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OVERVIEW OF INSTALLATION

C  congratulations* Vou ore Che ow ner o f che ultim ate upgrade to  your Color 64 
system ! Uersion 128 uriK alloui you to  run your BBS h i Cl28 m ode, withouC going 
back Co stock  Color 64 overlays! A program  called MALT will interpret each overlay 
and create  a  conversion file for it.

Uersion 128 w as designed to  work with Color 64 v7.3. IF you have an older version, 
conCacC Fred Ogle for an updaCe. I w rote U128 Co be as com patible uiich Color 64 
a s  possible.

Color 64 u ses Che check-m ark character in many o f k s file nam es. Anywhere you 
see  Che check-m ark in Chis manual (✓ ), press SHIFT <§ on your com puter Co produce 
Che character.

Converting your Color 64 v7.3 BBS to  U128 is not a  com plicated process... how ever, 
it does take several hours. DON'T start this until you have plenty o f time in order 
Co finish. Vou m ay even w ant Co spend a  couple days on id The foNowing is a  step 
by step  guide to  the conversion process. Details can be found later within this 
docum entation. Read this ENTIRE manual BEFORE starting! It‘s  short and w ont take 
long.

A) Back-up your program  fle s  drive! This includes your overlays, bbs param eters,
boot files. Ml files, e tc  etc_

B) Copy your Uersion 128 disks. Put Che originals in a  sa fe  place.

C) Boot your com puter to  cl28 m ode. All program s run in cl28 m ode unless stated  
otherw ise.

D) Run MALT and interpret ALL o f your overlays. Refer to  the section  entitled, HALT.

E) Merge each ALT file created  by MALT Co iCs corresponding overlay. Refer Co Che 
section  entitled UMERGE.

F) Merge any additional U128 ALT files on the U128 disk to  their corresponding 
overlays. These include "vl28init.alt“ for your V  bbs.ini*" overlay. "vl28m -ul.alt“ for 
any overlay which m ay contain multi-upload.

G) If you run Netw ork, refer to  the section  o f this manual entitled NETWORK. If 
you run Plus Term, refer to  the section  o f this manual entitled PLUS TERM.

H) If you run the gam es menu "Mod Menul", then m erge "vl28m od m enu.alt" into ft. 
If you run the "V bbs.ict*" overlay, Chen m erge “vl28icC.ate" into it.

0  Delete your old V bbs.m l*“ , ‘V bbs.pun*", 'V b b s.xm o *" and 'V bbs.setu p*” files, and 
copy the new ones over from  the Uersion 128 disk.

J) Run 'V bbs.set up", or V  bbs.setup+nw " for Network users. Even if you do not 
wish to  change anything, you MUST run setup and sav e  a  new ✓bbs.parm s file!

K) If you are running RAMDOS, then refer to  the section  o f this manual entitled 
RAMDOS to  setup your new ram boot file.

L) Boot your BBS by RUNmg the file ■•bbs” . (Or RUN “ram boot” if you need to  load 
your overlays into the RAMOisk.) The screen  width you ewe in when you run “bbs” , 
is the screen  width that the BBS will run in.
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HARDWARE COMPATIBIUTIES

run U128, you need a  Com modore 128 com puter, either the older flat m odel, 
or the cl28d. A 5 inch drive is needed to  read the disks that U128 com es on. An 
RGB (88 column) m onitor is recom m ended, but not required. All m odem s, disk 
drives, hard drives, and RAM devices that work with Color 64 can also  be used 
with U128. H ow ever, som e storage  devices have special requirem ents in order for 
them to  work in C128 m ode.

IT. KERMAL H A M  DWUE SYSTEM

In order to  use t|our Com modore 128 in 128 m ode with the It. Kernal, an additional 
C128 Adapter Board is required. This can be ordered from  X etec for about S38 by 
calling 913-827-8685.

mCONTROL BATA CHIEF

The ICT hard drive can be connected via the serial port where it can use the C128's 
extrem ely fa st burst m ode.

CEE DRIVES

You need an IEEE interface that will allow  you to  use your Com modore 128 in 128 
m ode. Quicksilver 128 is the one such interface.

CREATIVE MICRO DESIGNS
*
Compatible with ad CMD devices. The CMD HD w orks very fa st in both serial and 
parallel (RAMlink) m ode. Vou may want to  buy a copy o f Jiffy-D os that w orks on 
the C128 in 128 m ode. One can be bought from  CMD (1-888-638-3263) for about S78.

RAMDOS 128

Uersion 128 has been program m ed to  work with RAMDOS 128, which is included with 
U128. Read the section  on RAMDOS 128 for details.

