEQ/oAInAA

Tq792E51IAlKgGcAAAwseQAAAAROrv5iTnVwAE51Y3liZXJncmFwaGljcy5saWJyYXJ5ADgB

YQAAciRJIikACiQ8AAAnBCY8AAAA/06u/m5nAAAuQfkAACcEYQAAJkpEZwAAHgwrADr//2cA

AAgW/AAvUoAiACBqAARhAAAG0IFOdXAAUoAW2GYA//pTS1OATnUwEE51ICgAAk51YQAADCBp

AARhAP/cTnUiaAAGU0BnAAAMImkAAFOAZgD/+E51AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

AABKUGYAABpKqAACZwAAIrCoAAJuAAASSoBvAAAMTnUgPAAAKWhOQCA8AAApOk5AIDwAAClS

TkBOb24tRXhpc3RlbnQgUGFyYW1ldGVyLgBObyBwYXJhbWV0ZXJzIHBhc3NlZC4AQ2FuIG9u

bHkgY2FsbCBQYXJQYXRoJCgpIHdoZW4gcnVuIGZyb20gV0IuAABwAE51AAA0GnAAMBoiPAAB

AAFOuQAAE1orgCAAUcz/6E51yU1I5+AAYQD/3EzfAAfJTU51cABOdQAAAAAAAAAKTW9kZU5h

bWU6IAAAABVjeWJlcmdyYXBoaWNzLmxpYnJhcnkAAAAALkN5YmVyR3JhcGhYIEFQSSBhdmFp

bGFibGUgKGNvdW5kIGJlIFBpY2Fzc285NikAAAAhTW9kZVR5cGU6IEZvcmVpZ24gKElzQ3li

ZXJNb2RlSUQpAAAAAB9Nb2RlVHlwZTogRm9yZWlnbiAoRGlzcGxheUluZm8pAAAAAB5Nb2Rl

VHlwZTogTmF0aXZlIChEaXNwbGF5SW5mbykAAAAAgDIAOIA2ADgAAAAAA+wAAADsAAAAAAAA

AAIAAAbMAAAGxgAABrwAAAayAAAGqAAABp4AAAaUAAAGjgAABoQAAAZ6AAAGdAAABmoAAAZe

AAAGWAAABk4AAAZEAAAGOgAABjAAAAYgAAAGFAAABg4AAAYIAAAGAgAABfgAAAXyAAAF6AAA

Bd4AAAXUAAAFygAABb4AAAW0AAApqAAABaAAAAWQAAAFcgAABVAAAAVIAAAFHAAABPoAAATy

AAAEzAAABKoAAASiAAAEWgAABDgAAAQwAAAD+gAAA9gAAAPQAAApNAAAKSwAACkkAAAmmgAA

JoYAAANOAAADRgAAIqIAACViAAAlDgAAJQQAACT0AAAi+AAAIvAAAAMeAAAC8gAAAs4AAALG

AAACDAAAAeoAAAHiAAAg1gAAIJgAACCMAAAgKAAAICAAACAYAAAfzgAAH8YAAB+yAAAfpgAA

H6AAAB+EAAAfdAAAH2wAAB9YAAAfTAAAH0YAAB8qAAAeygAAHsAAAB6AAAAeegAAHnQAAB5q

AAAeZAAAHl4AAB5UAAAXIgAAF8wAABfcAAAYRgAAGSIAAB2EAAAbOAAAGzAAABr0AAAXugAA

F7AAABbsAAAVkAAAFYoAABWEAAAVOgAAFSwAABUkAAAVHgAAAXAAAAFgAAABAgAAAPIAAADC

AAAAsgAAAHgAAABoAAAAQgAAADAAAAAqAAAUUgAAFB4AABP6AAAT1AAAE84AABNSAAATOAAA

EyAAABLyAAAS7AAAEuIAABImAAASNgAAEm4AABKAAAARxgAAEb4AABB2AAAQQAAAECAAABAU

AAAQDAAAEAQAAA/6AAAP8AAAD+YAAA+wAAAPoAAAD5YAAA+MAAAPggAAD3YAAA9sAAAPZAAA

D1oAAA9OAAAPSAAADyIAAA8aAAAPAgAADuwAAA7YAAAOtgAADqQAAA6EAAAOegAADnAAAA5m

AAAOWAAADbQAAA2uAAANqAAADO4AAA0kAAANOgAADYQAAA1oAAANYAAADVgAAA1QAAANSAAA

DUAAAA0eAAANGAAADQQAAAz0AAAMxgAADLgAAAyeAAAMggAADGgAAAv2AAAL1AAAC7AAAAuq

AAALmAAAC44AAAt+AAALdgAAC0wAAAtCAAALOgAACtgAAAn+AAAJ9gAACe4AAAnmAAAJ3gAA

CdYAAAnOAAAJxgAACb4AAAm2AAAJrgAACaYAAAmeAAAHFgAABxIAAAcOAAAHCgAABwYAAAcC

AAAG/gAABvoAAAb2AAAG8gAABu4AAAbqAAAAAAAAA/I=

--BOUNDARY.140270376.3--
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1.544 Re: CyberGraphX Problems

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 21:30:45 +0200

Organization: A97

Subject: Re: CyberGraphX Problems

Encoding: quoted-printable

Hello Daniel.

On 27-Jan-99, Daniel Allsopp wrote:

> Hi all,

> I’ve foudnout that the syntax I was writing for the cybergraphics calls=

is

> correct, it’s crashing because of something else.....all CyberGraphX

> library calls are crashing.

Hrmmm, this sounds very strange. Now you do have the library and everythi=

ng ? (And make sure you check, doing jumps to negative offsets to 0 has s=

ome very strange side effects.)

> Remember that CheckMode function Paul Burkey sent? Well I re-compiled t=

hat

> source code with error checkin on and off, and everytime it tries to

> execute the line IsCyberModeID(DisplayID) it causes a *Line1111 Emulato=

r

> Error*!!

This is really strange. It worked like a charm for me, I’m even using it =

for some projects of mine. (Which incidently, don’t work)

> What does this error mean? I seem to be getting ti quite frequently.

Erm, from what I can remember from my asm days (not much these nowadays) =

it one of those "if you get this error message, you’re screwed" GURUs. An=

yway I think it has something to do with trying to pull of a supervisor m=

ode only command in user mode (or is it the other way arround ?) Anyway I=

’m sure "ordinary" Blitz programing (which obviously you aren’t doing alo=

t of.) would never cause this error.

> I’ve attached the small program I compiled which crashes on my computer=

, it

> won’t do anything really nasty to your computer, just cause a GURU.

Hang on. I’ll try it later. Much later. :o)

> It’s just my compiled version of PaulBukeys checkmode for gfxcard owner=
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s

> (cybergraphics).

> Also, when I used NewFDConvert to convert my own cybergraphics.library =

and

> I

> examined the library with BlitzLibMan it misses 3 commands from the

> library.....

> WritePixelArray_

> ReadPixelArray_

> WriteLUTPixelArray_

> But these commands tokenise ;(( Could it be my lib numbers? I’m using

> Library No. 153 for cybergraphics.library1.

WHAT ?!? I don’t think you need me to tell you that something is totally =

wrong here, or maybe it’s just BlitzLibMan ?!? Anyway, does Paul’s versio=

n of Cybergraphics library not work ? They seem to work here. (Ofcourse I=

havn’t tried them either.)

> When clicking on any of the libraries shown in BlitzLibMan I get a ??? =

for

> both the number of the library and the number of commands in that libra=

ry,

> they only appear after examining it.

> HELP me pleae ;)

Erm, wow. I think someone (namely you) have finally stubled accross the p=

roblem to which there is no solution..... Hopefully it’s something really=

obvious, like a variable that’s of the wrong type or something. Some tim=

es the simple errors can be the hardest to spot. Sorry I’m not much help =

on this issue. :o( Also, I might be imagineing things here, but isn’t you=

r checkmode abit larger than paul’s ? Don’t know if it has any relevance,=

but I figure it’s worth checking into...

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |
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o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck

1.545 Re: CyberGraphX Problems

([62.136.126.178] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105u9F-0004FV-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 16:18:29 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 15:30:22 +0000

Subject: Re: CyberGraphX Problems

Daniel Allsopp churned out *this* drivel :

> It’s just my compiled version of PaulBukeys checkmode for gfxcard owners

> (cybergraphics).

>

> Also, when I used NewFDConvert to convert my own cybergraphics.library and

> I examined the library with BlitzLibMan it misses 3 commands from the

> library.....

>

> WritePixelArray_

> ReadPixelArray_

> WriteLUTPixelArray_

Well, I did the first NewFDConvert, but it used exactly the same code for

compiling libraries as the original - I didn’t go /near/ that stuff!

I’d blame a library clash ;)

Unless it needs more than one blitzlib to hold all the commands (like

the blitz doslib), but I tested it for this kind of thing and it

was OK (I remade the doslibs 1&2)...

*Hey CURT!*

Did you upload your newer version?



Yam_Blitz List 570 / 752

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

1.546 CyberGraphics WriteChunkyArray

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Blitz Basic List <blitz-list@netsoc.ucd.ie>

Date: Wed, 27 Jan 1999 16:10:41 +0000

Subject: CyberGraphics WriteChunkyArray

Encoding: quoted-printable

Hi all,

Can someone please tell me what could be wrong with the following code? I=

’m

using a converted cybergraphics.library for one function, WritePixelArray=

=2E

The code works fine with WritePixelArray8 but I won’t to use this method

cause I’ll be supporting 16bit copies, which WPA8 doesn’t.

----

#RECTFMT_RGB =3D0 <-- Normal 8bit copying. 3 Bytes Per Pix=

el,

R,G,B

#RECTFMT_RGBA=3D1

#RECTFMT_ARGB=3D3

IMAGE_WIDTH=3D240

IMAGE_HEIGHT=3D240

IMAGE_BPP=3D3 <-- BytesPerPixel, equal to 3 for RG=

B

chunky_bmap.l=3DPeek.l(Addr Bitmap(1)+8)

Assume that I have the screen open and the window 1 open on that

screen.

--

*This code works....*

#WritePixelArray8_

RastPort(1),0,0,IMAGE_WIDTH-1,IMAGE_HEIGHT-1,chunky_bmap,0#

--
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*This code doesn’t....*

#WritePixelArray_ #

#chunky_bmap,0,0,IMAGE_WIDTH*IMAGE_BPP,RastPort(1),0,0,IMAGE_WIDTH-1,IMAG=

E_HEIGHT-1,#RECTFMT_RGB#

The syntax of WritePixelArray_ is

srcRECT - Pointer to an array of pixels

(SrcX,SrcY) - Starting point in the source rectangle

SrcMod - The number of bytes per row in the source rectangle

RastPort - The RastPort to render to

(DestX,DestY) - The destination starting point in the rastport

(SizeX,SizeY) - Size of the rectangle to be transfered

SrcFormat - Pixel Format of the source rectangle which include those

specified at the top of the email. #RECTFMT_XXXX

Any help would be apreciated.

-- =

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>=

1.547 CyberGraphics Problem Fixed

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 03:19:15 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Thu, 28 Jan 1999 03:21:02 +0000

Subject: CyberGraphics Problem Fixed

Hi ,

My cybergraphics problem is now fixed, and it could be because of 3 things

1) NewFDConvert on the Aminet is knackered/broekn/doesn’t work

2)I’ve found a library number that doesn’t conflict with anything (is there

anyway to see what lib numbers are used)

3)The re-install of BSS did it.....

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>
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1.548 Re: CyberGraphics Problem Fixed

From: Curt Esser <camge@ix.netcom.com>

Date: Thu, 28 Jan 1999 03:04:19 -0500

Subject: Re: CyberGraphics Problem Fixed

Hi Daniel

On 27-Jan-99, Daniel Allsopp wrote:

> Hi ,

>

> My cybergraphics problem is now fixed, and it could be because of 3

things

> :

>

> 1) NewFDConvert on the Aminet is knackered/broekn/doesn’t work

I don’t think there should be a problem with it - James simply patched in

some file requesters so you don’t need to type in the paths by hand

>

> 2)I’ve found a library number that doesn’t conflict with anything (is

there

> anyway to see what lib numbers are used)

1} On my website you will find an update to NewFDconvert that gives you a

list of all unused library numbers and refuses to allow you to use a

conflicting number.

It also gives you a listing of the converted commands so you can see if

something went wrong during the conversion.

2} There is a program that comes with Blitz (I forget the name) that will

give you a listing of all used lib numbers.

3} There is a program LibMan (NOT the one that is on Aminet) on one of the

BUMS (9 I think?) that will give you a listview showing all the libraries

and their numbers, with clashing numbers marked for you. It also lets you

select which libraries to include/not include in your DefLibs. This program

is marked as PD, but says it is copyrighted to Acid or something. Does

anybody know if it is OK to distribute this? It is very useful.

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.549 Re: CyberGraphics Problem Fixed

28 Jan 99 12:02:06 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 12:01:53 -0000

encoding: Quoted-printable

Subject: Re: CyberGraphics Problem Fixed

> 2} There is a program that comes with Blitz (I forget the name) that wil=

l

> give you a listing of all used lib numbers.

Its called viewlibs, you only get the source (which compiles and runs wit=

hout

any problems). Source is called viewlibs.bb2 (*really*!?!) and I think its=

in

the same place as the original makedeflibs source.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.550 Re: CyberGraphics Problem Fixed

([62.136.103.68] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail2.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105vCy-0004h1-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 17:26:24 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 17:10:33 +0000

Subject: Re: CyberGraphics Problem Fixed

Curt Esser churned out *this* drivel :

> 3} There is a program LibMan (NOT the one that is on Aminet) on one of the

> BUMS (9 I think?) that will give you a listview showing all the libraries

> and their numbers, with clashing numbers marked for you. It also lets you

> select which libraries to include/not include in your DefLibs. This program

> is marked as PD, but says it is copyrighted to Acid or something. Does

> anybody know if it is OK to distribute this? It is very useful.

If it’s marked as PD, it’s freely distributable, so stick it on Aminet! ;)

If it’s /also/ marked as (C) Acid, I’d treat it as freeware, ie freely

distributable, but owned by Acid...
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Also, I don’t think you’ll be hearing from Acid anytime soon ;)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

1.551 Re: CyberGraphics Problem Fixed

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 21:02:03 +0200

Organization: A97

Subject: Re: CyberGraphics Problem Fixed

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello James.

On 28-Jan-99, James L Boyd wrote:

>> 3} There is a program LibMan (NOT the one that is on Aminet) on one of=

the

>> BUMS (9 I think?) that will give you a listview showing all the librar=

ies

>> and their numbers, with clashing numbers marked for you. It also lets =

you

>> select which libraries to include/not include in your DefLibs. This pr=

ogram

>> is marked as PD, but says it is copyrighted to Acid or something. Doe=

s

>> anybody know if it is OK to distribute this? It is very useful.

> If it’s marked as PD, it’s freely distributable, so stick it on Aminet!=

;)

> If it’s /also/ marked as (C) Acid, I’d treat it as freeware, ie freely =

> distributable, but owned by Acid...

> Also, I don’t think you’ll be hearing from Acid anytime soon ;)

Acid who ? :o) Anyway it’s still the intelectual property of the author (=

Probably Mark Sibly or Simon Armstrong) and they can sue you, if they wan=

t. Which they probably don’t since they oare too busy doing PC and PSX ga=

mes now.

Regards
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-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.552 Creating a game.

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 18 Jan 99 17:56:06 +0000

Subject: Creating a game.

Encoding: 7bit

Hi,

I am attempting to write a game in blitz basic but need help with the

following.

bullets what would be a good way of handling lots of bullets i have

thought about using plot but that destroyes the back ground.

Collision detection how can i detect when shapes hit each other or

when the shape hit the wall i have done the bitmap in the upper 128

colours because there is a sprite command which detects when sprites

touch the upper colours in bitmap any way to do this with shapes

bullets would also have to be checked for collisions.

Can anyone give me an idea of how many shapes you can use on screen on

a 256 colour bitmap before there is a noticable slow done.

Thnaks in advance for any help.
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1.553 Re: Creating a game.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 19 Jan 1999 00:00:59 +0200

Organization: A97

Subject: Re: Creating a game.

Encoding: quoted-printable

On 18-Jan-99, Oliver Marks wrote:

> Hi,

> I am attempting to write a game in blitz basic but need help with the

> following.

> bullets what would be a good way of handling lots of bullets i have

> thought about using plot but that destroyes the back ground.

Well, you should just read the background first, then plot the bullet, an=

d then plot the background back.

> Collision detection how can i detect when shapes hit each other or

> when the shape hit the wall i have done the bitmap in the upper 128

> colours because there is a sprite command which detects when sprites

> touch the upper colours in bitmap any way to do this with shapes

> bullets would also have to be checked for collisions.

Erm there are lots of ways to check this. Blit have some (rather useless)=

collision detection commands, but basically it’s a matter of comparing c=

oordinates.

> Can anyone give me an idea of how many shapes you can use on screen on

> a 256 colour bitmap before there is a noticable slow done.

About 8 I think.

Once again for this type of game (Using plots and points) you should real=

ly use a chunky bitmap, I recomend Mildred, as it does all this for you (=

and more) the only drawback of using c2p routines is that it requires muc=

h more CPU speed.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +
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|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.554 Re: Creating a game.

for blitz-list@netsoc.ucd.ie; Tue, 19 Jan 1999 01:08:26 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 19 Jan 99 01:08:31 +0000

Subject: Re: Creating a game.

Encoding: 7bit

> > bullets what would be a good way of handling lots of bullets i have

> > thought about using plot but that destroyes the back ground.

>

> Well, you should just read the background first, then plot the bullet, and then plot the background back.

I will be adding routines to mildred for this sort of pixel handling.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.555 Re: Creating a game.

Date: Tue, 19 Jan 1999 04:08:45 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: Creating a game.

---Oliver Marks <oly@enterprise.net> wrote:
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> bullets what would be a good way of handling lots of bullets i have

> thought about using plot but that destroyes the back ground.

If you use shapes for the bullets then using buffers is quick and easy

Then you can use the BBlit and Unbuffer commands to draw them

> Can anyone give me an idea of how many shapes you can use on screen on

> a 256 colour bitmap before there is a noticable slow done.

Not many. Do you really need that many colours?

Thom

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.556 Re: Creating a game.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 19 Jan 1999 20:36:53 +0200

Organization: A97

Subject: Re: Creating a game.

Encoding: quoted-printable

On 19-Jan-99, Thomas Cobb wrote:

>> bullets what would be a good way of handling lots of bullets i have

>> thought about using plot but that destroyes the back ground.

> If you use shapes for the bullets then using buffers is quick and easy

> Then you can use the BBlit and Unbuffer commands to draw them

Nice, unfortunately this is a slow way of doing it.

>> Can anyone give me an idea of how many shapes you can use on screen on=

>> a 256 colour bitmap before there is a noticable slow done.

> Not many. Do you really need that many colours?

Of course he does, the more the merrier.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |
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| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.557 Re: Creating a game.

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 19 Jan 99 21:45:10 +0000

Subject: Re: Creating a game.

Encoding: 7bit

Hi ,

> > > bullets what would be a good way of handling lots of bullets i have

> > > thought about using plot but that destroyes the back ground.

> >

> > Well, you should just read the background first, then plot the bullet, and then plot the background back.

>

> I will be adding routines to mildred for this sort of pixel handling.

I have downloaded the mildred library and was trying to get my code to

work with it if that is possible. :)

I have lots of questions after looking at this library.

I understand that i have a planar display and a chunky display but

what is this c2p display this just confused me completly.

Why in the examples does the code use really odd screen sizes all the

commands seem to have bitmaps smaller than the screen ie less than

320x256 but they are still displayed full screen.

I am using a 640x512 bitmap on a 320x256 screen which commands do i

need to specify that the bitmap is 640x512 and which do set as being

the later.

I have included the display commands i have used below if some one
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else would mind showing what i put in there place i decided not to

include the c2p code i implemented as it was a complete mess and just

displayed a corrupted display.

Thanks in advance for any help.

BitMap 0,640,512,8 ;window bitmap 256 colours

LoadBitMap 0,"dh3:projects/games/roketz/Maps/Space.IFF",0

InitCopList 0,$13018

BLITZ

Buffer 0,16384

CreateDisplay 0

DisplayPalette 0,0

ShowPalette 0

DisplayBitMap 0,0,x,y

UnBuffer 0

BBlit 0,shp,p1x,p1y

BitMapOutput 0

1.558 Re: Creating a game.

for blitz-list@netsoc.ucd.ie; Tue, 19 Jan 1999 23:19:32 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 19 Jan 99 23:01:53 +0000

Subject: Re: Creating a game.

Encoding: 7bit

Hi Oliver,

> I have downloaded the mildred library and was trying to get my code to

> work with it if that is possible. :)

Ok.

> I have lots of questions after looking at this library.

Right. :)

> I understand that i have a planar display and a chunky display but

> what is this c2p display this just confused me completly.

There is no c2p display. I take it you are referring to c2pWindows? A

c2pWindow is an object that I decided really would be necessary in

order to keep things efficient and to give good flexibility to you

programmers.

A c2pWindow is just a description of the size of the c2p operation

to be performed. You see, at some point the system needs to be told
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what size the operation is going to be, how large the source data

is, and how large the destination is. To achieve this in Mildred you

use the Mc2pWindow command to create a description, ie tell it what

size things are gunna be.

A c2pWindow doesn’t contain any actual graphics data, as you may be

thinking about normal intuition windows or such. It’s just a place to

store some parameters really because various modifications have to

take place within the library before you can perform a c2p operation,

and yet those modifications only really need to be made once for any

number of conversions.

> Why in the examples does the code use really odd screen sizes all the

> commands seem to have bitmaps smaller than the screen ie less than

> 320x256 but they are still displayed full screen.

320x240 is a standard size on graphics cards, and with Mildred it is

exceptionally simple to redirect the chunky bitmaps to display on a

graphics-card. Because I am testing things on a graphics card mainly I

tend to use these non-pal aspect ratios / resolutions.

Feel free to use 256 height if you wish. It’s just its not often a

commonly supported size on graphics cards.

> I am using a 640x512 bitmap on a 320x256 screen which commands do i

> need to specify that the bitmap is 640x512 and which do set as being

> the later.

MBitmap creates the 640x512 bitmap, and for the 320x256 bitmap you

will need to use the normal blitz command CludgeBitmap, cludged onto

a solid block of chipram memory that you have allocated.

The planar memory needs to be contiguous otherwise the c2p and p2c

operations will be corrupt, and there is some possibility that normal

bitmaps would not have their bitplanes stored exactly next to each

other in memory. It is a feature i would not choose but we’re stuck

with it.

> I have included the display commands i have used below if some one

> else would mind showing what i put in there place i decided not to

> include the c2p code i implemented as it was a complete mess and just

> displayed a corrupted display.

>

> Thanks in advance for any help.

Ok.

> BitMap 0,640,512,8 ;window bitmap 256 colours

> LoadBitMap 0,"dh3:projects/games/roketz/Maps/Space.IFF",0
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Right, first and foremost, all you are doing so far is loading the

bitmap into a normal blitz bitmap object. That means it will likely be

in chipram and will be in planar format.

So, what you need to do is firstly make sure the bitmap will be

`Mildred compatible’, and then convert the data to chunky format.

Note that it is legal to load bitmaps to fastram if they aren’t going

to be displayed.

MCPU Processor ; Ensures best efficiency according to cpu

InitBank 0,640*512,$10000 ; Fastram

CludgeBitmap 0,640,512,8,Bank(0)

LoadBitmap 0,"dh3:projects/games/roketz/Maps/Space.Iff",0

MBitmap 0,640,512

MPlanar16ToBitmap 0,Bank(0) ; Convert planar to chunky

The above code will load in your image and get into a state where

Mildred can do something with it. Note the method used for setting up

the blitz bitmap object - cludging it - as this ensures that the

bitplanes will be contiguous in memory.

> InitCopList 0,$13018

> BLITZ

> Buffer 0,16384

> CreateDisplay 0

> DisplayPalette 0,0

> ShowPalette 0

Ok, This part of your code can pretty much stay as it is except for

the buffer.

InitCopList 0,$13018

BLITZ

CreateDisplay 0

DisplayPalette 0,0

I don’t think you need the ShowPalette 0.

> DisplayBitMap 0,0,x,y

But this bit can’t. This DisplayBitmap can’t take place until we have

set up a proper display for Mildred to output to. Firstly you need to

create a 320x256 bitmap, using the same memory you used before or

reserving some new if you dont want to waste any. Then you need to set

up a c2pwindow.

InitBank 0,320*256,$10002 ; Chipram, for the the planar display

CludgeBitmap 0,320,256,8,Bank(0)

DisplayBitmap 0,0,0,0 ; Note no scroll offset!
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Mc2pWindow 0,320,256,640,Processor,320,256

Scrolling with mildred will generally be done in software as part of

the c2p conversion.

> UnBuffer 0

> BBlit 0,shp,p1x,p1y

> BitMapOutput 0

Right, now Mildred hasn’t got Buffers at this point in time, but it

has got support for queues and unqueuing from a backup bitmap. So if

you wanted to create such a bitmap it would be:

MBitmap 1,640,512

MBlockScroll 0,0,640,512,0,0,0

MUseBitmap 0

MQueue 0,100 ; allow 100 objects in the queue (can be more)

Then to do your blit, in your game loop, it would be something like:

MQBlit shp,p1x,p1y

Mc2p MBitmapPtr(x,y,0),Bank(0)

MUnQueue 0,1

And hey presto. Now, notice that you also are going to have to convert

your shapes into chunky format, ie so that they become Mildred’s

Shapes (MShape). I suggest loading them onto a bitmap, converting the

bitmap to Mildred (chunky), and then grabbing them off, because the

MPlanar16ToShape will only work with widths that are multiple of 16.

Note also that using mildred will generally mean you need more

fastram, and especially so when you have a backup bitmap. Note that

using a queue will, however, be faster than using buffers, but means

that if you implement some kind of tile scroller you will have to put

the tiles onto both bitmaps (for which there are special routines in

mildred).

I hope this helps and isn’t too daunting.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk
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1.559 Re: Creating a game.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 20 Jan 1999 08:24:15 +0200

Organization: A97

Subject: Re: Creating a game.

Encoding: quoted-printable

On 19-Jan-99, Oliver Marks wrote:

>>>> bullets what would be a good way of handling lots of bullets i have

>>>> thought about using plot but that destroyes the back ground.

>>> =

>>> Well, you should just read the background first, then plot the bullet=

, and then plot the background back.

>> =

>> I will be adding routines to mildred for this sort of pixel handling.

> I have downloaded the mildred library and was trying to get my code to

> work with it if that is possible. :)

> I have lots of questions after looking at this library.

Okay, so paul was first, here’s my two cents worth anyway :o)

> I understand that i have a planar display and a chunky display but

> what is this c2p display this just confused me completly.

No, you don’t actually, you have a planar display (same as allways) and y=

ou have a chunky bitmap. Now what you need to do is convert your chunky b=

itmap to a planar one (so called c2p) so the AMiGA display hardware will =

show it correctly. The c2pwindow can be compared to the slice, or display=

of ancient blitzing. The Mbitmap is your "bitmap", and the c2pwindow iis=

your "Slice".

> Why in the examples does the code use really odd screen sizes all the

> commands seem to have bitmaps smaller than the screen ie less than

> 320x256 but they are still displayed full screen.

Mine don’t. I think mine use 320x256. Anyway I have a segment of code lyi=

ng arround that does what you want, I’ll mail it to paul later, so he can=

upload it to the support site.

> I am using a 640x512 bitmap on a 320x256 screen which commands do i

> need to specify that the bitmap is 640x512 and which do set as being

> the later.

> I have included the display commands i have used below if some one
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> else would mind showing what i put in there place i decided not to

> include the c2p code i implemented as it was a complete mess and just

> displayed a corrupted display.

> BitMap 0,640,512,8 ;window bitmap 256 colours

> LoadBitMap 0,"dh3:projects/games/roketz/Maps/Space.IFF",0

Okay, this part is really:

*pbm.l=3Dallocmem(640*512,#MEMF_PUBLIC)

if *pbm

cludgebitmap 0,640,512,8,*pbm

loadbitmap 0,"dh3:projects/games/roketz/Maps/Space.IFF",0

mbitmap 0,640,512

mplanar16tobitmap 0,*pbm

free bitmap 0

freemem *pbm,640*512

else

end

endif

Or even better you could make it a statement. (With minor modifications.)=

Anyway this is the allmost foolproof way of doing it. It could be done i=

n less lines, but there really isn’t any reason.

> InitCopList 0,$13018

> BLITZ

> Buffer 0,16384

> CreateDisplay 0

> DisplayPalette 0,0

Okay, I’ll not comment on WHY you should use a OS screen instead.. I’ll j=

ust shut up about that, allthough it is better.

> DisplayBitMap 0,0,x,y

Natch. Scratch this line and do:

*pbm=3Dallocmem(320*256,#MEMF_CHIP)

cludgebitmap 0,320,256,8,*pbm

displaybitmap 0,0

Also, now would be yourr last chance to setup a c2pwindow. Do this:

Mc2pwindow 0,320,256,640,320,256 (Or something, I don’t remember the corr=

ect syntax of the top of my head) =

> UnBuffer 0

> BBlit 0,shp,p1x,p1y

> BitMapOutput 0

Like paul said, this totally won’t work with Mildred (yet ?). However it =
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will still work, since you’re blitting to the planar Bitmap. (Not good cu=

stom, but will work.) Now, all you need to do is a simple mc2p, and it sh=

ould work (Erm the mc2p should be done BEFORE using planar blits, or it w=

ill be overwritten.). Anyway I’ll send paul some more examples as soon as=

I’ve finished comenting them, and doing the readme ’s. =

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.560 Re: Creating a game.

for blitz-list@netsoc.ucd.ie; Wed, 20 Jan 1999 16:12:46 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 20 Jan 99 16:10:24 +0000

Subject: Re: Creating a game.

Encoding: 7bit

Mikkel Lokke,

[buffers]

> Like paul said, this totally won’t work with Mildred (yet ?).

Well, I have been thinking about doing buffers. You can implement a

buffer system yourself by simply grabbing the area off with some kind
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of scroll command to a spare bitmap and then copying the areas back

afterwards, but it requires much more to be done manually such as

maintaining lists of coords. Buffers would be much similar to queues

except that the actual buffer data has to be stored somewhere rather

than reference it from a backup bitmap. Also the blits for BBlit would

have to be changed from the ones I have at the moment so that the

background was stored in the buffer on the fly as part of the blit (no

point reading it twice).

But, as i say, been thinking about it so i might put buffers in

sometime.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.561 Re: Creating a game.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 21 Jan 1999 05:40:22 +0200

Organization: A97

Subject: Re: Creating a game.

Encoding: quoted-printable

Hello Paul.

On 20-Jan-99, Paul wrote:

> [buffers]

>> Like paul said, this totally won’t work with Mildred (yet ?).

> Well, I have been thinking about doing buffers. You can implement a

> buffer system yourself by simply grabbing the area off with some kind

> of scroll command to a spare bitmap and then copying the areas back

> afterwards, but it requires much more to be done manually such as

> maintaining lists of coords. Buffers would be much similar to queues

> except that the actual buffer data has to be stored somewhere rather

> than reference it from a backup bitmap. Also the blits for BBlit would

> have to be changed from the ones I have at the moment so that the

> background was stored in the buffer on the fly as part of the blit (no

> point reading it twice).
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> But, as i say, been thinking about it so i might put buffers in

> sometime.

Nah, it’s no rush. Concentrate on Mline instead. :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.562 Complicated Multiplayer Network Games.

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 23 Jan 1999 05:15:22 +0200

Organization: A97

Subject: Complicated Multiplayer Network Games.

Encoding: quoted-printable

Hello.

Hi, A friend and I are toying with the idea of making a few Turn based ne=

twork games. The best interface for these games would be some kind of Pla=

y-by-Email interface. What is the best way to implment such a thing ? ARE=

XX ? RFC’s ? =

Anyway, it would be best if the system was fully automated, so the game w=
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ould check the place the E-mail client is, for any new messages. Can it b=

e done ? (The answer is obviously yes, but iif you have any ideas, lay th=

em on me) :o)

Greets,

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.563 Re: Collision Detection Nprint and AHI :(

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 16:37:46 +0200

Organization: A97

Subject: Re: Collision Detection Nprint and AHI :(

Encoding: quoted-printable

On 24-Jan-99, Oliver Marks wrote:

[-problem definition removed-]

>> Okay, for one, the collision detection in Blitz suck eggs. There are =

a few collision detection commands, but they both use rectangular areas a=

nd disregard the cookie of a shape. One work arround is to use a smaller =

"Dummy" shape to test collision.
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>> Hopefully Paul West will add some sort of MCookieCollision Command to=

Mildred (Paul ?) which would solve your problem in an instance.

> I am trying to create my collision detection code by using =

> (pixel=3Dmpoint shipcoordinates) and then checking to see if the pixel

> variable is greater or less than 128 the only problem is it does not

> appear to be working so i would like to know if there is any way i can

> use wlocate and nprint to display the value of the pixel variable on

> screen using a chunky bitmap.

Well, asuming you have a window opened, yes, it’s easy. Just make sure to=

do it AFTER the Mc2p command, other wise it will be overwritten by the c=

2p conversion. Otherwise, if you want to do it directly on the bitmap, be=

sure to use an Use Bitmap (planar) to print to the planar bitmap (That y=

ou’re showing, if using a double buffered system.) I hope I’ve been helpf=

ull. Otherwise, send me a piece of the code that (appearently) doesn’t wo=

rk, and I’ll have a look at it.

> also if you can use ahi in blitz can some one direct me to the

> appropriate files please.

Paul Burkey has done a quite usefull example. It was mailed to the list f=

airly recently, or you could probably get it from his or any other Blitz =

Example source site.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.564 Re: Collision Detection Nprint and AHI :(

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 24 Jan 99 15:30:15 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Encoding: 7bit

Hi,>

> > I have now got my program working the screen scrolls well and the

> > ship is displayed on the screen the next thing i want to implement in

> > my code is collision detection can anyone help.

>

> I sure hope so.

>

> > I need to check for collisions between shapes and collision of shapes

> > with pixels that i have plotted on the screen the only way i can think

> > to do this is to check every single x y coordinate of the shape bitmap

> > and the pixels that are plotted on the screen very slow.

>

> Indeed. You might get a little more speed with Mildred, but probably not enough.

>

> > the bitmap has been drawn so that the top 128 colours of the bitmap

> > are used to draw the walls and the lower 128 for the background is it

> > possible to detect whether the shapes have been put on the higher 128

> > colours.

