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OVERVIEW OF INSTALLATION

C congratulations* Vou ore Che owner of che ultimate upgrade to your Color 64
system! Uersion 128 uriK alloui you to run your BBS ni CI28 mode, 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 was designed to work with Color 64 v7.3. IF you have an older version,
conCacC Fred Ogle for an updaCe. | wrote U128 co be as compatible uiich Color 64
as possible.

Color 64 uses Che check-mark character in many of ks file names. Anywhere you
see Che check-mark in Chis manual ( ), press SHIFT <€ on your computer Co produce
Che character.

Converting your Color 64 v7.3 BBS to U128 is not a complicated process... however,
it does take several hours. DONT start this until you have plenty of time in order
Co finish. Vou may even want 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
documentation. Read this ENTIRE manual BEFORE starting! It's short and wont take
long.

A) Back-up your program fles drive! This includes your overlays, bbs parameters,
boot files. MI files, etc etc__

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

C) Boot your computer to cl28 mode. All programs run in cl28 mode unless stated
otherwise.

D) Run MALT and interpret ALL of 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 "vI28init.alt® for your V bbs.ini*" overlay. "vi28m-ul.alt* for
any overlay which may contain multi-upload.

G) If you run Network, refer to the section of this manual entitled NETWORK. If
you run Plus Term, refer to the section of this manual entitled PLUS TERM.

H) If you run the games menu "Mod Menul", then merge "vI28mod menu.alt" into ft.
If you run the "Vbbs.ict*" overlay, Chen merge “vI28icC.ate" into it.

0 Delete your old Vbbs.mI*, ‘Vbbs.pun*', 'Vbbs.xmo*" and 'Vbbs.setup*” files, and
copy the new ones over from the Uersion 128 disk.

J) Run 'Vbbs.setup”, or V bbssetup+nw" for Network users. Even if you do not
wish to change anything, you MUST run setup and save a new bbs.parms file!

K) If you are running RAMDOS, then refer to the section of this manual entitled
RAMDOS to setup your new ramboot file.

L) Boot your BBS by RUNmg the file mebbs”. (Or RUN “ramboot” 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.



HARDWARE COMPATIBIUTIES

run U128, you need a Commodore 128 computer, either the older flat model,
or the cl28d. A5 inch drive is needed to read the disks that U128 comes on. An
RGB (88 column) monitor is recommended, but not required. All modems, disk
drives, hard drives, and RAM devices that work with Color 64 can also be used
with U128. However, some storage devices have special requirements in order for
them to work in C128 mode.

IT. KERMAL HAM DWUE SYSTEM

In order to use tjour Commodore 128 in 128 mode with the It. Kernal, an additional
C128 Adapter Board is required. This can be ordered from Xetec 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
extremely fast burst mode.

CEE DRIVES

You need an IEEE interface that will allow you to use your Commodore 128 in 128
mode. Quicksilver 128 is the one such interface.

CREATIVE MICRO DESIGNS
*
Compatible with ad CMD devices. The CMD HD works very fast in both serial and
parallel (RAMIink) mode. Vou may want to buy a copy of Jiffy-Dos that works on
the C128 in 128 mode. One can be bought from CMD (1-888-638-3263) for about S78.

RAMDOS 128

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

LOADING BASIC PROGRAMS

Anytime you load a BASIC program, use either of the forms:

LOAD "fiename®“,8 or DLOAD "filename",u8
Do NOT load BASIC programs with commands such as:

LOAD "filename”,8,1 or BLOAD "filename",u8

I say this, because the C128 and C64 store their BASIC programs in different areas
of memory, and the C128 actually his iw-to places where it stores programs. Using
the LOAO command with the number after the device number, or the BASIC 7.8
BIOAD command, results in the loading of a fie to the same memory address to
which it was saved. This won't work if the program wasn't saved from the same
area of memory that you are trying to load it into. I strongly recommend that you
get in a habit of using the correct load commands. Many people use the binary
form of load, figuring it will work for all files. In this case, it doesn't.