LOADING BASIC PROGRAMS

A nytim e you load a  BASIC program , use either o f the form s:

LOAD ”fien am e“,8 or DLOAD "filenam e",u8

Do NOT load BASIC program s with com m ands such as:

LOAD "filenam e” ,8,1 or BLOAD "filenam e",u8

I say  this, because the C128 and C64 sto re  their BASIC program s in different areas 
o f m em ory, and the C128 actually his iw-to p laces where it sto re s program s. Using 
the LOAO com m and with the number after the device number, or the BASIC 7.8 
BIOAD com m and, results in the loading o f a  f ie  to  the sam e m emory address to  
which it w as saved . This w on't w ork if the program  w asn 't sav ed  from  the sam e 
area o f m em ory that you are trying to  load it into. I strongly recom m end that you 
get in a  habit o f using the correct load com m ands. Many people use the binary 
form  o f load, figuring it will w ork for all files. In this c a se , it doesn 't.
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MALT

HlALT stan ds for Make ALTerer file. It is a  stand alone (runs sep arate  from  the 
BBS) program  that miH interpret amj Color 64 m od or overlay , and create  an ‘ALT*. 
This ALT file is then m erged into the m od or overlay so  that it can run under the 
U128 system .

MALT is easy  to  use. When you run MALT, first thing ijo u  need to  do is tefl it where 
it can find the m od or overlay it is to  interpret. Then enter the name o f the the 
file to  be interpreted. Wild-card ch aracters ARE allow ed here. Also, you m ay instead 
enter a  dollar sign (S ), optionally follow ed by a  search  pattern. (DON'T include a  
colon after the dollar sign.) MALT ulhB then read the disk directory and allow  you 
to  ch oose which f ie (s )  to  convert. In this w ay, you could ch oose to  convert a s  
much a s an entire disk at a  time. A com plete log o f all files converted, and any 
errors or w arnings, is w ritten to  a  SEQ f ie  nam ed "m alt log". Be sure to  alw ays 
review  this f ie  before doing any merging. N ext, enter the nam e o f the f ie  that the 
{iteration s are to  be w ritten to . The next question ask s you for the direction  o f 
the translation. MALT can transfer either from  Color 64 to  Uersion 128, or Uersion 
128 to  Color 64. The com puter will display the f ie  nam e and line number it is 
working on during the conversion.

The actual MALT p ro cess tak es from  a  few  secon ds, to  a  few  m inutes; depending 
on the size o f the f ie  being converted. Press ESC to  abort.

MALT is quite accurate. I've tried to  put every com m on (iteration  needed into it. 
Although rare, there are tim es when MALT fid s  to  m ake a i  the conversions needed. 
For these c a se s, I and a  few  other SysOps have released additional ALT f ie s  to  be 
used. Y o u l find several on your U128 disk.

MALT u i i  interpret any UNDO statem en ts ft can safely  figure can to  U128‘s True 
Random Numbers function, USRO- In converting from  U128 to  C64, ft u iil change any 
USR() functions to  their equivalent RNDO com m ands. See the section  in this manual 
entitled TRUE RANDOM NUMBERS. If you don't program , d o n t w orry about this, it's 
autom atic.

N otes:
MALT is not com patible with Jiffy-O os or W arpspeed. They m ust be disabled. They 

DO how ever w ork with the rest o f the BBS.
ALT f ie s  are 'm ergabies'. They are not m eant to  be run or have other f ie s  m erged 

into them. The lines in an ALT f ie  ewe not necessarily in numeric order!

MALT v3.1 has been com piled to  Mochine Language with Becker Basic, (c ) Abacus 
Softw are.

RESERVED VARIABLES

JB asic 7.8 reserv es four variables fo r its own use. These are ER, EL, ERRSO, DS, and 
DSS. Vou m ay NOT use the variables EL, ERRSO, DS, or DSS fo r anything other than 
w hat is specified on page 328 o f the C128 SVSTEM GUIDE. I have m anaged to  trick 
BASIC into letting us use ER, EL, and DS. ERRSO isn't a  problem  because besides for 
this one, BASIC only u ses the first tw o letters o f a  variable nam e anyway. 
Unfortunately, I w as unable to  pull DSS from  BASIC's clutches, so  your board cannot 
use this variable. MALT w il give you a  warning if ft finds DSS in anything it is 
converting. This doesn 't happen to o  o ften , but if ft d o es, y o u l have to  change it 
to  a  different variable, or get a  hold o f an ALT f ie  m ade for that particular mod 
or gam e.
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ADDITIONAL LINES
=====^^ ^ ^ =  ....

W hen MALT crea te s an ALT file for a  com plete overlay, it autom atically creates 
four neui lines. An explanation o f the purpose o f each  o f these lines follow s...

Lines 4 and 999:
These tw o lines deal mainly with error trapping. Line A sto res the nam e o f the
current overlay into memory. If a  BASIC error occu rs, line 999 is called. This line
will display on your screen , the line in which the error occurred. It then loads the 
'V bbs.trap'" overlay, which displays the error both to  you, and the person on-line, 
then returns to  the main menu.