>

> No. Not using standard Blitz commands. (Of course you could check the point BEFORE you blit the shape, but it’s not failsafe)

>

> > if i need to be able to check wheather the shape has hit using its x y

> > coordinates how can i read them in because i would have to read in the

> > x y coordinate of ever pixel.

>

> > another thing i will say is that when i scroll the shapes they do not

> > move allong 1 pixel at a time they can move up to 5 pixels at a time.

>

> > I have allways had trouble with collision detection and desperatly

> > need help.

>



Yam_Blitz List 592 / 752

> Okay, for one, the collision detection in Blitz suck eggs. There are a few collision detection commands, but they both use
rectangular areas and disregard the cookie of a shape. One work arround is to use a smaller "Dummy" shape to test collision.
Hopefully Paul West will add some sort of MCookieCollision Command to Mildred (Paul ?) which would solve your problem
in an instance.

I am trying to create my collision detection code by using

(pixel=mpoint shipcoordinates) and then checking to see if the pixel

variable is greater or less than 128 the only problem is it does not

appear to be working so i would like to know if there is any way i can

use wlocate and nprint to display the value of the pixel variable on

screen using a chunky bitmap.

also if you can use ahi in blitz can some one direct me to the

appropriate files please.

1.565 Re: Collision Detection Nprint and AHI :(

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 17:16:38 +0000

From: Daniel Allsopp <daniel@thesnakepit.demon.co.uk>

Date: Sun, 24 Jan 1999 17:18:17 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Hi Mikkel,

On 24-Jan-99, you wrote:

>> also if you can use ahi in blitz can some one direct me to the

>> appropriate files please.

>

> Paul Burkey has done a quite usefull example. It was mailed to the list

> fairly recently, or you could probably get it from his or any other Blitz

> Example source site.

If you wait a bit longer I’ll send my optimised AHI routines for Blitz which

allow a sample to be played in any format which it’s saved in, IFF that is,

8/16 Bit, Mono or Stereo, and can have any length. The old routines only

support 128k samples and 8bit sound.

Please be patient

--

Cheers,

Daniel

<tsb>E-Mail: daniel@thesnakepit.demon.co.uk

<tsb>URL: http://www.thesnakepit.demon.co.uk/

<tsb>
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1.566 Re: Collision Detection Nprint and AHI :(

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 18:07:29 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 24 Jan 99 18:07:32 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Encoding: 7bit

Oliver,

> I am trying to create my collision detection code by using

> (pixel=mpoint shipcoordinates) and then checking to see if the pixel

> variable is greater or less than 128 the only problem is it does not

> appear to be working so i would like to know if there is any way i can

> use wlocate and nprint to display the value of the pixel variable on

> screen using a chunky bitmap.

>

> also if you can use ahi in blitz can some one direct me to the

> appropriate files please.

For the chunky problem you could simply output using c2p to AGA

display. There is nothing to stop you printing something to the blitz

output bitmap using normal nprint and such. just bear in mind ta it

will be wiped over when you c2p. You also might like to take a look at

Mpointstencil which returns true if a pixel is set in the stencil.

Remember that bitmaps have stencils in the same way that shapes have

cookies.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.567 Re: Collision Detection Nprint and AHI :(

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 25 Jan 99 19:25:59 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Encoding: 7bit

Hi,
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I have got nprint working but mpoint is bringing up very strange

results i have included the main graphics loop so you can see if you

know what could be causing it.

Mpoint is comming up with negitaive numbers like -32 it has a value of

0 if the ship is not moving and i get lots of multiples of 16 when the

ship is being moved.

i do not see how it could be getting the coordinates wrong because the

mqblit command is using the same cordinates and it is displayed

on the bitmap.

.display

;MUseBitmap 2

MQueue 0,100 ; allow 100 objects in the queue (can be more)

;For yy=1 To 14

;For xx=1 To 14

pixel=MPoint(p1x,p1y)

;Next xx

;Next yy

If pixel>128

MQBlit shp+8,p1x,p1y

Else

MQBlit shp,p1x,p1y

EndIf

;ResetList coll()

;While NextItem(coll())

; coll()\col=MPoint (coll()\x,coll()\y)

; MPlot coll()\x,coll()\y,35

;Wend

Mc2p MBitmapPtr(x,y,2),Bank(2)

;pixel=MPoint(p1x,p1y)

Use BitMap 2

BitMapOutput 2

Colour 20

Locate 0,0

NPrint pixel

NPrint MPoint(p1x,p1y)

NPrint "bitmap",x," ",y

NPrint "Player",p1x," ",p1y

MUseBitmap 2

ResetList coll()
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While NextItem(coll())

MPlot coll()\x,coll()\y,coll()\col

Wend

MUnQueue 0

Return

1.568 Re: Collision Detection Nprint and AHI :(

for blitz-list@netsoc.ucd.ie; Tue, 26 Jan 1999 01:29:00 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 26 Jan 99 00:57:10 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Encoding: 7bit

Oliver,

> I have got nprint working but mpoint is bringing up very strange

> results i have included the main graphics loop so you can see if you

> know what could be causing it.

> Mpoint is comming up with negitaive numbers like -32 it has a value of

> 0 if the ship is not moving and i get lots of multiples of 16 when the

> ship is being moved.

Strange. Firstly, MPoint is a byte function so normally returns byte

values, which if you read them might display as negative numbers,

because they would range from -127 (?) upwards. That may be down to

the way nprint interprets it. So you could try converting it into a

word first. I’ve made a small modification to the mpoint routine now,

in v1.28, which clears d0 (the return register) before grabbing the

byte from the bitmap, in case that was causing corrupt output.

> i do not see how it could be getting the coordinates wrong because the

> mqblit command is using the same cordinates and it is displayed

> on the bitmap.

I’ve looked at the routine for MPoint and I can’t see any other bugs

in it.

> .display

> ;MUseBitmap 2

>

> MQueue 0,100 ; allow 100 objects in the queue (can be more)

btw, i’m not clear on this, but you dont need to make a new queue

object each time you do your display routine (if its in a loop).
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> ;For yy=1 To 14

> ;For xx=1 To 14

> pixel=MPoint(p1x,p1y)

> ;Next xx

> ;Next yy

> If pixel>128

> MQBlit shp+8,p1x,p1y

> Else

> MQBlit shp,p1x,p1y

> EndIf

A suggestion here, is as I wonder if maybe your shp+8 is the same

shape as the normal ship but in white? Are you doing that to indicate

a collision? Just a thought, that if you are you could use the

recently added MColourMode as a blit mode, rather than a seperate

graphic. For what I know, though, you might have a different image.

> ;ResetList coll()

> ;While NextItem(coll())

> ; coll()\col=MPoint (coll()\x,coll()\y)

> ; MPlot coll()\x,coll()\y,35

> ;Wend

> Mc2p MBitmapPtr(x,y,2),Bank(2)

> ;pixel=MPoint(p1x,p1y)

> Use BitMap 2

> BitMapOutput 2

> Colour 20

> Locate 0,0

> NPrint pixel

Here you could try nprint bin$(pixel), having done pixel.l=mpoint(x,y)

earlier (longword), to see if there is any strange corruption going

on.

> NPrint MPoint(p1x,p1y)

> NPrint "bitmap",x," ",y

> NPrint "Player",p1x," ",p1y

> MUseBitmap 2

> ResetList coll()

> While NextItem(coll())

> MPlot coll()\x,coll()\y,coll()\col

> Wend

> MUnQueue 0
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> Return

>

Once you’ve tried v1.28 of mildred, which also has another new blit

mode - MSimpleRemap, for one-dimensional remap tables (shadebobs

anyone?) - and if the problem still persists, let me know.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.569 Re: Collision Detection Nprint and AHI :(

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 15:13:47 +0500

Subject: Re: Collision Detection Nprint and AHI :(

On 24-Jan-99, Daniel Allsopp flashed:

>If you wait a bit longer I’ll send my optimised AHI routines for Blitz which

>allow a sample to be played in any format which it’s saved in, IFF that is,

>8/16 Bit, Mono or Stereo, and can have any length. The old routines only

>support 128k samples and 8bit sound.

>Please be patient

SUPER COOL!

I would love to have that as well, when you have it ready.

cacha later,

Donovan Reeve (bubby.lnk@ispi.net)

1.570 Re: Collision Detection Nprint and AHI :(

([62.136.121.248] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 106kP0-0000uB-00

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 00:06:15 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Sat, 30 Jan 1999 23:58:15 +0000

Subject: Re: Collision Detection Nprint and AHI :(

Donovan Reeve churned out *this* drivel :

>> If you wait a bit longer I’ll send my optimised AHI routines for Blitz

>> which allow a sample to be played in any format which it’s saved in, IFF
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>> that is, 8/16 Bit, Mono or Stereo, and can have any length. The old

>> routines only support 128k samples and 8bit sound.

>

>> Please be patient

>

>

> SUPER COOL!

>

> I would love to have that as well, when you have it ready.

Me too, that sounds great.

What I really want though, are pitch changing commands, like

SetPeriod or Freq, so me and Curt can update BeatBox2 to use AHI :)

Is this possible (ie can you do it? ;)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)

1.571 Re: Collision Detection And Displays

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 21:18:29 +0200

Organization: A97

Subject: Re: Collision Detection And Displays

Encoding: quoted-printable

On 27-Jan-99, Oliver Marks wrote:

> Hi,

> I am still having problems with my collision detection i have tryed

> all the things that have been tested with out any change i also using

> mildred 1.28.

> I have encluded the entire code below =

Nice. I’ll give it a look see, and tell you what I come up with.

> The collision detection is my main consern =

> if any one is intrested i need to get cookie cut working and stencils

> so that the bitmap is not over written when the shape is placed on it.
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> If any one can suggest anything to speed up the code it would also be

> appreciated.

I’m interested. And like I said, I’ll look it over. :o)

> I am a total beginner in respect with chunky displays and using the

> mildred library and desperatly need help.

> By the way can some one exsplain what cookies are and what stencils

> are i belive cookies are used to create shapes that are not square is

> this right. ?

A Cookie: This is a bitmap, much like the actual shape, except instead of=

holding the actual image data, it determines which points are plotted, a=

nd which aren’t.

A Stencil: This is also a seperate bitmap except this time it defines whe=

re on the bitmap pixels can be plotted (so you can make a shape pass "und=

er" some of the bitmap graphics.)

> I can give you the graphics if you need them.

Please do. My email should be iin the reply-to section.

> sorry about the code i am terrible at commenting it.

No worries, I’ll figure it out sooner or later.

[-code section left out-]

> Thanks for any help you can give.

You’re welcome.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.572 Re: Collision Detection And Displays

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 27 Jan 99 19:54:51 +0000

Subject: Re: Collision Detection And Displays

Encoding: 7bit

Hi,

I am still having problems with my collision detection i have tryed

all the things that have been tested with out any change i also using

mildred 1.28.

I have encluded the entire code below

The collision detection is my main consern

if any one is intrested i need to get cookie cut working and stencils

so that the bitmap is not over written when the shape is placed on it.

If any one can suggest anything to speed up the code it would also be

appreciated.

I am a total beginner in respect with chunky displays and using the

mildred library and desperatly need help.

By the way can some one exsplain what cookies are and what stencils

are i belive cookies are used to create shapes that are not square is

this right. ?

I can give you the graphics if you need them.

sorry about the code i am terrible at commenting it.

WBStartup

NEWTYPE .LL

dire.b

obj.b

dist.b

col.b

x.w

y.w

End NEWTYPE

NEWTYPE .OB

xs.w[16]

ys.w[16]

End NEWTYPE

Dim List coll.LL(100)

MCPU Processor ; Ensures best efficiency according to cpu
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InitBank 0,640*512,$10000 ; Fastram

CludgeBitMap 0,640,512,8,Bank(0)

InitBank 1,320*256,$10000

CludgeBitMap 1,320,256,8,Bank(1)

MReserveShapes 20

P=0 ;number of objects stored in coll.LL

p1x.w = 160 ;x cordinates of ship

p1y.w = 128 ;y cordinates of ship

Play2x= 100 ;

Play2y= 100

speed=0 ;speed player is travelling at

bullsp = 1 ;speed shots are travelling at

slow=0 ;slow down the ship

shotdelay=0 ;delay between firing

x = 0 ;x cordinates of bitmap

y = 0 ;y cordinates of bitmap

shp=1 ;start shape

pixel.l=0 ;store colour being pasted on to

LoadBitMap 1,"dh3:projects/games/roketz/ships.template"

MBitmap 1,320,256

MPlanar16ToBitmap 1,Bank(1) ; Convert planar to chunky

MUseBitmap 1

;MAutoCookie On

;MAutoStencil On

;MAutoShapeClip On

e=0

d=0

For b=1 To 2

c=0

For a=1 To 8 ;get shapes of bitmap

e=e+1

If MShape(e,16,16)=0 Then End

For yy=1 To yy+14

For xx=1 To xx+14

MPlotShape xx,yy,Point(xx+c,yy+d)

Next xx

Next yy

MMakeCookie e

c=c+16
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Next a

d=d+16

Next b

MQueue 0,100 ; allow 100 objects in the queue (can be more)

LoadBitMap 0,"dh3:projects/games/roketz/Maps/SPACEPARC.IFF",0

MBitmap 2,640,512

MPlanar16ToBitmap 2,Bank(0) ; Convert planar to chunky

InitCopList 0,$13018

BLITZ

CreateDisplay 0

DisplayPalette 0,0

InitBank 2,320*256,$10002 ; Chipram, for the the planar display

CludgeBitMap 2,320,256,8,Bank(2)

DisplayBitMap 0,2,0,0 ; Note no scroll offset!

Mc2pWindow 0,320,256,640,Processor,320,256

Repeat

Gosub movement

Until Joyb(0)=1

.display

;For yy=1 To 14

;For xx=1 To 14

pixel=MPoint(p1x,p1y)

;Next xx

;Next yy

;If pixel>128

;MQBlit shp+8,p1x,p1y

;Else

MQBlit shp,p1x,p1y

;EndIf

ResetList coll()

While NextItem(coll())

coll()\col=MPoint (coll()\x,coll()\y)

MPlot coll()\x,coll()\y,35

Wend

Mc2p MBitmapPtr(x,y,2),Bank(2)

Use BitMap 2

BitMapOutput 2

Colour 20

Locate 0,0
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NPrint pixel

NPrint MPoint(p1x,p1y)

;NPrint "bitmap",x," ",y

;NPrint "Player",p1x," ",p1y

MUseBitmap 2

ResetList coll()

While NextItem(coll())

MPlot coll()\x,coll()\y,coll()\col

Wend

MUnQueue 0

Return

.movement

slow=slow+1 ;to make ship slow down

RWait=RWait+1 ;used to slow down turning

shotdelay=shotdelay+1 ;slow down shot speed

If RWait = 4 ;slow down the turning

If Joyx(1)=-1 ;record the direction facing when joy is pressed left

If shp=1

shp=8

Else

shp=shp-1

EndIf

EndIf

If Joyx(1)=1 ;record the direction facing when joy is pressed right

If shp=8

shp=1

Else

shp=shp+1

EndIf

EndIf

RWait=0

EndIf

If Joyy(1)=-1 ;sort out acceleration and slow down

If shp=1

If yspeed>-5 Then yspeed=yspeed-1

EndIf

If shp=2

If yspeed>-5 Then yspeed=yspeed-1

If xspeed<5 Then xspeed=xspeed+1
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EndIf

If shp=3

If xspeed<5 Then xspeed=xspeed+1

EndIf

If shp=4

If xspeed<5 Then xspeed=xspeed+1

If yspeed<5 Then yspeed=yspeed+1

EndIf

If shp=5

If yspeed<5 Then yspeed=yspeed+1

EndIf

If shp=6

If xspeed>-5 Then xspeed=xspeed-1

If yspeed<5 Then yspeed=yspeed+1

EndIf

If shp=7

If xspeed>-5 Then xspeed=xspeed-1

EndIf

If shp=8

If xspeed>-5 Then xspeed=xspeed-1

If yspeed>-5 Then yspeed=yspeed-1

EndIf

Else

If slow>10

If xspeed>0 Then xspeed=xspeed-1

If xspeed<0 Then xspeed=xspeed+1

If yspeed>0 Then yspeed=yspeed-1

If yspeed<0 Then yspeed=yspeed+1

slow=0

EndIf

EndIf

If Joyb(1)=1 AND shotdelay>5 ;Sort out bullet type and direction

If AddItem(coll())

If shp=1 Then coll()\dire=1

If shp=2 Then coll()\dire=2

If shp=3 Then coll()\dire=3

If shp=4 Then coll()\dire=4

If shp=5 Then coll()\dire=5

If shp=6 Then coll()\dire=6
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If shp=7 Then coll()\dire=7

If shp=8 Then coll()\dire=8

coll()\obj=1

coll()\dist=10

coll()\x=p1x+7

coll()\y=p1y+7

shotdelay=0

EndIf

EndIf

ResetList coll()

While NextItem(coll())

If coll()\x>6 AND coll()\x<634

If coll()\y>6 AND coll()\y<505

If coll()\dire=1

coll()\y=coll()\y-bullsp

EndIf

If coll()\dire=2

coll()\x=coll()\x+bullsp

coll()\y=coll()\y-bullsp

EndIf

If coll()\dire=3

coll()\x=coll()\x+bullsp

EndIf

If coll()\dire=4

coll()\x=coll()\x+bullsp

coll()\y=coll()\y+bullsp

EndIf

If coll()\dire=5

coll()\y=coll()\y+bullsp

EndIf

If coll()\dire=6

coll()\x=coll()\x-bullsp

coll()\y=coll()\y+bullsp

EndIf

If coll()\dire=7

coll()\x=coll()\x-bullsp

EndIf

If coll()\dire=8

coll()\x=coll()\x-bullsp
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coll()\y=coll()\y-bullsp

EndIf

Else

KillItem coll()

EndIf

Else

KillItem coll()

EndIf

Wend

p1y=p1y+yspeed

p1x=p1x+xspeed

If p1y>128 AND p1y<384 ;y Bitmap scrolling coordinates

y=p1y-128

EndIf

If p1x>160 AND p1x<480 ;x Bitmap scrolling coordinates

x=p1x-160

EndIf

Gosub display

Return

Thanks for any help you can give.

1.573 Re: Collision Detection And Displays

for blitz-list@netsoc.ucd.ie; Wed, 27 Jan 1999 21:21:55 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 27 Jan 99 21:20:16 +0000

Subject: Re: Collision Detection And Displays

Encoding: 7bit

Oliver,

> I am a total beginner in respect with chunky displays and using the

> mildred library and desperatly need help.

Most people are :-) You’ve probably done more with them already than I

have.

> By the way can some one exsplain what cookies are and what stencils

> are i belive cookies are used to create shapes that are not square is

> this right. ?

Basically yes.

More generically, you can refer to cookies and stencils as a `mask’.
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It is an image, although not usually visible, which contains pixels of

either colour 255 or colour 0. The areas in colour 0 in the mask

represent those areas in the shape that contain your

image/character/ship. The mask is logically combined with the

destination data in an `and’ operation, to remove any graphics that

exist where you want to put your shape. This is necessary because you

thenlogically `or’ the image with the destination, which would cause

erroneous results if the destination wasn’t cleared. But that’s the

technical explaination.

Simpler, a cookie and a stencil are the same thing, in Mildred anyway.

It just contains an image which represents the areas of the shape

which will be drawn and the areas which will let the background show

through. So as you say, a cookie lets the shape be drawn `not square’.

Although it should technically be the case that alterations made to

the cookie should cause different parts of the shape to me drawn, this

is not true of Mildred, as I have opted for the simpler, faster, and

more often used assumption that the cookie represents the image

exactly.

> ;MAutoCookie On

> ;MAutoStencil On

> ;MAutoShapeClip On

If these autocookie or autostencil things are On, a cookie will be

generated for the shape at the same time as when you create it. But

that will usually mean it’s empty unless you’re using something like

MGetaShape. As for the autoshapeclip, you need not concern yourself

with that at the moment as there are very few routines in mildred that

will take any note of the clipping.

This is something i should warn you about if you don’t already know.

Mildred does not clip or crop the area that has to be blitted. The

runtime errorchecking should ensure that you do not try to draw a

shape `outside’ of the reserved memory, but it does not, at this time,

make any effort to crop the size and position of the operation in the

way that blitz’s `clipblit’ does.

> e=0

> d=0

> For b=1 To 2

> c=0

> For a=1 To 8 ;get shapes of bitmap

> e=e+1
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> If MShape(e,16,16)=0 Then End

> For yy=1 To yy+14

>

> For xx=1 To xx+14

> MPlotShape xx,yy,Point(xx+c,yy+d)

> Next xx

> Next yy

> MMakeCookie e

> c=c+16

> Next a

> d=d+16

> Next b

Although this is a valid way to convert planar to chunky, you could

use the much faster MPlanar16ToShape command, perhaps in combination

with the MGenericPtr command for ease of use, so long as your shapes

have a width that is multiple of 16.

> Mc2p MBitmapPtr(x,y,2),Bank(2)

> Use BitMap 2

> BitMapOutput 2

Just to check, are you sure you intend that this is Use Bitmap 2, and

not meant to be MUseBitmap 2?

Hmm, maybe it’d be easier if you sent the program in a form that can

be actually compiled.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.574 Collision Detection :(

From: "Oliver Marks" <oly@enterprise.net>

Organization: Private

Date: 23 Jan 99 19:29:58 +0000

Subject: Collision Detection :(

Encoding: 7bit

Hi,

I have now got my program working the screen scrolls well and the

ship is displayed on the screen the next thing i want to implement in
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my code is collision detection can anyone help.

I need to check for collisions between shapes and collision of shapes

with pixels that i have plotted on the screen the only way i can think

to do this is to check every single x y coordinate of the shape bitmap

and the pixels that are plotted on the screen very slow.

the bitmap has been drawn so that the top 128 colours of the bitmap

are used to draw the walls and the lower 128 for the background is it

possible to detect whether the shapes have been put on the higher 128

colours.

if i need to be able to check wheather the shape has hit using its x y

coordinates how can i read them in because i would have to read in the

x y coordinate of ever pixel.

another thing i will say is that when i scroll the shapes they do not

move allong 1 pixel at a time they can move up to 5 pixels at a time.

I have allways had trouble with collision detection and desperatly

need help.

Any help will be greatfully recieved

1.575 Re: Collision Detection :(

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 09:19:06 +0200

Organization: A97

Subject: Re: Collision Detection :(

Encoding: quoted-printable

On 23-Jan-99, Oliver Marks wrote:

> I have now got my program working the screen scrolls well and the

> ship is displayed on the screen the next thing i want to implement in

> my code is collision detection can anyone help.

I sure hope so.

> I need to check for collisions between shapes and collision of shapes

> with pixels that i have plotted on the screen the only way i can think

> to do this is to check every single x y coordinate of the shape bitmap

> and the pixels that are plotted on the screen very slow.

Indeed. You might get a little more speed with Mildred, but probably not =

enough.

> the bitmap has been drawn so that the top 128 colours of the bitmap



Yam_Blitz List 610 / 752

> are used to draw the walls and the lower 128 for the background is it

> possible to detect whether the shapes have been put on the higher 128

> colours.

No. Not using standard Blitz commands. (Of course you could check the poi=

nt BEFORE you blit the shape, but it’s not failsafe)

> if i need to be able to check wheather the shape has hit using its x y

> coordinates how can i read them in because i would have to read in the

> x y coordinate of ever pixel.

> another thing i will say is that when i scroll the shapes they do not

> move allong 1 pixel at a time they can move up to 5 pixels at a time.

> I have allways had trouble with collision detection and desperatly

> need help.

Okay, for one, the collision detection in Blitz suck eggs. There are a fe=

w collision detection commands, but they both use rectangular areas and d=

isregard the cookie of a shape. One work arround is to use a smaller "Dum=

my" shape to test collision. Hopefully Paul West will add some sort of MC=

ookieCollision Command to Mildred (Paul ?) which would solve your problem=

in an instance.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.576 RE: CDXL Compiling (MPEG?)

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: RE: CDXL Compiling (MPEG?)

Date: Thu, 28 Jan 1999 13:39:00 -0000

charset="iso-8859-1"

> When everbody else went FMV with CDs, Commodore was too lame to come up

with

any technology that could perform such a task, so they made a lame file

format

with very low compression rates (for the Original A500) that runs at about

160x160, and runs in ham.

well actually, it runs in ham5/ham6 and the Geneticv Species intro (which is

cdxl) uses a res of about 300*200.

Chris

1.577 Re: CDXL Compiling (MPEG?)

From: Jake Frederick <gonzo@acadia.net>

Date: Thu, 28 Jan 1999 18:44:13 +0500

Subject: Re: CDXL Compiling (MPEG?)

Encoding: quoted-printable

On 28-Jan-99, Mikkel L=F8kke wrote:

> Well, if you only had a 020, you might think differently. True MPEG is

rather

> nice on a 060 or PPC (If you don’t mind LegoRes=AE displays), but PPC’s=

are

> hardly standard, and for games work, most developers prefer a format th=

at

at

> least most of the potential clients will be able to run. Anyway, in the=

se

> DVD/cheap CD days, compression is hardly a releveant issue anymore.

> =

> There are two intros in CDXL format that you should watch if you think =

it’s

> crap (They will change the way you think totally.). The first is Microc=

osm,

> the second is Rise of the robots.
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I had a CD-32 demo CD with both of those intros and a CD-32 CDXL commerci=

al

that I was pretty impressed with. And didn’t someone say the Genetic Spec=

ies

intro was CDXL? I thought that looked great.

-- =

-If the doors of perception were cleansed everything would appear to man =

as it

truly is, infinite.-

1.578 Re: CDXL Compiling (MPEG?)

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Thu, 28 Jan 1999 19:58:42 +0500

Organization: Sniper Productions

Subject: Re: CDXL Compiling (MPEG?)

>> Heya,

>>

>> Does anybody have a small program(or large program) they can >send me that

>>MAKES CDXL files?

>>

>> Thanks,

>What are those CDXL files ? Is it an animation format like MPEG

>or what ?

>Thanks

When everbody else went FMV with CDs, Commodore was too lame to come up with

any technology that could perform such a task, so they made a lame file format

with very low compression rates (for the Original A500) that runs at about

160x160, and runs in ham.

its lame :)

JB

1.579 Re: CDXL Compiling (MPEG?)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 18:23:35 +0200

Organization: A97

Subject: Re: CDXL Compiling (MPEG?)

Encoding: quoted-printable
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X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Jamie.

On 28-Jan-99, Jamie Bentley wrote:

>>> Does anybody have a small program(or large program) they can >send me=

that

>>> MAKES CDXL files?

>>> =

>>> Thanks,

>> What are those CDXL files ? Is it an animation format like MPEG

>> or what ?

>> Thanks

> When everbody else went FMV with CDs, Commodore was too lame to come up=

with

> any technology that could perform such a task, so they made a lame file=

format

> with very low compression rates (for the Original A500) that runs at ab=

out

> 160x160, and runs in ham.

Once again you are totally mistaken. CDXL was introduced with the CD32, (=

?) as an alternative to those people that didn’t HAVE the FMV module add =

on. It was Commodore and Phillips who "invented" FMV, with the CD32 and t=

he CD-I. The "very low" as you say t compression rates are due to the fac=

t that CDXL is a lossless compressiion technique. It runs in whatever siz=

e you make it, and whatever depth you want it to (Just like all other ani=

mation formats.).

> its lame :)

Well, if you only had a 020, you might think differently. True MPEG is ra=

ther nice on a 060 or PPC (If you don’t mind LegoRes=AE displays), but PP=

C’s are hardly standard, and for games work, most developers prefer a for=

mat that at least most of the potential clients will be able to run. Anyw=

ay, in these DVD/cheap CD days, compression is hardly a releveant issue a=

nymore.

There are two intros in CDXL format that you should watch if you think it=

’s crap (They will change the way you think totally.). The first is Micro=

cosm, the second is Rise of the robots.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __
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/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.580 Re: CDXL Compiling (MPEG?)

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 31 Jan 99 11:06:45 +0000

Subject: Re: CDXL Compiling (MPEG?)

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: 7bit

Well Jamie Bentley thats what you thought on the Thu, 28 Jan 1999 19:58:42 +0500 this is what I think,

> >> Heya,

> >>

> >> Does anybody have a small program(or large program) they can >send me that

> >>MAKES CDXL files?

> >>

> >> Thanks,

>

> >What are those CDXL files ? Is it an animation format like MPEG

> >or what ?

>

> >Thanks

>

> When everbody else went FMV with CDs, Commodore was too lame to come up with
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> any technology that could perform such a task, so they made a lame file format

> with very low compression rates (for the Original A500) that runs at about

> 160x160, and runs in ham.

>

> its lame :)

What a lode of twadale. CDXL isn’t in Ham. CDXL (CDTV-A500) is 64/32

colours and is amazing for CPU power and CD-Rom access speed 150K/Sec.

Then there was update for CD32 which work with CD32 which was only

A1200, no 030 or fast mem. For what was it was, it was dam good.

But for modem A1200 it is a bit lame. I am talking 030/50 or 040/25

or better. But at the time they were not use that type of system.

Carl did a very good job, just like he did with Exec.

And as point of order CDXL was first format that could be

double-buffered with Video and Audio.

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436

1.581 Re: CDXL Compiling (MPEG?)

From: "aMIGA_dUDE" <aMIGA_dUDE@assign.u-net.com>

Organization: Author of ProPassWord

Date: 31 Jan 99 11:24:59 +0000

Subject: Re: CDXL Compiling (MPEG?)

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: quoted-printable

Well Mikkel L=F8kke thats what you thought on the Thu, 28 Jan 1999 18:23:35=

+0200 this is what I think,

> Well, if you only had a 020, you might think differently. True MPEG is ra=

ther nice on a 060 or PPC (If you don’t mind LegoRes=AE displays), but PPC’=

s are hardly standard, and for games work, most developers prefer a format =

that at least most of the potential clients will be able to run. Anyway, in=

these DVD/cheap CD days, compression is hardly a releveant issue anymore.
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>=20

> There are two intros in CDXL format that you should watch if you think it=

’s crap (They will change the way you think totally.). The first is Microco=

sm, the second is Rise of the robots.

I have both games and intro are brill. But it is a same that thay

forgot about game play, what game play?

--=20

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/=20=20

ICQ 21765436

1.582 Re: CDXL Compiling (MPEG?)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:42:00 +0200

Organization: A97

Subject: Re: CDXL Compiling (MPEG?)

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 31-Jan-99, aMIGA_dUDE wrote:

>>>> Does anybody have a small program(or large program) they can >send m=

e that

>>>> MAKES CDXL files?

>>>> =

>>> What are those CDXL files ? Is it an animation format like MPEG

>>> or what ?

>> When everbody else went FMV with CDs, Commodore was too lame to come =

up with

>> any technology that could perform such a task, so they made a lame fil=

e format

>> with very low compression rates (for the Original A500) that runs at a=

bout

>> 160x160, and runs in ham.

>> =
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>> its lame :)

> What a lode of twadale. CDXL isn’t in Ham. CDXL (CDTV-A500) is 64/32

> colours and is amazing for CPU power and CD-Rom access speed 150K/Sec.

> Then there was update for CD32 which work with CD32 which was only

> A1200, no 030 or fast mem. For what was it was, it was dam good. =

> But for modem A1200 it is a bit lame. I am talking 030/50 or 040/25

> or better. But at the time they were not use that type of system. =

> Carl did a very good job, just like he did with Exec.

I agree. Carl Sassenrath Truely knows what he’s doing. Anyway if anyone h=

as anything better to use. Please don’t hesitate to send it here. I’m sur=

e MoST of the other people here would be interested.

> And as point of order CDXL was first format that could be

> double-buffered with Video and Audio.

Another AMiGA first. :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.583 Re: CDXL Compiling (MPEG?)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:45:05 +0200

Organization: A97

Subject: Re: CDXL Compiling (MPEG?)

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello aMIGA_dUDE.

On 31-Jan-99, aMIGA_dUDE wrote:

> Well Mikkel L=F8kke thats what you thought on the Thu, 28 Jan 1999 18:2=

3:35 +0200 this is what I think,

>> Well, if you only had a 020, you might think differently. True MPEG i=

s rather nice on a 060 or PPC (If you don’t mind LegoRes=AE displays), bu=

t PPC’s are hardly standard, and for games work, most developers prefer a=

format that at least most of the

>> potential clients will be able to run. Anyway, in these DVD/cheap CD =

days, compression is hardly a releveant issue anymore.

>> There are two intros in CDXL format that you should watch if you thin=

k it’s crap (They will change the way you think totally.). The first is M=

icrocosm, the second is Rise of the robots.

> I have both games and intro are brill. But it is a same that thay

> forgot about game play, what game play?

I too have both games, and when people spend that much time on making int=

ros, you can’t expect the game to be any good, can you ? ;o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_



Yam_Blitz List 619 / 752

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.584 Re: CDXL Compiling

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 08:23:06 +0200

Organization: A97

Subject: Re: CDXL Compiling

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Jamie.

On 28-Jan-99, Jamie Bentley wrote:

> Does anybody have a small program(or large program) they can send me th=

at

> MAKES CDXL files?

No sorry. Look on the developer CD. (Someone here had iit for sale recent=

ly.)

> Thanks,

Erm, you’re welcome.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_
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| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.585 CDXL Compiling

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Thu, 28 Jan 1999 16:13:48 +0500

Organization: Sniper Productions

Subject: CDXL Compiling

Heya,

Does anybody have a small program(or large program) they can send me that

MAKES CDXL files?

Thanks,

JB

1.586 Re: cdxl

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 22 Jan 1999 15:28:39 +0200

Organization: A97

Subject: Re: cdxl

Encoding: quoted-printable

Hello C.J.R.Jarvis.

On 22-Jan-99, C.J.R.Jarvis wrote:

> where oh where can I get the files needed for making cdxl anims!

> I can’t find it anywhere

I hear it’s on the Developer CD. How are you planning to play them back t=

ho’ ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.587 cdxl

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: cdxl

Date: Fri, 22 Jan 1999 14:15:47 -0000

charset="iso-8859-1"

where oh where can I get the files needed for making cdxl anims!

I can’t find it anywhere

Chris

1.588 RE: cdxl

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: RE: cdxl

Date: Mon, 25 Jan 1999 13:39:50 -0000

charset="iso-8859-1"

On 22-Jan-99, C.J.R.Jarvis wrote:

> where oh where can I get the files needed for making cdxl anims!