MALT

HIALT stands for Make ALTerer file. It is a stand alone (runs separate from the
BBS) program that miH interpret amj Color 64 mod or overlay, and create an ‘ALT*
This ALT file is then merged into the mod or overlay so that it can run under the
U128 system.

MALT is easy to use. When you run MALT, first thing ijou need to do is tefl it where
it can find the mod or overlay it is to interpret. Then enter the name of the the
file to be interpreted. Wild-card characters ARE allowed here. Also, you may instead
enter a dollar sign (S), optionally followed by a search pattern. (DONT include a
colon after the dollar sign.) MALT uhB then read the disk directory and allow you
to choose which fie(s) to convert. In this way, you could choose to convert as
much as an entire disk at a time. A complete log of all files converted, and any
errors or warnings, is written to a SEQ fie named "malt log". Be sure to always
review this fie before doing any merging. Next, enter the name of the fie that the
{iterations are to be written to. The next question asks you for the direction of
the translation. MALT can transfer either from Color 64 to Uersion 128, or Uersion
128 to Color 64. The computer will display the fie name and line number it is
working on during the conversion.

The actual MALT process takes from a few seconds, to a few minutes; depending
on the size of the fie being converted. Press ESC to abort.

MALT is quite accurate. I've tried to put every common (iteration needed into it
Although rare, there are times when MALT fids to make ai the conversions needed.
For these cases, | and a few other SysOps have released additional ALT fies to be
used. Youl find several on your U128 disk.

MALT uii interpret any UNDO statements ft can safely figure can to U128's True
Random Numbers function, USRO- In converting from U128 to C64, ft uiil change any
USR() functions to their equivalent RNDO commands. See the section in this manual
entitled TRUE RANDOM NUMBERS. If you don't program, dont worry about this, it's
automatic.

Notes:

MALT is not compatible with Jiffy-Oos or Warpspeed. They must be disabled. They
DO however work with the rest of the BBS.

ALT fies are 'mergabies’. They are not meant to be run or have other fies merged
into them. The lines in an ALT fie ewe not necessarily in numeric order!

MALT v3.1 has been compiled to Mochine Language with Becker Basic, (c¢) Abacus
Software.

RESERVED VARIABLES

JBasic 7.8 reserves four variables for its own use. These are ER, EL, ERRSO, DS, and
DSS. Vou may NOT use the variables EL, ERRSO, DS, or DSS for anything other than
what is specified on page 328 of the C128 SVSTEM GUIDE | have managed to trick
BASIC into letting us use ER, EL, and DS. ERRSO isn't a problem because besides for
this one, BASIC only uses the first two letters of a variable name anyway.
Unfortunately, | was unable to pull DSS from BASIC's clutches, so your board cannot
use this variable. MALT wil give you a warning if ft finds DSS in anything it is
converting. This doesn't happen too often, but if ft does, youl have to change it
to a different variable, or get a hold of an ALT fie made for that particular mod
or game.



ADDITIONAL LINES

When MALT creates an ALT file for a complete overlay, it automatically creates
four neui lines. An explanation of the purpose of each of these lines follows...

Lines 4 and 999:

These two lines deal mainly with errortrapping. Line A stores the name of the
current overlay into memory. If a BASICerror occurs, line 999 is called. This line
will display on your screen, the line in which the error occurred. It then loads the
'Vbbs.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 effective only when the MS is run in 48 columns. GOSIIBing to line
298 w i place the computer in 2 mhz (fast mode) and set the screen output
temporarily to the 88 column screen. Cai this line before routines you want 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 computer speed back
to it's previous speed. If the BBS is set to run in 88 columns, then these two fines
wiR have no effect.

MERGING FILES

*tny good BASIC merge utility for the d28 wit work. However, do HOT try to use
a c¢64 mode program (like BAID) to do your U128 merging! The c64 can not make
sense of any BASIC 7.8 (cl28*s version) commands. | have written, and included a
utility caNed "vmerge" which wuii work. It's rather easy to wuse. Simply
load"vmerge* tt4 or bload~vmerge~,u# (where | is the drive number) to ready
vmerge. Load the overlay into memory, then type

sysb555,ft:**filename

to merge 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! merge utility
that you fike better, by afi means use it!