Lines 298 and 299-.
These fines are e ffectiv e  only when the M S is run in 48 colum ns. GOSllBing to  line
298 w i  place the com puter in 2 mhz (fa st m ode) and se t the screen  output
tem porarily to  the 88 column screen. C ai this line before routines you w ant to  
speed up, and don’t mind the 48 column screen  being blanked out. A GOSUB to  line
299 unN return the output to  the 48 column screen , and the com puter speed back 
to  it's previous speed. If the BBS is se t to  run in 88 colum ns, then these tw o fines 
wiR have no effect.

MERGING FILES

*tn y  good BASIC m erge utility for the d 2 8  w it w ork. H ow ever, do HOT try to  use 
a  c64 m ode program  (like BAID) to  do your U128 merging! The c64 can not m ake 
sen se  o f any BASIC 7.8 (cl28*s version) com m ands. I have w ritten, and included a 
utility caNed "vm erge" which u i i  w ork. It's rather easy  to  use. Simply 
load"vm erge‘*,tt4  or bload~vm erge~,u# (w here I  is the drive number) to  ready
vm erge. Load the overlay into m em ory, then type

sys5555,ft:**filename

to  m erge in ’'filename**. (Where #  is again the drive number.) A quote can be
added on the end, but it's not needed. If you find another C128 BASH! m erge utility
that you fike better, by afi m eans use it!

NETWORK WITH VI28

V ersion  128 com es with Network 128 vl.26. This version is o f course fuHy 
com patible with Network 64 vl.24 and vl.26. If you are already running Network 
and are converting your old Color 64 overlays to  U128, do not try and convert 
your old Network overlays! Instead, replace your old V b b s.n w l*" and ,V bbs.nw 2*“ 
overlays with the new U128 Network overlays. If you w here already running 
Network 64 vl.26, then that is all there is to  it. If you where running an older 
version , or you tire installing Network into your system  for the first tim e, read and 
foHouj the instructions in the “READ ME** file on the Network disk that cam e with 
U128.
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PLUS TERM

W ith perm ission from  it's original author. Sam Leuift. a  U128 version o f Plus Term 
is included on your disk. If you are upgrading your system  from  Color M  and are 
already running Plus Term on it. simply replace your old overlay with the new one 
on the U128 disk. Otherwise, unlibrary the file named "term l28.sprt.lbr” and follow  
the installation instructions in ft.

RAMDOS

^C N ndos 128 U4.5 is included with Uersion 128. This version  w orks with REITs o f 
128k to  8 m egs! Because o f the design o f Ram dos 128, neither SPEEDY nor RAPID 
w ork properly with ft. RAPID wiN autom atically disable itself if RAMDos is detected.

There are actuafly tw o version s o f RamBoot on your disk. One only w orks well 
with REU*s o f 512k (or le ss), with one source disk, and requires you to  program  ft 
with the nam e o f every fBe ft is to  copy. This version is described below . The 
second version , RamBoot 2, allow s for multiple source directories, using wildcard 
search  file m atching to  ch oose files. It also  can bypass an error with RAMDOS when 
dealing uifth REITs o f MORE than 512k. The program  and detailed docum entation for 
this version  is on your first U128 disk a s ”ram boot2Jbr” .

Below is the instructions for using the first (original) version  o f RamBoot:

Copy a t  your overlays, including *V bbs.tr ap ", to  a  boot disk. Also copy over the
files: “bbs” , 'V bbs.punV , ‘V bbs.xm oV , 'V bbs.m l? v l2 8 .*“ , and "ramdos128.bin4.5".

Now load the file "ram b oot", and enter-.
LIST -89
On line 18, you will see:

18 DATA 8,8,i8,  15,8,i8

Alter the first part o f this line if n ecessary  to  indicate the device number, drive 
number, and initialization com m and o f the disk that contains your overlays to  be 
copied to  the RAMDisk. The second half o f the Kne is the device number, drive 
number, and com m and fo r the RAMDisk. Changing that inform ation wiN alter uihat 
device and drive numbers your RAMDisk becom es. On lines 28 through 48 (add lines 
where needed), type in the EXACT overlay nam es o f each  overkiy you wish to  
have copied to  the RAMDisk. Do NOT use w ild-cards in the f ie  nam es, lines 58 
through 88. type in the file nam es o f a i  ML files to  be copied to  the RAf’ffiisk. You
probably w ont need to  add anything here. Now sav e  'ram boot' back to  disk.

Run "ram boot" to  boot the bbs. To restore the old contents o f the RAMDisk after 
resetting, run "ram reboot" instead.
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VARIABLE KILLER

S i  long with the m em ory ad d resses being different, in order fo r a  DHi Kifl to  work 
on the cl28 , aH string variables to  be kiHed m ust be cleared- Failure to  do this w fl 
result in your com puter going senile1! In order to  take care o f this for you. a  se t 
o f ML routines tak es the place o f the old DIM KiHer. These routines wiH 
autom atically d e a r any string variables before they are kiHed; preventing a  variable 
scram ble. As far a s  converting g o e s, there isn't any need to  w orry about the DIM 
Killer. MALT handles it.