> I can’t find it anywhere

I hear it’s on the Developer CD. How are you planning to play them back tho’

?

oh I’ll probably just use the Execute_ or whatever the command is. Will that

work?

Chris
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1.589 Re: cdxl

From: Blitzwing <blitzwing@goldweb.com.au>

Date: Tue, 26 Jan 1999 17:07:32 +1000

Subject: Re: cdxl

Encoding: quoted-printable

> I hear it’s on the Developer CD. How are you planning to play them back=

tho’

> ?

> oh I’ll probably just use the Execute_ or whatever the command is. Will=

that

> work?

You can use cdgsxl (a cdxl player) which last time I checked was on Amine=

t gfx/show cdgsxl.lha, quite a handy little beast to be sure...

Blitzwing=

1.590 Re: cdxl

From: Centro Amiga <centro.amiga@ip.pt>

Date: Tue, 26 Jan 1999 15:23:29 +0000

Organization: Centro Amiga

Subject: Re: cdxl

Hya

>#> where oh where can I get the files needed for making cdxl anims!

>#> I can’t find it anywhere

>

> I hear it’s on the Developer CD. How are you planning to play them back

> tho’ ?

Yes, I think they are there. I would tell you but Rui Carvalho took my

cd and didn`t return it yet :(( Ask him !!!

Cya

Silver

aka Nuno Trancoso

1.591 Re: cdxl

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 27 Jan 1999 20:18:10 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"
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Organization: Dark Dreams Designs

Subject: Re: cdxl

Encoding: quoted-printable

Hello

Somewhere BungHole wrote:

CA > Yes, I think they are there. I would tell you but Rui Carvalho took =

my

CA > cd and didn`t return it yet :(( Ask him !!!

Erhh... Well the CD had this very strange hole in the middle, but i didn’=

t do

it... I’m innocent... Really....

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>

Sex is hereditary. If your parents never had it, chances are you

won’t either.

-- Murphy’s laws on sex

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>

1.592 CDR or Master CD?

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 21:04:42 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Thu, 28 Jan 1999 20:58:59 +0000

Subject: CDR or Master CD?

Hello,

Does anyone know if it possible to find out if a CD is a master CD (such as

the one you would buy with a brand new computer game) or if it is a CDR or a

CDRW? If so, what is the source code for this?

Best Regards

Stuart Walker

Digital Images
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1.593 Re: CDR or Master CD?

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 22:51:56 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Thu, 28 Jan 1999 22:43:36 -0000

encoding: Quoted-printable

Subject: Re: CDR or Master CD?

On 28 Jan 99, at 20:58, Stuart broke out long enough to write:

> Does anyone know if it possible to find out if a CD is a master CD (such

> as the one you would buy with a brand new computer game) or if it is a C=

DR

> or a CDRW? If so, what is the source code for this?

Try writing to it and hope that it’s in a CDR drive?? Presumably you won’=

t be

using some sort of CDR drive to make your CDs, so why not put a vital piec=

e of

code after the 74 minutes or whatever that CDRs can write. Audio CDs go >7=

4

mins, so there must be a way of getting stuff on there.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.594 Re: CDR or Master CD?

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 29 Jan 1999 17:48:01 +0200

Organization: A97

Subject: Re: CDR or Master CD?

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 28-Jan-99, Stuart Walker wrote:

> Does anyone know if it possible to find out if a CD is a master CD (suc=

h as

> the one you would buy with a brand new computer game) or if it is a CDR=

or a

> CDRW? If so, what is the source code for this?

Yeah, it’s very easy. Master CD’s are made of glass, so they don’t work i=



Yam_Blitz List 625 / 752

n conventional CDROM drives. Presuming that this is not what you meant, t=

he answer is no.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.595 Re: CDR or Master CD?

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Sat, 30 Jan 1999 01:20:54 +0000

Organization: Pagan Software

Subject: Re: CDR or Master CD?

On 28-Jan-99, Stuart Walker wrote:

> Does anyone know if it possible to find out if a CD is a master CD (such

as

> the one you would buy with a brand new computer game) or if it is a CDR

or

> a CDRW? If so, what is the source code for this?

Not as far as anyone knows...of course you could try putting your software

on an unusally long CD (88 mins anyone?) and fill the gaps with blank

tracks...then check the length of the entire CD when you run the program.

I assume this is for copy protection? ;)
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To the CD-ROM drive, a commercially produced CD and a CD-R look identical,

they just work slightly differently.

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>If you are feeling good, don’t worry. You’ll get over it.

1.596 Re: CDR or Master CD?

From: Rui Carvalho <grim@ip.pt>

Date: Sat, 30 Jan 1999 21:42:29 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: CDR or Master CD?

Encoding: quoted-printable

Hello Stuart

Somewhere Stuart Walker wrote:

SW > Hello,

SW > Does anyone know if it possible to find out if a CD is a master CD (=

such as

SW > the one you would buy with a brand new computer game) or if it is a =

CDR or

SW > a CDRW? If so, what is the source code for this?

Simple the hole all CDs have in the middle is the Write protection (like =

in

tapes) if you don’t want to record a CD anymore just brake the hole.

Double Sided CD have a square intead of a circle.

Hope this info serves you...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

<tsb>
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The only thing that stops God from sending another flood is that

the first one was useless.

=ABHttp://www.ip.pt/~ip234558 - Last Update: 05.01.99=BB

=ABICQ:28959421=BB

<tsb>Projects

Bubbles -> |--------50%--------|

AFM2 -> |---------------100%| (Bug Fixing)

<tsb>

1.597 Re: CDR or Master CD?

From: amorel <amorel@xs4all.nl>

Date: Sun, 31 Jan 1999 18:27:48 +0500

Subject: Re: CDR or Master CD?

On 31-Jan-99, Rui Carvalho wrote:

>Simple the hole all CDs have in the middle is the Write protection (like in

>tapes) if you don’t want to record a CD anymore just brake the hole.

>Double Sided CD have a square intead of a circle.

What? I hope u r kidding. Breaking a hole eh? Tell me how to do that. All

cd`s have a hole in the middle yes, it serves the purpose if fitting it in

place in the driver :-)

If this is a joke, stop being a smartass and give either a helpfull answer

or none :-)

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040/32,2g hd,CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.598 Re: CDR or Master CD?

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 31 Jan 1999 17:35:46 +0200

Organization: A97

Subject: Re: CDR or Master CD?

Encoding: quoted-printable
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X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Rui.

On 30-Jan-99, Rui Carvalho wrote:

> Hello Stuart

> Somewhere Stuart Walker wrote:

>> Hello,

>> Does anyone know if it possible to find out if a CD is a master CD (su=

ch as

>> the one you would buy with a brand new computer game) or if it is a CD=

R or

>> a CDRW? If so, what is the source code for this?

> Simple the hole all CDs have in the middle is the Write protection (lik=

e in

> tapes) if you don’t want to record a CD anymore just brake the hole.

> Double Sided CD have a square intead of a circle.

What ?!?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.599 Re: CDR or Master CD?

for blitz-list@netsoc.ucd.ie; Sun, 31 Jan 1999 18:16:37 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Sun, 31 Jan 1999 16:34:45 +0000

Subject: Re: CDR or Master CD?

Hello Rui

>> Does anyone know if it possible to find out if a CD is a master CD (such

as

>> the one you would buy with a brand new computer game) or if it is a CDR

or

>> a CDRW? If so, what is the source code for this?

>

> Simple the hole all CDs have in the middle is the Write protection (like

in

> tapes) if you don’t want to record a CD anymore just brake the hole.

> Double Sided CD have a square intead of a circle.

Sorry, I meant if it is possible to identify with Blitz or any other way if

a CD is recordable or not...

Best Regards

Stuart Walker

Digital Images

1.600 Can U help ME?

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Can U help ME?

Date: Mon, 25 Jan 1999 11:04:12 +0900

boundary="----=_NextPart_000_0005_01BE4852.70BCEBA0"

This is a multi-part message in MIME format.

------=_NextPart_000_0005_01BE4852.70BCEBA0

charset="iso-8859-1"

Encoding: quoted-printable

Hello everyone :)

I still have two questions that you were unable to answer the last time =

I asked.=20

1. How do I send and receive messages using CreateMsgPort? I do not wish =

to use Arexx!

2. How do I IncBIN a tracker module and play it? I have tried the codes =
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that people have been sending me, but it just plays `crap=92.

Thanx.

Matt Brigg.

------=_NextPart_000_0005_01BE4852.70BCEBA0

charset="iso-8859-1"

Encoding: quoted-printable

<!DOCTYPE HTML PUBLIC "-//W3C//DTD W3 HTML//EN">

<HTML>

<HEAD>

<META content=3Dtext/html;charset=3Diso-8859-1 =

http-equiv=3DContent-Type>

<META content=3D’"MSHTML 4.72.2106.6"’ name=3DGENERATOR>

</HEAD>

<BODY bgColor=3D#ffffff>

<DIV><FONT face=3DArial>

<P>Hello everyone :)</P>

<P>I still have two questions that you were unable to answer the last =

time I=20

asked. </P>

<P>1. How do I send and receive messages using CreateMsgPort? I do not =

wish to=20

use Arexx!</P>

<P>2. How do I IncBIN a tracker module and play it? I have tried the =

codes that=20

people have been sending me, but it just plays `crap&rsquo;.</P>

<P>Thanx.</P>

<P>Matt Brigg.</P></FONT></DIV></BODY></HTML>

------=_NextPart_000_0005_01BE4852.70BCEBA0--

1.601 Re: Can U help ME?

for blitz-list@netsoc.ucd.ie; Mon, 25 Jan 1999 21:01:55 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Mon, 25 Jan 1999 20:53:41 -0000

Subject: Re: Can U help ME?

--Message-Boundary-22965

encoding: Quoted-printable

Content-description: Mail message body
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> 1. How do I send and receive messages using CreateMsgPort? I do not wish

> to use Arexx!

See the two attached programs. Compile them (both with debugger off) and =

run

them from 2 separate CLI windows, a first then b. You may be able to get a=

way

with one program using the debugger, but they went haywire when I had both=

debugged.

> 2. How do I IncBIN a tracker module and play it? I have tried the codes

> that people have been sending me, but it just plays `crap=92.

Ah, if it were the days of the Spectrum, you could have your program on t=

he

tape first, then when it has run leave the tape running to hear the music.=

Excellent design work.

Does the tracker play when you load it, as the command you use to play it=

may

be at fault. Also there is a few different DecodeMod type commands you cou=

ld

try different ones of those.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

--Message-Boundary-22965

Content-disposition: attachment; filename="messages.lha"

encoding: BASE64

ISItbGg1LfAAAACaAQAAVKU5JgAAC1BvcnRzX0EuYmIy5RAA6VqXqkUPx3wB+OF3dVuBYlxY

G1aRuB3GlaEQQaM9/mSlUVKHxy+s1BYHVQI2k7tDuGKYLfJbm9QBi2QwfByRjEJIj7glzGRD

oDKDlQQwLzbQzm8SGW94zjIWGNvw8s/PLC5MEPZFRqW0s03ElIUN1u/usQK76Ng3gFipjbGT

e6Ert0VZF2HWHbAUSG0+o+ZYdefWbHiFhdUvyQuVAGn/V2FgP5hJJXeMiR9NVgWuoPflBbZA

e8tegKRX8jwKI/PQ56UOcgyfZDVLaoIuYNdGP+t1SJNf9HzB01u+Av+J0f62+Sp2TEPWYnr8

Px406MYh6S1saDUtPwIAAAkFAABWpTkmAAALUG9ydHNfQi5iYjLoDQIWaputtvSbnXwB8O41

kpNC7l/pOCWVykCuaFkClCAxxvzcRmknkk7B43xv8k3JbJ/SmwYpuHcmugWNNt9QdgslWepp

1J/4AzJaK6lqlFjAlUhFaTyyOWBoWqhciA6zdQarKhIbd7TYxooMbPD4avHRDhlXJUhlBnK5

URxEy5KBw3f7UxAsO40KZguKmJreA89NITKA7QbtOwN0lmAJC/iSVPO0kCWgpIhuO3aEgJkQ

IXjtYCVNChR00A1QbBJmyBVXspPKFSltvm6EWO4YYmUaC/hiDIsZGjd3vQQXzZpwuDPiVgpm

ap3Zzn+GKDVIz644Hq+jzWejSynTM7lHe+PqcvmeWc4fNSbfULshy8adFAt1P3upyHEGOmlU

sQovaT/cfpPvF4OaKGLLHjz+P4t45O6HH33+B18p+jN3tHX52a1oTHnVMOulMbrtE7ObPqji

h06cfbD/jOhZyMdP9Hd41U2XUu41s/hLuFNBXuxB/88/ksSgg3z6TcleitpWij415we1E85R

+WLkHWHydfhoItgDAWOh2uxYnUsFuj2DkY8CXPvn7ycUJdovgK9cCv8gbs+QSIzOy7WKFeQh

IWhN0AsCdakPzGLNkoFEPtWdroT9WNsrbbpW/Q58VuaTdoowhq2jYS0jqq1st0moOl+pWH3o

UsZRP5FDUGDhWLkMyrESyVfNGD92gdvPmnN7N+wbalQ0sE36fsqq6ZnyZOWrNtAnWGu2Eua/

A9xNZOBqV+84Isuoi5iwG3m0zGLwAA==

--Message-Boundary-22965--
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1.602 C Include problem...

([62.136.126.178] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105u9J-0004FV-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 16:18:34 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 15:44:56 +0000

Subject: C Include problem...

Hi all,

I was messing around with the ASyncIO library a while

back, but I had a weird problem with the C include -

basically, it has some constants which don’t have any

definitions,at least as far as I can tell!

>From the include (thanks to Fred’s OpenBlitz :) ...

typedef enum OpenModes

MODE_READ, ; read an existing file

MODE_WRITE, ; create a new file, delete existing file if needed

MODE_APPEND ; append to end of existing file, or create new

} OpenModes

typedef enum SeekModes

MODE_START = -1, ; relative to start of file

MODE_CURRENT, ; relative to current file position

MODE_END ; relative to end of file

} SeekModes

I don’t have a clue what values these are supposed to have, but it’s the

only thing stopping me from using this library! The constants aren’t defined

in any of the other files in the archive and I don’t think they’re AmigaDOS

constants either...

Anybody know what to do?

I’ll send my little converted archive if that’s any use...

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)
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1.603 Re: C Include problem...

28 Jan 99 17:05:23 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 17:05:15 -0000

encoding: Quoted-printable

Subject: Re: C Include problem...

On 28 Jan 99, at 15:44, James L Boyd wrote:

> From the include (thanks to Fred’s OpenBlitz :) ...

>

> typedef enum OpenModes

>

> MODE_READ, ; read an existing file

> MODE_WRITE, ; create a new file, delete existing file if needed

> MODE_APPEND ; append to end of existing file, or create new

> } OpenModes

There’s a { missing from the line after the typedef one...

Anyway, an enum block will basically number some constants, they can be

specified, in which case it uses them, or can be left alone, it which case=

the

current constant will be numbered from the previous constant + 1. In the a=

bove

bit of code,

#MODE_READ =3D 0

#MODE_WRITE =3D #MODE_READ + 1

#MODE_APPEND =3D #MODE_WRITE + 1

There’s an example on aminet by entity for doing automatic numbering of e=

num

types, but I can’t rememeber the name.

Oh and:

MODE_START =3D -1, ; relative to start of file

MODE_CURRENT, ; relative to current file position

MODE_END ; relative to end of file

would be

#MODE_START =3D -1

#MODE_CURRENT=3D#MODE_START+1

#MODE_END=3D#MODE_CURRENT+1

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.604 Re: C Include problem...

([62.136.113.230] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 105vNv-0007M7-00

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 17:37:43 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Thu, 28 Jan 1999 17:23:57 +0000

Subject: Re: C Include problem...

David Mcminn churned out *this* drivel :

>> From the include (thanks to Fred’s OpenBlitz :) ...

>>

>> typedef enum OpenModes

>>

>> MODE_READ, ; read an existing file

>> MODE_WRITE, ; create a new file, delete existing file if needed

>> MODE_APPEND ; append to end of existing file, or create new

>> } OpenModes

>

> There’s a { missing from the line after the typedef one...

Hey, Fred, there’s a bug! ;)

> Anyway, an enum block will basically number some constants, they can be

> specified, in which case it uses them, or can be left alone, it which case

> the current constant will be numbered from the previous constant + 1. In

> the above bit of code,

Ah, right, thanks :)

> #MODE_READ = 0

> #MODE_WRITE = #MODE_READ + 1

> #MODE_APPEND = #MODE_WRITE + 1

Thanks for your reply to the fileinfoblock thing too - I’d /never/

have thought of that ;)

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland.

(http://surf.to/all-hail/)
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1.605 buffering

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 17:40:27 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 7 Jan 99 17:39:47 +0000

Subject: buffering

Encoding: 7bit

Hi.

Has anyone got a fast double/triplebuffering method for AmigaMode

screens, ie intuition display (to gfx-card)? I have tried altering

ViewPort\RasInfo\RyOffset, but a call to ScrollVPort causes a

RethinkDisplay which takes bloody ages. I really need to do triple

buffering and it needs to be fast, and presently I can’t get it to

work without dropping 10 frames per second which is just silly.

Any ideas?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.606 Re: buffering

From: Anton Reinauer <anton@ww.co.nz>

Date: Fri, 08 Jan 1999 11:30:25 +1300

Subject: Re: buffering

On 08-Jan-99, Paul wrote:

> Hi.

>

> Has anyone got a fast double/triplebuffering method for AmigaMode

> screens, ie intuition display (to gfx-card)? I have tried altering

> ViewPort\RasInfo\RyOffset, but a call to ScrollVPort causes a

> RethinkDisplay which takes bloody ages. I really need to do triple

> buffering and it needs to be fast, and presently I can’t get it to

> work without dropping 10 frames per second which is just silly.

I’ve used #ShowBitmap# in a Window with AGA. You have two bitmaps in

chip and then swap them- it seems to run fast.

--
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Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2*.*0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.607 Re: buffering

for blitz-list@netsoc.ucd.ie; Tue, 12 Jan 1999 20:27:28 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Re: buffering

Date: Sun, 10 Jan 1999 20:58:44 -0000

charset="iso-8859-1"

Encoding: 7bit

Paul probably wants a triple buffering system that works on GFX cards,

without using ChipRAM. So this is not what he wants, I don’t reckon.

Nick / Skillo

-----Original Message-----

From: Anton Reinauer <anton@ww.co.nz>

Date: 07 January 1999 22:30

Subject: Re: buffering

>On 08-Jan-99, Paul wrote:

>> Hi.

>>

>> Has anyone got a fast double/triplebuffering method for AmigaMode

>> screens, ie intuition display (to gfx-card)? I have tried altering

>> ViewPort\RasInfo\RyOffset, but a call to ScrollVPort causes a

>> RethinkDisplay which takes bloody ages. I really need to do triple

>> buffering and it needs to be fast, and presently I can’t get it to

>> work without dropping 10 frames per second which is just silly.

>

> I’ve used #ShowBitmap# in a Window with AGA. You have two bitmaps in

>chip and then swap them- it seems to run fast.

>

>--

> Anton Reinauer <anton@ww.co.nz>

> A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2*.*0

> A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0
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>

> Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

> for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

> <http://www.ww.co.nz/home/anton>

>

1.608 Browser Uploads

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sun, 03 Jan 1999 14:44:38 +0000

Subject: Browser Uploads

Hi :)

Does anyone know of a program which can perform the equivalent of

Netscape and IE browser uploads? There are a number of sites that I

use which require this for uploading banners etc.

If not can anyone point me to documents which cover this sort of

stuff.

The upload itself seems to be done via an HTTP POST command but I’m

not clear what format the file should be sent in. I guess its

encoded, base64 perhaps?

Have fun

--

Eoghann Irving ICQ:14497218 mailto:eoghann@thenet.co.uk

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.thenet.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!

1.609 Re: Browser Uploads

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 18:27:11 +0200

Organization: A97

Subject: Re: Browser Uploads

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello Eoghann.

On 03-Jan-99, Eoghann Irving wrote:

> Does anyone know of a program which can perform the equivalent of

> Netscape and IE browser uploads? There are a number of sites that I
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> use which require this for uploading banners etc.

I thought all browsers did ? Anyway, I have yet to actually see a site th=

at does it. Anyway, maybe you can use FTP instead as WWW uploads is a sta=

ndard violation, and should only really be used by people that have no ot=

her means of uploading stuff.

> If not can anyone point me to documents which cover this sort of

> stuff.

Nope, sorry. Try the RFC. (Not sure which, but I’m sure there is one.)

> The upload itself seems to be done via an HTTP POST command but I’m

> not clear what format the file should be sent in. I guess its

> encoded, base64 perhaps?

Nah, I don’t think it uses any encoding, if it did it would probably be U=

U, base64 or lzh.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.610 Re: Browser Uploads

id 0zyKBy-0002GD-00; Thu, 7 Jan 1999 18:29:59 +0000

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Wed, 06 Jan 1999 21:34:17 +0000
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Subject: Re: Browser Uploads

Encoding: quoted-printable

Hi Mikkel L=F8kke :)

On 05-Jan-99, Mikkel L=F8kke wrote:

> On 03-Jan-99, Eoghann Irving wrote:

>> Does anyone know of a program which can perform the equivalent of

>> Netscape and IE browser uploads? There are a number of sites that

I

>> use which require this for uploading banners etc.

> I thought all browsers did ? Anyway, I have yet to actually see a

> site that does it. Anyway, maybe you can use FTP instead as WWW

> uploads is a standard violation, and should only really be used by

> people that have no other means of uploading stuff.

To the best of my knowledge there are no Amiga browsers with this

capability. IBrowse certainly doesn’t do it nor any of the demos of

the other two that I’ve used.

The reason I’m looking for this program is because certain sites don’t

give you the option of using FTP. WWW uploads aren’t a violation of

the current RFC though. they are part of the HTTP/1.1 protocol.

>> The upload itself seems to be done via an HTTP POST command but

I’m

>> not clear what format the file should be sent in. I guess its

>> encoded, base64 perhaps?

> Nah, I don’t think it uses any encoding, if it did it would

probably

> be UU, base64 or lzh.

I may just have to experiment.

Have fun

-- =

Eoghann Irving ICQ:14497218 mailto:eoghann-irving@usa.net

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.solarflare.freeserve.co.uk/index.html

Join the webring, win free banner advertising!=

1.611 Re: Browser Uploads

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>
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Date: Fri, 08 Jan 1999 13:20:18 +0200

Organization: A97

Subject: Re: Browser Uploads

Encoding: quoted-printable

Hello Eoghann.

On 06-Jan-99, Eoghann Irving wrote:

>>> Does anyone know of a program which can perform the equivalent of

>>> Netscape and IE browser uploads? There are a number of sites that

> I

>>> use which require this for uploading banners etc.

>> I thought all browsers did ? Anyway, I have yet to actually see a

>> site that does it. Anyway, maybe you can use FTP instead as WWW

>> uploads is a standard violation, and should only really be used by

>> people that have no other means of uploading stuff.

> To the best of my knowledge there are no Amiga browsers with this

> capability. IBrowse certainly doesn’t do it nor any of the demos of

> the other two that I’ve used.

> The reason I’m looking for this program is because certain sites don’t

> give you the option of using FTP. WWW uploads aren’t a violation of

> the current RFC though. they are part of the HTTP/1.1 protocol.

Well, why not just use the RFC to find out how to do it, then write an Ar=

exx program that does it, and hey presto, all browsers do it ? :o) Or not=

=2E

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.612 Re: Browser Uploads

From: "Andrew Guard" <aMIGA_dUDE@assign.u-net.com>

Date: 10 Jan 99 08:19:14 +0000

Subject: Re: Browser Uploads

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx

Encoding: quoted-printable

Well Mikkel L=F8kke thats what you thought on the Tue, 05 Jan 1999 18:27:11=

+0200 this is what I think,

>=20

> Nope, sorry. Try the RFC. (Not sure which, but I’m sure there is one.)

>=20

After reading RFC you will think Amiga AutoDocs make senece!

--=20

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/=20=20

ICQ 21765436

1.613 Bringing it all back up. (piracy)

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: Bringing it all back up. (piracy)

Date: Thu, 14 Jan 1999 14:10:07 -0000

charset="iso-8859-1"

Hello,

sorry but I’ve been off the list for a few days so I missed all this

at the time. About PIRACY!

The thing it is important to bear in mind is that yes, it’s true

that some programmers will always find a way through copy protection, and so

games can be pirated, but the biggest problem is `bedroom’ piracy. If a game

can simply be copied from its original disk then one copuy will be bought

between about five people (or whatever). But even the slightest copy

protection will deter a great many people. I still haven’ty figured out a

way to successfully back up Graham Gooch’s wc cricket, and that’s prbably
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really poor protection. Even a manual/code system, with the used words

stored in a DirOpus Encrypted ASCII-file would probbaly prevent most users

from having a go.

just a thought

Chris

1.614 Re: Bringing it all back up. (piracy)

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 17 Jan 1999 12:43:46 +1300

Subject: Re: Bringing it all back up. (piracy)

On 15-Jan-99, C.J.R.Jarvis wrote:

> Hello,

> sorry but I’ve been off the list for a few days so I missed all

this

> at the time. About PIRACY!

> The thing it is important to bear in mind is that yes, it’s true

that

> some programmers will always find a way through copy protection, and

so

> games can be pirated, but the biggest problem is `bedroom’ piracy. If

a

> game can simply be copied from its original disk then one copuy will

be

> bought between about five people (or whatever). But even the slightest

> copy protection will deter a great many people.

In the Amiga’s heyday, programs only had protection code to get in two

weeks of sales before they where cracked!! Sometimes due to pissed-off

(oops I swore- oh well too late now :) staff, crackers got hold of the

source code, and had the cracked version out *before* the game was even

released!!!! This could result in low game sales, because everyone got

the cracked version instead.

Some game houses gave up wasting time, putting the protection code in

the end- the theory was, if there wasn’t a challenge there to crack,

maybe it wouldn’t get pirated so badly- I don’t think it made any

difference- it got spread around just the same anyhow :-/

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>
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1.615 Re: Bringing it all back up. (piracy)

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sun, 17 Jan 1999 12:29:30 +0500

Subject: Re: Bringing it all back up. (piracy)

On 17-Jan-99, Anton Reinauer flashed:

> Some game houses gave up wasting time, putting the protection code in

>the end- the theory was, if there wasn’t a challenge there to crack,

>maybe it wouldn’t get pirated so badly- I don’t think it made any

>difference- it got spread around just the same anyhow :-/

But at least the pirates didn’t make any money on them. That was the

period when Piracy ebbed the lowest here in the U.S.A. Amiga community.

I don’t know if it is that way everywhere in the U.S., but of all the

Amiga owners I know, and I know quite a few, NONE are using pirated

software any more. And that includes some people who were BLATENT

pirates and copiers. The message of avoiding piracy to avoid killing

the developement of new products (not to mention the moral issue) has

sunk in pretty good, at least in my neck of the woods. I can honestly

say that I know of no-one who pirates or steals copys. Untill I got

on the web, I was unaware that piracy was still a major problem in the

Amiga marketplace. I guess I was pretty nieve. Why can’t people just

be honest?

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.616 Re: Bringing it all back up. (piracy)

From: Anton Reinauer <anton@ww.co.nz>

Date: Mon, 18 Jan 1999 09:10:11 +1300

Subject: Re: Bringing it all back up. (piracy)

On 17-Jan-99, Donovan Reeve wrote:

> On 17-Jan-99, Anton Reinauer flashed:

>

>> Some game houses gave up wasting time, putting the protection code

>> in the end- the theory was, if there wasn’t a challenge there to

>> crack, maybe it wouldn’t get pirated so badly- I don’t think it made

>> any difference- it got spread around just the same anyhow :-/

>

> But at least the pirates didn’t make any money on them. That was the
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> period when Piracy ebbed the lowest here in the U.S.A. Amiga

community.

Here in New Zealand, we had the 2nd worst piracy rate in the world!

You could get thousands of games by mail-order for a fraction of the

price of new- even now, the people that owned game stores back then

cringe at the thought of selling Amiga games again, even if they were

on CD!

This situation has now changed- the authorities now crack down on

people selling pirated PC CDs.

> I don’t know if it is that way everywhere in the U.S., but of all the

> Amiga owners I know, and I know quite a few, NONE are using pirated

> software any more.

I think that pretty much is the case here now as well- only stuff that

can’t be bought any more is copied- that’s all I copy now.

--

Anton Reinauer <anton@ww.co.nz>

1.617 Re: BLUE PETER CHRISTMAS COMPETITION (am I too late ?)

Date: Mon, 04 Jan 1999 10:56:34 +0000

From: stocksjames <stocksjames@KNOCK.co.uk>

Organization: Our Lady & St. Patrick’s College, Knock

Blitzwing <blitzwing@goldweb.com.au>

Subject: Re: BLUE PETER CHRISTMAS COMPETITION (am I too late ?)

Encoding: 7bit

Blitzwing wrote:

>

> Well, Am I

>

> I’m usally a useful beta tester (I can make lots of things break by themselves)

>

> Blitzwing

And so you shall!

1.618 BltBitMapRastPort_

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>
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Date: Sun, 10 Jan 1999 18:47:17 +0200

Organization: A97

Subject: BltBitMapRastPort_

Encoding: quoted-printable

Hello.

How does the BltBitMapRastPort_ command from intuition work ?

Any examples aso. would be highly appreciated.

Greets,

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.619 Re: BltBitMapRastPort_

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m0zzQgp-002pTBC@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Sun, 10 Jan 1999 20:38:23 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Sun, 10 Jan 1999 20:35:11 +0100

Organization: Airsoft Softwair

Subject: Re: BltBitMapRastPort_
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Encoding: quoted-printable

Hi Mikkel

Am 10-Jan-99 schrieb Mikkel L=F8kke:

> Hello.

> =

> How does the BltBitMapRastPort_ command from intuition work ?

It`s simple. Just create a bitmap with InitBitmap() or blitz command

Bitmap (you`ll need to peek the bitmap`s address then of coz)

create a rastport or open a window and use window`s Rastport

and then you can OS friendly and GFX card friendly blit a bitmap.

As minterm you should use $0C0 vanilla copy. I`m using BltBitmapRastport(=

)

whenever there`s some bitmap to blit (it works also fine with guigfx)

Keep `em coming!

> =

> Any examples aso. would be highly appreciated.

> =

> =

> Greets,

Regards

-- =

A merry christmas and a happy new year wishes

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder =

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 1=

8MB

Ram, 33.600 Modem =

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs sin=

ce

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the The=

me

of Amiga CD
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1.620 BlitzCPUroutine for arcade game2

From: "Philippe Bovier" <bovier@club-internet.fr>

Organization: NightLight Team

Date: 3 Jan 99 13:35:46 -0100

Subject: BlitzCPUroutine for arcade game2

Encoding: 7bit

hello,

First thanks for all the answers (Mikkel lokke, Daniel Allsopp,...) I

have received. I have a last question about mildred:

It’s possible to use Mildred only for the animated shapes, bullets,...

for an arcade game and use normal blitz programming for the GFX of the

level and for moving the level ???? (lost graphic card compatibility).

I have this question because one of my friends have only a mtec 030/28

and the example (the example with merging 256 colors space shuttle

picture) in the site of mildred run only at 8 frames (16 frames with

blizzardIV 030/50).

After a visit to operation counterstrike to see this bitz game :-)

--

Philippe Bovier ( *Mrod* ) mailto:Bovier@club-internet.fr

------------>> Friend’s project in Blitz Basic <<----------

- De-Archiveur1.3 -> Aminet - FileFrog -> In progress

- XFD GUI Package -> In progress - BUBBLE AGA -> stand by

1.621 Re: BlitzCPUroutine for arcade game2

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 03 Jan 1999 18:02:29 +0200

Organization: A97

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 03-Jan-99, Philippe Bovier wrote:

> First thanks for all the answers (Mikkel lokke, Daniel Allsopp,...) I

> have received. I have a last question about mildred:

You’re welcome.

> It’s possible to use Mildred only for the animated shapes, bullets,...

> for an arcade game and use normal blitz programming for the GFX of the

> level and for moving the level ???? (lost graphic card compatibility).
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Erm, no. Allthough I hardly think it’s nessecary. =

> I have this question because one of my friends have only a mtec 030/28

> and the example (the example with merging 256 colors space shuttle

> picture) in the site of mildred run only at 8 frames (16 frames with

> blizzardIV 030/50).

Hrmm. Well, I don’t think the space shuttle example is the best one to sh=

ow if Mildred’s speed. However a 030/28 AGA machine is slow at doing c2p =

conversions (at best). Maybe you can use some of the lacing options to sp=

eed it up abit, and maybe paul will do a 2x2 option later on ? Anyway the=

re is no practical way to combine Chunky and Planar graphics. I’ll be wor=

king on a few more examples for the Mildred web site in the future, maybe=

there will be something of interest ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.622 Re: BlitzCPUroutine for arcade game2

([62.136.50.253] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxFrj-0003XU-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 19:40:39 +0000
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From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 04 Jan 1999 18:54:30 +0000

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

Mikkel L=F8kke churned out *this* drivel :

> Hrmm. Well, I don’t think the space shuttle example is the best one to =

show

> if Mildred’s speed. However a 030/28 AGA machine is slow at doing c2p

> conversions (at best). Maybe you can use some of the lacing options to

> speed it up abit, and maybe paul will do a 2x2 option later on ? Anyway=

> there is no practical way to combine Chunky and Planar graphics. I’ll b=

e

> working on a few more examples for the Mildred web site in the future,

> maybe there will be something of interest ?

I don’t really know much about c2p and stuff, but one

of the Scoopex guys just posted the asm source to his

c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

which dir)...he claims 1.23 vblanks for a 320x256 256 colour

screen on an 030, 0.8 on an 060...it’s commented in French.

(Fred, are you listening? ;)

The supplied demo is very smooth, so maybe someone out

there with asm knowledge would like to try it...?

See ya,

-- =

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Team *AMIGA*, member of *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland...=

1.623 Re: BlitzCPUroutine for arcade game2

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 21:12:07 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 4 Jan 99 21:10:55 +0000

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: 7bit

> I don’t really know much about c2p and stuff, but one

> of the Scoopex guys just posted the asm source to his

> c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember



Yam_Blitz List 650 / 752

> which dir)...he claims 1.23 vblanks for a 320x256 256 colour

> screen on an 030, 0.8 on an 060...it’s commented in French.

> (Fred, are you listening? ;)

>

> The supplied demo is very smooth, so maybe someone out

> there with asm knowledge would like to try it...?