NETWORK WITH V128

Version 128 comes with Network 128 vIl.26. This version is of course fuHy
compatible 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 Vbbs.nwI* and ,Vbbs.nw2**
overlays with the new U128 Network overlays. If you where already running
Network 64 vI.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 time, read and
foHouj the instructions in the “READ ME* file on the Network disk that came with
u128.



PLUS TERM

With permission from it's original author. Sam Leuift. a U128 version of 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 "termI28.sprt.lbr” and follow

the installation instructions in ft.

RAMDOS

ACNndos 128 U45 is included with Uersion 128. This version works with REITs of
128k to 8 megs! Because of the design of Ramdos 128, neither SPEEDY nor RAPID
work properly with ft. RAPID wiN automatically disable itself if RAMDos is detected.

There are actuafly two versions of RamBoot on your disk. One only works well
with REU* of 512k (or less), with one source disk, and requires you to program ft
with the name of every fBe ft is to copy. This version is described below. The
second version, RamBoot 2, allows for multiple source directories, using wildcard
search file matching to choose files. It also can bypass an error with RAMDOS when
dealing uifth REITs of MORE than 512k. The program and detailed documentation for
this version is on your first U128 disk as "ramboot2Jbr”.

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

Copy at your overlays, including *Vbbs.trap", to a boot disk. Also copy over the
files: “bbs”, 'Vbbs.punV, ‘Vbbs.xmoV, 'Vbbsml? vI28.*, and "ramdosl128.bin4.5".

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

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

Alter the first part of this line if necessary to indicate the device number, drive
number, and initialization command of the disk that contains your overlays to be
copied to the RAMDisk. The second half of the Kne is the device number, drive
number, and command for the RAMDisk. Changing that information wiN alter uihat
device and drive numbers your RAMDisk becomes. On lines 28 through 48 (add lines
where needed), type in the EXACT overlay names of each overkiy you wish to
have copied to the RAMDisk. Do NOT use wild-cards in the fie names, lines 58
through 88. type in the file names of ai ML files to be copied to the RAfffiisk. You
probably wont need to add anything here. Now save 'ramboot' back to disk.

Run "ramboot" to boot the bbs. To restore the old contents of the RAMDisk after
resetting, run "ramreboot" instead.



VARIABLE KILLER

Silong with the memory addresses being different, in order for a DHi Kifl to work
on the cl28, aH string variables to be kiHed must be cleared- Failure to do this wfl
result in your computer going senilel In order to take care of this for you. a set
of ML routines takes the place of the old DIM KiHer. These routines wiH
automatically dear any string variables before they are kiHed; preventing a variable
scramble. As far as converting goes, there isn't any need to worry about the DIM
Killer. MALT handles it.

Mhen writing your own games or mods 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 format of the old DIM Killer, the code would look as foiows:

52000 SYSC(36)+10:GOSUB52020

52010 SYSC(36)+13:RETURN

52020 beginning of your program

Mhen MALT converts U128 Dim Killers to c64 mode, the U128 SYS command 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 make sure this isn't
conflicting with anything in the game. (U128 does not use any such BASIC variable.
It's all handled in the ML)

Version 128 also supports what is called a Uariable Killer. This routine uifll Kkill
NON-ARRAY variables along with the array variables kiHed by a normal Dim Kiler. By
doing this, no-longer in use variables are removed from memory, making more
room for the contents of existing variables (such as messages), and makes the
system run a bit faster because there is less variables for the computer to search
through.

To use. replace the old Dim kiHer calls. sysc(36)+10 and sysc(36)+13, with the Uar
KiHer calls of sysc(36)+32 and sysc(36)+35 respectively. The Uariable KiHer routine
automatically does a Dim KM also. Vou /imv use both together though, it won't
hurt anything, but it's redundant.