Mhen writing your own gam es or m ods using a  DIM KMer. the new code to  do so  
is to  precede the DIMs with a  "SYSC(36)+10‘ and proceed with *SYSC(36)+13*. To 
continue with the form at o f the old DIM Killer, the code would look a s  fo io w s: 

52000 SYSC(36)+ 10:GOSUB52020 
52010 SYSC(36)+13:RETURN 
52020 beginning o f your program

Mhen MALT con verts U128 Dim Killers to  c64 m ode, the U128 SYS com m and Dim 
Killers are converted to  the cM  PEEK and POKE Dim KMers. The variable "K9* is used 
for the c64*s Dim KiBer variable. It’s  a good idea to  check and m ake sure this isn't 
conflicting with anything in the gam e. (U128 does not use any such BASIC variable. 
It's all handled in the ML.)

V ersion  128 also  supports w hat is called a  Uariable Killer. This routine uifll kill 
NON-ARRAY variables along with the array variables kiHed by a  norm al Dim Kiler. By 
doing this, no-longer in use variables are rem oved from  m em ory, making m ore 
room  for the contents o f existing variables (such a s  m essages), and m akes the 
system  run a  bit faster because there is le ss variables for the com puter to  search  
through.

To u se . replace the old Dim kiHer calls. sysc(36)+10 and sysc(36)+13, with the Uar 
KiHer calls o f sysc(36)+32 and sysc(36)+35 respectively. The Uariable KiHer routine 
autom atically does a  Dim KM also . Vou /im v  u se both together though, it w on't 
hurt anything, but it's redundant.

Be careful with this! If you arn't com fortable with doing som e program ming on 
your board, then don't bother with this. It sav e s m emory and m akes the BBS run 
slightly faste r, but if used in the w rong p laces, it can cau se  problem s. For exam ple, 
som e gam es se t a  variable which is used to  fkig that the current caHer has already 
placed this caH. Don't Uariable KiH these gam es! Mhen in doubt, don’t* Mhen to  use 
it and when to  not can be tricky question, so  let me explain ju st how the routine 
w orks, so  that you wifl have a  better idea o f how  to  use it.
The sysc(36)+32 m akes the com puter rem em ber the number o f variables it currently 
know s. This includes both array and non-array variables (a s  the old dim kiHer is 
built in). The gam e or utility now  does it's thing. mcxHfying old variables, and m ost 
likely, creating new ones. After the gam e or utility h as finished executing, a 
sysc(36)+35 w i  m ake the com puter fo rg e t* any NEW v aria ble s it has added to  
m em ory, so  that the number o f variables in m em ory is the sam e a s it w as before 
the gam e or utility started . It d oes NOT how ever, fo rget any CHANGES to  variables 
it already knew.

Due to  the com plexity o f determining if a  Uariable Kilter can be safely  used, MALT 
does not m ake use if it when converting Color 6A gam es and utilities to  U128. AH 
Color 64 Dim Kilters are converted strictly to  U128 Dim Killers.

L Uariable scram bles are caused  by a  problem with a  DHi kiHer. Scram bles have a 
delayed reaction. It w on t show  itself until after the problem atic routine... 
som etim es it m ay not even be the sam e caHer on-line a t the tim e. A variable 
scram ble is easy  to  recognize, a s  many string variables (hold ch aracters) and 
arrays (bundle o f num bers) wiH turn into a  bunch o f nonsense! If you ever se e  this 
problem  (not likely so  long a s  you use MALT), check your DHi KiHers.
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TRUE RANDOM NUMBERS

!9*ftSICs random  number generator is based on a  m athm atical form ula! As a  result, 
it's far from  random , this is a  problem  with aH com puters though, and is comm only 
just accepted.

The Com modore 64 and 128 how ever, has SHM The Sound Interface D evice's voice 
number three has the ability to  generate tirufy random  noise. U128 tap s into this 
hidden resource to  give your BBS truly random  numbers.

To use this in your m ods and gam es, simply replace:
INT(RND<0)*n) with USR(n)

Where n, in both the RND and USR functions, is the highest integer number
generated , plus one. In other w ords, they wHI return a  number betw een 8 and n-1.
Vou don't have to  w orry about the details though, it is ju st a  direct replacem ent. 
Also rem em ber, the 8 within the RMDO function is a  dummy value. It can be any 
number or variable.

If aH this is starting to  m ake you regret buying U128, hold on! Vou do HOT have to
go  through aH your overlays changing the RNO's* Vou MAY change it in som e m ods
and gam es for truly random  selection  and play, if you wish.

Two things to  w atch out for: Avoid adding USRO right after sound is played. 
B ecause True Random numbers u ses the sound chip to  w ork, any sound being 
played when it is called wHI be cut o ff. Second, the USRO function is limited to  
returning integer values betw een 8 and 255. If a  larger number is needed, you'H 
have to  stay  with the original RNDO function.

MALT wM autom atically m ake this change for you when converting files.