I’ve taken a look. Maybe is has some worth I don’t know, difficult to

tell without coding something with it. But it is /very/ restrictive.

You are only allowed to do 320x256, no linemodulos, and the width has

to be multiples of 128 or something like that, and putting in extra

functionality would be difficult as it uses a lot of macros and stuff.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.624 Re: BlitzCPUroutine for arcade game2

Date: Mon, 04 Jan 1999 23:21:45 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

Hi Paul,

>I’ve taken a look. Maybe is has some worth I don’t know, difficult to

>tell without coding something with it. But it is /very/ restrictive.

>You are only allowed to do 320x256, no linemodulos, and the width has

>to be multiples of 128 or something like that, and putting in extra

>functionality would be difficult as it uses a lot of macros and stuff.

It’s not fully true, the coder give an example to setup a c2p for an

-> 320*220 <- screen mode. It’s not multiple of 128.

=09

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible
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(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.625 Re: BlitzCPUroutine for arcade game2

Date: Mon, 04 Jan 1999 23:22:01 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

Hi James,

>I don’t really know much about c2p and stuff, but one

>of the Scoopex guys just posted the asm source to his

>c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

>which dir)...he claims 1.23 vblanks for a 320x256 256 colour

>screen on an 030, 0.8 on an 060...it’s commented in French.

>(Fred, are you listening? ;)

Yes, I’m here :). But comments aren’t so big, I can translate

them for everyone if needed... Nevertheless, I think this routine

can work only with CopperList type display, ie: No multitask.

But if Paul wanna try to convert them (Are you listening Paul ?)

I think that it’s routine can convert a 320*200 screen in less

than 1 vbl on 030 and much less than 0.8 vbl on 060, so it could

be an very interresting routine.

>The supplied demo is very smooth

Yes, it’s very very smooth.

Bye, Bye,

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20
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1.626 Re: BlitzCPUroutine for arcade game2

([62.136.107.38] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxJso-0000ua-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 23:58:02 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 04 Jan 1999 23:49:17 +0000

Subject: Re: BlitzCPUroutine for arcade game2

Frederic Laboureur churned out *this* drivel :

> Hi James,

>

>> I don’t really know much about c2p and stuff, but one

>> of the Scoopex guys just posted the asm source to his

>> c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

>> which dir)...he claims 1.23 vblanks for a 320x256 256 colour

>> screen on an 030, 0.8 on an 060...it’s commented in French.

>> (Fred, are you listening? ;)

>

> Yes, I’m here :). But comments aren’t so big, I can translate

> them for everyone if needed... Nevertheless, I think this routine

> can work only with CopperList type display, ie: No multitask.

> But if Paul wanna try to convert them (Are you listening Paul ?)

>

> I think that it’s routine can convert a 320*200 screen in less

> than 1 vbl on 030 and much less than 0.8 vbl on 060, so it could

> be an very interresting routine.

>

>> The supplied demo is very smooth

>

> Yes, it’s very very smooth.

> Bye, Bye,

>

> Fred.

I’d better point out that this routine is of no use

to me whatsoever! - I just wanted to let everyone know

since c2p seems to be a pretty popular subject just now...

It must be worth looking at for those interested though -

it’s one of the fastest/smoothest I’ve seen...
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See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Team *AMIGA*, member of *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland...

1.627 Re: BlitzCPUroutine for arcade game2

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 15:56:10 +0200

Organization: A97

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello James.

On 04-Jan-99, James L Boyd wrote:

>> Hrmm. Well, I don’t think the space shuttle example is the best one to=

show

>> if Mildred’s speed. However a 030/28 AGA machine is slow at doing c2p

>> conversions (at best). Maybe you can use some of the lacing options to=

>> speed it up abit, and maybe paul will do a 2x2 option later on ? Anywa=

y

>> there is no practical way to combine Chunky and Planar graphics. I’ll =

be

>> working on a few more examples for the Mildred web site in the future,=

>> maybe there will be something of interest ?

> I don’t really know much about c2p and stuff, but one

> of the Scoopex guys just posted the asm source to his

> c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

> which dir)...he claims 1.23 vblanks for a 320x256 256 colour

> screen on an 030, 0.8 on an 060...it’s commented in French.

> (Fred, are you listening? ;)

Well, not really impressive since most c2p routines only need about 1.5 f=

rames to do the calculation. Mildred is easily faster than this, esp. on =

a 040....

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __



Yam_Blitz List 654 / 752

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.628 Re: BlitzCPUroutine for arcade game2

Date: Wed, 06 Jan 1999 18:23:21 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

Hello Mikkel,

>> I don’t really know much about c2p and stuff, but one

>> of the Scoopex guys just posted the asm source to his

>> c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

>> which dir)...he claims 1.23 vblanks for a 320x256 256 colour

>> screen on an 030, 0.8 on an 060...it’s commented in French.

>> (Fred, are you listening? ;)

>

>Well, not really impressive since most c2p routines only need about 1.5

frames to do the calculation. Mildred is easily faster than this, esp. on a

040....

You’re totally wrong here. 1.23 VBlank is VERY fast for converting a=

320*256

area (on a 030/50 tough). The routine included in MildRed (based on the

excellent

Kalms c2p routine) do the same at ,hum, 33 fps ie: 1,6 frames. So this=
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routine

is faster :).

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.629 Re: BlitzCPUroutine for arcade game2

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 19:14:00 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 7 Jan 99 19:10:22 +0000

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: 7bit

Philippe Bovier,

> I imagine a game plenty of objects animated with lots of colors with

> mildred for the speed and a traditionnal blitz programmong background

> level with multi directionnal scrolling created with map like I

> already say a mail before.

Nothing to stop you doing a multi-directional scroll using mildred.

There are specifically written highly-optimised `tile’ routines you

can use as well as the special `coordinate wrapping’ which assists

with this sort of things. Everything that is needed to implement a

multidirectional scroll using mildred only is implemented in the

library, and is being used in Dafel:Bloodline, for which it was

specifically crafted.

I don’t think I’d bother trying to mix mildred with non-mildred stuff.

If you haven’t got the cpu power to use mildred for everything then

you probably wont make any gains by using it partially.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk
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1.630 Re: BlitzCPUroutine for arcade game2

From: "Philippe Bovier" <bovier@club-internet.fr>

Organization: NightLight Team

Date: 7 Jan 99 19:32:51 -0100

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: 8bit

Hello Mikkel Løkke,

> On 03-Jan-99, Philippe Bovier wrote:

>

> > I have this question because one of my friends have only a mtec 030/28

> > and the example (the example with merging 256 colors space shuttle

> > picture) in the site of mildred run only at 8 frames (16 frames with

> > blizzardIV 030/50).

>

> Hrmm. Well, I don’t think the space shuttle example is the best one to show if Mildred’s speed. However a 030/28 AGA
machine is slow at doing c2p conversions (at best). Maybe you can use some of the lacing options to speed it up abit, and maybe
paul will do a 2x2 option later on ? Anyway there is no practical way to combine Chunky and Planar graphics. I’ll be working
on a few more examples for the Mildred web site in the future, maybe there will be something of interest ?

I’m interesting to see an example with shapes in 256 colors moving

with mildred in front of a picture in 256 colors without mildred to

see If It’s possible to gain speed (but lost GFX card compatibility).

I imagine a game plenty of objects animated with lots of colors with

mildred for the speed and a traditionnal blitz programmong background

level with multi directionnal scrolling created with map like I

already say a mail before.

--

Philippe Bovier ( *Mrod* ) mailto:Bovier@club-internet.fr

------------>> Friend’s project in Blitz Basic <<----------

- De-Archiveur1.3 -> Aminet - FileFrog -> In progress

- XFD GUI Package -> In progress - BUBBLE AGA -> stand by

1.631 Re: BlitzCPUroutine for arcade game2

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 13:16:05 +0200

Organization: A97

Subject: Re: BlitzCPUroutine for arcade game2
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Encoding: quoted-printable

Hello Frederic.

On 06-Jan-99, Frederic Laboureur wrote:

>>> I don’t really know much about c2p and stuff, but one

>>> of the Scoopex guys just posted the asm source to his

>>> c2p routine on Aminet (1Seb_FAST_C2P.lha - don’t remember

>>> which dir)...he claims 1.23 vblanks for a 320x256 256 colour

>>> screen on an 030, 0.8 on an 060...it’s commented in French.

>>> (Fred, are you listening? ;)

>> =

>> Well, not really impressive since most c2p routines only need about 1.=

5

> frames to do the calculation. Mildred is easily faster than this, esp. =

on a

> 040....

> You’re totally wrong here. 1.23 VBlank is VERY fast for converting =

a 320*256

> area (on a 030/50 tough). The routine included in MildRed (based on the=

> excellent

> Kalms c2p routine) do the same at ,hum, 33 fps ie: 1,6 frames. So this =

routine

> is faster :).

Well, one of my friends has a c2p rotine (develpoed for a game) that does=

a 320x256 in just over 1 frame (probably 1.05 or something) I just assum=

ed that c2p was that fast. Guess I was wrong :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_
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\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.632 Re: BlitzCPUroutine for arcade game2

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 13:38:23 +0200

Organization: A97

Subject: Re: BlitzCPUroutine for arcade game2

Encoding: quoted-printable

Hello Philippe.

On 07-Jan-99, Philippe Bovier wrote:

> Hello Mikkel L=F8kke,

>> On 03-Jan-99, Philippe Bovier wrote:

>> > I have this question because one of my friends have only a mtec 030/=

28

>> > and the example (the example with merging 256 colors space shuttle

>> > picture) in the site of mildred run only at 8 frames (16 frames with=

>> > blizzardIV 030/50).

>> Hrmm. Well, I don’t think the space shuttle example is the best one t=

o show if Mildred’s speed. However a 030/28 AGA machine is slow at doing =

c2p conversions (at best). Maybe you can use some of the lacing options t=

o speed it up abit, and maybe paul

>> will do a 2x2 option later on ? Anyway there is no practical way to c=

ombine Chunky and Planar graphics. I’ll be working on a few more examples=

for the Mildred web site in the future, maybe there will be something of=

interest ?

> I’m interesting to see an example with shapes in 256 colors moving

> with mildred in front of a picture in 256 colors without mildred to

> see If It’s possible to gain speed (but lost GFX card compatibility).

You can’t. Besides, it would NOT increase the speed to first let intuitio=

n display the picture, THEN let Mildred recalculate it. It would take muc=

h longer. You have to think of Mildred being the basic unit (the atom if =
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you will) which all other thiings are done from. The way Mildred works is=

it takes a pseudo-bitmap which is in byte-per-pixel order (also [rather =

inacurately] called chunky buffer) and converts it to a nice planar bitma=

p (which the AMiGA display hardware can work with). It also adds tons of =

easy ways (i.e. commands, and even small routines) to alter the chunky bu=

ffer, to make it easier to use.

> I imagine a game plenty of objects animated with lots of colors with

> mildred for the speed and a traditionnal blitz programmong background

> level with multi directionnal scrolling created with map like I

> already say a mail before.

Once agin this is rather pointless, since you could just as well use mild=

red for the entire thing. It would be faster and easier. Look at pauls re=

ply for more info on that tile thingy :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.633 Re: BlitzCPUroutine for arcade game2

Date: Sat, 09 Jan 1999 15:46:39 +0100

From: Frederic Laboureur <alphasnd@sdv.fr>

Subject: Re: BlitzCPUroutine for arcade game2
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Encoding: quoted-printable

Hi Mikkel,

>Well, one of my friends has a c2p rotine (develpoed for a game) that does

a 320x256 in just >over 1 frame (probably 1.05 or something) I just assumed

that c2p was that fast. Guess I was >wrong :o)

I don’t believe you :) Or you friend is Kalms ? :=B0). Send me an exec just

to see that.

Fred.

---------------------------------------------------------------------------

/\/\/\/\/\ Fr=E9d=E9ric Laboureur (Fred)

__/ \_

/ˆ ˆ uˆ ˆn ˆ ˆ\ E-Mail Address: alphasnd@sdv.fr

(o o_ /(o o)\ _o o)

_/_ /// | | \\ _\_ Only Amiga makes it possible

(o_o)// (o o) \(o_o) Quality software for the Amiga

`---’ `---’ `---’

F-Base TheBoss F-Bench AlphaSOUND - FANTAISIE Software (1998)

---------------------------------------------------------------------------=

=20

1.634 BlitzCD

([62.136.10.46] helo=194.152.64.35 ident=stingent)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 1061Vj-000743-00

for blitz-list@netsoc.ucd.ie; Fri, 29 Jan 1999 00:10:12 +0000

From: Bippy M <BippyM@stingent.freeserve.co.uk>

Date: Thu, 28 Jan 1999 23:58:52 +0000

Subject: BlitzCD

Encoding: 8bit

Still for Sale

Ultimate Blitz CD...

£10.00 -- It does NOT come with the manual, and never has, It’s included on

the CD as a text file...

Please reply Privately,

Thanks

Cya

--

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x
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| |

| ---- Stingent BBS: 24hrz 7 Dayz --- 01332 740984 ---- |

| ----------------------------Stingent---------------------------- |

| - Mark Green "Bippy M" | Fido @ 2:256/306.9 | Fluffy @ 888:120/0 - |

| |

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

1.635 Blitz Webring

18 Jan 99 09:23:43 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Mon, 18 Jan 1999 09:23:28 -0000

encoding: Quoted-printable

Subject: Blitz Webring

Come on people, there’s only six sites in the Blitz webring, to sign up, =

go to

http://www.ip.pt/~ip234558/blitzring.html

No use saying "Count me in!" if you don’t go to the above URL.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.636 Blitz Web Ring - Subscription

From: Rui Carvalho <grim@ip.pt>

Date: Tue, 05 Jan 1999 22:51:39 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Blitz Web Ring - Subscription

Encoding: quoted-printable

Hello ;)

Point your browsers to my site, and go to the Blitz Link...

On the small blitz icon, press the yellow ball...

Follow the instructions and wait patiently...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*
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#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

Party on Garth!

Party on Wayne!

1.637 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 02:57:22 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Sat, 09 Jan 1999 02:57:02 -0000

Subject: Re: Blitz Vs. Assembler

On 09-Jan-99, Jamie Bentley wibbled:

> Can a blitz 3D Routine (320x200 texture mapped objects, 256 colours etc)

>compete with any of the Assembler demos liek those by Polka Brothers or by

>TBL?

If your just using Blitz commands then NO WAY! if your intergrating ASM

routines in ya

blitz code then maybe... although then your coding in ASM anyway..... and

remember that

blitz’s assembler is a 68000 assembler... it can’t use the higher cpu’s

extended intructions...

so only way really is to use PhxAss to assemble the routines then include them

into Blitz 2....

then you MIGHT be the same as the demos (although i doubt it).....

sorry to be a bit negative, but the whole point of the demos is to push the

machine to it’s limits,

and every cycle counts..

laters

James

1.638 Blitz Vs. Assembler

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Sat, 09 Jan 1999 12:37:11 +0500

Organization: Sniper Productions
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Subject: Blitz Vs. Assembler

Can a blitz 3D Routine (320x200 texture mapped objects, 256 colours etc)

compete with any of the Assembler demos liek those by Polka Brothers or by

TBL?

JB

1.639 Re: Blitz Vs. Assembler

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 09 Jan 1999 10:59:58 +0200

Organization: A97

Subject: Re: Blitz Vs. Assembler

Encoding: quoted-printable

Hello Jamie.

On 09-Jan-99, Jamie Bentley wrote:

> Can a blitz 3D Routine (320x200 texture mapped objects, 256 colours etc=

)

> compete with any of the Assembler demos liek those by Polka Brothers or=

by

> TBL?

It depends on what you mean by "Blitz 3D Routine" to my knowledge there i=

s no Blitz 3D library or anything, so you’ll have to do it in ASM anyway,=

and in that case the answer is YES. If you mean doing the 3D calculation=

s and using plot to draw all the stuff, then it’s a definate NO.

Also, when (if) there is a good, working 3D interface (Like Warp3D) you w=

ill be able to do all kinds of cool stuff, using either the Picasso IV Vo=

odoo add -on or the PPCVision Pamedia 3D chip. In this case you will surp=

ass anything any ASM coder could possibly hope to do.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|
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| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck

1.640 Re: Blitz Vs. Assembler

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 09 Jan 1999 11:00:33 +0200

Organization: A97

Subject: Re: Blitz Vs. Assembler

Encoding: quoted-printable

Hello Darklight.

On 09-Jan-99, Darklight wrote:

>> Can a blitz 3D Routine (320x200 texture mapped objects, 256 colours et=

c)

>> compete with any of the Assembler demos liek those by Polka Brothers o=

r by

>> TBL?

> If your just using Blitz commands then NO WAY! if your intergrating A=

SM

> routines in ya

> blitz code then maybe... although then your coding in ASM anyway..... =

and

> remember that

> blitz’s assembler is a 68000 assembler... it can’t use the higher cpu’s=

> extended intructions...

But isn’t that one of Blitz’s strengths ? Incorporateing ASM seamlessly ?=

Anyway anyone who knows the higher CPU instruction set can quite easily =

make a library incorporating it into Blitz, that’s why it kicks arse.
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> so only way really is to use PhxAss to assemble the routines then inclu=

de them

> into Blitz 2....

Not quite.

> then you MIGHT be the same as the demos (although i doubt it).....

Why ? Many of the demoes you see nowdays are actually written in C with s=

ome of the more speed critical parts in assembly. Now I’m not trying to s=

tart another "This programming languuage is better than that programming =

language" (again) I’m just relating the facts.

> sorry to be a bit negative, but the whole point of the demos is to push=

the

> machine to it’s limits,

> and every cycle counts..

I agree with the first one, but not the later. There is not, and will nev=

er be any demoes that use the CPU optimally 100%.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck
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1.641 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 15:46:23 +0000

From: Darklight <Darklight@jigsawdezign.demon.co.uk>

Date: Sat, 09 Jan 1999 15:37:38 -0000

Subject: Re: Blitz Vs. Assembler

Encoding: quoted-printable

On 09-Jan-99, Mikkel L=F8kke wibbled:

>Hello Darklight.

>On 09-Jan-99, Darklight wrote:

>>> Can a blitz 3D Routine (320x200 texture mapped objects, 256 colours e=

tc)

>>> compete with any of the Assembler demos liek those by Polka Brothers =

or by

>>> TBL?

>> If your just using Blitz commands then NO WAY! if your intergrating =

ASM

>> routines in ya

>> blitz code then maybe... although then your coding in ASM anyway.....=

=

and

>> remember that

>> blitz’s assembler is a 68000 assembler... it can’t use the higher cpu’=

s

>> extended intructions...

>But isn’t that one of Blitz’s strengths ? Incorporateing ASM seamlessly =

?

>Anyway anyone who knows the higher CPU instruction set can quite easily =

make

a

>library incorporating it into Blitz, that’s why it kicks arse.

hey, i’m not going against Blitz2 in any way, i love just shoving bits of=

asm

into Blitz,

i’m just saying that there was no way using the standard Blitz drawing

commands you

could write a demo that rivals the speed of demos written in asm.

>> so only way really is to use PhxAss to assemble the routines then incl=

ude
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>them

>> into Blitz 2....

>Not quite.

ok.... i know you don’t HAVE to do that, but i like PhxAss 8) but i ca=

n’t

be

bothered to have to write a whole program with it, which is why i like Bl=

itz =

8)

>> then you MIGHT be the same as the demos (although i doubt it).....

>Why ? Many of the demoes you see nowdays are actually written in C with =

some

>of the more speed critical parts in assembly. Now I’m not trying to star=

t

>another "This programming languuage is better than that programming lang=

uage"

>(again) I’m just relating the facts.

becuase, the texture mapping routines and c2p routines ARE in asm, and =

they

are

HUGELY optimised by ppl that are very experienced with asm...... (and ppl=

that

have the Motorola

68K reference manual)..... you can’t just come along and say... yeah, i’=

m

going to write a demo that

kicks arse, because you won’t....

>> sorry to be a bit negative, but the whole point of the demos is to pus=

h the

>> machine to it’s limits,

>> and every cycle counts..

>I agree with the first one, but not the later. There is not, and will ne=

ver

be

>any demoes that use the CPU optimally 100%.

in those texture mapping inner loops, every cycle DOES count!!! =

i don’t wish to start any sort of arguement, just making myself clearer (=

i

hope)....

laters,

James
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1.642 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 16:39:01 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 9 Jan 99 16:32:48 +0000

Subject: Re: Blitz Vs. Assembler

Encoding: 7bit

Darklight,

> becuase, the texture mapping routines and c2p routines ARE in asm, and they

> are

> HUGELY optimised by ppl that are very experienced with asm...... (and ppl that

> have the Motorola

> 68K reference manual)..... you can’t just come along and say... yeah, i’m

> going to write a demo that

> kicks arse, because you won’t....

Sure but it isn’t just wether something is superb from a programmers

point of view that makes it a good demo. Good design makes a lot of

difference and just seeing some chrome environment-mapped blob

rotating isn’t very interesting IMO.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.643 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 16:39:02 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 9 Jan 99 16:37:42 +0000

Subject: Re: Blitz Vs. Assembler

Encoding: 7bit

Darklight,

> blitz’s assembler is a 68000 assembler... it can’t use the higher cpu’s

> extended intructions...

>

> so only way really is to use PhxAss to assemble the routines then include them
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> into Blitz 2....

It’s pretty easy to generate the hex codes for various instructions

via an assembler such as GenAM or whatever and then incorporate it

into asm code in blitz by using dc.l or dc.w. I do this a LOT in the

mildred library for several variations of the 040+ `move16’

instruction, and to be honest a lot of the `new features’ of higher

cpu’s instruction sets are not necessarily much better than the basic

68000 set, apart from perhaps a few addressing modes. Also in Mildred

i do a lot of unaligned longword outputs which technically is

forbidden on the 68000 but is allowed on the 68020 but compiles

without hitch in blitz.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.644 Re: Blitz Vs. Assembler

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 09 Jan 1999 18:39:52 +0200

Organization: A97

Subject: Re: Blitz Vs. Assembler

Encoding: quoted-printable

On 09-Jan-99, Paul wrote:

>> blitz’s assembler is a 68000 assembler... it can’t use the higher cpu’=

s

>> extended intructions...

>> so only way really is to use PhxAss to assemble the routines then incl=

ude them

>> into Blitz 2....

> It’s pretty easy to generate the hex codes for various instructions

> via an assembler such as GenAM or whatever and then incorporate it

> into asm code in blitz by using dc.l or dc.w. I do this a LOT in the

> mildred library for several variations of the 040+ `move16’

> instruction, and to be honest a lot of the `new features’ of higher

> cpu’s instruction sets are not necessarily much better than the basic
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> 68000 set, apart from perhaps a few addressing modes. Also in Mildred

> i do a lot of unaligned longword outputs which technically is

> forbidden on the 68000 but is allowed on the 68020 but compiles

> without hitch in blitz.

Ah, would you please NOT use unalligned words/longwords ? While it is ind=

eed perfectly legal to do it, it is also slower. (According to Lance A. L=

eventhal: 68000 Machine Language Assembly. McGraw-Hill)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.645 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 17:32:27 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 9 Jan 1999 17:25:06 -0000

encoding: Quoted-printable

Subject: Re: Blitz Vs. Assembler

On 9 Jan 99, at 16:37, Paul broke out long enough to write:

> a lot of unaligned longword outputs which technically is forbidden on th=

e
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> 68000 but is allowed on the 68020 but compiles without hitch in blitz.

Technically: that would be because it crashes the 68000 ;)

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.646 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 17:32:28 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 9 Jan 1999 17:25:06 -0000

encoding: Quoted-printable

Subject: Re: Blitz Vs. Assembler

On 9 Jan 99, at 16:32, Darklight broke out long enough to write:

> HUGELY optimised by ppl that are very experienced with asm...... (and

> ppl that have the Motorola 68K reference manual)..... you can’t just

which, if anybody wants, can be found at:

http://www.mot.com/hpesd/cgi-bin/byteserver.pl/SPS/HPESD/aesop/68k/68kprm.=

pdf

this contains *ALL* the instructions for the entire 68k family and embedde=

d

FPUs and MMUs.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.647 Re: Blitz Vs. Assembler

for blitz-list@netsoc.ucd.ie; Sat, 9 Jan 1999 18:52:21 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 9 Jan 99 18:52:07 +0000

Subject: Re: Blitz Vs. Assembler

Encoding: 7bit

Mikkel Lokke,

> Ah, would you please NOT use unalligned words/longwords ? While it

> is indeed perfectly legal to do it, it is also slower. (According to

> Lance A. Leventhal: 68000 Machine Language Assembly. McGraw-Hill)
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When you’ve got a copyback cache as in the 040 or higher,

longword-based blits are faster if you simply move data to any output

address than if you expend some considerable extra cpu cycles and

instructions trying to shift and crop data around inside the cpu in

order to get it to be aligned. The copyback cache at some stage will

write a heap of data out in aligned 32-bit chunks. The fewer

instructions needed for the straight move, and in combination with

copyback cache, proved to be by a long way the most superior method in

terms of speed and efficiency. Mind you, you might have some argument

for 030’s. I was going to look into breaking down the blit routines so

that the bulk of the blit is aligned with some extra bits at the

edges, but haven’t got to it yet and am not sure it would be worth

doing anyway. It also complicates matters because unless both source

and destination are to aligned coordinates, one of the two is going to

either be read or written unaligned, or alternatively loads of

shifting, cropping and merging done within the cpu.

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.648 Re: Blitz Vs. Assembler

([62.136.71.51] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail9.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zzpR0-0005m2-00

for blitz-list@netsoc.ucd.ie; Mon, 11 Jan 1999 22:03:42 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 11 Jan 1999 21:07:35 +0000

Subject: Re: Blitz Vs. Assembler

Encoding: quoted-printable

Mikkel L=F8kke churned out *this* drivel :

> It depends on what you mean by "Blitz 3D Routine" to my knowledge there=

is

> no Blitz 3D library or anything, so you’ll have to do it in ASM anyway,=

and

Well, there’s the Gorny3d library for Blitz, but it’s very slow...

Somebody’s been porting it to C and made it a bit faster, but it’s
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not much use for games...

See ya,

-- =

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Member of Team *AMIGA*, and *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland. =

(http://surf.to/all-hail/)=

1.649 Blitz Site Web Ring - Development

From: Rui Carvalho <grim@ip.pt>

Date: Sun, 03 Jan 1999 23:58:20 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Blitz Site Web Ring - Development

Encoding: quoted-printable

Hello,

I’ll start a WebRing soon, please wait a couple of days for news...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 31.12.98#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

It’s life Jim but not as we know it...

--Spock

1.650 Re: Blitz Site Web Ring

From: Curt Esser <camge@ix.netcom.com>

Date: Sat, 02 Jan 1999 10:20:53 -0500

Subject: Re: Blitz Site Web Ring

Hi Rui

On 31-Dec-98, Rui Carvalho wrote:

> Hello Blitzers,
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>

> You you ppl be interested in linking all your blitz related sites in a

Web

> Ring?

>

> I’ve found out recently there are dedicated free servers for this, and

this

> way if someone finds one Blitz site it can find out all the other

sites...

Yes, this sounds like a good idea! What do the rest of you site-owners

think?

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/

1.651 Re: Blitz Site Web Ring

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 03 Jan 1999 14:00:27 +1300

Subject: Re: Blitz Site Web Ring

On 03-Jan-99, Curt Esser wrote:

>> You you ppl be interested in linking all your blitz related sites in

>> a

> Web

>> Ring?

>>

>> I’ve found out recently there are dedicated free servers for this,

>> and

> this

>> way if someone finds one Blitz site it can find out all the other

> sites...

>

> Yes, this sounds like a good idea! What do the rest of you

site-owners

> think?

>

Yeah, that would be a great idea, as lots of people come and go on the

list.

--

Anton Reinauer <anton@ww.co.nz>
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1.652 Re: Blitz Site Web Ring

From: Andre Beer <j.beer@abo.freiepresse.de>

Date: Sun, 03 Jan 1999 13:20:32 +0100

Organization: BEER PRODUCTIONS - Software for Amiga

Subject: Re: Blitz Site Web Ring

Encoding: quoted-printable

Hi blitzers!

I also mean this is a really good idea.

For now there are only some blitz sites wellknown. This can be a good

promotion for all others...

-- =

Bye now!

Andre

----------------------------------------------------------------

__ B E E R P R O D U C T I O N S

/// Andr=E9 + Ronny Beer, Siedlung 6, 09548 Deutscheinsiedel

\/// Tel. 037362/76934 - EMail j.beer@abo.freiepresse.de :-)

\// Homepage: http://www.freiepresse.de/home/jubee

Projects: GeoWorld - Geography on your Amiga

BlitzBasic-Developer-Site

----------------------------------------------------------------

1.653 Re: Blitz Site Web Ring

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sun, 03 Jan 1999 14:33:11 +0000

Subject: Re: Blitz Site Web Ring

Hi Anton Reinauer :)

On 03-Jan-99, Anton Reinauer wrote:

> On 03-Jan-99, Curt Esser wrote:

>

>> >> You you ppl be interested in linking all your blitz related

>> >> sites in a

>> Web

>> >> Ring?

>> >> I’ve found out recently there are dedicated free servers for

>> >> this, and

> Yeah, that would be a great idea, as lots of people come and go on
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> the list.

Its very easy to set up a webring. Just pop over to

http://www.webring.org and follow the instructions. :)

Have fun

--

Eoghann Irving ICQ:14497218 mailto:eoghann@thenet.co.uk

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.thenet.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!

1.654 Re: Blitz Site Web Ring

From: "BootBlock/Carnage" <BootBlock@Bigfoot.com>

"blitz-list" <blitz-list@netsoc.ucd.ie>

Subject: Re: Blitz Site Web Ring

Date: Wed, 6 Jan 1999 23:51:46 -0000

charset="iso-8859-1"

Encoding: 7bit

Curt Esser wrote:

>Hi Rui

>

>On 31-Dec-98, Rui Carvalho wrote:

>> Hello Blitzers,

>>

>> You you ppl be interested in linking all your blitz related sites in a

>Web

>> Ring?

>>

>> I’ve found out recently there are dedicated free servers for this, and

>this

>> way if someone finds one Blitz site it can find out all the other

>sites...

>

>Yes, this sounds like a good idea! What do the rest of you site-owners

>think?

Great idea! It’s a major pain in the arse-cheeks hunting around for Blitz

related sites and having them all connected via a webring would make it so

much better! Count me in!

--

BootBlock/Carnage, from Grimsby, England. - ICQ#: 14864929

HTTP://fly.to/ParpsVille - Amiga/PC/PSX, Blitz2, Emulation, etc...

A1200T/020-28/iP166/2+4+32Mb/2.1+4.3Gb/56k/NEC4x4 (all in *1* case!)
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1.655 RE: Blitz Site Web Ring

From: "C.J.R.Jarvis" <C.J.R.Jarvis@wkac.ac.uk>

Subject: RE: Blitz Site Web Ring

Date: Fri, 8 Jan 1999 13:33:27 -0000

charset="iso-8859-1"

>> You you ppl be interested in linking all your blitz related sites in a

>Web

>> Ring?

>>

Count me in!

Count me in too!

1.656 Re: Blitz Problems 2

From: Rui Carvalho <grim@ip.pt>

Date: Tue, 05 Jan 1999 22:49:29 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Blitz Problems 2

Encoding: quoted-printable

Hello S9221846

Somewhere S9221846 wrote:

S > How is it that every Blitz Compiled Program is shit? Haven`t any of y=

ou

S > Blitz Basic Programmers got any decent machine specs to program on,

S > losers.

H E L L O ! This isn’t the Dork’s Mailing List... All your messages are

coming by _mistake_ to the Blitz Mailing List.

=

I think the Email address your looking for is krodaruoy@pu.sruoy... =

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

I think that God in creating man somewhat overestimated his ability.
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1.657 Blitz Problems

From: S9221846 <S9221846@Rothervalley.ac.uk>

Subject: Blitz Problems

Date: Mon, 4 Jan 1999 16:46:58 -0000

How is it that every Blitz Compiled Program is shit? Haven`t any of you

Blitz Basic Programmers got any decent machine specs to program on,

losers.

Regards, Rob Livesey, S9221846@RotherValley.ac.uk

1.658 Re: Blitz Problems

([62.136.50.253] helo=all-hail.freeserve.co.uk ident=James L Boyd)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxFrl-0003XU-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 19:40:42 +0000

From: James L Boyd <jamesboyd@all-hail.freeserve.co.uk>

Date: Mon, 04 Jan 1999 19:28:52 +0000

Subject: Re: Blitz Problems

S9221846 churned out *this* drivel :

> How is it that every Blitz Compiled Program is shit? Haven`t any of you

> Blitz Basic Programmers got any decent machine specs to program on,

> losers.

>

> Regards, Rob Livesey, S9221846@RotherValley.ac.uk

Oh dear...it’s The Attack Of The AMOS Listers...

See ya,

--

James L Boyd - jamesboyd@all-hail.freeserve.co.uk

Team *AMIGA*, member of *Dogbert’s New Ruling Class.*

Connected from Dundee, Scotland...

1.659 Re: Blitz Problems

From: "Simon Hitchen" <simon@gadge.u-net.com>

Organization: Gadge Software

Date: 4 Jan 99 23:00:49 +0000

Subject: Re: Blitz Problems

Encoding: 7bit
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> How is it that every Blitz Compiled Program is shit? Haven`t any of you

> Blitz Basic Programmers got any decent machine specs to program on,

> losers.

>

> Regards, Rob Livesey, S9221846@RotherValley.ac.uk

>

Hello Rob,

The only loser in an intellectual argument is the one that resorts to

verbal abuse :-)

Please feel free to let me know about the availability and content of

any software that you may have coded so that I may cast my crytical

eye over it.

Regards!!!!

--

Bye f’now

Simon

simon@gadge.u-net.com

http://www.gadge.u-net.com

ICQ: 22707489

A1200T-040/33-CD-HDx2-V90-SVGA-Scandoubler & other bits.

Home of Revenge AGA, UFO Enemy Unclothed, TCAA & more stuff.

1.660 Re: Blitz Problems

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Tue, 05 Jan 1999 14:46:37 +0000

Subject: Re: Blitz Problems

Hi James L Boyd :)

On 04-Jan-99, James L Boyd wrote:

> S9221846 churned out *this* drivel :

>> How is it that every Blitz Compiled Program is shit? Haven`t any

of

>> you Blitz Basic Programmers got any decent machine specs to

program

>> on, losers.

>> Regards, Rob Livesey, S9221846@RotherValley.ac.uk

> Oh dear...it’s The Attack Of The AMOS Listers...