Be careful with this! If you arn't comfortable with doing some programming on
your board, then don't bother with this. It saves memory and makes the BBS run
slightly faster, but if used in the wrong places, it can cause problems. For example,
some games set a variable which is used to fkig that the current caHer has already
placed this caH. Don't Uariable KiH these games! Mhen in doubt, dont* Mhen to use
it and when to not can be tricky question, so let me explain just how the routine
works, so that you wifl have a better idea of how to use it

The sysc(36)+32 makes the computer remember the numberof variables it currently
knows. This includes both array and non-array variables (as the old dim kiHer is
built in). The game or utility now does it's thing. mcxHfying old variables, and most
likely, creating new ones. After the game or utility has finished executing, a
sysc(36)+35 w i make the computer forget* any NEW variables it has added to
memory, so that the number of variables in memory is the same as it was before
the game or utility started. It does NOT however, forget any CHANGES to variables
it already knew.

Due to the complexity of determining if a Uariable Kilter can be safely used, MALT
does not make use if it when converting Color 6A games and utilities to U128. AH
Color 64 Dim Kilters are converted strictly to U128 Dim Killers.

L Uariable scrambles are caused by a problem with a DHi kiHer. Scrambles have a
delayed reaction. It wont show itself until after the problematic routine...
sometimes it may not even be the same caHer on-line at the time. A variable
scramble is easy to recognize, as many string variables (hold characters) and
arrays (bundle of numbers) wiH turn into a bunch of nonsense! If you ever see this
problem (not likely so long as you use MALT), check your DHi KiHers.

A



TRUE RANDOM NUMBERS

19*ftSICs random number generator is based on a mathmatical formula! As a result,
it's far from random, this is a problem with aH computers though, and is commonly
just accepted.

The Commodore 64 and 128 however, has SHV The Sound Interface Device's voice
number three has the ability to generate tirufy random noise. U128 taps into this
hidden resource to give your BBS truly random numbers.

To use this in your mods and games, 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 words, they wHI returna number between 8 and n-1.
Vou don't have to worry about the details though, it is just a direct replacement.
Also remember, the 8 within the RMDO function is a dummy value. It can be any
number or variable.

If aH this is starting to make you regret buying U128, hold on! Vou do HOT have to
go through aH your overlays changing the RNO's* Vou MAY changeit in some mods
and games for truly random selection and play, if you wish.

Two things to watch out for: Avoid adding USRO right after sound is played.
Because True Random numbers uses the sound chip to work, any sound being
played when it is called wHI be cut off. Second, the USRO function is limited to
returning integer values between 8 and 255. If a larger number is needed, youH
have to stay with the original RNDO function.

MALT wM automatically make this change for you when converting files.

RAPID

version 128 has the ability to run at 1.2mhz on the 48 column screen. This gives a
28X speed increase without the screen blanking. This can be done because 28X of
the time the computer is updating a screen which is outside the parameter of your
monitor screen. During this time, RAPH) kicks your computer up to 2mhz. During the
other 88X of the time, the computer is updating the actual 48 column screen you
see, and RAPH) moves back down to Imhz. This combined effect results in 1.2mhz.
This effect also often results in flickering on your screen during disk access. The
amount of fKcker depends on the type of disk drive. If you find this annoying,
replace fine 185 in “bbs” and “reboot” with the following fine to disable RAPH).

1H5 POKE 4H%H

RAPH) only goes into effect if you run your board in 48 columns. 88 column
systems uiiH run constantly in 2mhz. Also, when RAPH) is active, the BASIC
command FAST wiH stifi put the computer in fuH 2mhz and blank the screen. The
SLOW command wiH return to 1.2mhz.

Rapid does HOT work with RamOos, and uiHI be automatically disabled- Some have
also reported problems with it and CMD cartridge devices. If you run one with your
system in 48 columns and have trouble, disable RAPH).

I highly recommend an 88 column monitor. The 8.8mhz more does make a big
difference, and many U128 mods only work in 88 columns.