RAPID

v e rsio n  128 has the ability to  run at 1.2mhz on the 48 column screen . This gives a 
28X speed increase w ithout the screen  blanking. This can be done because 28X of 
the tim e the com puter is updating a  screen  which is outside the param eter o f your 
m onitor screen. During this tim e, RAPH) kicks your com puter up to  2mhz. During the 
other 88X o f the tim e, the com puter is updating the actual 48 column screen  you 
see , and RAPH) m oves back down to  lm hz. This combined e ffe c t results in 1.2mhz. 
This e ffe c t a lso  often  resu lts in flickering on your screen  during disk ac ce ss. The 
am ount o f fKcker depends on the type o f disk drive. If you find this annoying, 
replace fine 185 in “bbs” and “reboot” with the follow ing fine to  disable RAPH).
1H5 POKE 4H95.H

RAPH) only go es into e ffe c t if you run your board in 48 columns. 88 column 
system s uiiH run constantly in 2mhz. Also, when RAPH) is ac tiv e , the BASIC 
com m and FAST wiH stifi put the com puter in fuH 2mhz and blank the screen. The 
SLOW com m and wiH return to  1.2mhz.

Rapid d oes HOT w ork with RamOos, and uiHI be autom atically disabled- Som e have 
also  reported problem s with it and CMD cartridge devices. If you run one with your 
system  in 48 colum ns and have trouble, disable RAPH).

I highly recom m end an 88 column m onitor. The 8.8mhz m ore does m ake a  big 
difference, and many U128 m ods only work in 88 colum ns.
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CONTROL KEYS

ersion 128 added several neui CONTROL-key com m ands. The foNowing is a 
com plete listing o f th ese new k egs, along with the old ones from  Color 64. M ost 
o f these com m ands can be entered either from  the keyboard while onfine, or in 
the output te x t in a  SEQ file or program  overlay.

CONTROL-A: 
CONTROL-®

CONTROL-C: 
CONTROLS 
CONTROL-F: 
CONTROL-C: 
CONTROL-LC:

CONTROL—O:
CONTROL*
CONTROLS:

CONTROL-U: 
CONTROL-M: 
CONTROL X 
CONTROL-Z:

Turn rainbow on.
Change background color if follow ed by a  color key, otherw ise turn 
underlining on for cl28 sy stem s in 88c.
Cycle to  previous system  color.
Cycle to  next system  color.
Turn ch aracter flashing o ff.
Produce a  befi sound.
Copy ch aracter entered a t current column position on the last line 
entered. (For line entry only.)
Turn character flashing on fo r d 2 8  u sers in 88c.
Abort current operation.
Pause (Sam e a s  HOME key.)
Delete back to  the beginning o f the line.
Repeat line being entered. (To check for fine noise.)
Delete back to  last space. (Word delete.)
Delete back to  the beginning o f the fine.
Turn rainbow o ff.

SYSTEM COLORS

I n  Color 64, the function keys are used in program  code to  turn rainbow on and 
o ff, and to  cycle to  the next system  color. The character co d es produced by the 
function keys on the c64 wiN stMl have the sam e e ffec t on U128. H ow ever, due to  
the fac t that the function keys are program m able in BASIC 7.8, an alternate m ethod 
is n ecessary . The follow ing is a  fist o f alternative key com binations to  produce the 
sam e e ffe c ts a s  the c64 function keys. (The old c64 equivalents are in 
parentheses.)

CONTROL-A: Turns rainbow m ode on. (FI)
CONTROL-Z: Turns rainbow m ode o ff. (F3)
CONTROL-0: Cycle to  n ext system  color. (F5)
CONTROL-C: Cycle to  previous system  color. (None)

These co d es are also  av a ila ble fo r use on the board in the m essage base.

If you wish to  disable the program m able function keys when program ming in BASIC 
7.8, enter:
POKE 828,183
To enable the program m able function keys, enter:
POKE 828473
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ALT-KEY COMMANDS

V ersion  128 h as a  few  sysop  com m ands that are activated  by ALT key
com binations. First, from  the w ait-for-caM er screen , holding the ALT key alone for
a  second wiH bring up 'snapshot' screen s. These screen s are duplicates o f both the
48 and 88 column screen s from  when the last BASIC error occurred. This allow s
you to  see  uihat w as going on on the screen  at the tim e o f the error. Press any 
key to  return to  the w ait-for-caU er screen.

U128 has added a  couple new featu res to  use while in CHAT m ode. Both these 
default to  an activ e  m ode when you boot the board, and can be toggled o ff and 
back on while in chat m ode.

ALT C Toggle Auto-Color Changing. With this feature ac tiv e , anything you type wiH 
be show n in your first system  color (a s defined in bbs.setup) and anything the user 
types wiH appear in the second system  color. This feature helps both you and the 
user keep track  o f who said what.

ALT C Produce a  beH sound on YOUR end only. Used to  adjust the volum e on
your m onitor without disturbing the current caHer.

ALT H  Toggle autom atic Word-Wrap in chat.

ALT •  Clear the Local Buffer. See the section  o f this manual entitled LOCAL BUFFER.