"S9221846@RotherValley.ac.uk"

This address has been used to troll in several amiga mailing lists for
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some months now. I’d suggest we all simply delete posts from this

address unread. Set up a filter in YAM and save yourself some

hassle. :)

Have fun

--

Eoghann Irving ICQ:14497218 mailto:eoghann-irving@usa.net

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.solarflare.freeserve.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!

1.661 Re: Blitz Problems

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 22:09:31 +0200

Organization: A97

Subject: Re: Blitz Problems

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

Hello S9221846.

On 04-Jan-99, S9221846 wrote:

> How is it that every Blitz Compiled Program is shit? Haven`t any of you=

> Blitz Basic Programmers got any decent machine specs to program on,

> losers.

Grow up. And how does one’s machine spec make a program better ? It seems=

to me that a crap program would still be a crap program on a high spec m=

achine ? I’m sure you have something backwards. Some of the finest AMiGA =

software ever was written in Blitz, the crap ones are done in AM*S or C..=

=2E

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |
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| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.662 Re: Blitz Problems

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 05 Jan 1999 22:37:57 +0200

Organization: A97

Subject: Re: Blitz Problems

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 05-Jan-99, Eoghann Irving wrote:

>> S9221846 churned out *this* drivel :

>>> How is it that every Blitz Compiled Program is shit? Haven`t any

> of

>>> you Blitz Basic Programmers got any decent machine specs to

> program

>>> on, losers.

>>> Regards, Rob Livesey, S9221846@RotherValley.ac.uk

>> Oh dear...it’s The Attack Of The AMOS Listers...

> "S9221846@RotherValley.ac.uk"

> This address has been used to troll in several amiga mailing lists for

> some months now. I’d suggest we all simply delete posts from this

> address unread. Set up a filter in YAM and save yourself some

> hassle. :)

I find it sad that people have nothing better to do. Really.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \
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+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.663 Re: Blitz Problems

([62.136.16.170] helo=194.152.64.35 ident=kewl)

by mail2.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxH1M-00067K-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 20:54:40 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 05 Jan 1999 20:54:57 +0000

Organization: Satanic Dreams Software.

Subject: Re: Blitz Problems

Encoding: binary

Hello James

OI! James!... on 04-Jan-99 you wrote to me about Re: Blitz Problems and stuff... so i thought i`d reply! :)

JLB>> S9221846 churned out *this* drivel :

JLB>>

JLB>>> How is it that every Blitz Compiled Program is shit? Haven`t any of

JLB>>> you Blitz Basic Programmers got any decent machine specs to program

JLB>>> on, losers.

JLB>>>

JLB>>> Regards, Rob Livesey, S9221846@RotherValley.ac.uk

JLB>>

JLB>> Oh dear...it’s The Attack Of The AMOS Listers...

hahahahahahahahah!, Nice one m8! :)))))

JLB>> See ya,
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Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.664 Re: Blitz Problems

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Date: Wed, 06 Jan 1999 16:59:22 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Blitz Problems

Encoding: quoted-printable

On 04-Jan-99, S9221846 set out across the seas with this message:

->Regards, Rob Livesey, S9221846@RotherValley.ac.uk

Why hasn’t this guy been banned yet?

-- =

***************

*** CAT TAG *** Captain! Someone’s snorted all the dilithium crystals

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 02=B701=B799 ]

!___/ \/DTN.\/
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1.665 Blitz Manual

for blitz-list@netsoc.ucd.ie; Wed, 6 Jan 1999 22:34:19 +0000

From: "Nick Chapman" <scillo@geocities.com>

Subject: Blitz Manual

Date: Wed, 6 Jan 1999 22:29:26 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello there,

The Blitz manual is coming along well. I am currently writing example

programmes to illustrate the functions in Blitz. One of these is a game

entitled "Truffle Snuffle" which is for 1 or 2 players and is quite

original, if I do say so myself. Here comes the crunch: all the Skillo

graphic artists are tied up at the moment, so can some kind soul please

volunteer to do the graphics in exchange for a royalty payment on the

manual? Email me direct if you are interested! Epic Marketing, UK, have

expressed an interest in publishing and distributing the manual for me, so

this is a commercial project being done properly. Don’t worry, though,

Blitzers, the retail cost of the manual will be as low as possible. I will

only receive a small royalty from it, to cover my expenses in producing the

manual. So, I want to hear from artists!

Nick / Skillo

1.666 Blitz developer list

From: Andre Beer <j.beer@abo.freiepresse.de>

Date: Sun, 31 Jan 1999 13:01:49 +0100

Organization: BEER PRODUCTIONS - Software for Amiga

Subject: Blitz developer list

Encoding: quoted-printable

Hi!

I just want to inform you that a new version of the blitz developer list =

is

online.

Your comments and informations are welcome.

-- =

Bye now!

Andre

----------------------------------------------------------------
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__ B E E R P R O D U C T I O N S

/// Andr=E9 + Ronny Beer, Siedlung 6, 09548 Deutscheinsiedel

\/// Tel. 037362/76934 - EMail j.beer@abo.freiepresse.de :-)

\// Homepage: http://www.freiepresse.de/home/jubee

Projects: GeoWorld - Geography on your Amiga

BlitzBasic-Developer-Site

----------------------------------------------------------------

1.667 Re: Blitz CPU routine for arcade game

From: "opi.plastic aka emil" <opi@amigascne.org>

Date: Tue, 29 Dec 1998 21:33:18 +0100

Organization: calkowiecie nie-zorganizowany

Subject: Re: Blitz CPU routine for arcade game

Yello Mikkel

)-> and all of the latest AMiGA demoes. (The Party comming up soon, there )->

is bound to be some massive releases up there) :o)

Yes =) BTW: All pplz on the list should see a Scoopex intro called

1000% Pure Magic!

--

opi.plastic <opi@amigascne.org>

amiga+linux+net+grass+ascii+scene = phuunnn

-------------------------------------------------------------------------------

GETIN Internet Service Provider http://www.getin.pl/ http://www.gnet.pl/

Dostep K56Flex/V.90/ISDN, Darmowe konta BOX43.gnet.pl, Serwer gier SHOT.gnet.pl

Internetowy paszport - dostep w kazdym miejscu Ziemi: www.getin.pl/ipass.html

-------------------------------------------------------------------------------

1.668 Blitz CD for Sale..

([62.136.11.100] helo=194.152.64.35 ident=stingent)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100zwi-0003jt-00

for blitz-list@netsoc.ucd.ie; Fri, 15 Jan 1999 03:29:16 +0000

From: Bippy M <BippyM@stingent.freeserve.co.uk>

Date: Fri, 15 Jan 1999 03:21:14 +0000

Subject: Blitz CD for Sale..

Encoding: 8bit

Hi,
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I have a copy of the Ultimate Blitz CD for sale, it comes on 1 CD and has

the Blitz Support Suite on it :))

If interested Private Email me, I’m lookin for say £10 inc P&P

Cya

--

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

| |

| ---- Stingent BBS: 24hrz 7 Dayz --- 01332 740984 ---- |

| ----------------------------Stingent---------------------------- |

| - Mark Green "Bippy M" | Fido @ 2:256/306.9 | Fluffy @ 888:120/0 - |

| |

x----------------| BippyM@Stingent.freeserve.co.uk |-----------------x

1.669 Beta testers wanted

From: Curt Esser <camge@ix.netcom.com>

Date: Wed, 20 Jan 1999 05:37:18 -0500

Subject: Beta testers wanted

Hi Everybody,

On 19-Jan-99, Paul wrote:

>> But now I see a discussion of LoadRGB32 - won’t the standard palette

>> commands work on a GFX card? Ie, loadpalette, use palette, etc...

> Well i’m using ShowPalette to a graphics card and have never had any

> problems with the colours :)

Thanks, everyone who replied on this.

I have put a (hopefully) GFX card compatable Beta version of my Crazy 8’s

game on my web site, for anyone brave enough to test it. It should also

work on standard systems, and I’d like to hear from anyone who has a

standard system with <68030 x 50 processor to know if it runs fast enough.

It runs fine on my standard AGA 030 x 50, in fact it runs faster than using

"ShowBitMap"...

At the moment, it is rather a cludge - all drawing is still done using

blits

and chip ram bitmaps, which are then sent to the window. But if I’ve

gotten the display right (so it actually works on GFX cards) I can go ahead

and code it properly, using Mildred.

Thanks in advance to any testers...

Yours electronically,

Curt Esser

camge@ix.netcom.com

http://members.xoom.com/Curt_Esser/
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1.670 Average Size of Amiga Game

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Fri, 15 Jan 1999 06:38:36 +0500

Organization: Sniper Productions

Subject: Average Size of Amiga Game

Heya all,

If any of you have made a game or a program, could you please state how big

it was (in MEG).. Please do not submit anything under 1 meg :)

Its kind of a survey :)

JB

1.671 AttachGTList

via in.smtpd with smtp (ident gosweede using rfc1413)

id <m0zxB1b-001OKVC@mr.lindesign.se> (Debian Smail3.2.0.101)

for <blitz-list@netsoc.ucd.ie>; Mon, 4 Jan 1999 15:30:31 +0100 (CET)

Date: Mon, 4 Jan 1999 15:30:29 +0100 (CET)

From: Gustav Gnosspelius <gosweede@lindesign.se>

Subject: AttachGTList

How can I avoid getting the "GTList already attached"-message? I have a

window with some GT-gadgets that are attached right after the window is

opened, this window can be closed and reopened again, but when it reopens;

I have to attach the GT-list again or no buttons will show, but when I do

that, I get an error message! Dear Dr. Love, what should I do? :-=

//Gustav Gnosspelius, A dedicated Amiga user, Sweden

1.672 Re: AttachGTList

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Tue, 05 Jan 1999 01:06:21 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: AttachGTList

Encoding: quoted-printable

On 04-Jan-99, Gustav Gnosspelius set out across the seas with this messag=

e:

-> How can I avoid getting the "GTList already attached"-message? I

->window with some GT-gadgets that are attached right after the window
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->opened, this window can be closed and reopened again, but when it

->I have to attach the GT-list again or no buttons will show, but when

->that, I get an error message! Dear Dr. Love, what should I do? :-=3D

Try a #DetachGTList# before reattaching the new list...

-- =

***************

*** CAT TAG *** Politically Correct Speech - "parasitically oppressed"

*************** =3D pregnant=

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 02=B701=B799 ]

!___/ \/DTN.\/

1.673 Re: AttachGTList

via in.smtpd with smtp (ident gosweede using rfc1413)

id <m0zxJxH-001OKVC@mr.lindesign.se> (Debian Smail3.2.0.101)

for <blitz-list@netsoc.ucd.ie>; Tue, 5 Jan 1999 01:02:39 +0100 (CET)

Date: Tue, 5 Jan 1999 01:02:38 +0100 (CET)

From: Gustav Gnosspelius <gosweede@lindesign.se>

Subject: Re: AttachGTList

Detach the lists before you re-attach them. Using:

# DetachGTList# #GTList

Yeah, Yeah, I know, it`s not in the manual, and nobody told you :))))

I thought the same thing :)

Thanks!

//Gustav Gnosspelius, A dedicated Amiga user, Sweden

1.674 Re: AttachGTList

([62.136.14.76] helo=194.152.64.35 ident=kewl)

by mail1.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 0zxBmH-00054h-00

for blitz-list@netsoc.ucd.ie; Mon, 4 Jan 1999 15:18:45 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Tue, 05 Jan 1999 15:14:03 +0000
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Organization: Satanic Dreams Software.

Subject: Re: AttachGTList

Encoding: binary

Hello Gustav

OI! Gustav!... on 04-Jan-99 you wrote to me about AttachGTList and stuff... so i thought i`d reply! :)

GG>>

GG>> How can I avoid getting the "GTList already attached"-message? I have a

GG>> window with some GT-gadgets that are attached right after the window is

GG>> opened, this window can be closed and reopened again, but when it

GG>> reopens; I have to attach the GT-list again or no buttons will show, but

GG>> when I do that, I get an error message! Dear Dr. Love, what should I do?

GG>> :-=

Detach the lists before you re-attach them. Using:

# DetachGTList# #GTList

Yeah, Yeah, I know, it`s not in the manual, and nobody told you :))))

I thought the same thing :)

GG>> //Gustav Gnosspelius, A dedicated Amiga user, Sweden

GG>>

GG>>

GG>>

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.675 ASM question

8 Jan 99 17:18:10 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE
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Date: Fri, 8 Jan 1999 17:17:59 -0000

encoding: Quoted-printable

Subject: ASM question

Could someone tell me if there is any difference (regarding where you will=

jump

to) between:

LEA.l 6(a0),a0

JSR (a0)

and

JSR 6(a0)

Obviously a0 has something sensible in it. Thanks.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.676 APPicon

From: Benjamin VERNOUX <bvernoux@kyxar.fr>

Date: Sat, 16 Jan 1999 22:53:02 +0100

Subject: APPicon

Hi ALL Blitzers,

I want to know if it’s possible to change the title of an APPIcon all

the second without use AddAppIcon ?

Thanks !!!

--

--- . .

| | \ /

|--- \ / *Benjamin Vernoux*

| | \ / *E-Mail: bvernoux@inforoutes-ardeche.fr*

--- | *Page WEB: http://www.chez.com/titan*

1.677 AMOS source for free!

From: Andre Beer <j.beer@abo.freiepresse.de>

Date: Sun, 10 Jan 1999 19:34:48 +0100

Organization: BEER PRODUCTIONS - Software for Amiga

Subject: AMOS source for free!

Encoding: quoted-printable

Hi!



Yam_Blitz List 691 / 752

I just want to inform you that the AMOS source code for

AMOS V1.23 Interpreter (256 KB)

AMOS V1.3 Interpreter (172 KB)

AMOS V1.3 Compiler (233 KB)

Easy AMOS (184 KB)

is now available for free at

http://www.clickteam.com/web/amos/amos.htm

http://www.clickteam.com/web/amos/amos_download.htm

Maybe some of you ASM guys can use it in useful blitz extensions.

=

-- =

Bye now!

Andre

----------------------------------------------------------------

__ B E E R P R O D U C T I O N S

/// Andr=E9 + Ronny Beer, Siedlung 6, 09548 Deutscheinsiedel

\/// Tel. 037362/76934 - EMail j.beer@abo.freiepresse.de :-)

\// Homepage: http://www.freiepresse.de/home/jubee

Projects: GeoWorld - Geography on your Amiga

BlitzBasic-Developer-Site

----------------------------------------------------------------

1.678 Aminet request?

From: "Matt Briggs" <s9225796@rothervalley.ac.uk>

Subject: Aminet request?

Date: Wed, 6 Jan 1999 13:39:17 -0000

charset="iso-8859-1"

Encoding: 7bit

Hello everyone. I recived this e-mail recently from a guy a called Hans

Guijt, who is requesting that everone who programs should upload their

source coding. Here is the e-mail I recieved, tell me what you think.

Perhaps we could black mail aminet into giving us our own directory for

blitz sources and programs :)

--- Forwarded message follows ---

Date: 29-Dec-98 13:00:00

From: Hans Guijt <H.Guijt@inter.NL.net>

Subject: The Amiga Community Source project

Hi!
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At some point in the past one or more programs were uploaded to

Aminet, with you specified as either the author or the uploader (a

list of these programs can be found at the end of this message). This

means you have been, or maybe still are, involved in creating

software for the Amiga.

No doubt you have noticed the current sad state of the Amiga. The

number of people that still create software for it has grown very

small (and it is quite likely you are no longer among them). A

rebirth is in the making, but whether this will work remains to be

seen.

However, some people are willing to make it happen. They want the

Amiga to be a viable platform again. And for this to happen, that

future Amiga will need two things that are closely related: users,

developers and software. This is a classic chicken’n’egg situation:

users attract developers; developers write software; software

attracts users.

Fortunately, there is something you can do to help break this circle.

Much of the software on Aminet is in binary form only. Porting it to

the new Amiga will only be possible after a complete rewrite.

However, the process of porting could be greatly sped up if source

was available. And that is why I am asking you to upload your sources

to Aminet.

*** If you have ever written something for the Amiga, ***

*** please upload its sources to Aminet. ***

As I see it, there are three advantages to this scheme:

- Your software will live on, and continue to make people happy.

- Maintenance and upgrades will be possible for current Amiga systems

(there is a lot of software around that fails to work with high-end

Amigas).

- The next generation Amiga will be able to profit from

quickly-ported programs.

Now, you may argue that there are numerous reasons for not doing so.

This message was automatically generated from a .README found on one

of the Aminet CDs. It may not apply to you at all. In that case, my

sincere apologies for disturbing you. However, if you have any source

still lying around, please give some thought to making it freely

available to the Amiga community.

Don’t be shy. Noone writes perfect source. You are not expected to

write perfect source either. If you make source available, people
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will not complain about bad source quality (well, some might: ignore

them ;-) ); they will thank you for the opportunity to keep your

source up to date. And eventually someone will come and improve that

source.

As a suggestion, if you decide to upload source, do it like this:

suppose you have written a program called ’AmigaBla’. It is located

on Aminet in misc/misc/AmigaBla.lha. If so, please put its source in

that same directory, under the same name, but with a _src extension

to the filename. The final archive would then be:

misc/misc/AmigaBla_src.lha. This way all source can be found close to

its binary, and vice versa.

Once again, my apologies if this message is totally inappropriate for

you. But if it applies, and you decide to upload your sources, my

heartfelt thanks. You will be doing the Amiga community a great favor.

Regards,

Hans Guijt

What follows is a list of files uploaded under your name.

For clarity, only the .readme files are specified.

demo/mag/e9diskmag.readme

1.679 Re: Aminet request?

From: Rui Carvalho <grim@ip.pt>

Date: Wed, 06 Jan 1999 21:00:20 +0000

X-SenderInfo: 1; picture="http://www.ip.pt/~ip234558/ddds/grim.gif"

Organization: Dark Dreams Designs

Subject: Re: Aminet request?

Encoding: quoted-printable

Hello Matt

Somewhere Matt Briggs wrote:

MB > Hello everyone. I recived this e-mail recently from a guy a called H=

ans

MB > Guijt, who is requesting that everone who programs should upload the=

ir

MB > source coding. Here is the e-mail I recieved, tell me what you think=

=2E

MB > Perhaps we could black mail aminet into giving us our own directory =

for

MB > blitz sources and programs :)
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No you can’t, i have very sad news to give you all... :(

Last December i tried once again get a directory for Blitz...

Urban Mueller replied to me saying he would not create such directory, be=

cause

it would be very complicated transfering such a large amount of files on =

all

Aminet Servers, and because the Basic directory is already almost exclusi=

vely

ours, and there would be no poit in having a directory with only 50 files=

=2E :( =

I never mentioned this before because it were bad news...

-- =

Best Regards,

Rui Carvalho =ABgRiM=BB

*=ABBlitz Basic Source Code Site=BB*

#Http://www.ip.pt/~ip234558 - Last Update: 05.01.99#

+---------------------------------+

| AFM 2 - 100% - Beta Testing |

+---------------------------------+

| Bubbles Project -> 50% Complete | =

+---------------------------------+

It’s life Jim but not as we know it...

--Spock

1.680 Re: Aminet request?

for blitz-list@netsoc.ucd.ie; Thu, 7 Jan 1999 22:07:46 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 7 Jan 99 22:07:56 +0000

Subject: Re: Aminet request?

Encoding: 7bit

> Urban Mueller replied to me saying he would not create such

> directory, because

> it would be very complicated transfering such a large amount of

> files on all

> Aminet Servers, and because the Basic directory is already almost

> exclusively

> ours, and there would be no poit in having a directory with only 50
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> files. :(

>

> I never mentioned this before because it were bad news...

Everybody OBVIOUSLY knows where the blitz files are on aminet so i

don’t see how having a seperate directory can be in any way necessary

but for those who are just plain fussy and obsessed with ownership!

so there ;)

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.681 Re: Aminet request?

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Fri, 08 Jan 1999 13:02:17 +0200

Organization: A97

Subject: Re: Aminet request?

Encoding: quoted-printable

On 06-Jan-99, Matt Briggs wrote:

> Hello everyone. I recived this e-mail recently from a guy a called Hans=

> Guijt, who is requesting that everone who programs should upload their

> source coding. Here is the e-mail I recieved, tell me what you think.

> Perhaps we could black mail aminet into giving us our own directory for=

> blitz sources and programs :)

[-Forwarded message removed-]

I have spent some time looking at this letter, it seems that Hans automat=

ically asumes that people will stop developing for the new AMiGA (I can’t=

blame him tho’). The thing I ask myself is, is the low availability of t=

he soure code not a good thing ? Will it not prevent the crap software fr=

om being ported (Just take a look at all the ""PPC software" available to=

ns and tons of small [crap] programs that have noting to do with actually=

using the PPC, but the source was there so we recompile it. I mean look =

at things like Virtual GameBoy, is it really nessecary to have a 200Mh 60=

4 to emulate a Z80 ? I think not.) ? Will the New AMiGA not have Classic =

AMiGA emuation anyway ? It seems to me that uploading the source for at l=
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east 99% of everything on Aminet will only ADD to the number of completel=

y pointless things on aminet, not to the portability of software. Sure it=

will be easier to port the really really cool programs (which are comerc=

ial, so you’ll never get to see a shred of source code for it anyway.). O=

kay I admit that there are some relly good programs up there, but these p=

rograms are so strong thsat they would be ported regardless of the availa=

bility of the source code. I mean is it really in the interest of the AMi=

GA community to clutter their AMiGA resource with worthless source code. =

(In the sense that since they don’t program, why would they want the sour=

ce code anyway ?) And would it not be upto AMiGA Inc./Int. to get develop=

ers for the new platform ? I’m quite sure that the people at AMiGA realis=

e that you cannot launch a platform without any software in these days.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.682 Re: Aminet request?

From: "Andrew Guard" <aMIGA_dUDE@assign.u-net.com>

Date: 10 Jan 99 08:51:03 +0000

Subject: Re: Aminet request?

X-Face: (_q}6lZ;BQops9`}X~b69)+|*BiJl_ur1MVm@7?1L%b8~rˆvjuPaA+*y_KvLLQF.~mMmTO5@)C56oH;@6Zw(D}.-Fw!a+i58GajsiC$/C.!.zW,hx
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Encoding: 7bit

Well Rui Carvalho thats what you thought on the Wed, 06 Jan 1999 21:00:20 +0000 this is what I think,

> Hello Matt

>

> Somewhere Matt Briggs wrote:

>

> MB > Hello everyone. I recived this e-mail recently from a guy a called Hans

> MB > Guijt, who is requesting that everone who programs should upload their

> MB > source coding. Here is the e-mail I recieved, tell me what you think.

> MB > Perhaps we could black mail aminet into giving us our own directory for

> MB > blitz sources and programs :)

>

> No you can’t, i have very sad news to give you all... :(

>

> Last December i tried once again get a directory for Blitz...

>

> Urban Mueller replied to me saying he would not create such directory, because

> it would be very complicated transfering such a large amount of files on all

> Aminet Servers, and because the Basic directory is already almost exclusively

> ours, and there would be no poit in having a directory with only 50 files. :(

>

> I never mentioned this before because it were bad news...

>

>

Urban hates to 2 things

1) Craking systems to _Sid Meier’s_ any else is ok.

2) Blitz!

I love it if see him at next WOA, and if he is there I will tell him

what I think about number 2!

--

--

Is your Amiga safe? Or you already using ProPassWord.

--

\//Amiga\// Team AMIGA RC5

--

603e+ 233/040 PowerUP, 32 Meg, BVision, Zip, CD-Rom. Kickstart 3.1

PortJr, Pace56 External Voice. ISP http://www.wirenet.co.uk/

ICQ 21765436
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1.683 Re: AmigaLibs.res 3.1

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:30:23 +0200

Organization: A97

Subject: Re: AmigaLibs.res 3.1

Encoding: quoted-printable

Hello Frederic.

On 25-Jan-99, Frederic Laboureur wrote:

> Sorry, but EUDORA 4.0 (the worste mailer I’ve ever seen) can’t do

> mass reply (or I missed something ?). So, please resend your mail

> to have a copy of the AmigaLibs.res file and I will reply with

> YAM, which is much more better :-).

> I don’t want to mail the file on the Blitz list as its too big

> (more than 100 kb).

Just a thought, how about uploading it to Aminet ?

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.684 Re: Amiga OS (was 3D Doom????)

27 Jan 99 09:27:47 0

From: "David McMinn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Wed, 27 Jan 1999 09:27:29 -0000

encoding: Quoted-printable

Subject: Re: Amiga OS (was 3D Doom????)

On 27 Jan 99, at 9:16, Keresztes Tam=E1s wrote:

> And the AmigaOS homepage states that one of their most important aim is =

> be Win32 compatible.It can easily become an x86 based OS - dont forget :

> they chosen an x86 based kernel (QNX), not a ppc/mips/alpha based one .

Where? Win32 compatible? Perhaps through a Windows emulator or something =

(like

the ones you can get for Unix), but I doubt whether they’d want to spend a=

ll

their time and effort in creating a lean mean OS machine, if it was going =

to be

compatible with Win32 (a bloated pain in the arse). Hell, you’d be as well=

letting me write the OS in Blitz with the debugger turned on ;)

QNX exists for loads of different processors, its not just a x86 OS ("We’=

ve

got realtime OS technology to suit your specific CPU", from QNX webpage). =

And

given enough incentive, I’m quite sure they could do versions for new

processors - after all, if they don’t they’ll be left behind in the market=

place.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.xom/David_McMinn

Someday we’ll look back on all this and plow into a parked car.

1.685 Re: Amiga in General , Was : 3D Doom Game Maker

V5.0) with ESMTP; Wed, 27 Jan 1999 16:40:22 +0200

(8.8.7/8.8.7) with ESMTP id RAA01381 for <blitz-list@netsoc.ucd.ie>;

Wed, 27 Jan 1999 17:04:59 +0100

Date: Wed, 27 Jan 1999 16:49:05 +0100

From: "Keresztes Tamás" <tom@tombox.buvi.matav.hu>
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Subject: Re: Amiga in General , Was : 3D Doom Game Maker

Encoding: 7bit

> And as goes for the "most important aim" to be Win32 compatible is totally impossible. QNX is based on Unix and Windows
(insert favorite year here) is based on CP/M. If it was to have any Win32 compatibility it would be through "Soft Windows" type
Emulators. Anyway, trying to make the AMiGA IBM compatible was what killed Commodore in the first place, and if you have
a MIPS processor, you can allways use

Commodore tried to make the Amiga IBM compatible ? How do you mean that ?

1.686 Airbus crashes from bad programming

From: Anton Reinauer <anton@ww.co.nz>

Date: Mon, 18 Jan 1999 09:39:37 +1300

Subject: Airbus crashes from bad programming

Someone mentioned about Airbus crashes from the computers crashing-

yes this is true- what happened is the whole plane is computer

controlled- but the chips where badly programmed. There was no

redundancy- when one system crashed, it made all the other systems it

was connected to crash- and then every system went down (in one plane,

it was a secondary (non-essential) system that brought the whole thing

down) !!!

Each system should have been able to operate independantly, so if a

system it was connected to went down and fed it weird data, it would

just ignore it and carry on. This is becoming a large problem as more

things are now being entirely computer controlled.

Because my game programming is object orientated (as it should be), it

has dealt with the odd bug or two automatically instead of crashing :-)

My player went into a wall it shouldn’t of (because of a bug), but

instead of getting stuck, it just glided across the wall blocks and

came out into floor space and the game carried on as if nothing had

happened- it completely blew me away!!! I was sitting there waiting for

it to crash the whole time, and it didn’t :) This was just due to the

way my routines were coded generally, as I hadn’t forseen this bug! For

me, this was a good lesson on how to program well :-)

The experts are stressing that quality programmers who check what they

program carefully, and think about all the possible problems that could

happen and program with that in mind (also writing the routines in such

a way as to catch anything bad and reset themselves instead of just

locking), should be programming these chips- not just some nerd

programmer who dumps out the programs as fast as possible (like Windose

programmers) !!
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Just thought ya might be interested :)

Seeya- Anton

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.687 Re: Airbus crashes from bad programming

Date: Mon, 18 Jan 1999 00:10:08 +0100

From: Bob <stifter@mira.cz>

Subject: Re: Airbus crashes from bad programming

> Because my game programming is object orientated (as it should be), it

How do you do that ?

Thanks

Bob

1.688 Re: Airbus crashes from bad programming

From: Anton Reinauer <anton@ww.co.nz>

Date: Tue, 19 Jan 1999 12:00:06 +1300

Subject: Re: Airbus crashes from bad programming

On 18-Jan-99, Bob wrote:

>> Because my game programming is object orientated (as it should be),

>> it

>

> How do you do that ?

Well you set up all your screen objects (player, monstas, bullets,

etc.), as an object (ie: set up a newtype for screen objects- it has

it’s position, speed, direction, animation frame, activated or not

etc.), then treat it as if it’s a physical object- set it in motion,

and check wether it hits another object or wall etc, and then destroy

it if necessary.

As long as you have your stops programmed correctly (to stop it going

off a Map, bitmap etc), then it can recover from bugs (or at least not

crash) quite well.
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You’re probably doing it anyway, but didn’t know the terminology :)

--

Anton Reinauer <anton@ww.co.nz>

A500,DF1:,0.5MC,8.5MF,60HDD,WB3.1 &1.3/2.0

A1200,2M,CD-Rom,25/040,200/PPC ,WB3.0

Project: UDP_Chat [99%]- an Internet multi-player code, test-bed

for my game Pyro-Mid. - Aminet: dev/basic/UDP_Chat.lha (V2.1)

<http://www.ww.co.nz/home/anton>

1.689 Re: Airbus crashes from bad programming

From: amorel <amorel@xs4all.nl>

Date: Tue, 19 Jan 1999 04:02:11 +0500

Subject: Re: Airbus crashes from bad programming

On 19-Jan-99, Anton Reinauer wrote:

>> How do you do that ?

> Well you set up all your screen objects (player, monstas, bullets,

I don`t believe that is real OO programming, is it? Does it have

inherritance etc? Just wanna be a whiner ;) Visual basic, whilst being

crap anyway, isn`t real OO as it doesnt have inherritance, which just

takes away one of THE advantages of OO(it has disadvantages too

though).

regards

--

Jeroen(and Wendy ;-) -*AMOREL*- \ \ Amiga 1200T/PPC/040,hd, CD32

H.P. Lovecraft, Inc. \ \ Good old C=64 Aura 12/16 sampler

Ever kissed a frog? ;-P \ \ / /Fatman analogue synth :D

Do you need music for your game/demo?\ \ / /Roland dr-5 and more ;-9

Have you got a recorddeal? ;) \ \ / /Check my music on aminet:

Contact me! amorel@xs4all.nl \ \/ /mods/hardc (ftp.wustl.eduetc.)

http://www.xs4all.nl/~amorel/ \/\/or take a look at my homepage.

1.690 Re: Airbus crashes from bad programming

From: Anton Reinauer <anton@ww.co.nz>

Date: Wed, 20 Jan 1999 10:51:16 +1300

Subject: Re: Airbus crashes from bad programming

On 19-Jan-99, amorel wrote:

> On 19-Jan-99, Anton Reinauer wrote:
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>

>>> How do you do that ?

>

>> Well you set up all your screen objects (player, monstas, bullets,

>

> I don`t believe that is real OO programming, is it? Does it have

> inherritance etc? Just wanna be a whiner ;) Visual basic, whilst being

> crap anyway, isn`t real OO as it doesnt have inherritance, which just

> takes away one of THE advantages of OO(it has disadvantages too

> though).

It’s not bad, considering all my programming is self taught :) I

have read through the Java specs- and there’s some nice ideas in there!

--

Anton Reinauer <anton@ww.co.nz>

1.691 AHI

Wed, 13 Jan 1999 04:29:41 +0100 (MET)

From: Peter Thor <thor@mailbox.swipnet.se>

Date: Wed, 13 Jan 1999 04:22:54 +0300

Organization: Nukleus

Subject: AHI

Hello Blitzers!

I remember someone posted some pseudo code or statement upon using AHI (might

have been Paul Burkey), and I’m really interrested in getting the latest

version of this (if there is any version that is) so I can use it with Blitz.

Thanx in advance lads, c ya!

Kind regards, Thor.

--

Peter Thor, Coder Asm/Blitz/C/C++

Irc: Joru (irc.stealth.net, #AmigaSWE/#Amiga/#Amigascne)

ICQ: 11277616, Alt-EMail: Joru@hotmail.com

Creative Amigans at: www.ping.be/sillycat

.- Amiga is it! -.
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1.692 Re: AHI

for blitz-list@netsoc.ucd.ie; Wed, 13 Jan 1999 14:56:04 +0000

Date: Wed, 13 Jan 1999 14:48:59 +0000

From: Paul Burkey <burkey@bigfoot.com>

X-Accept-Language: en

Subject: Re: AHI

boundary="------------FA52ED155D6101959FD5D530"

This is a multi-part message in MIME format.

--------------FA52ED155D6101959FD5D530

Encoding: 7bit

Peter Thor wrote:

> I remember someone posted some pseudo code or statement upon using AHI (might

> have been Paul Burkey), and I’m really interrested in getting the latest

> version of this (if there is any version that is) so I can use it with Blitz.

> Thanx in advance lads, c ya!

I compiled an include file containing the basic AHI support which

was used in Foundation. I`ll attach it here because I recently removed

it from my web page. I`m not sure if i ever uploaded it to Aminet, I

should check it some time.