CONTROL KEYS

ersion 128 added several neui CONTROL-key commands. The foNowing is a
complete listing of these new kegs, along with the old ones from Color 64. Most
of these commands can be entered either from the keyboard while onfine, or in
the output text in a SEQ file or program overlay.

CONTROL-A: Turn rainbow on.

CONTROL-® Change background color if followed by a color key, otherwise turn
underlining on for cl28 systems in 88c.

CONTROL-C: Cycle to previous system color.

CONTROLS Cycle to next system color.

CONTROL-F: Turn character flashing off.

CONTROL-C: Produce a befi sound.

CONTROL-LC: Copy character entered at current column position on the last line
entered. (For line entry only.)

CONTROL—©O: Turn character flashing on for d28 users in 88c.

CONTROL* Abort current operation.

CONTROLS: Pause (Same as HOME key.)
Delete back to the beginning of the line.

CONTROL-U: Repeat line being entered. (To check for fine noise.)

CONTROL-M: Delete back to last space. (Word delete.)

CONTROL X Delete back to the beginning of the fine.

CONTROL-z: Turn rainbow off.

SYSTEM COLORS

In Color 64, the function keys are used in program code to turn rainbow on and
off, and to cycle to the next system color. The character codes produced by the
function keys on the c64 wiN stMI have the same effect on U128. However, due to
the fact that the function keys are programmable in BASIC 7.8, an alternate method
is necessary. The following is a fist of alternative key combinations to produce the
same effects as the c¢64 function keys. (The old c64 equivalents are in
parentheses.)

CONTROL-A: Turns rainbow mode on. (FI)
CONTROL-Z: Turns rainbow mode off. (F3)
CONTROL-0: Cycle to next system color. (F5)
CONTROL-C: Cycle to previous system color. (None)

These codes are also available for use on the board in the message base.

If you wish to disable the programmable function keys when programming in BASIC
7.8, enter:

POKE 828,183

To enable the programmable function keys, enter:

POKE 828473



ALT-KEY COMMANDS

Version 128 has a few sysop commands that are activated by ALT key
combinations. First, from the wait-for-caMer screen, holding the ALTkey alonefor
a second wiH bring up ‘'snapshot’ screens. These screens are duplicates of both the

48 and 88 column screens from when the last BASIC erroroccurred. This allows

you to see uihat was going on on the screen at the time of the error. Press any

key to return to the wait-for-caUer screen.

U128 has added a couple new features to use while in CHAT mode. Both these
default to an active mode when you boot the board, and can be toggled off and
back on while in chat mode.

ALT C Toggle Auto-Color Changing. With this feature active, anything you type wiH
be shown in your first system color (as 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 of who said what.

ALT C Produce a beH sound on YOUR end only. Used toadjust the volume on
your monitor without disturbing the current caHer.

ALT H Toggle automatic Word-Wrap in chat.

ALT ¢ Clear the Local Buffer. See the section of 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 anywhere within the BBS, you may enter ALT H, where H is a number
between 1 and 8. These are your programmable function keys! They are defined
using the BASIC-7.8 KEY command Vou can read about this command on page 269
of your Commodore 128 System Guide. Vou can put KEY commands to define your
programmable keys in the BBS and REBOOT programs, or within your overlays
themselves! The BBS and REBOOTfiles included have the ALT-1 keyprogrammed as
an example. There is one limitation to keep in mind when making your keys,each

key can be no longer than 28 characters long. Anything after 28 characters wHI be
chopped off.

Note: ALT key combinations are entered by pressing and HOUMNG the ALT key, while
tapping the letter or number for the command.



LOCAL BUFFER

W ith the Local Buffer, tjou can buffer text from anywhere in the bbs, just as ijou
mould if caHmg from a terminal program. Vou can also dump the buffer amjuihere
in the BBS (usuah) a message editor). A command from DOS wiH aHow you to kxid
and save to and from the buffer.