ALT ■* Open Local Buffer. See the section  entitled LOCAL BUFFER.

ALT -  Close Local Buffer. See the section  entitled LOCAL BUFFER

ALT •  Dump the Local Buffer to  screen. See the section  entitled LOCAL BUFFER.

From anyw here within the BBS, you m ay enter ALT H, w here H is a  number 
betw een 1 and 8. These are your program m able function keys! They are defined 
using the BASIC-7.8 KEY com m and Vou can read about this com m and on page 269 
o f your Com m odore 128 System  Guide. Vou can put KEY com m ands to  define your 
program m able keys in the BBS and REBOOT program s, or within your overlays 
them selves! The BBS and REBOOT files included have the ALT-1 key program m ed as
an exam ple. There is one limitation to  keep in mind when making your keys, each
key can be no longer than 28 ch aracters long. Anything after 28 ch aracters wHI be 
chopped o ff.

Note: ALT key com binations are entered by pressing and HOUMNG the ALT key, while 
tapping the letter or number fo r the comm and.
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LOCAL BUFFER

W ith the Local Buffer, t|ou can buffer te x t from  anywhere in the bbs, ju st a s  ijou 
mould if caHmg from  a  terminal program . Vou can also  dump the buffer am juihere 
in the BBS (usuah) a  m essage editor). A com m and from  DOS wiH aHow you to  kxid 
and sav e  to  and from  the buffer.

*

From anywhere in the M S, p ress ALT + to  open the buffer, ALT - to  d o se  the 
buffer, ALT 8 (that*s a  zero) to  d e a r the buffer, and ALT @ to  dump the buffer at 
the current location. Vou can abort a  buffer dump by pressing ALT -.

If you wish to  be able to  load to  and sav e  from  the buffer, simply m erge the fHe 
"buffer-dos.m rg" from  your UI28 m ods disk into your DOS overlay. If you run a 
sep arate  DOS overlay , then m erge into V b b s.d o s*” . Otherwise, m erge into
*V bbs.xfe*“ .

To a c c e ss the Local Buffer options, go  to  DOS from  the BBS. (P ress F7 tw ice from  
the w ait-for-caH er screen , or usuaHy the com m and is * >' from  the main menu.) At 
the prom pt, enter ta f f :
«> to ff

A short menu uiiH appear giving you the options to  Load or Save, a s  uieH a s 
reminding you o f the ALT key com m ands. This a l  w orks rather straight forw ard.

The Local Buffer is stored  in the sam e sp ace  a s  the BASIC overlays. So , the smaHer 
your BASIC overlay, the m ore buffer sp ace  you have available- Anytime the board 
loads a  new  overlay , there is the possibility that the new overlay loaded in wHI 
overw rite the end o f the buffer. This possibility is minimized by having the buffer 
start at the top  o f m emory and work daw n, w hie the overlays are loaded from  
the bottom , up. Vou can figure out the am ount o f buffer sp ace you have by 
subtracting the overlay s e e  (in blocks) from  the number 190. Lastly, don't w orry 
about your overlays becom ing corrupt. The buffer uiH autom atically d o se  if it gets 
(Hose to  running into the overlay in m em ory, even if you sw itch overlays with the 
buffer stiH open.

ANSI

V ersion  128 has the incredtole ability to  tran slate Com m odore co lor, graphics, and 
cursor m ovem ent into the m ost similar ANSI code. The resu lts are surprisingly (and 
som etim es hum orously) similar to  the original PETSCH picture, anim ation, or plain 
tex t. Ju st to  m ake sure you know uihat your u sers are experiencing, a  custom  
ANSI ch aracter se t is loaded in when an ANSI caHer logs on! The only difference 
betw een w hat you se e  and w hat the caller se e s is the colors. You w i  continue to  
se e  Com m odore co lo rs, because th at's w hat your m onitor supports... the caHer wHI 
se e  the eight co lors that standard ANSI supports.

These ANSI abilities are akeady built into the U128 ML, aH you need is the ability for 
u sers to  se lect it. This is handle d by the Gfx Type m od. To instaH, unfibrary the fHe 
“g fx  type.lbr” from  the U128 MODS disk and foHow the instructions within it.

Som e Color 64 on-line gam es check to  se e  if the user is in Com m odore Gfx m ode, 
or ASCH, and uiHI not allow  an ASCH user to  play. Many o f these gam es can be 
played in ANSI. The fHe nam ed "need c /g  or ansi”  on your UI28 disk is an exam ple 
line o f how  to  change these gam es to  aHow EITHER Com m odore Gfx users or ANSI 
u sers to  play. In many c a se s , afl you'U need to  do it change the Hne number and 
m erge it in.

-  m -



SPEEDY

SPpeedy in creases tex t file display by approxim ately tu io  tim es. (And at 2mhz, this 
wiN quadruple your speed over Color 6 4 ) Speedy is actually the norm al file read 
routine, plus PAUSBI, rew ritten COMPIETELV in nrxichine language! Unfortunately, 
SPEEDY runs into som e trouble with RAMDos and other RAM devices.- u sers w on't 
be able to  pause or abort! So I don’t  recom m end you use Speedy with these RAM 
devices (REtl, RAMLink, RAMDrive).