Cheers,

Paul

--

< Paul Burkey http://www.sneech.freeserve.co.uk >

--------------FA52ED155D6101959FD5D530

name="Blitzahi.lha"

Encoding: base64

Content-Disposition: inline;

filename="Blitzahi.lha"

ITQtbGg1LckMAACfKAAAAghHJQAAC0FISUZ1bmNzLmJifnMJKnOb1jcauG2qlLSpWiqQBgCV

/JeU5uXY43O7revMdE+kcKwjkg25wJEE157vnHp2vdd3d2Tmcck/gjc4QrgUzQxDBAMCfALl

//73vbuttySTpb1t5W0qQjAEGEYAZxhCRhGBUIwxK4J3h7tW223Ken/X+YphV9evsRvNQ0Lt

0OziDcNG6HZjg7Z8QGebD7cbrhng+449AZxsg92F8OFyK+F87uEL0D+ALLjXbD132988DH90

J3I4ML8J+wFt8MMD/A42cIXMGF04WjxR4WQ2XzNshuOmxMhsOxw3wafwYBSaER6T+ifC6cI4

TtpScVhB+AID78bpoA7LrkX4wtPxirsMeHC/BFQYpiQLJ/YjcgPD2Au3dV+7+KLFhPDQHwCN

Qihj0WQygbA5vmdcu8YEIJ0u1Ws9jK1mlQ9MJ3qalKjqer15/9mRiWjtuRGuixJp96GIz0UL

DHo2Kv37lqrY3NmtaqdaitIKYYDdxzBHgCExNFhUxkUqPBwHbY9EUhqxtuP2H2z3DvEV6lIR

esJkCK+4gRT59RtyFB3yCYkr2IzwxC/YUa0tINd97pxISMR4TMHUFHapMoQJ1KJIqTj8BDr9

69KgYngM3teY9HafT69VSoVXXQhQ7khtjH+ljH54aF0nok4nsGvuC23V0CC67zTsbYrqryMY
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/0CI+NQePwoITABcbNEag7K9MYhH3HhU8l4L2ECYTwOPt0OFHzM3ST8XTvb8V+hwyjT0eC6I

y/eD723Z17QOPKbwgOffw+E0i8iCIhggVYbkMFMNlH1WBkW+F+AY90onq0OH8Gr+FjH44Y/G

JZAoYMRiZyCWE3n4MBonH3hdjFHA8MjV3EG+eK4gFJt/d7wku8h6DzWKg6P1cbH9SFMSklTr

jgk9gNJX1ztDzKwgCW0lQgpWHZBCVW/AHzIokP2F+AjFhGgasXNFMKoXKRz4iqPBMZZ3XC65

EyFL0y/YFGMd9kDxNUJ612REeS3gMhl9/hDp4DOPDCd0waGosLQRiPwHBAEa6/GiPgRYXpRR

wkbSjQKqTyjpOJGObUGMtQqQXDiFCcFAK8XTGLsqtpg3332yWlo6YLn4DjUiPeFMXmjlT9hj

avgaEGr5nnjuwoOUjORn2vEJkXxUh/CcYAqCYKVLALOR+MsZ6pirCZikJHOkmsZCadUfoqae

eJEWgC4uNqSRXWV6ZQRRtphrRwCpMSDioGCcKYgaMVvUGhCd07URGREWskcdNP3Fi8EbUQTk

MfhmgmJhaEgrtyPZx+QqAfNGvOyVTJ5Fp4DQQDDGKgtRiWl1TlG6MTUUE6LUSYDGz3huixE5

a2ioKT7Bq8Eo++mXoX3AUBZUzYBerV2Ldayjy19rW2d3XrMMKcutz+8P7qSOAQ55HwRUrnEz

gSso8z1jm8txtTrhk/sjlpIMRbSNzREi3vEmpRDOSVu7U7fkTdDm95xtQypN0QruPS2QQnLZ

sSEbW7s7M8XSdRET6BHWigdDSM0P6R5+FhhihktGsU9LT/z/aQlYf8G1VsVi/Zf2W4HphtjK

cUuCZ6l1UJrjihbZOSuX0YTcCozUQvyCWWbRR4r7W5u27SyHpDWUVHvccbE+TVbTBN6ZInVE

azWtbuzKR7dndrBO06U8ClmGh6NEaEafjsJ1qSeCAfUm2rQWL17xYH4umCoghsguo6LzERq+

FAv9Ocx/WDnwxmMflZXS92Zm/eYGiCM/y/fZS6e2bfhoD+K41fZ2rPYDnAJ1GfvROXB+SJi7

Nzcju2moDne2jYDs0fcFaUorbq/aua+3tVkBekL68sYdmSQ6oHF5oTtHoQMkdx+YgeYJyqVN

2HHRGc6jgVIQsck2+65DEWRvENHiFVTModoQ4RpaIxuuEclFFmIbVrCo6pStnX3X7NyyczsT

gryWRsnH9IaRATsVxqhVe1WSY+Ym9DFZlQ53M+nPQAROROn6Qsl0LSZRyixTURJo+gs3fA7u

2RDtn7kTOiknc4pSzimu/Yc7hWWmaXOHavIHa6aaxIr0CXUziVd5yJwzqbWGuz0tWjRo9TnG

OrnGJWtM6PG7fnH+t77f/MDi86cUL7IaPI0ZJNRSM3pKV1Qg3eHNsNguLZFN4lKcku+2j9cX

0Vxgj4CvLeUxj9BhVdZF0/5q6Sb4OmNsg47ZxViirsBrn4HBvQo2SlMGfg/3TRVS6QhqM5TH

9JVvZmXGqppoAeDAbW+qb0yY1YzSwnRPCncGTqmThrdtGhLWRGyJeM46l8NNP5C2K5osTotw

cA+811wR/FMCpy8KntecnI4oNpZs8/EGITiOx80/wDlXtoDdIQKxDv0B/+4O8BU7/7Vw7K9K

4YUw90JYgqnf/XOUBs49QJvSuJVREsqqNzEYoioLnaPBCWoVUDqyABUzUJgOjHUDv+2E7QLY

2SomgyFFlZDH5z5BZLgkjNSixLiLd/885QfPDsSMb83MxsayqmmI2I1FL25Pl3/2SERjP7O/

+5bBJ+SVFbsNYa8jj0YmK8vPzzGmmttyUaUVaa/2G6MBloeEcdcHKvrtyx8EUSxy84j7t4bI

ybjyDcf1816LRygfeWN+hxmrlJkrPE31XXX2stjTrT8j6ZPfnsI1V0pBBmfCY8pApZyAqnxy

kCXHV8BH1c5HXqVzEdqXU+5iB1M5ARxb8JAzOTTR6Bzq+5hPKk8RR8LCQ8ZWEhMz/LIWoJS9

jm0tKfREZJF8j9I/FNVg9dg3dedHj+/msHJOSUf0xkAwDS+Go7aTr+I5PfAPkg6M6dFVi4OZ

4nbj0wqlmkjxJLQDC/FfHgiUb38Kc7hPFI/8sqJVPuzI4qzAnbSnT2fds0qAJBmfvTcP961F

jPMzmfuMCCdDRFV3i+hKRlG9MIviMaKOUmBPLAxh//AxhkgY0wtm7ZQKvFxLjuXmWywQNBIX

oA4i7mI58kFnPBXwuDyfKIMCI6OWamgy49dwdaThP04EbsC+VPZRnJ5L+qCmPBLFGw2IUJYv

GG/RAbBJr3DwX8uuMU3IkR5PFEqEiKqOK2kBZl4OS9PJXmh/2N7D/CN7LwKfixVfsesvi2yu

KldNR8yYQnlRh4xdkdTssOe+49v0JrrvNLf3k3XR4C4mUIeyh5ZNATBqP0Pgw5cVnxY8+S9p

YKlCqk+huuwTzrJsEgDsKe+viwvSXxmbkMnQLUJA3bdbWEFyfov4vF0umQCve+UGn8Lh286S

6SGFj0rsnPDjQRx/lD83kTT7h7v8JwcLptlc9+goLI+Qoez5U7HqSeAbgNaxsXNbZrVbM+Yl

mK2OA4D+FSarxXP1SpMzIX0ZNshj9xHm4xxMmjRHzFGQibyaZYo/IYd5XOIBj/IFJnVn8pUU

5mRtk2XPmK/rUQ/n/Ux38IVWxpIAPsy5QEzCEmFnOcWehRhLAv9xKo0K585Sa+kL65aeP9Eu

REAPXmub7jw1b5OlflS+R10rwvidwtLExc3TNduQo+z5YZIAPhf/mdojAw5YXRthq+Pit3rJ
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NTjcF8Q5Lz+hDnU63qer1erR1JiInqz/iIynm8qBzPm+NCk9LkohlS4tW7ljr2mJKBnNzwNT

R5CfmDri+ZeTTqLq3ZJ8svlyz78uiLpZerODlMZbF0I5i49wOtgqPZmV74Bqq22MqsPKNZZE

uYYV1iXKMJb7qcXnzvAhkucdkxcPLCbFxW4dOgizlPrIZMY9cgGUAVu5ytl49pqn8OeUXffW

lYXf/sbSQ6oxYC+q83UeeNG9wi8EXBwlwlX+M9FA2Wt3N1rWmHZGl8NXJfV12DQ9sugVbTws

pIGrAPfedxLIuf+00JnL1+A4KLTr8J3kdZqXb3tGlHOB92ZARHO0+6KfD0SnAKAeA97aT38u

NpI5nJjbspZiyhNf46UfvYkqeAXI08vPyhk9WfgEda4XoZ9rzeQHpeHcyLlOvICcpJNHMXJ4

zHL3WePrWfa8mdn8XpUmaPJv/z5ckAa9R1wAKKnF5PIWGfksVrn4VQd2LlexYWUfnBzFLpUh

5pUeMVT/dLrzfT3yV8/mRuWkwP9KREcbl/IkECXNrbtbe7ta+UrTEiiLO0T97Y95tx5n9buR

QGHAKbk7bBEiozmtnITiRNIPGsLwdwvjieXTp1EMXJl1U1NkLpH0Vh53w3bNLrUZ+p+91ay9

rkitwPu7LmByKdMbGaTPWoz+asdodGifLzDo71GTGcVMOUwufd8KuRsFjF/NXEQcVUvtgo+1

7PiuejLZ5Vw2w57aaYsKyVt26024+sm93vIzAifSynWLvRvNRFzD9jdtW0d9sJLLTzWOI03I

TXjlA0XszC49qJwDAkrleS50xI58tUZSmsdHQX4/pgYuVy+qGTkDR5pqXakN3h+2P6gG+OqZ

k4+ji8df07CvhzcNQwAg0y1saDUtPwIAAJMEAAAzBT4lAAAKQUhJVGVzdC5iYl8wAgtqm7I2

tLtK4n7huI4PnnAsj/GF5paUYxC1WrUWlCNHBuDs7vdZpd7fQ7d2LGECD8I3Dc1x34GJ7dmy

NSioLmOGg3RtI01L3d/vkXg3/Nxeofa67hwhwZQ5EvWHA+zoHKe367FOcLAcQOFrgqeyhyiY

0CqhMcJ52nMo/xshGjsBN0gMyEHlUyouY/+/2z/N99KiCHrwcrRgXhgJ7KUXuqKrVzplGSiY

aP6i+MvuK8ZSiNZ/RiSxgrbf3jgvFLJBAkrWVCXCFpUb9BTQe0abaFkWNt+cOn14GPrwjZBK

XKrGIDjWnKDdJdAvwC5+PNnQj5bCNH/B+0B0doPn74pZEtD0lSPFSE1zVHJhDcyqfyBfVGZA

mByWUpspDgWp3u03zEVuzfid1JXKaNKNOeUcj4dYJ7k3lIqfOWG6qqqY709BJpDKTzvf2MBq

a8axhdPLjWezmnzgHUkunYBToI/C47TU1DDJSQDkPj5rWxmy6S3og0Zrf3wgvN/aRo68cPgi

xCDF4felbgnjoJjwY2ZPCFaW9GyGOwsiqTVi1FXiYvLEz1p5bjN5CW+sQoSwMIhtXbu7tyKD

p3kMpipmae5Adubu3nlu/Ts2ty2c/gxFY4PGMKTO3edWQQ8lGI7kqqGh0eKlZWDGyGgk8J7r

RZbkEQF+53jvM2ohj8O9BmpISfKlK6HrhyeYfc6XQPS2P2u+QZAk/+dGj4oQdQT7m1bjyQ4V

vbizZzDrBrI6hPnmDrE0Dq75A2HLNv8abRsHznAlvS1saDUt5AAAANYEAAAzBT4lAAAPQUhJ

VGVzdC5iYi54dHJhHoMAr1p2w0S/3yHQR2Fw2LsNAiDi7AhYewQRWCwOJ0K9+d/1fx//dxd/

yCjgcCIiLyiOJIiz3gZYbwBrwD+hkvAmwXgteA14WXhwy6o1ZKWEbvbZup+U6lAHT7m/02vc

hNYIWpt9akTQQsV1w/FL/emYfce4/bn+tDQivIjtbelT+aK9TX6jfN8/ZHJP3RNTM23D2K/+

f3WJZBNCyVaX1Rx/3AMo4BcJvkyjiGwRDxNesOjwDgyGuyOEYznmJoKeA56C/1H78RrnKek3

+ROonOU7BLS/aN/MKR0GuOUp1SegnzJcDoAqUi1saDUtRgMAAG4GAACKbUclAAAUQmxpdHpB

SElGdW5jcy5yZWFkbWVi5wMdaprVuRuP46+APpuDLQ67xMG4FKUvSzoTbYUhJ0gXE82/NtGp

pMSS1jvxx/8m+nadKFC5FzADRtJ35YwjP8iH309XH8S+iR1LvOWpd3u5F8qZ5juK+ES9bmz/

tndSYkFj7KR5pr+tjcL4QnxthkX3fA6OL116PvZ883QO5BGf/FeGuaVAZXJ07bDk21jPDFJI

V9H2zbB8iOKF0UPSbk1xxKcCnihQekipJLia8vbCj7jWQ4lyZev9Js9pe5t97baOmszpCPMo

UmWMNF/8tzUp20bPHc3ntP6HIWd2paYo8uRZG88BcRMYIKGjsyviCvejnCobTmcYYRPLJIl+

9HNN5fw18TaJfE5/ajXtwoDAoRBUZVA5cS7r5+U6Kf0bcI/JNhHKA/IPV9HOCdZAjQpG1Oxn

nWwuGbXIRlICyF6qDm7qrfFVtN/OSxvxbbzL3QuwF40xVGcMElMUrkUsYUcKm27UqZ1X7q0D

7mRRyGG2HTlXDZYLBHpE3KKVvtUcX+RBg9lIxa/CsPmchjWmjNERQX/mAGJ9EKxAwFosjwEA

AlaCdQ8CJy9IgdzaqyNXDW3Fo5aoM+ZjCMwllRyIWRCj+KSvnGDmLgDVy6ifiX9QoUptEo9N

omoIMlXXWuJCkBZZr1iK4/M0xbbiVobawWquREBe8mvDBh/cqS7cmyt7TxbSUeLsTLleWotu
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9fwhC5glwk8wZlsn1T33tsl2FFJDA989yUqF8v5/b3/P2d+/CDM9gqXpA9rVXwXEWxyZLpns

vASXM7eYwt2NgDM6krdKGcAIuLm2ROOvq4VrVbXbFDmopemhcLkvEHLh4sO19rqKrdcpZHXH

LbJ8uAS3wDa8bLOGzhBj8lZz6vczzTodKyftHbJZTj5pXuLE2o4AtamO5m6leLSdWgVS1bNU

irSd82xcjCPq86+L+vgBjR/2GVdfeql11AFgrqBdBn4dfh1f9pdEbX9FChv1LOEw47RpJ5VL

uuG9MB4FJdfMN0g6mSdgbF79py4bShhh44iR0k9DO98l8JS6DnM7GjDDXYYq6AcvxqFWbVXb

TjcpD+G23kkHHvvt47srTsgIpVAtMx5ZEl6N/Buqf9gnvLzpl+f++fT9GMAnUi1saDUtOw8A

ACM1AABNeIgjAAARQmxpdHpMaWJzXGFoaS5iYjJ/DAsVc931abjpMvfgT69alZJ0hQAISdVy

qAGSCoAcASdVy5CYPwR6sfitskh2uSn41//e97zbGxskksslkvTXZLJZbl2+DfLkt827h72r

bjbfq9OzrerZ2RC8/Cpb+8SvGvI4xTZEsWvLnyJsjen7BfccCL7Fh8i+EYlh4l2V3FyMtve/

XpbAqRMudpfHxuClb29N2w/yeKuq04uyKiwTIcIoMMCtlBGxWxtja5BrSEEb06xfh//8cniu

Xbd6ldvW1LgeAVDgq0Myy5KTjTGtz+SRB9xC2QWlXDfvAjVNVxWQXx+oVYgJeTELK0vyKuBw

GHqFiIwwTlb1uf7Bc/k1kFu4TMytXG22rjGgvQeI3JTeS/S41WWRsSOVI8Ydtjwka0j0PjMP

tZL93PlHIYFp/eoVQjWRVwqV4M2LENoWuTB/IeFzY1jK0AzRN54hv1CtEXZcAQcIJzjGJtXJ

lYGJVppXO6daw2cbnHqG7GbJgAaA6oFsTSuQbYg76Og0Cy3DAdVnERPEL3gPw+v9VfOaWzqu

AjQWWaDiTSKAcD+cqrmUyAbQbf8KuZUT8JaFQMyBXIsO2P35htuFW95lmH0GOSuS+b1VacaX

XBsB1cNYSpQAWQBx0Trr81Rofv7RPIvzLs4/SZLA+AdDFO7OHPrOkOsPE4otjHI5YSHSIDMq

7INumbpaSmAiMiHzLuOkC6TKcfd8PEusHHj334BlfgDwO+EvbVnKNkH7OXQdC+cXKuysTlEQ

3vSbvXANvJpB5tSFF8sSHF8b6JbJ/Lofh8H4PLC/CpixV1S8M8JGM2RL0sXlMfB3w8wdMxtk

F6ycK0iUZu369C5dUt8NmterqIGcnJfOSZHvjGQeVzOEWJhbBImhNKs4x6kks5nMuZyih35K

SB5bTvl/0klm9dtXrtG9UqKWz8ijJgv1MzOGRwEJ7gO93jCOiLEuNhZsHJS/JhgO0sGcpCQb

QE+p9vVC6eMnVCy+sLEo2x0vtf5hYu8n07loO4fcLX4Zuw9yejy/vyUUUoXPYgUWdkGtwPKa

EkB+DINlx+D+6NlP0jB+cn9IThwDL0AdsE3D0ELbzFQinXv8Sl0QvwEKS74adv2m8MqFelMP

GTUvRfL/telKXBZSnw79MbCufVF5qswxpChVQY1sCuH3SPe94wiJaPtSaIEgL3x9eI5gNBvh

UV/0/upNLgoWLClarYqWUNU4V33DjksPE922947SoRCARwrmQRam3BLt9TloBdnFibGCGwdw

mdsRLP1UQ5aPW7Q37gjUghe2b91XHRVB52D9+AvMANfvXAfR0AtuIFf9fw8+7JkyUcs3wpzi

YTSyqAnFcbZiNQTLc7iN90o6jUxtrtQy7TkJEuv5kKWjpXNjxllVJl/Py9TkpPQPcSpkRKZd

d6woHUEw1Oa2L5ovNjgxHEwY6zNj0EcrF3aR5xyOoyttkxbZhARmWzkG0DnA2oSFpIO4iJQY

J6BuDmDSNz0RlU8mGk15XiSLXqL8w1tgK7dPWLMZW0lPdOUwCV8mbJ2ltJRV5v2KO8goq839

yietM7+M5Uk7BR5CzRhArKr5FTQd/Nt6UYi8XGqaBkE4k0bqCxcS6IVYzufHhNlJFq/RHjXZ

Q112M0HSotqnhJkyKgw+Yit8ZMzAQSRyJEhBNBkTSS9RNOmQCYg5BYI2eEY4aeqUrpJcby/Q

11JQFhRiC/YLlIC7SrPiFy0BZ3DfALmICzxQfALmoCz2BPgFzkhZCZYuC4ngJL4XFwXEFynw

uLguILlvhcXBcQXMfC4uC4gua+FxcFxBc5LYFIjLjRGIpA9IzbP07R3ZKJaFEhGBqsoGTvUe

AzK6hmuQME6RFcP8RmX0hd/8cw2s8YXMQZXF75n8wnU5Xqng0QMWvWs2N/YSVDyuUE7rQCb3

lS8UnBy3t7e2KwPlNDL4Ze0V4rOFpcD92AYl8bJGjvRcMooUg/VWQg2b6q7PdxzOiC30siC9

z+F/PY8Qc/xlSf0BaUDiC93+EAMqv0Z13tAXB1VqkxSfr1ZoU7vPO9KgC4T1EFy/qeUPB743

Du/uONNvvCU6PTTGxy85KQymF4CBe7Qy2AbKitf2QtPC0dKxh1JLqMFlG99QLJRTiWj3vHlS

NQsfdY1M1P/AMhE5ZLOv+YzN6hm4CmDJ4HOd1DPAvUXF9Fo3OtLQSq0SBLoxmf1DNfMw5dVw

MD7hnd6+XLCunlrp7j3uzuNwMZk9XUgTqK7jf0X01KoBOQ5BgARdUdXmiroIx2U7TyibzZcp

Gi10UFcwUkLsxWGkZIlu1QGiwskPFV9FfEmTHkV8CZ0SzIyZ1tJJqz1x9vDk6IMz0GsfYGbk
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cFB20tCqgWHzRkzuTOe9Bhc4yNeCwbseG0PAsLizCjhWXkk97QldpP3uwn4XRxkjgaLF2CkN

psNFr80klyewqciBxtxoO6HV3ZAxKuaCrGUpXyXd4ccHzOOummxPwUvfckybvnKGAgxFYbNi

/zI0nP7tr/q6vNUvbDzCnUUpnawx5YCP4P0S5rzeirDi8EGiMM64pqLfa4jO5dQyhseq56G0

48HZPjwtl8jHd4eJEZGn/1I1TMwxTzB6ebtUfehUf/lNyiGDpqvYjVMk6IUP7Bkp8sxVC8YZ

LfLPiGTHyzFT4Rhk18s+IZOeZtAIb72bZm5AGeDcUyfG3Euye+Yfh79FR5GSN1IYdTG+8M3o

QyBI4gybJ/skXRUyxkiVE0JN7mhJYi4DoarTC4QOX2kIsHJ00FE2XDQxoqj6IY0dFTwiqN/8

iAIev+v65/pQ1bz2ScKfka3lCBmwyZ9TfhPdaGLNu+jyd+RukpkOho22XEardA/cwtDGz9B9

EgpAWEgkurzLq8V8QSq4ShazYDg79NZGUESB7CKZnLmwML4RNmF0kc/S9WnSr2vkjCI/hsua

XV/J1gxhX1oJNVlzMvXbx6MZ7GSUUYxQM8tkggpplgirnHj7sZtPGrAx5dPPUZSTIkBG/c64

cJ/rVKQfXHLS01w3RjmHtgmZia6E5MSy7ZciIgwF8RbV/5mBNCEYexAzGjL7Gb0xqhsrnHp9

1sMLPhVYH4MbpoQkBb5PfJF1dxgZjp3EhDF5guDbypYsI2u4FE5oI8ZEmJo0DhfQqlgeNXxI

yc5KgLgIx9QCBeVYEGKucCjXbdaFN5k7hHqLaYoySE9uzML27lhJ6NyV1pXNlQhhtzD2KxNl

9h8WCkNZLUi6T2fdOdhOmQhkF+ZGGTYT29pVRLrQkeCzdjI86Ejns3vSakh1aWF0pvb+bpKa

abJ/f5rnF2M6N/769RPd7ojJ8+FI9BXN3MjNXwE13uaMm7uoMd7mjDEU99gjhXilvLqG3e04

hudJiGzXi+Vx9hemTVq/YiPuSXo2fKDkjAzxcAfVi1g3rdK1MeJUMBtXKwh8StK+RWWOOGZO

9Z9FSaPUuwDbibRS3fP97sGH5iMs/Vaz4jCxZ0rC7bkBL79NdLnytUnJBMQ3x6G3dorTUqI2

ivqKRbFCuobd2/aEgCQsPkC4u+0+0Kq2OGhWq078GM3/AW3KhjVlZ/5FWF1hGeYCZiceA0UL

1a7EPeeSj86PWWWD6qzTtTtfYOyrfrWbNqjQpeyAlPEmU6STXBpYmCdVyFRm18UWqW1PxfJk

kUSq+KLV6v5QET5cPpRbFBrmikIN6cVuTXPlt79izcs3rFOIo+fEH6Ao3czTLYlU4gAGm8Re

3wJ3m9YjZHMxQuVL9WvXFHUXSuf4HtRLlHrADVICgXouFwV3PlRIqLv8qFikpW1E6ZKg46th

CGCBwM5BLf4Ltlx1CSNXoXLqlvhs1rxWfUkZPts3rtq9do3qlRS277ZcdZ67WKgJU7loCn7I

UXmP+1SlwWYfbNdVPgoWLClarYqWXvaGnZL1ybUrvcA3LodR3fbaU8e80VOiRW5Qr2q0QrqZ

z3RArIYqEMg6hsRJAp+0HqatLQRw4xjIFPOGJELWAQDlWwHJ/QwIe+1dZUDCgnqXMTRMgs5M

zSCO0kkUeIXUybMk9K96zu5DcNyCaPkH0LU8EK66cqV925tI+Vx75V5W5cNaBo9IfYCAILHh

/KAYDEMKkJVY3VWvsSEpUBV6G10JCGA2JtBzabmcLXYuk/o+26psOjpT7GtEA6nqZA9xWbdN

0eudJ8Toyj52SI/S+KBALnSgEzSQdKBS+KBBK8yXqIW7AocyXAQHtSEVAekeTmxUoDpIEviO

QnuhL2rgdOv5s0blmspdU8pnalGmiFqnVkwbL9n2CF29hWCCGUSQGWLNdSv8usQwF5qBYeQj

WdAjRoUzRbdD5z3Ul5n3Mk5QydpoAJWv3xYzwj4u90ygW9OZl5qRt5wNBDoUbNu6pT+PC5bY

PbDJk48Yy4A1XABGCeqgbvWPZYs8VjSNzkDZuRdoMoCFK0dCkC3BQrVKd4E2/LQLJ2bNKvTv

8VurdU9JfjbUoUxYlV2MzQPiGoOAoNuGrSUFVsBG3qUA+ITR6tirdq2bFwVSzWrWeI1Ct4/i

k6mahmBIS6QSGcteApolBImJJ8SeoJ04yJFhW5Whhl6AmojLR3glfmCiuAVvFVqcEN+aL7hT

5fP8AcoD4TOf4bof/unr2vLXoexQKFL+e5O2p8vanzNrdnf0N6XyKgD1/RQ9G16OAP7VD+3v

RsJNO/3mlFMxqNM+VAad/sNO+Bp1ufySCoaHFloFvLhwQpqs2W+XwyMGsUkH8FpVaD7p1Kkj

lf8hqMQtX9IYf8rujrg8sGVdke9/0u5R2Dy6MmzqDoC0cKDxc/2C5/JrJWXfYJgVYfWfHlv0

x4M2OsPkGxI5dEma2qzjH94pO3MFrloEbBGR7QYCLl2hcAWPR5HjDGw8SD0QlzMDkgPqm4Wg

9KmHjI/5airbmnxF11Vq8ZWz+Ckwvlrqlu3ELtyuqiVucE5EwVOm0tzUb2+DalhR2lpf84Oi

Q0hiPOHC/A7SDP+ehWrPUdZ8fkjH2J5PT9jJc0G3fWkVbIf7bgtWSxzw4tVDXQ1bKb65ImjU

aSOWKhrsDGsEJ9GoX/7k3EGsGwZURoKa3feehZkMfnL/SBC+ACg2WsG8qQotNpIY1EpNElUI

1kVdWR9v/pDfS0fZfvX+qeHEN19hl5De91PjYjAOS/fEGn3u+VHv1hbJg+suz7n+xXg8E8Es
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TMXd9H1dhbnx5nc1gCboYuCLPFt10TladQsyuzTUuBXlw2Bpd4vD6pOsNoktbGg1LZYCAABE

BgAAOGR6IwAAIEJsaXR6TGlic1xhbWlnYWxpYnNcYWhpLmxpYnJhcnkxYhMCEGJjtjajf7rc

jARLuEwwGBTQrQ+NuuYiJrrWrVrWuuWJtvl//ruT97ruv7TbGgYYTCQQYTCYTCTQGEwmEwEY

GNCYjEQQYWYeBe93+7re/3V2HCCDlGsqTjwhSfwJ7kgWLkjeDz/Z7uHOAXJzL0XR+Xqcno5z

xFz55jj3gpdutrUjnat0sBWGqWsKaglyuxfROmkz50JHhWhI1WzGSQAenvTQ2cCNFRH5PkEk

e6wc8BGdjB/BbMUFptMobaPigvEtjxwrRGmGIEH3ikZS0mGG7RkeJo4HKewRlkxxhlwXTDsk

ZHjT6pyXL86aWhPLnzygp0Rl0FR77hSFspUNgrhO2zCsO5v6pJT4tDfaETyVpWRRtNYGSwqS

c4++uvfMgdczNxGx/o0nl0Es/WUz+yWtkY+yuua2gGR7ANW2FAce2frFIjP12iFgiR6HNTbv

GHWZXaUkPzo+nQJvqFEl+Fk/ImpQ7b6HGd9Iod1bBtpCRdaoBuuS+jWrVHSao99AllVr9ozx

KkhDd92k6tUxt+OlFLuOOu3zKR9I1+B75bIICPll81qOmbZwOnoi9CEv5JcVgP7KP4jNw2A0

J8Tzuy/5cy+YUhZHnDHb3ZOTbxW52//bneVszaJdvHNVbJdNaY3DO7sp8LtE7+0EBfxxaRlK

lq7zRXSlltjCRBskRlU06ZrrWE3MUjoH1VM7tYLo6qwflZ4/01bhycGZj8/xd6uJUx7QpVjf

/K9LjF15m9c0pmjeshnbDPQDPRDvq52jobopQqF5xsVjf/VQPH05m8vmzNwXQmTRdLX6KnW8

KxgdVafG5xdzzr8/O3HPqBXsBn+kzwAtnDDwpw69jATYY6pTYWLZnjsn7h0lPpWaH3qBF9cP

pX/fxCHwLWxoNS2CGQAACSQAAFoJ9CQAAAtHb29kSm9iLmlmZtBoGq6Du9I3JG4ZVVVVdXd3

dkkklJJJJJZm5mZu7m93a507m5AxGJIHIJ4Y+AbA4SeSeCeOQCfDGATwSOMBxsSCB6BvPt3u

3t3MxYkkkkSSSTd3d1VVVVX9k5mTmJ2+991kkiT/1/o/n/2iF5x/5P6P0/7v0/7P5f5xCFkE

Lzf1C3feTo/zjEIP5/o/m/m/QH74P6P+H/P/p/y/4/6vJ+n8v5P8v8AeD/T+j+X/fdTzy4ce

9kD+YJBrq2aOz7fq/+f3ddkV7Fw9Hp+fy4jtUlVlNg7/Dx7+CaQ68/V+H4dnd3+GXUxGPh4u

j0/N83PgI9VPj1+z2dPZ09VKOb0+r0ej8X0fJgIMUFau7xzdv2/+P6f3bMfHg4/R/F+Xhh4a

badGU3L+T6ea8ZXZ/5/6/9vq8Vyx8n5Pp9VD06dHt7KYt/g5OXkyC19P6v+/9fXZRe4/y/wf

NeYkLl8RTb/L0fJhNTm6vr/s+pUvDxej+H0UJ0avZ7NBePi6PNyz05u/1/q/r6qMPPx/T9Mj

M+jr/XqRvcvJ+PlRbo0+v7+vusw8Pn4d/EvT19+fSfg8vRycZ7MuXr6ezXbi5ODovYF5s/fq

si4uHmyYibNHd4aK2aD8h8B6CaHWJYbFHhonLYnVXYJ2rt4xivxYKjv0vXEaXDJeK2qnXsqz

+zoNPxy4NBNfc91EvJkLKzXptcygM/Y17MIp2XnUlXAWCQ+IzLWarVV/bwX186L+w1viVssm

TA+W1NLnQkI/T7sOePDLhhLnstSaTeRjQ1NgYJXl6vMmbhJJYXvZBs02FEQkisIyUhnK9ezf

zeWXFB6+6CpJeGeKa1Ni1lQuv15GH40X2HzWOZev4pjrsda86EGNqX9reGv5SYdbdWYo8E+R

7HUrcUgcOq+nw5LeW/QtNnhA0+S9KpWhj45aCiVZpX0x9FvQw2VyVX5L5D2UwfJHO8aV1J76

/nVxmJrrfTRNOggatujooO9NSYEIapW9mvuQ4hbDQMQp1mGeAaWMG56Xd5eKngYfWITJzoGJ

bIHliMxTGDDODcunmp30HVWTVJFMccK3miijIxqoKK1/fPvVb4V8w2zGMMTFkLGc7WMYIpRs

d3s6NnC02xRrZ4oxNcop5oiMUp44hQqX+6TffwNL3NbC9NI5iVQjvyHTbY0qEDZZVq2fMrEJ

deqVuCOJtrLTRzoKqtYkII/ZX2ZvnhxHJr0xKwzTvXZW488sgaFWkNKQS7AsT1NvnSrPMrBJ

FBS7BnvSSB6WljDN69K+yfor5thu2EB4o5FstUFzHiUq1wzFKtddfj5m3rzIZo9k6JTjba18

UUhnuU9xBEc5S+zyulxPPnlzIHIGqLWNGOJBCOgoNc2wYru5rYsAkUy5yOMaQ4iLg44zEeJj

1Bsox3byNFidJTRnM4oo4oIa9w4QieZ41QS5JO6XFr5mXq5bLTKOK+6UUHCE04ihsO2Fjkt7

uayLC6ayjKe2DkRGvBYIwxYHBksBLba/XXvZeAV40aKkbBWIdHGVBisDbpomidBr2q2Ua5Cx

RloTNaVRHPMKIqBnEN73XfxwZ6gRKHHfEHDeBYBxsGUZA0VAUoYiPg+F1KDI7IOg8YespinI

YA6CB+ow+FCAUJzXXcP2Na98BhyyMc5jGIQl1FEL4UNzdvzgogylMYKIUu6xw+HC6zYO24f2

0h+2kBZN1JJdZ22kwCjXZB99mhZ7w4BXYe2/bqNt/ovhh+6jhbDoQC5wxCGSLrWKQvwtN+36
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6iB9AXw+uw5dfO21biZLr8/w+hdaQtt3k99L+NoO99B99E2/B+MNtqj9+IbrR22nuo0Pje+7

N+6zN1E+HwvjRv3/btRPhcohXWg/41EPEPdrHt/u39YfH/PHA6orIrVx1kFUV7YliK4OXTxn

DmCHHo63kYYTjQdEHToUImRFZIKBRQkdAyzPWVwCPrINpmwI0pYIEYogyM6DmB2erdY6DIhm

kHMWNEURzPnaN1prNiaahaiPbOKScdB0SkjDf1YBr6meAs64bMasMsWOF4QdgDsKoamp2eNI

vZye6jDZ54cB5EMvUzWja9anavDYbr5/CbgV6Ibz5mJi0yWBhA7j51/Xg7i4fZ+JXlvYqF4e

yPM56zjnHKVb/wsN9/ye7gmvcJ+HXf0MVVGq9C+Yo6tX6+H7chLfS70N4qRO8YaisxFowiwJ

PoX/fg7lcur1O5mzt0FyjUiOa+ahQ9Gz7Fv93qp9GDelefrH41wLPg4JMBILq1e7xwev0Dyb

8d7WjtSmuMWOTCGjKbbdNPt4Nk3M3yOwa315x03i72G9eEKuynVZ1mm8Px28gkK1C7zMkvSc

BaFvprTYnXq83d5xyTNRlizPK/GXeLK5aa1raOlPP7vIyJDpc9/PEM8pcIpCLFULS38JI83z

W8g5lVD7g3gnoxGmYu2tSxuUrl6+VhEPPTPWSR14c7zLtStRUi6eJafJr4GUbBQ0ysmNNIOR

LlJZa/sHv9nzNvxHZrHnEcd+KeBF2KtAWsTMvJ1yzW410UyWqQ2NBQCTtFYNRlP6t9SejZkh

JXB2qRsQcORHsepjiMJ4uydXyMkjKKo+ghX3jyFDkQA7wG2C9u/bX5dXE+ayDNZhQwDkDAIw

wgPXD7qJKvTXiKYDf80UC3w0GK0OODYCcTQzJ7fIpEphLi2DgMyJEBzsclYaFq7vP2b2BORx

9ket6HyTFlORo64JfsN7N6FPo1cMJqTW1RtHiFLMHHe1qrdmv1+Tx5KEYIyVkzWCSig8sodj

qm2rUKpPH48RhoRYSFQzOllfeK8TrBKAj/p47Hctl9B7KNjSOZfVLMQstpASSq6d/PPgRfwm

EfZZCtyBRhoWgA8KW6090i08icU0rb1LYWqOGWShs8R1VfhnN233TSZCYQIedY1i4HhKgBcl

wtszxeJRuklRFgdIIExqQ2xDuqV79gaqnrG+JsxTRgilE0zwIaEUBjgIQHSS0EEjLgCLhnIB

b5gHQAHxowItDhs1Y3lIYsQDbgT6AoQAWgF3AO7aVKWA7ZLhriATsA2dwrtwrK2qVu9oFFbS

SDgTiA6oe4T3LWlS1LY0M/BXA9cV3vNtrjgRkpUkOg7XiAl08W345wwCMPatSU2pu97oXW5d

XYtxZ91ttWrbfbLq6Q22vIu94YchADBw94VwPcBSQIhrq/tvwKBdX2M+Fe3FFXFubfaBRIri

qmLD4NHdpkoyfGwC7ceBqtu9zA94tpZJrsvG3V5oIvQtu4u3d7t2jYHa3MnQNbBFU9gdILjN

BXGuhqv7zMtpQofzahCD8BuI80D7dlA/5tImeCGGDbkBwIugzfAgH3wNtL/BKcSFxfAnP2ku

EBCrcZ0IOCFyCoOo0IBXzpRYd128xoXcK4lmDWoKuF5vcYCZQq5SS2SqO1YrYWnsOMUsLxaD

xDgANbbGVDsGVcxS36C7yiI2Ebsrpzl8L9dEk8+K9QQcLIUp15vwx/XkiV5ceDnyEx7GV2VV

2/u8eD+38yZ+Xij58GnzdSaPvlz6/7/dzf0/5iRerIW/N698fu5mtjr+z2+T+3i81vP6Gv4u

nXj6ncgdIE/+o8H/3898fNxZnzfsN5u/j4rWWf1dmT19HoxYOTX4v8MvBgL549je37/q9ViP

4yRxV9aWM8vMXC7Pl+3+756uX1GIzPlWd/F0OQ/PspZm5PRq50053qLkmRhbssbSvWjn18Sq

wDyPKRCItYmQsJqoyUxvHsjEWIT5SvYNej280Rsi1VQYeKeKQmtjoAOx8jLIgTkzjQS0yImC

NZ2ZvS7BPZTSh+QiBDXYU7HVr6LCtQwO9cVRZYi2jZV1v/Euh2uxeBEqnNjECuKvXm4954rS

6I46DZ2SnEI9Wqlv4wOc8BpxXj2LMZDCQ16LPomhTrJTjnj1VRokDiFqVp5PLsf2IWjIZfaO

/NHW7Znz8fqY7qqLHxzs9mu9kmfXq0Lb9N7Ts6aC48a+7RNkvPqq05YfTgtz9Rgedq69MXBO

KvZpSL0cOnV1TSYsTvDsi4d5+zVXpX9HHXn7BUY9+HX4Q5McE5rEiyemvR1kxTZHaeovDwm0

6am69/1Wa/a6/RvC0dQ8nMjVm1jEf0xdvYrjRidX3W0c2FPfngWnn5c/j23r881enxFi8pNH

aoAAvkn6vGvlkvPpz1YuPHb3ZRyMH8tXj3z8ZJLa80N/ij19uuOMb+bZ368XE8laa0X981ff

XKhSfMnPooyKMCTE8KMBNHhJEzP8mLqqt4mnPbsTFivxaux0p6Sejv16uORhmVpQfAiHfrlL

Dv6MHfbb0JMRdYjmvxj9tssg8xuHMJe8Os7YQwLFHgV3AXX03/z66e7BI/IK3KiO/HJb1Mmv

C7b16xruC0OdriSUkkx2Z2ls6h/yWafEGLPAdXeDa2/ITtpFRILSSeqaF6ysoMs8VOw+/IHD

JzfDg+jPb2YxHvwVnlB9DKPwtFOgdubEcOgEWcxZgCrzDwb7NNjxs8cXz56ezGcl4S80qAee

XqqWIO1uqfC0a563niEstTaMUWdKonO8cfLqVmxwHJB+qV7or6NVgBAtrs5DkyxISY01Q0Pq
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fvTW1XMPra/liXnfMmiM+lhVtoyXPlYRlbli56TpoVWAIdUpUpLkNCsDoXF0k89rdF4y5kPz

AqlY5BRvuGNs0+36ONatl/vNgv20neuEt8wgTGoAvvXn6DgKGjtHIiEKHqWBacREgZBVT2+n

nqLnvd7eCctZxUlLPHIW1IClW2eHmmAMijvFLKRMYwN/LFQECqYyy3R7fnvzpXR7mIwoXgHX

XCI9+gOKLa1Nfm8l4TasPgyIOrt4HmjY4RkDFow4X+OfySYXSX/BNUZmYpwTykDXww4BQLdn

jGeMhMRBvgCYWAOoy3NBrmmELjY2XGE7XEhNp3lxhZ7nZID0uuMmCg2pA0R1xwZNrcMCxy7a

ADllIKGmWKBzcDCwC/4kIuMIuKLIFqtVrAuNNkCg6JAuAgQMW5tqS5mA9oGj0gpnCCoh5mkR

GUd1AuKs2nStauvvGUINZQAeTAr4pZIjXItri/Fsss/CmWjE3JiPT4QcMmHnwyrVn8bISg9P

Nbp/Vlvz8BObI3P3AjPv8fNGZVebSkMkQBcB9XdycfkbwXs3X2gvk4/Jkpa2zw1TXonDdT4b

PuL6eXipor7/B/DRixXl7C3M6XpremzY77MnlySZcmjZVf4X350UqwxuSW21h101afq3/N0K

sn01j+SNMVzNjGvssQiA37NAxK/9/P0Q12dHaSLo1swXzL3hJtkhSpytFS6v2/xYi9r8eeiX

j74YMJRXnsBYIIGN9T6zfXN9KRdnRsKjG3VwSzLoIDTFoKVV5gbv/t7/41G7OAtQQd/tx0Xk

xmCCCweQFYQQAuz7Pz3k1s4/HCWfLEA0TwWfWucYSWWESb9p/4cpvDlsdMV1XBLGwb5HVvKD

bBaWQX+r6cmZqufvvGPrk3jtDv3IDAmZ4LXHMLl7v5Ah0U2DLvvLTv0DZEyUarDgI1cj+N98

n5+4ezkWvAClvgO15WTtXVMCBSCwVQfs4/l6S182o0wWZwPaMTpnqtng6sIMS5/7ejydJE8e

eKRrT4wdZQhLBNssHVDUNjfu+Tl6Tr484a6OA4EHfz5hWsRB1sFESz9np3/chm/mnOyCMDBl

c+QdrA3duVnKd9/k4umRmPTKhIzX1h52ygv9CC9NYoIaP+Hk3umduHTRFaWKdhw6WxhCUGh7

1rGtf3+fe9l5WHTfNacsy0BAGoyNEGorlOCHX+z5qPdgVf042sOeR0bhAFk8LBGxYJn9nZ+Z

We8yXXw0lIC5UD7BRh00YJzUgpBzU/m7XHBr7j0RvlhEGiJIgTbrI1qTJh1S/P+F9iLYwhd8

JoTAuhiNcpbIHTYqWez5o/DFZHVjp2rWjLI6IC97oWS1xE093+PM6NQ3YdErogc5gnViBQED

+YBEHL0U/k6ZwT3xSa8C0FmUZojGublrHWasf373F18VR6clNz6mUgbukQEKSbAIkSOxns+h

SsVbxXtWBwzzsDkyaNpwAwGDSZ/a/0e7kZC3BUSVZaAga7LobOYFtzFOXqy/4vdvDdXQllDB

UGaEQ2APyRYK864WVdn0eARcxMymX2BDY20KWEU6lc0jKnqzZvV18ARM+/pFM2GN5J1LmeBK

jD2gxx9zOfu5itZezoQwe+qWQPcAFwRnjVCln698aeQa4xaJ4LmvrwHsNFZIZgOvFr6dfJ28

8Rlb3UHIhfDZfme2jYgY2T0jrd6xTJ3gh9cWmKFZ5lzz2oOkyK0AJGL9hyackj5J84cySXkh

XIpVnK4QboNVq0TeGEsRMFMQRCWVqJikncU4Qeat9rPXRodMhuSDJH2BF8aEOoA8MIz+0Ho9

UO89IzoIEWXMAAZnyHCItQjuhrdr7U+EeYhYoYgjM4ZddCM8A7sxoCEhgW5YSmsdLwhA0ogj

Y4AVAdFc+lju4YsHa+qx9VylGUQGT3AlAPXJdGSQz2EHJDjrS5NoMVAc6xg4JiHHc2SBjqEL

eWEaga8IGraH/wKcAgO5tbEQOWYFdDuhqgM8QfapB+y6G2I8nuiUJj7YmWXc4yuIxuiYN0TD

3NmCbqOXcW6DP8W6IibaTdEdgbP3RSfbSbimN0RKhth926IkbmqIM9N0VRIFj3U8H95LsMAA

jdEObokoEMhu8gBVhFeHXNSNsOue+5voFguAfcP+FuiyN3Yu5q+Fpg1/HdgUu2IjXZuhuiFX

viMwtt1C24YCLsPGbdEJgi5gNarqLuiL/viHY4EE/dEIQjE/viFO6Ki++0t0RJ25QCl3Zu3V

y78CXZPftiuMN0Rt99qbrD2xHMfv/P3xNXd5/jEzNsYB9/gh7/z2xOqF1iQ2+8XwigXwzT8I

qr8bv+MVlF++K5/CKZQF8f//DOn/6KZfCrw//1vdS4e+i++K/w/fT7v/fHM0P35S3e0f+GFw

eYbXdO7K23b0e7L/w1tJdHgNuHdt0brT272XJeSbfcD2jbFWAS1Xct2rDhmUEgAQt+7nqG3g

RusI6IxKQ6cBvIdEQQdIEpYQIG6CBMr01sSCosIoBRfDjnTUyxocmzNXr0a7XyYMmPDgkLBQ

EqvifEx+Wv+zLLFN0cOHnelXd7QHRo3izxVWWePen64uKPk4r7MPZToho4kb2DjUiqzUWyUk

Vqvu5e/ei5G77aggrgRU3JwSPLrUwgSO1/3a+VfLJgqw9idhFZI4jy63go/lCRJt0Q+zJHDl

ObTH1lFhHkAoZ6YjEOC7OuvLr/Fn5SEzlrTNJISTVd09ogNzqxKF4y8ebitLpv1HA+8g60B2

ABBmCtJTvde4KcjX557DyzB1TsIEn/kYGnqxOX4+RrryX2UVzEjSBIMYRgIIDoBwxO4vkz47
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SaJBDCUrKPc7pDr6DuyCTeEOjZeWLWCicJkHWe0FbLw2MEVUOyTirwKHqkEEt1GqJpAbuBtS

GFVv8JOLXirFsBWPGMyTMmATBoSlC1n3ZMdd6s2zFdDD3gT8Ev6CqBHZnJzeQoQ08bbwRaGI

Dc2jCUDGBatbDKjnzxAezEi0okPQwIOcAKjhOz6PlVcFCK8ojwiFoDA3CNtg9QtUXHriBqqE

tLISOBWnACyBmQy+HnB90Grd5IMygmLjroUrcE61mXhj2S2nTMBhoQfMINMByYnMq6uY4XEZ

l9YGVXU+IEdJQNwZl5S1xLOmdbzBKg4DO4EE4au1+ekizsDXYoH+GaGTAXcuW/SfkyysM0hr

EXIFnhwfa0HlXt3r2yJQWU5oSF8QC0hoKRkOqTk0IDCoGLmJHdpgESXMNbsw+jPdI34j1RjC

Xl3COgrgh1I5gmSplTDScJZiBIjXAP6pufHiyyAjsQ+2MJE2GX2gKO1/t3sepASI68FHMEwa

ICOYNZGVafM62QOG9FN0qVCKKgQkRr/Ffn1naRaDWXOABFIGpZHKtz+WCboJdOE0DiDXE10o

+czZl84NJA0xDVw8QFJkTdE9rVdvQWsI8KExRAqcYRUECcxuX0z8eqgGnNAPty3NdA4DMKlX

SGkM4AV0W3Np0BAGwTNQZ46fNWE3+tiMkI3+ScZwNLM2vv5Qykpb5apjFdeAj0ISS/xzfLUi

V1cZKpDkPMBOaVvZ2WfJslkXWC8K+B0N8H0bFhKTfDIW3GlsJNc4OPgTGluda/r3pbMha2y6

kSHhhCUWOWQiqquPVNIpiGrCejyUKBoex3d389h95lcT9MwHG5A5mLSi1WXeGzgAD4dUgTNf

A0kVYP0vWTfy8UwBe64BKJcMqTr2QFVq1cmmfJUIylhTZsKywpCUo+Obk0S8Nj0A5FlJNvAb

bXbCyvqjoy85lFJaMJFPvBNgzWMrr+5nBnxYwWnAiUvlRvoD8Qhytvtq5taMJXAvu2X54sE8

TVO2WJ8MvCCsGU1loNwkXsciAfpaVV6vce8EhQmLrZEYEyu/LdN2tWyntzyRgk6mIEZAokjn

BtxTZUmrR4+Mc4Q2CQIGwqK/JNLgvPs10q16OquW/eI+QJ7MmKXAE7lMNmrVrqp7KyBBHSGP

OHWsc9FAMBAZA1bPDqrfLOHGKML3DZuS8DCUONFgSlPwsbFJGD44A6wh58s85wKwE5NWXNY4

wPmCHjOYMeyhhAEjYd4LacutIRi0EiBkHiCSUzzyBtUElwVs8ddgE2g41PGCZfb6tqZkAZq8

2isJGvakIS6gIDYF2S3W0MbU6suu0IX/a4UccaDyTT3FelAA

--------------FA52ED155D6101959FD5D530--

1.693 Re: AFS vs. FFS (increasingly offtopic) :o)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sat, 02 Jan 1999 22:20:31 +0000

Subject: Re: AFS vs. FFS (increasingly offtopic) :o)

Encoding: quoted-printable

Hi Anton Reinauer :)

On 26-Dec-98, Anton Reinauer wrote:

> On 26-Dec-98, Mikkel L=F8kke wrote:

This bit was me.

>>> Its also a fact that FFS is not very stable at all.

>> Ehm, say that again ? Well, maybe not the early versions, but the

> early

>> versions of PFS where downright dangerous. I have yet to

experience

> (in

>> 7 years and counting) a serious flaw in FFS, it took me 4 months

>> find several in AFS. You be the judge.
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> =

> Yep, have to agree with you- I have been using FFS for around the

> same amount of time- and can’t recall any problems with it- the

only

> thing that screws it up, is crashing while writing to the drive-

> which can be fixed by running SafeDisk on Aminet!

I think you probably mean DiskSafe and that doesn’t protect from

crashes but from other OS legal actions which can cause disk

problems.

The fact is that FFS can potentially wipe out an entire hard disk if

the power should fail during writing to the disk or if it should

crash during writing. That in my books is unstable.

> As an aside: Try running WB3.1 on a 68000, once you sort out

buggy

> programs and clashes- it random crashes about once every couple of

> months- unbelievably stable!

Yes and if I never switch on the computer it never crashes at all!

Come on. I want to use my computer. Buggy programs shouldn’t bring

down the entire computer or the filesystem.

Have fun

-- =

Eoghann Irving ICQ:14497218 mailto:eoghann@thenet.co.uk

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.thenet.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!=

1.694 Re: AFS vs. FFS (increasingly offtopic) :o)

From: Anton Reinauer <anton@ww.co.nz>

Date: Sun, 03 Jan 1999 14:16:15 +1300

Subject: Re: AFS vs. FFS (increasingly offtopic) :o)

On 03-Jan-99, Eoghann Irving wrote:

>> Yep, have to agree with you- I have been using FFS for around the

>> same amount of time- and can’t recall any problems with it- the

> only

>> thing that screws it up, is crashing while writing to the drive-

>> which can be fixed by running SafeDisk on Aminet!

>

> I think you probably mean DiskSafe and that doesn’t protect from
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> crashes but from other OS legal actions which can cause disk

> problems.

Yeah that’s the one. It prevents the Disk from being unvalidated, and

loss of data on a crash etc.

>

> The fact is that FFS can potentially wipe out an entire hard disk if

> the power should fail during writing to the disk or if it should

> crash during writing. That in my books is unstable.

>

Yeah, but is that due to the FFS or the disk being physically damaged

by the heads. I do agree that FFS could do with major improvements- the

problem with the OS not having been updated for many years!

>> As an aside: Try running WB3.1 on a 68000, once you sort out

> buggy

>> programs and clashes- it random crashes about once every couple of

>> months- unbelievably stable!

>

> Yes and if I never switch on the computer it never crashes at all!

>

> Come on. I want to use my computer. Buggy programs shouldn’t bring

> down the entire computer or the filesystem.

Yes, I completely agree- go tell all these programmers to stop being

naughty!

--

Anton Reinauer <anton@ww.co.nz>

1.695 Re: AFS vs. FFS (increasingly offtopic) :o)

From: Eoghann Irving <eoghann-irving@usa.net>

Date: Sun, 03 Jan 1999 14:40:20 +0000

Subject: Re: AFS vs. FFS (increasingly offtopic) :o)

Hi Anton Reinauer :)

On 03-Jan-99, Anton Reinauer wrote:

> On 03-Jan-99, Eoghann Irving wrote:

>> I think you probably mean DiskSafe and that doesn’t protect from

>> crashes but from other OS legal actions which can cause disk

>> problems.

> Yeah that’s the one. It prevents the Disk from being unvalidated,

> and loss of data on a crash etc.
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Well not entirely. What it can do (which is very useful) is ensure

that nothing is being written when the system does a reboot. A

*really* bad crash might not acknowledge DiskSafe so it wouldn’t

protect from those. Nor can it protect against power failure.

I ran DiskSafe for some time but found that IBrowse crashes (IBrowse

is easily the most unstable thing on my machine) often still required

re-validation of the partition. There’s no doubt that it did cut

down on such things though.

>> The fact is that FFS can potentially wipe out an entire hard disk

>> if the power should fail during writing to the disk or if it

should

>> crash during writing. That in my books is unstable.

> Yeah, but is that due to the FFS or the disk being physically

> damaged by the heads. I do agree that FFS could do with major

> improvements- the problem with the OS not having been updated for

> many years!

Indeed. These things are avoidable now. PFS2 does this. It does lack

a good disk repair program, but then the ones for FFS are seperate

commercial applications too.

>> Come on. I want to use my computer. Buggy programs shouldn’t

bring

>> down the entire computer or the filesystem.

> Yes, I completely agree- go tell all these programmers to stop

> being naughty!

Well its not just the programmers. Sometimes its simply a memory thing

(thats what causes IBrowse crashes on my system mainly).

Also (and getting somewhat on topic again) Blitz programming can cause

a lot of crashes I find. Which is another good reason to have a

stable file system. :)

Have fun

--

Eoghann Irving ICQ:14497218 mailto:eoghann@thenet.co.uk

SOLAR FLARE - Fantasy & SF Mailing List - Solar News

http://www.thenet.co.uk/~eoghann/index.html

Join the webring, win free banner advertising!
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1.696 Address of a pointer??

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 20 Jan 99 13:26:10 +1000

Subject: Address of a pointer??

Encoding: 7bit

I’m trying to create a set of functions to replace the ACID linked

list commands and not have to predetermine the number of entries in

the list..

So far I’ve proven to myself that it can be done, but have hit one

small snag.

I’ve created NewTypes for .list-control and .list-header and what I

then do is:

1. define the newType for the list elements (E.g. .Thing)

2. Create a list header:

*Things.list_header = Def_List{SizeOf .Thing}

3. Now you can do things like:

*Thing.Thing = Add_Item{*Things} or

*Thing = Next_Item{*Things}

However, You can’t do:

While Next_Item{*Things}

because the function returns a pointer to the current item which is

swallowed up by the While statement.

So... I want to change the functions to return a True/False value

and somehow set the current item pointer from inside the function.

I’m quite happy to change the parameters passed to the functions, but

even so, I’m not sure how to do that.

Is it possible to get the address of a pointer (&*Thing)? If so, I

could simply pass a current item address pointer to the Def_List

function and store it in the List_Header block. Otherwise I’m

stumped. Any ideas anyone??

Thanks

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater
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1.697 Re: Address of a pointer??

20 Jan 99 09:29:47 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Wed, 20 Jan 1999 09:29:37 -0000

encoding: Quoted-printable

Subject: Re: Address of a pointer??

On 20 Jan 99, at 13:26, Tony Rolfe wrote:

> I’m trying to create a set of functions to replace the ACID linked

> list commands and not have to predetermine the number of entries in

> the list..

I was going to do that a couple of months ago, but ended up couldn’t be a=

*sed.

> So far I’ve proven to myself that it can be done, but have hit one

> small snag.

>

> I’ve created NewTypes for .list-control and .list-header and what I th=

en

> do is:

>

> 1. define the newType for the list elements (E.g. .Thing)

>

> 2. Create a list header:

> *Things.list_header =3D Def_List{SizeOf .Thing}

>

> 3. Now you can do things like:

> *Thing.Thing =3D Add_Item{*Things} or

> *Thing =3D Next_Item{*Things}

>

> However, You can’t do:

> While Next_Item{*Things}

>

> because the function returns a pointer to the current item which is

> swallowed up by the While statement.

>

> So... I want to change the functions to return a True/False value

> and somehow set the current item pointer from inside the function.

> I’m quite happy to change the parameters passed to the functions, but ev=
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en

> so, I’m not sure how to do that.

OK, I’d recommend not return simply a true or false response. This is the =

major

pain in the arse about the Blitz lists, and was why I was going to code so=

me

functions for it. By all means track the current item pointer - can’t you =

just

have the current item pointer in the list-header or list control structure=

s -

but you should still return the pointer value.

> Is it possible to get the address of a pointer (&*Thing)? If so, I

> could simply pass a current item address pointer to the Def_List

> function and store it in the List_Header block. Otherwise I’m

> stumped. Any ideas anyone??

Yes the address of a pointer is &*Thing.

Also you may want to consider allowing the user to specify a maximum numb=

er of

items, i.e. when they create the list another parameter could be used to

specify the max number of items, or -1 for unlimited.

Another thing is that you should use lists in the same way as the OS (Bli=

tz

does this as well, but hides it totally), because then you will be able to=

use

your lists with the OS. And it will mean that you are creating something t=

hat

people are familiar with.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn

1.698 Accessing main Amiga libraries.

From: Chris McGonagle <chris@kickstart.free-online.co.uk>

Date: Mon, 04 Jan 1999 15:19:12 +0000

Organization: Emerald

Subject: Accessing main Amiga libraries.

Hi Guys,

I was wondering do any of you kind people know how to access functions from
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libraries stored in the LIBS: drawer, mpega.library perchance? What about

a Blitz library for Mpegs and even THX?

--

---------------------------------------------------------

Chris McGonagle (Emerald Amiga Users - Author of CoolMod)

Get it on: http://dez.over-the-edge.com/coolmod

---------------------------------------------------------

What happens to the hole when the cheese is gone?

-- Bertolt Brecht

1.699 Re: Accessing main Amiga libraries.

(Eudora Internet Mail Server 2.2); Sat, 5 Dec 1998 16:32:41 +0100

Date: Mon, 04 Jan 1999 16:35:03 +0100

From: Manfred Linzner <manfred.linzner@munich.netsurf.de>

X-Accept-Language: en

Subject: Re: Accessing main Amiga libraries.

Encoding: 8bit

Toby Zuijdveld wrote:

>

> On 04-Jan-99, Chris McGonagle set out across the seas with this message:

>

> ->I was wondering do any of you kind people know how to access

> ->libraries stored in the LIBS: drawer, mpega.library perchance? What

> ->a Blitz library for Mpegs and even THX?

>

> Huh? THX gave Blitz support in the main archive =]

It´s AHX nowadays =)

--

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*

Manfred Linzner aka Pink/abYSs

AMIGA,PC,BB2,C++,68xASM.PT,FT2,THX,Himex

Email: manfred.linzner@munich.netsurf.de

http://homepages.munich.netsurf.de/Manfred.Linzner/

responsible for: HiMeX,tHX,PreTracker,R.o.t.R 1+2,..

+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*+*
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1.700 Re: Accessing main Amiga libraries.

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Tue, 05 Jan 1999 02:01:53 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Accessing main Amiga libraries.

Encoding: quoted-printable

On 04-Jan-99, Chris McGonagle set out across the seas with this message:

->I was wondering do any of you kind people know how to access

->libraries stored in the LIBS: drawer, mpega.library perchance? What

->a Blitz library for Mpegs and even THX?

Huh? THX gave Blitz support in the main archive =3D]

-- =

***************

*** CAT TAG *** A Dirty Mind is a Terrible Thing to Waste

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 02=B701=B799 ]

!___/ \/DTN.\/

1.701 Re: Accessing main Amiga libraries.

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Tue, 05 Jan 1999 02:12:19 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: Accessing main Amiga libraries.

Encoding: quoted-printable

On 04-Jan-99, Manfred Linzner set out across the seas with this message:

->> ->I was wondering do any of you kind people know how to access

->> ->libraries stored in the LIBS: drawer, mpega.library perchance?

->> ->a Blitz library for Mpegs and even THX?

->> =

->> Huh? THX gave Blitz support in the main archive =3D]
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->It=B4s AHX nowadays =3D)

It is? Where do I find a copy, then?

-- =

***************

*** CAT TAG *** Where do honey bees go potty? At a BP station!!!

***************

_ _ _ __ _ _ /\_ _

_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 02=B701=B799 ]

!___/ \/DTN.\/

1.702 Accessing external progs and libs!

From: Chris McGonagle <chris@kickstart.free-online.co.uk>

Date: Tue, 12 Jan 1999 13:40:00 +0000

Organization: Emerald

Subject: Accessing external progs and libs!

Yes there!

I know I asked this question before but I couldn’t get subscribed to the

list so I didn’t see your answers, so:

Is there any way of accessing functions of external libraries in the LIBS:

dir, without resorting to asm. Also, I have having a bit of bother

regarding running external programs through Blitz, I can run them, but

getting them to halt when I want is another. Any help?

See yah soon!

--

Chris McGonagle (Emerald Amiga Users - Author of CoolMod)

Get CoolMod on: http://dez.over-the-edge.com/coolmod

I like pigs. Dogs look up to us. Cats look down on us. Pigs treat

us as equals.

-- Winston Churchill
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1.703 Re: Accessing external progs and libs!

12 Jan 99 16:35:36 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Tue, 12 Jan 1999 16:35:23 -0000

encoding: Quoted-printable

Subject: Re: Accessing external progs and libs!

On 12 Jan 99, at 13:40, Chris McGonagle wrote:

> Is there any way of accessing functions of external libraries in the LIB=

S:

> dir, without resorting to asm. Also, I have having a bit of bother

> regarding running external programs through Blitz, I can run them, but

> getting them to halt when I want is another. Any help?

If you have the .fd file for the library in question (all developers arch=

ives

for libraries will contain it, if not hassle the library author) then you =

can

use the NewFDConvert program to make blitz tokens for it. Then run the

makedeflibs program to re-create your deflibs including the tokens for the=

new

external library. Then read the autodocs for the library to get the comman=

d

names and to use them in blitz just stick and underscore ’_’ on the end of=

them.

As for running external progs, it depends on how they can be stopped. Som=

e

programs may have an AREXX interface which allows you to send messages say=

ing

’QUIT’, others may have a CLI option to force them to quit (i.e. myprog -q=

uit),

most programs will have a Ctrl-C check in their main loop, so you could se=

nd a

Break signal to their task (like pressing Ctrl-C when you do ’dir sys: all=

’).

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.704 A Couple of questions

From: "Tony Rolfe" <edgewater@shoalhaven.net.au>

Organization: Edgewater Motel, Burrill Lake, NSW 2539 Australia

Date: 16 Jan 99 14:02:22 +1000

Subject: A Couple of questions

Encoding: 7bit

Hi all,

Two questions if I may?

1. Is there a more efficient way to set an array of longwords to zero

than by doing:

DIM Thing.l(100)

< some code which makes them non-zero >

For i = 0 to 99

Thing(i) = 0

Next

I’m hoping that there’s a "Move 400 zeros to &Thing(0)" type command,

preferably one which doesn’t involve looping around. It gets very

tedious single-stepping through the above code. (I’ve moved it to a

GoSub routine so I can step over it, but that just adds to the

inefficiency).

2. What does a string variable actually look like in memory? I think

it’s something like a longword length of the string, a longword

address of the string and then the string.

I don’t like the way BB2 handles string constants. If you have a lot

of (for example) NPrint "Error" commands, the string "Error" appears

in the code once for each occurrence. To get round that I’ve done

Error$ = "Error", but that puts a constant "Error" into the code, plus

run time code to build a variable and move the constant to it. What I

want to do is create a string constant (say following the End

statement, so it doesn’t get executed) which I think should be:

Error$ DC.l Length(String)

DC.l Address(String)

DC.b"Error"

but I don’t know the actual syntax. Could it be done through a

Macro? Then I could simply say !StrConst "Error".

Thanks in advance for your help.

Oh, yes, Thanks to David and Liz for the help with making arrays

dynamic. Moving critical files into arrays cut my run times down by
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50%.

Cheers

--

Tony Rolfe

Amiga 2000, 68030/25, 1+4Mb

www.shoalhaven.net.au/edgewater

1.705 Re: A Couple of questions

for blitz-list@netsoc.ucd.ie; Sat, 16 Jan 1999 12:44:50 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sat, 16 Jan 1999 12:37:10 -0000

encoding: Quoted-printable

Subject: Re: A Couple of questions

On 16 Jan 99, at 14:02, Tony broke out long enough to write:

> I’m hoping that there’s a "Move 400 zeros to &Thing(0)" type command,

> preferably one which doesn’t involve looping around. It gets very tedio=

us

> single-stepping through the above code. (I’ve moved it to a GoSub

> routine so I can step over it, but that just adds to the inefficiency).

I think thats the best way, unless you implement the routine in ASM, then=

you

could speed it up a bit just doing a bunch of MOVE.l #0,(a0)+ or something=

. If

you were really sneaky you could do a bunch of MOVEM’s.

But if your problem is only stepping throughh the code, just stick a Stop=

after the routine and run it.

> 2. What does a string variable actually look like in memory? I think

> it’s something like a longword length of the string, a longword address =

of

> the string and then the string.

Well at the address of the string variable you have a longword address of =

the

start of the string. I think the length is tracked as well, but I think it=

’s a

word, located at &a$-2. Then the string starts at wherever the longwords p=

oints

to.
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> is create a string constant (say following the End statement, so it

> doesn’t get executed) which I think should be: Error$ DC.l

> Length(String)

> DC.l Address(String)

> DC.b"Error"

You need to do:

ErrorStr:DC.b "ERROR!!!",0

If you have more strings, stick them in after it, once all strings are do=

ne,

put an Even after them to make sure the rest of the program is word aligne=

d.

The only problem with this is that blitz commands that ask for a string as=

a

parameter need a Blitz string type, so you need to do Peek$(?ErrorStr) whe=

n

using it. If you are using an OS command, you can get away with just ?Erro=

rStr.

> but I don’t know the actual syntax. Could it be done through a

> Macro? Then I could simply say !StrConst "Error".

I know this is different from what you’ve got, but I don’t know what you =

could

do with !StrConst "Error". You could use a macro, but that would do the sa=

me as

your original code. Macros are directly replaced into the code, so:

Macro StrConst "Error" End Macro

a$ =3D !StrConst

would be exactly the same as:

a$ =3D "Error"

Personnally, I think the DC.b way is the best.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.706 Re: A Couple of questions

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 16 Jan 1999 20:34:28 +0200
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Organization: A97

Subject: Re: A Couple of questions

Encoding: quoted-printable

On 16-Jan-99, Tony Rolfe wrote:

> Hi all,

> Two questions if I may?

> 1. Is there a more efficient way to set an array of longwords to zero

> than by doing:

> DIM Thing.l(100) =

> =

> < some code which makes them non-zero >

> For i =3D 0 to 99

> Thing(i) =3D 0

> Next

> I’m hoping that there’s a "Move 400 zeros to &Thing(0)" type command, =

> preferably one which doesn’t involve looping around. It gets very

> tedious single-stepping through the above code. (I’ve moved it to a

> GoSub routine so I can step over it, but that just adds to the

> inefficiency).

You could just Dim them again.

> 2. What does a string variable actually look like in memory? I think

> it’s something like a longword length of the string, a longword

> address of the string and then the string.

Erm I think it’s just a normal NULL terminated string. With the variable =

actually being a pointer to the address used. Anyway in a NEWTYPE structu=

re, a sting variable only uses a longword, indicating that it doesn’t nee=

d to know anymore.