SPEEDY is already built-in to  the Ml. AM you need to  do is tell BASIC to  use it! Merge 
"speedy-m sg" into your V b b s.m sg *“  overlay , and "speedy-oth ers”  into every other 
overlay in which you w ant faster tex t file display. (A ll o f them ?!)

PAUSER

* auser is autom atic screen  pausing, that w on't interfere with graphics or tex t 
animation! Users have the choice o f having pauser activ e  or n ot, and their choice 
is sav ed  to  their account ffle so  that it rem ains se t properly from  one c a l to  the 
next. The m erge files are a s  foflows.-

“autopouse-ini" - m erge into V  bbs .ini* ~ and, if you are using it, into V bbs-pw m *". 
"au topau se-m sg" - m erge into V b b s.m sy *“ . This m erge isn't needed if you are 
also  using SPffDY.
“autopause-others** - m erge into aM other overlays you w ant autopausing in. This 
m erge isn't needed if you are are a lso  using SPEEDY.
"au to p au se-se t" - m erge in w herever it fits , and point either a  spare com m and or 
a  sub-menu option a t it. This is w here u sers m ay ch oose if they w ant Pauser 
activ e  fo r them  or not.

MCI V128

« lc , stan ds fo r M essage Command Interpret or. This system  h as been popular on 
C-Net and Im age boards for many years. Attem pts a t sim iar things have been 
attem pted for Color 64 before, but they have been very fimited and slow . MCI U128 
is buflt in to  the M i, (Mowing fo r quick use w ithout the lim itations o f BASIC. Unlike 
other BBS system  which use MCI, U128*s MCI is not used a s  the primary m ethod o f 
I/O for the system . Rather, it functions m ore a s  a  to y ' for the c a ie rs.

To instafl MCI, m erge "m ci-init.m rg’' into your V bbsJn i*** overlay, and 
“m ct-m sgjnrg'* into your 'V b b sjn sg *'*, V b b s.x fe *“ , and if you have it, m erge 
“m cf-dos.m rg“ into V b b s.d o s*". Then copy “©help m cT to  your help fites drive, put 
it on the help files menu, and renam e it.



CHAT MODE MESSAGES
— — ^ — — — — — i

V ersion  128 aMouis fo r three custom izable se ts  o f m essages when entering and 
exiting chat m ode. To u se. RUN the program  on the first dbfc nam ed V ch at ed“ .

First think you uiii se e  are prom pts asking gou for the device and drive number, 
a s  uieM a s  drive com m and, o f the disk with your V bbsjnM  v l2 8 .*“  file. Enter a i  
the correct dato. N ext, gou are prom pted fo r the update version  number o f your 
Ml (the last tw o digits on the ML fie s) .

After a  few  secon d s, you uiiH be able to  edit the chat m ode entry and exit 
m essages. Enter RETURN or use the UP and DOWN cursor keys to  m ove betw een the 
m essages. The editor is pretty straight forw ard. Just play with it.

Mhen you're done editing, press the ESC key. From there you can ch oose to  resum e 
editing, sa v e  your chan ges, or abort w ithout altering the old chat m essages.

N otes:
No m essage m ay be m ore than 48 ch aracters long. This counts any CONTROL 
ch aracters, color changes, and the follow ing ch aracters that Chat Ed adds 
autom aticaiy :
To the beginning o f each  chat m ode entry m essage, a  CLR ((Hear screen ) 

CONTROL-Z (rainbow  o ff), CONTROL-D (cycle next system  co lor), and RETURN is
- Iaooea.

On both the chat m ode entry and ex it, a  CONTROL-D and a  couple RETURNS are 
added on the end.

CUSTOM CHARACTER SETS

V ersion  128 a lo w s fo r the use o f a  custom  ch aracter se t on the 88 column 
screen . This featu re DOES NOT tak e aw ay any o f your free m em ory. Mhen the cl28 
is turned on, the 88 column character se t is copied from  ROM to  a  section  o f RAM 
that can only be ac ce sse d  by the 88 column video chip. Your custom  character se t 
it simply copied on top  o f the old character set.

The custom  ch aracter se t files are  to  be on the sam e disk a s  your overlays. If 
your using a  RAMDisk. be sure that the custom  ch aracter se t f ie s  are copied over. 
The custom  ch aracter se t f ie s  are to  be nam ed V  char se t 1”  (containing the 
low er/u pper ca se  ch aracter se t) and *V charset2"  (containing the upper/graphics 
character se t). If you do not wish to  use a  custom  character se t, simply exclude 
both f ie s  from  your disk. A sam ple se t o f ✓ch arset f ie s  is inducted on your U128 
MODS disk.