> I don’t like the way BB2 handles string constants. If you have a lot

> of (for example) NPrint "Error" commands, the string "Error" appears

> in the code once for each occurrence. To get round that I’ve done

> Error$ =3D "Error", but that puts a constant "Error" into the code, plu=

s

> run time code to build a variable and move the constant to it. What I

> want to do is create a string constant (say following the End

> statement, so it doesn’t get executed) which I think should be:

> Error$ DC.l Length(String)

> DC.l Address(String)

> DC.b"Error"

> but I don’t know the actual syntax. Could it be done through a
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> Macro? Then I could simply say !StrConst "Error". =

Erm I think David Mcminn was closer :o) You could of course make you own =

string handling routines, or maybe use the ones in the New command set. M=

aybe it was time Frederic included things like Constant strings, and unsi=

gned byte, word and longword variable types. It’s long overdue.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.707 Re: A Couple of questions

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sat, 16 Jan 1999 20:38:36 +0200

Organization: A97

Subject: Re: A Couple of questions

Encoding: quoted-printable

On 16-Jan-99, David McMinn wrote:

[-cut-cut-cut-]

>> is create a string constant (say following the End statement, so it

>> doesn’t get executed) which I think should be: Error$ DC.l =
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>> Length(String)

>> DC.l Address(String)

>> DC.b"Error"

> You need to do:

> ErrorStr:DC.b "ERROR!!!",0

> If you have more strings, stick them in after it, once all strings are =

done, =

> put an Even after them to make sure the rest of the program is word ali=

gned. =

> The only problem with this is that blitz commands that ask for a string=

as a =

> parameter need a Blitz string type, so you need to do Peek$(?ErrorStr) =

when =

> using it. If you are using an OS command, you can get away with just ?E=

rrorStr.

Actually he should prbably put them at the end of his code, so that the p=

rogram doesn’t accidently run into them (Trying to execute DATA produces =

some very spectacular crashes.). Or maybe add an RTS before he starts def=

ining them, just to make sure :o)

> Personnally, I think the DC.b way is the best.

Personally, I agree :o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.708 Re: <sweary-word snipped> READ ME!

([62.136.67.137] helo=194.152.64.35 ident=kewl)

by mail3.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 101vSI-0001JI-00

for blitz-list@netsoc.ucd.ie; Sun, 17 Jan 1999 16:53:43 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 17 Jan 1999 16:17:01 +0100

Importance: High

Organization: Satanic Dreams Software.

Subject: Re: <sweary-word snipped> READ ME!

Encoding: binary

Hello David

Hiya, David... ,on 17-Jan-99 you wrote me about Re: <sweary-word snipped>! :)

DM>> What is the point in posting stuff like this to this list? It appears

DM>> we may now have two contenders for the title of ’Champion Asshole’ -

DM>> ridingwood@sheffield.ac.uk and s???????@rothervalley.ac.uk

DM>>

DM>> If you don’t have anything useful to add, please leave - it wastes your

DM>> time as much as ours.

Why bother replying to this sort of stuff, why give them the satisfaction

of knowing they get on your nerves?

Personally, I think everybody should just ignore these small outbursts.

Ummm???

Your making it worse! (although that was quite funny :) )

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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1.709 Re: <sweary-word snipped>

for blitz-list@netsoc.ucd.ie; Sun, 17 Jan 1999 14:51:10 +0000

From: "David McMinn" <dmcminn@house-of-mojo.freeserve.co.uk>

Organization: International House of Mojo

Date: Sun, 17 Jan 1999 14:43:27 -0000

encoding: Quoted-printable

Subject: Re: <sweary-word snipped>

What is the point in posting stuff like this to this list? It appears we =

may

now have two contenders for the title of ’Champion Asshole’ -

ridingwood@sheffield.ac.uk and s???????@rothervalley.ac.uk

If you don’t have anything useful to add, please leave - it wastes your t=

ime

as much as ours.

[) /\ \/ ][ [) |\/| =A9 |\/| ][ |\| |\|

dmcminn@house-of-mojo.freeserve.co.uk

http://members.xoom.com/David_McMinn

1.710 Re: <sweary-word snipped>

From: Toby Zuijdveld <hotcakes@abacus.net.au>

Blitz List <blitz-list@netsoc.ucd.ie>

Date: Mon, 18 Jan 1999 01:31:43 +0500

Organization: =?iso-8859-1?Q?Res=A1stance?=

Subject: Re: <sweary-word snipped>

Encoding: quoted-printable

On 17-Jan-99, David McMinn set out across the seas with this message:

-> What is the point in posting stuff like this to this list? It

->now have two contenders for the title of ’Champion Asshole’ -

->ridingwood@sheffield.ac.uk and s???????@rothervalley.ac.uk

No! Don’t be fooled! ridingwood@sheffield.ac.uk was the -alias- for the=

person who wrote the message (who was actually something like

d.p.smith@sheffield.ac.uk, i forget, i scrubbed the message:)

-- =

***************

*** CAT TAG *** Age is a high price to pay for maturity.

***************

_ _ _ __ _ _ /\_ _
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_________\/_________/\___ -- Toby Zuijdveld --

\____ =AC\/. ______ __/

| ) _/\____ \/ \ -EMail : mailto:hotcakes@abacus.net.au-

|! | =AC\ \ \ \ - HTTP : http://abacus.net.au/hotcakes

|___| //_____ //___ // [ Last updated : 14=B701=B799 ]

!___/ \/DTN.\/

1.711 3D Doom Game Maker

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 00:28:06 +0000

From: Stuart Walker <stuart@digital-images.demon.co.uk>

Date: Sun, 24 Jan 1999 00:27:44 +0000

Subject: 3D Doom Game Maker

Hello,

Weren’t Vulcan going to release the source code for their Doom game creator?

Has it been released yet. If so, where can I find it? Has the game creator

itself been released yet?

Best Regards

Stuart Walker

Digital Images

1.712 Re: 3D Doom Game Maker

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 08:59:30 +0200

Organization: A97

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

On 24-Jan-99, Stuart Walker wrote:

> Hello,

> Weren’t Vulcan going to release the source code for their Doom game cre=

ator?

> Has it been released yet. If so, where can I find it? Has the game crea=

tor

> itself been released yet?

Erm, was it not a joke ?!? Anyway, Vulcan themselves have not the brains =

to code something like that, and if it isn’t allready released, it won’t =
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be. Vulcan have taken the first step towards financial ruin, abandoning t=

he AMiGA market.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.713 Re: 3D Doom Game Maker

From: Anton Reinauer <anton@ww.co.nz>

Date: Tue, 26 Jan 1999 12:27:21 +1200

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

On 24-Jan-99, Mikkel L=F8kke wrote:

=

>Erm, was it not a joke ?!? Anyway, Vulcan themselves have not the brains=

>code something like that, and if it isn’t allready released, it won’t be=

=2E

>Vulcan have taken the first step towards financial ruin, abandoning the =

AMiGA

>market.

They already were facing financial ruin in the Amiga market!

=

Anton Reinauer <anton@ww.co.nz>

=
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1.714 Re: 3D Doom Game Maker

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Tue, 26 Jan 1999 11:50:43 +0200

Organization: A97

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

Hello Anton.

On 26-Jan-99, Anton Reinauer wrote:

>> Erm, was it not a joke ?!? Anyway, Vulcan themselves have not the brai=

ns to

>> code something like that, and if it isn’t allready released, it won’t =

be.

>> Vulcan have taken the first step towards financial ruin, abandoning th=

e AMiGA

>> market.

> They already were facing financial ruin in the Amiga market!

Right, and competeing against Microsoft and id software is certainly goin=

g to be a succesfull venture. And the only reason they "where facing fina=

ncial ruin in the AMiGA market" was because they bit of more than they co=

uld chew.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.715 Re: 3D Doom Game Maker

From: Anton Reinauer <anton@ww.co.nz>

Date: Wed, 27 Jan 1999 14:44:04 +1200

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

On 26-Jan-99, Mikkel L=F8kke wrote:

=

>>> Erm, was it not a joke ?!? Anyway, Vulcan themselves have not the bra=

ins

>>> code something like that, and if it isn’t allready released, it won’t=

be.

>>> Vulcan have taken the first step towards financial ruin, abandoning t=

he

>AMiGA

>>> market.

>> They already were facing financial ruin in the Amiga market!

>Right, and competeing against Microsoft and id software is certainly goi=

ng to

>be a succesfull venture. And the only reason they "where facing financia=

l

ruin

>in the AMiGA market" was because they bit of more than they could chew.

=

Possibly, but the Amiga market in the last couple of years has looked

/very/ very bad, I don’t blame them in the slightest- at least they’ll st=

ill

publish Amiga games other people have done. =

The Amiga market seems to be coming around with new games being announc=

ed,

what with the kernel being chosen, and the PPC may end up being the OS5 C=

PU,

and OS3.5 seeming to be a solid reality :) =

-- =

Anton Reinauer <anton@ww.co.nz>

=
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1.716 Re: 3D Doom Game Maker

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 07:54:28 +0200

Organization: A97

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

Hello Anton.

On 27-Jan-99, Anton Reinauer wrote:

> On 26-Jan-99, Mikkel L=F8kke wrote:

> =

>>>> Erm, was it not a joke ?!? Anyway, Vulcan themselves have not the br=

ains to

>>>> code something like that, and if it isn’t allready released, it won’=

t be.

>>>> Vulcan have taken the first step towards financial ruin, abandoning =

the

>>>> AMiGA market.

>>> They already were facing financial ruin in the Amiga market!

>> Right, and competeing against Microsoft and id software is certainly g=

oing to

>> be a succesfull venture. And the only reason they "where facing financ=

ial ruin

>> in the AMiGA market" was because they bit of more than they could chew=

=2E

> Possibly, but the Amiga market in the last couple of years has looked

> /very/ very bad, I don’t blame them in the slightest- at least they’ll =

still

> publish Amiga games other people have done. =

True, but the market is certainly not as bad as people should expect. I m=

ean it’s over *5* years since Commodore kicked the bucket, the market sho=

uldn’t even exsist.

> The Amiga market seems to be coming around with new games being announ=

ced,

> what with the kernel being chosen, and the PPC may end up being the OS5=

CPU,

> and OS3.5 seeming to be a solid reality :) =
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It certainly would be nice, in a way. I’m still hoping for MIPS instead o=

f Power PC.

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.717 Re: 3D Doom Game Maker

V5.0) with ESMTP; Wed, 27 Jan 1999 09:08:04 +0200

(8.8.7/8.8.7) with ESMTP id JAA01105 for <blitz-list@netsoc.ucd.ie>;

Wed, 27 Jan 1999 09:32:38 +0100

Date: Wed, 27 Jan 1999 09:16:45 +0100

From: "Keresztes Tamás" <tom@tombox.buvi.matav.hu>

Subject: Re: 3D Doom Game Maker

Encoding: 8bit

>

> On 27-Jan-99, Anton Reinauer wrote:

> > On 26-Jan-99, Mikkel Løkke wrote:

> > The Amiga market seems to be coming around with new games being announced,

> > what with the kernel being chosen, and the PPC may end up being the OS5 CPU,

> > and OS3.5 seeming to be a solid reality :)

>
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> It certainly would be nice, in a way. I’m still hoping for MIPS instead of Power PC.

>

And the AmigaOS homepage states that one of their most important aim is to be Win32 compatible.It can easily become an x86
based OS - dont forget : they chosen an x86

based kernel (QNX), not a ppc/mips/alpha based one .

1.718 Re: 3D Doom Game Maker

From: "Anders Hasselqvist" <hassel@acc.umu.se>

Subject: Re: 3D Doom Game Maker

Date: Wed, 27 Jan 1999 12:54:51 +0100

charset="iso-8859-1"

Encoding: quoted-printable

On 27-Jan-99, Keresztes Tam=E1s wrote:

>>

>>

>

>And the AmigaOS homepage states that one of their most important aim is =

to be Win32 compatible.It can

>easily become an x86 based OS - dont forget : they chosen an x86

>based kernel (QNX), not a ppc/mips/alpha based one .

>

I hope you don’t mean www.amigaos.com because that page has nothing to =

do with

Amiga Inc. I haven’t seen anything regarding win32 on www.amiga.com.

Regarding QNX. The Neutrino kernel exist for x86/ppc/mips. Just look at =

www.qnx.com.

Bye,

Anders Hasselqvist

hassel@acc.umu.se

1.719 Re: 3D Doom Game Maker

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Wed, 27 Jan 1999 16:09:52 +0200

Organization: A97

Subject: Re: 3D Doom Game Maker



Yam_Blitz List 738 / 752

Encoding: quoted-printable

Hello Keresztes.

On 27-Jan-99, Keresztes Tam=E1s wrote:

>>> The Amiga market seems to be coming around with new games being anno=

unced,

>>> what with the kernel being chosen, and the PPC may end up being the O=

S5 CPU,

>>> and OS3.5 seeming to be a solid reality :)

>> It certainly would be nice, in a way. I’m still hoping for MIPS instea=

d of Power PC.

> And the AmigaOS homepage states that one of their most important aim is=

to be Win32 compatible.It can easily

> become an x86 based OS - dont forget : they chosen an x86 based kernel =

(QNX), not a ppc/mips/alpha based

> one .

Oh, first of all, allmost everyone else has allready commented on the QNX=

=3D80x86 thingy, here’s my two cents. QNX was developed for CRAY Workstat=

ions and other really-totally-super-high-end-killer-computer-workstations=

=2E It was recompiled for Intel 80x86 compatibles, for much the same reas=

on that CP/M was. To get a bite of one of the worlds biggest markets, for=

like it or not, the Intel 80x86 compatible processors have surpased the =

Z80 as the most manufactured processor ever. (Mostly due to the fact that=

the Z80 is only one processor, while 80x86 is an entire family, but that=

’s besides the point).

And as goes for the "most important aim" to be Win32 compatible is totall=

y impossible. QNX is based on Unix and Windows (insert favorite year here=

) is based on CP/M. If it was to have any Win32 compatibility it would be=

through "Soft Windows" type Emulators. Anyway, trying to make the AMiGA =

IBM compatible was what killed Commodore in the first place, and if you h=

ave a MIPS processor, you can allways use Windows CE.

I think there is no chance that the next generation AMiGA’s will have any=

thing to do with Wiintel’s, since the people at AMiGA seem to have gotten=

the idea that they want to create something that eats the rest. Somethin=

g like a Nintendo64 or a DreamCast. Something the sie of a discman or lap=

top, with the power of a Cray, which is also quite affordable. Offcourse =

I know nothing of this, and it’s only rumours, but I hear the Next Genera=

tion AMiGA’s are going to have the SGI Reality chipset in them.

Regards

-- =
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+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=

1.720 Re: 3D Doom Game Maker

V5.0) with ESMTP; Wed, 27 Jan 1999 16:56:59 +0200

(8.8.7/8.8.7) with ESMTP id RAA01405; Wed, 27 Jan 1999 17:21:37 +0100

Date: Wed, 27 Jan 1999 17:05:43 +0100

From: "Keresztes Tamás" <tom@tombox.buvi.matav.hu>

Subject: Re: 3D Doom Game Maker

Encoding: 7bit

>

> I hope you don’t mean www.amigaos.com because that page has nothing to do with

> Amiga Inc. I haven’t seen anything regarding win32 on www.amiga.com.

> Regarding QNX. The Neutrino kernel exist for x86/ppc/mips. Just look at www.qnx.com.

>

OOps.... I assumed that the www.AmigaOS.com belongs to AI. If not ... Sorry.

1.721 Re: 3D Doom Game Maker

(Netscape Messaging Server 3.6) with ESMTP id AAA1971

for <blitz-list@netsoc.ucd.ie>; Wed, 27 Jan 1999 11:10:04 -0600

(Netscape Messaging Server 3.6) with ESMTP id AAA82E;
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Wed, 27 Jan 1999 11:10:03 -0600

Date: Wed, 27 Jan 1999 11:10:03 -0600

From: "Robert R Mason" <rrmason@hti.com>

Organization: Raytheon Training Systems

Subject: Re: 3D Doom Game Maker

This is a multi-part message in MIME format.

--------------B828FF250EE47637BF958B89

Encoding: 8bit

Mikkel Løkke wrote:

> Hello Keresztes.

>

> On 27-Jan-99, Keresztes Tamás wrote:

>

>

> Oh, first of all, allmost everyone else has allready commented on the QNX=80x86 thingy, here’s my two cents. QNX was
developed for CRAY Workstations and other really-totally-super-high-end-killer-computer-workstations. It was recompiled for
Intel 80x86 compatibles, for much the same reason that CP/M was. To get a bite of one of the worlds biggest markets, for like
it or not, the Intel 80x86 compatible processors have surpased the Z80 as the most manufactured processor ever. (Mostly due to
the fact that the Z80 is only one processor, while 80x86 is an entire family, but that’s besides the point).

>

I still have a CP/M machine! (Heathkit H-89A, dual Z-80A’s (4Mhz!), 64K ram, 20Meg HD, HD 5 1/4", 256K RAM Disk/PrintSpool-
er/Graphics).

> And as goes for the "most important aim" to be Win32 compatible is totally impossible. QNX is based on Unix and Windows
(insert favorite year here) is based on CP/M. If it was to have any Win32 compatibility it would be through "Soft Windows" type
Emulators. Anyway, trying to make the AMiGA IBM compatible was what killed Commodore in the first place, and if you have
a MIPS processor, you can allways use Windows CE.

>

> I think there is no chance that the next generation AMiGA’s will have anything to do with Wiintel’s, since the people at AMiGA
seem to have gotten the idea that they want to create something that eats the rest. Something like a Nintendo64 or a DreamCast.
Something the sie of a discman or laptop, with the power of a Cray, which is also quite affordable. Offcourse I know nothing of
this, and it’s only rumours, but I hear the Next Generation AMiGA’s are going to have the SGI Reality chipset in them.

>

> Regards

> | M i k k e l L ø k k e | __

15 Jan I attended the rollout of the new SGI Visual Workstations. Running NT with dual/quad Pent II’s, and SGI Cobalt graphics
chip set.

OH MY GOD!!

And for fun (work), I maintain/operate Onyx and Onyx2 machines in flight simulators.

Can’t wait for an Amiga with SGI graphics!!!!!

Just my two cents,

Bob Mason

--------------B828FF250EE47637BF958B89
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Encoding: 7bit

Content-Description: Card for Mason, Robert

Content-Disposition: attachment; filename="vcard.vcf"

begin: vcard

fn: Robert Mason

n: Mason;Robert

org: Raytheon Training Systems, Inc

adr: 621 Six Flags Dr.;;P.O. Box 6171 M/S 402;Arlington;Tx;76005-6171;USA

email;internet: rrmason@west.raytheon.com

title: Test Engineering Technician

tel;work: (817) 619-4093

tel;fax: (817) 619-4028

note: Pager # 817-513-0558

x-mozilla-cpt: ;0

x-mozilla-html: TRUE

version: 2.1

end: vcard

--------------B828FF250EE47637BF958B89--

1.722 Re: 3D Doom Game Maker

From: Donovan Reeve <bubby.lnk@ispi.net>

Date: Sat, 30 Jan 1999 18:49:28 +0500

Subject: Re: 3D Doom Game Maker

Encoding: quoted-printable

On 27-Jan-99, Mikkel L=F8kke flashed:

>And as goes for the "most important aim" to be Win32 compatible is total=

ly

>impossible. QNX is based on Unix and Windows (insert favorite year here)=

is

>based on CP/M. If it was to have any Win32 compatibility it would be thr=

ough

>"Soft Windows" type Emulators. Anyway, trying to make the AMiGA IBM

compatible

>was what killed Commodore in the first place, and if you have a MIPS

>processor, you can allways use Windows CE.

Precisely.

>I think there is no chance that the next generation AMiGA’s will have

anything
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>to do with Wiintel’s, since the people at AMiGA seem to have gotten the =

idea

>that they want to create something that eats the rest. Something like a

>Nintendo64 or a DreamCast. Something the sie of a discman or laptop, wit=

h the

>power of a Cray, which is also quite affordable. Offcourse I know nothin=

g of

>this, and it’s only rumours, but I hear the Next Generation AMiGA’s are =

going

>to have the SGI Reality chipset in them.

Again, precisely. That is indeed the goal. (I don’t know that the SGI =

chips

are going to be the mode, but super graphis power is definately in the pl=

ans).

cach y’all later,

Donovan Reeve (bubby.lnk@ispi.net)

1.723 24bit screenmodes

via sendmail with P:esmtp/R:inet_hosts/T:smtp

(sender: <Andreas.Falkenhahn@gmx.de>)

id <m0zxfqS-002pXOC@rhoen.regio.net>

for <blitz-list@netsoc.ucd.ie>; Wed, 6 Jan 1999 00:25:04 +0100 (MET)

(Smail-3.2.0.100 1997-Dec-8 #1 built 1997-Dec-13)

From: Andreas Falkenhahn <Andreas.Falkenhahn@gmx.de>

Date: Tue, 05 Jan 1999 23:18:12 +0100

Organization: Airsoft Softwair

Subject: 24bit screenmodes

Hi freaks!

Does anyone know how to output not messed up text to a bitmap on a 24bit

screen with the OS call Text()? My text is on screens higher than 8bit

always messed up when I use Text().....Help please!

--

A merry christmas and a happy new year wishes

Andreas

email: Andreas.Falkenhahn@gmx.de Software Failure of Airsoft

Softwair, Coder

WWW: http://www.airsoft.home.pages.de A1200/040T, 40mhz, 2.0GB HD, 18MB

Ram, 33.600 Modem

"Windows95 is bug free" Bill Gates in `95...."We fixed over 5000 bugs since

the release of Win95" Bill Gates in`98

"AMiGA iS BACK......BACK FOR THE FUTURE!", Pedro Tyschtschenko on the Theme

of Amiga CD
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1.724 2000AD Problems

From: Jamie Bentley <sniper@technet2000.com.au>

Date: Sun, 24 Jan 1999 10:32:59 +0500

Organization: Sniper Productions

Subject: 2000AD Problems

Okay, here’s a small list I quickly whipped up of what might happen in

certain areas when the PC’s spit the dummy.

No Electricity: No computers controlling distribution of power.

No Food: Computers control the distribution of the food to the major super

markets.

No Petrol: Same again.

No Internet: All the major servers around the world use PCs controlling the

lines.

Microsoft Going Bankrupt: This would be quite amusing.

Amigas Take over the Earth: Brilliant time to do so too :)

Shortage in advertising in magazines: All (most) magazines are made with

MACS, and macs will spit the dummy too :)

Rioting, Looting etc: This is expected.

You get my drift :)

JB

1.725 Re: 2000AD Problems

(envelope-from FlameDuck@usa.net)

(envelope-from FlameDuck@usa.net)

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Sun, 24 Jan 1999 09:31:02 +0200

Organization: A97

Subject: Re: 2000AD Problems

Encoding: quoted-printable

Hello Jamie.

On 24-Jan-99, Jamie Bentley wrote:

> Okay, here’s a small list I quickly whipped up of what might happen in

> certain areas when the PC’s spit the dummy.

> No Electricity: No computers controlling distribution of power.

No, this is paranoia. All computers controlling powerplants etc. have all=

ready been updated.

> No Food: Computers control the distribution of the food to the major su=
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per

> markets.

Nah, most computers that do these things use custom programs that will be=

fixed (if they aren’t allready).

> No Petrol: Same again.

Right. Same again.

> No Internet: All the major servers around the world use PCs controlling=

the

> lines.

Yes, but they use Unix (Or a derevative). So it’s not a real problem for =

them.

> Microsoft Going Bankrupt: This would be quite amusing.

Long over due. =

> Amigas Take over the Earth: Brilliant time to do so too :)

Erm, right.

> Shortage in advertising in magazines: All (most) magazines are made wit=

h

> MACS, and macs will spit the dummy too :)

No. Macs are going to suffer the least from the Year2000 "bug".

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.726 Re: 2000AD Problems

([62.136.19.7] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 104Mzz-00031j-00

for blitz-list@netsoc.ucd.ie; Sun, 24 Jan 1999 10:42:36 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Sun, 24 Jan 1999 10:37:27 +0100

Organization: Satanic Dreams Software.

Subject: Re: 2000AD Problems

Hello Jamie

Hiya, Jamie... ,on 24-Jan-99 you wrote me about 2000AD Problems! :)

JB>> Okay, here’s a small list I quickly whipped up of what might happen in

JB>> certain areas when the PC’s spit the dummy.

JB>>

JB>> No Electricity: No computers controlling distribution of power.

JB>> No Food: Computers control the distribution of the food to the major

JB>> super markets.

JB>> No Petrol: Same again.

Computers are already fixed for those sort of things.!!

JB>> No Internet: All the major servers around the world use PCs controlling

JB>> the lines.

I dont think sooo!

JB>> Microsoft Going Bankrupt: This would be quite amusing.

It would be nice, but feasable?

JB>> Amigas Take over the Earth: Brilliant time to do so too :)

Really,... Mummm,. that would be nice too,..

Possible?, I think not.

JB>> Shortage in advertising in magazines: All (most) magazines are made

JB>> with MACS, and macs will spit the dummy too :)

JB>>

JB>> Rioting, Looting etc: This is expected.

I reckon hardly anything will happen! Personally. The world will go on

as per usually in all the ways that matter!

JB>> You get my drift :)

Yeah!

JB>> JB

JB>>

JB>>
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Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>

1.727 Re: 2000AD Problems

From: Rick Hodger <rick.thehub@bigfoot.com>

Date: Sun, 24 Jan 1999 11:29:35 +0000

Organization: Pagan Software

Subject: Re: 2000AD Problems

I watched as Jamie Bentley hammered "2000AD Problems" out on their

keyboard...

> Okay, here’s a small list I quickly whipped up of what might happen in

> certain areas when the PC’s spit the dummy.

> No Electricity: No computers controlling distribution of power.

Computer’s controlling electricity run on a daily schedule, which doesn’t

change. The fact that the date is wrong shouldn’t bother them, as long as

the time is correct.

> No Food: Computers control the distribution of the food to the major

super

> markets.

Yup.

> No Petrol: Same again.

Except petrol doesn’t have an expiry date...the computer isn’t going to

suddenly say "Woah...this petrols a fortnight old! Better throw it

away..."

> No Internet: All the major servers around the world use PCs controlling

> the lines.
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Again, the PC’s that are being used aren’t date critical, no reason for them

to screw up. Anyway, most major ISP’s use UNIX boxes...

> Microsoft Going Bankrupt: This would be quite amusing.

Could be possible, Windows98 is apparently amazingly unstable after the year

2000, so hopefully loadsa companies will sue Microcyst :)

> Amigas Take over the Earth: Brilliant time to do so too :)

It’d be nice...

> Shortage in advertising in magazines: All (most) magazines are made with

> MACS, and macs will spit the dummy too :)

Erm, modern Macs won’t actually, I’ve tried it already on a friends and his

couldn’t care less what the date was...only thing that happened was he had

to reinstall his Adobe Pagemill demo again. (I forget which model it

was....one of the slower PowerPC ones anyway...)

> Rioting, Looting etc: This is expected.

Well, yeah.

--

<sb>Rick Hodger - Programmer for #Pagan Software#

<sb>

<sb>Visit us at http://www.thehub.u-net.com

<sb>EMail us at /pagan@thehub.u-net.com/

<sb>"Dafel: Bloodline" - The most acomplished RPG ever!

<sb>

<sb>ICQ:12861907 / IRCNet - #AmiGames - Rick

<sb>Team *AMIGA*

<sb>

<sb>Take everything in stride. Trample anyone who gets in your way.

1.728 Re: 2000AD Problems

From: "Evan Tuer" <et@enterprise.net>

Organization: !

Date: 24 Jan 99 20:37:05 +0000

Subject: Re: 2000AD Problems

Encoding: 7bit

> I watched as Jamie Bentley hammered "2000AD Problems" out on their

> keyboard...

>

> > Okay, here’s a small list I quickly whipped up of what might happen in

> > certain areas when the PC’s spit the dummy.
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>

> > No Electricity: No computers controlling distribution of power.

>

> Computer’s controlling electricity run on a daily schedule, which doesn’t

> change. The fact that the date is wrong shouldn’t bother them, as long as

> the time is correct.

>

If only it were that simple. The electricity pool is a very complex

thing, and it runs on a large number of different systems, although

mainly unix. Almost every piece of equipment they have though, now

contains some kind of automatic comms equipment, often based

on flakey old microprocessors from the ’70s. Sure, it might not

*need* to know the date, but you’ll find in a lot of embedded systems,

it’s just a standard computer board, which is likely to have a

clock/date chip on it (in case of power failures!). I’ve tried the

2000 test on one system that I’m involved with, and the clock chip

trashes the one wire bus it’s on when the date clicks over to 2000 -

which means the whole system doesn’t work, nothing you can do about

that sort of thing in software.

So you just can’t tell, until you try it..

> > No Food: Computers control the distribution of the food to the major

> super markets.

>

> Yup.

>

Agreed, but I doubt you’ll see any life or even convenience

threatening screw-ups.

> Again, the PC’s that are being used aren’t date critical, no reason for them

> to screw up. Anyway, most major ISP’s use UNIX boxes...

Which, unfortunately, can be even more date error prone than wintels

deal with it. And anyway the internet is bombproof.

> > Rioting, Looting etc: This is expected.

>

> Well, yeah.

Looking forward to that.
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1.729 Re: .q

From: Mikkel =?iso-8859-1?Q?L=F8kke?= <FlameDuck@usa.net>

Date: Thu, 28 Jan 1999 17:51:25 +0200

Organization: A97

Subject: Re: .q

Encoding: quoted-printable

X-Info: mailto:sf@xxl.ots.dk in case of problems!

On 28-Jan-99, Paul wrote:

> Does anyone know how a .q variable is stored?

No.

> Is it shifted left 16 places?

my guess is one word for the integer, and one for the fraction. Which I t=

hink is pretty much what you’re trying to say. ;o)

Regards

-- =

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

| M i k k e l L =F8 k k e | __

/\ + + |_)

/ -\ | alias | | \

+ ___________.__ +

|\/| | \_ _____/| | _____ _____ ____ | | |

| | + | __) | | \__ \ / \_/ __ \ + |_|

| | \ | |__/ __ \| Y Y \ ___/ |

o + \___ / |____(____ /__|_| /\___ > + |

| | \/ \/ \/ \/ | |_

__ + ________ __ + __

/__ | \______ \ __ __ ____ | | __ | |_

\_| + | | \| | \_/ ___\| |/ / + |_

| | ` \ | /\ \___| < | __

/\ + /_______ /____/ \___ >__|_ \ + /

/ -\ | \/ \/ \/ | /_

+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+-+

Visit : http://members.tripod.com/~FlameDuck=
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1.730 .q

for blitz-list@netsoc.ucd.ie; Thu, 28 Jan 1999 16:09:15 +0000

From: "Paul" <paulwest@stationone.demon.co.uk>

Organization: private

Date: 28 Jan 99 16:08:40 +0000

Subject: .q

Encoding: 7bit

Does anyone know how a .q variable is stored?

Is it shifted left 16 places?

--

Paul.

IRC: #amiga, Dalnet: #blitz

WWW: http://www.stationone.demon.co.uk

E-M: paul@stationone.demon.co.uk

1.731 Re: .q

28 Jan 99 17:00:40 0

From: "David Mcminn" <D.McMinn@eee.rgu.ac.uk>

Organization: The Robert Gordon University, E&EE

Date: Thu, 28 Jan 1999 17:00:21 -0000

encoding: Quoted-printable

Subject: Re: .q

> Does anyone know how a .q variable is stored?

>

> Is it shifted left 16 places?

Its a long word, the upper word (bits 31-16) are the integer part and the=

lower word (bits 15-0) are the fractional part. I think the whole thing is=

one

twos complement number rather than both words being a twos complement numb=

er.

|) /\ \/ ][ |) |\/| =A9 |\/| ][ |\| |\|

d.mcminn@eee.rgu.ac.uk ICQ=3D16827694

http://members.xoom.com/David_McMinn
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1.732 Re: *Semi* Re: Fractal Encryption

Date: Mon, 25 Jan 1999 04:31:35 -0800 (PST)

From: Thomas Cobb <thomcobb@yahoo.com>

Subject: Re: *Semi* Re: Fractal Encryption

---Scott <scott@assembler.free-online.co.uk> wrote:

> 3 - This whole subject came up because of the topic of piracy, and

software

> protection.

Yes, but it branched off, hence the *semi* re

I’m more interested in the encryption aspects than the piracy ones

Thom

> Damn the prime directive, give the Borg Windows 3.1 - Lt. Worf

I am pentium of borg, division is useless - you will be approximated

_________________________________________________________

DO YOU YAHOO!?

Get your free @yahoo.com address at http://mail.yahoo.com

1.733 ** Re: Stop Gameb Checking **

([62.136.24.178] helo=194.152.64.35 ident=kewl)

by mail4.svr.pol.co.uk with smtp (Exim 2.10 #1)

id 100tlw-0001vT-00

for blitz-list@netsoc.ucd.ie; Thu, 14 Jan 1999 20:53:44 +0000

From: Loki <loki@napalmdeath.freeserve.co.uk>

Date: Thu, 14 Jan 1999 20:45:52 +0100

Organization: Satanic Dreams Software.

Subject: ** Re: Stop Gameb Checking **

Hello Jake

Hiya, Jake... ,on 14-Jan-99 you wrote me about Stop Gameb Checking! :)

JF>> What’s an easy way to stop the GameB command from checking the joypad

JF>> buttons until they’ve been released? I’m trying to eliminate the

JF>> autofire thing so the player has to hit the button every time they want

JF>> to fire instead of just holding it down.

Has anybody ever thought of checking the interval between fire button

presses?

Then if it`s being pressed too quickly, make the weapon "Jam" or

something? So they cant fire for a second or 2. This will make them

remove the autofire and, hey-presto :) Otherwise they will be
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flying around with a weapon that fires every 50 frames :)

Or you could make it "Jam" only if the button is pressed 3

times, and it`s too quick :)

Nobody can press the fire button as fast as an auto-fire :)

And if they can, it`ll just "Jam" the weapon, and as that would

be a /feature/ of the game,. its ok :)

Just an idea :)

Regards

--

<tsb>

<tsb>*CONTACTING ME:*

<tsb>E-MAIL: loki@napalmdeath.freeserve.co.uk

<tsb>WWW: http://www.napalmdeath.freeserve.co.uk/

<tsb>ICQ: 27181384

<tsb>

<tsb>*SATANIC DREAMS FOUNDER*

<tsb>ADMIN: admin@satanicdreams.freeserve.co.uk

<tsb>AMINET: SDPackN.lha (docs/misc)

<tsb>WWW: http://www.satanicdreams.freeserve.co.uk/

<tsb>IRC: Dalnet/#SatanicDreams

<tsb>
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