-  1?  -



PICTURE MAKER

p ic tu r e  Maker is a  fufi screen  tex t/g rap h ics picture editor, afiowing free  cur soring 
about the screen . Picture Maker ONLY uiorks in local m ode, it would ju st be to o
slow  on-fine. Picture Maker is also  limited to  pictures o f onkj 24 lines in length.

To instafi, m erge the f ie  "pic-dosjnrg** into w hichever overlay your DOS is in. 
Mhat I m ean by that is that, if you have a  ‘V bb s.d os*’* overlay, then m erge 
"p»c-dosjn rg" into there. Otherwise, m erge "pic-dos-m rg" into your V b b s.x fe *"  
overlay. Mfch that done, copy the ’Vbbs_p*c+“ and V bbs.pic-m l v2.0” files from  the 
U128 MOOS disk, to  your overlays disk (and add it to  "ram boot” if your using it).

Now boot your BBS and go  to  DOS. Enter the back arrow  key (under the ESC. key) 
and p ress RETURN.

Commends:
T - Text m ode. Lets you type and draw  on the screen . Vou may use CURSOR, TAB, 
and ESC key com binations (se e  page 378 o f the Com m odore 128 System  Guide). 
Tapping HOME tw ice re se ts the current window back to  the fuN screen. Press
CONTROL-P to  exit.
L -  Load a  file to  screen . It wifi ask  fo r the drive sp e c s, and then for the
destination. M ove the cursor to  the top-left com er fo r the picture.
S -  Save the screen  to  a  file. The com puter w fl ask  for the top-left and 
bottom -right coordinates and the fHe sp ecs. If the file akeady e x ists, it uifil be 
replaced.
4  - Switch to  the 48 column screen.
5  -  Switch to  the 88 column screen.
C - Change betw een the low er/upper ca se  character se t, and the upper/graphics 
character se t.
Q - Quit
SMFT CU/H O M E - Clear the screen .

An independently running (outside the BBS system ) version  o f Picture Maker 128 is 
also  included. This version  is Pubfic Domain, so  you can  have artistic u sers m ake 
pictures and m enus for you in both 48 and 88 colum ns.

d isp lay in g  88 Columns On A Com posite Monitor:

The cl28 88 column RG8I video can be view ed an  a  com posite video (48 column) 
m onitor! On a  m onochrom e com posite m onitor, the picture sharpness is ju st a s 
good a s  an RC8I m onitor. H ow ever, on a  color com posite m onitor (such a s  the 
1782) the picture isn't very good... in fa c t it tak es quite a  bit o f getting used to . It 
u iii a lso  alw ays be m onochrom e, even  from  a  color m onitor.

A special cable is required to  m ake this connection. One can be bought from  som e 
sto res which carry Com modore hardw are, or through m afi-order. Or, you can buHd 
your own cable accord h g  to  the fofiowing schem atic:

NOTES ON 80 COLUMNS

pin 2

pin 7



Colors On The 88 Column Screen:

Several co lors are different on the 88 column screen  than they are on the 40 
column screen . Vou can  experim ent and find m ost o f th ese deferen ces yourself. 
H ow ever, one co lor- medium grey, can be an annoyance. On som e RCBI m onitors, 
medium grey is SO dark, you m il need to  turn your brightness up to  see  it. (The 
1982 doesn 't have this problem .) On a  com posite m onitor which has been 
Jury-rigged fo r 88 colum ns in the ab ove described m ethod, medium grey uiiH be 
BLACK!

GENERAL NOTES

d u rin g  fHe tran sfers, the data appears on the 48 column screen  only. If you run in 
88 colum ns and wish to  view  the d ata, you m ust sw itch to  the 40 column screen.

MALT can NOT property convert overlays that have been crunched. Hope you have 
backups!

"V bbs .ini* “  no longer has to  be the largest overlay. The only limitation is that no 
overlay can be m ore than 198 blocks.

Time normaHy freeze s in chat-m ode. This is usually preferable, but a t tim es you 
m ay w ant to  deduct the tim e in chat instead. Pressing H  to  ex it ch at m ode uiHI 
result in the user's tim e being deducted.

If you ever decide to  sefl your copy o f U128, you wHI need to  w rite me a  signed 
letter stating to  whom you have sold it to . If you don't, the new ow ner wHI not 
receive any technical support or updates.

UPDATES MODS

U p d a te s  and new  m ods are avaHable fo r dow nload on my B85-.
Mature Kcscxrc BBS 714-«2t-r29i
Mhen you log on. remind m e (Handht  Ant) that you are a  Uersion 128 ow ner, so  I 
can  give you the correct ac ce ss.

Vou m ay also  receiv e updates by sendmg me a  disk in a  self-addressed  stam ped 
mailer. Include your registration number with your request and sign it.

This manual w as w ritten fo r Uersion 128.38b. Vou can  find docum entation for any 
updates since the printing o f this manual by running the firs t fHe on the firs t side 
o f the first disk which cam e with 0128. (This should be the first thing you do after 
readm g this manuaH)
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