From anywhere in the MS, press ALT + to open the buffer, ALT - to dose the
buffer, ALT 8 (that*s a zero) to dear 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 save from the buffer, simply merge the fHe
"buffer-dos.mrg" from your UI28 mods disk into your DOS overlay. If you run a
separate DOS overlay, then merge into Vbbs.dos*”. Otherwise, merge into
*V bbs.xfe*".

To access the Local Buffer options, go to DOS from the BBS. (Press F7 twice from
the wait-for-caHer screen, or usuaHy the command is * > from the main menu.) At
the prompt, enter taff:

«<to ff

A short menu uiiH appear giving you the options to Load or Save, as uieH as
reminding you of the ALT key commands. This al works rather straight forward.

The Local Buffer is stored in the same space as the BASIC overlays. So, the smaHer
your BASIC overlay, the more buffer space you have available- Anytime the board
loads a new overlay, there is the possibility that the new overlay loaded in wHI
overwrite the end of the buffer. This possibility is minimized by having the buffer
start at the top of memory and work dawn, whie the overlays are loaded from
the bottom, up. Vou can figure out the amount of buffer space you have by
subtracting the overlay see (in blocks) from the number 190. Lastly, don't worry
about your overlays becoming corrupt. The buffer uiH automatically dose if it gets
(Hose to running into the overlay in memory, even if you switch overlays with the
buffer stiH open.

ANSI

Version 128 has the incredtole ability to translate Commodore color, graphics, and
cursor movement into the most similar ANSI code. The results are surprisingly (and
sometimes humorously) similar to the original PETSCH picture, animation, or plain
text. Just to make sure you know uihat your users are experiencing, a custom
ANSI character set is loaded in when an ANSI caHer logs on! The only difference
between what you see and what the caller sees is the colors. You w i continue to
see Commodore colors, because that's what your monitor supports... the caHer wHI
see the eight colors that standard ANSI supports.

These ANSI abilities are akeady built into the U128 ML, aH you need is the ability for
users to select it. This is handled by the Gfx Type mod. To instaH, unfibrary the fHe
“gfx type.lbr” from the U128 MODS disk and foHow the instructions within it.

Some Color 64 on-line games check to see if the user is in Commodore Gfx mode,
or ASCH, and uiHI not allow an ASCH user to play. Many of these games can be
played in ANSI. The fHe named "need c/g or ansi” on your UI28 disk is an example
line of how to change these games to aHow EITHER Commodore Gfx users or ANSI
users to play. In many cases, afl you' need to do it change the Hne number and
merge it in.



SPEEDY

SPpeedy increases text file display by approximately tuio times. (And at 2mhz, this
wiN quadruple your speed over Color 64) Speedy is actually the normal file read
routine, plus PAUSBI, rewritten COMPIETELV in nrxichine language! Unfortunately,
SPEEDY runs into some trouble with RAMDos and other RAM devices.- users won't
be able to pause or abort! So I don't recommend you use Speedy with these RAM
devices (REtl, RAMLink, RAMDrive).

SPEEDY is already built-in to the MI. AMyou need to do is tell BASIC to use it! Merge
"speedy-msg" into your Vbbs.msg** overlay, and "speedy-others” into every other
overlay in which you want faster text file display. (All of them?!)

PAUSER

* auser is automatic screen pausing, that won't interfere with graphics or text
animation! Users have the choice of having pauser active or not, and their choice
is saved to their account ffle so that it remains set properly from one cal to the
next. The merge files are as foflows.-

“autopouse-ini" - merge into V bbs.ini*~ and, if you are using it, into Vbbs-pwm*".
"autopause-msg" - merge into Vbbs.msy*“. This merge isn't needed if you are
also using SPffDY.

“autopause-others* - merge into aM other overlays you want autopausing in. This
merge isn't needed if you are are also using SPEEDY.

"autopause-set" - merge in wherever it fits, and point either a spare command or
a sub-menu option at it. This is where users may choose if they want Pauser
active for them or not.

MCI V128

<<|C, stands for Message Command Interpretor. This system has been popular on
C-Net and Image boards for many years. Attempts at simiar things have been
attempted for Color 64 before, but they have been very fimited and slow. MCI U128
is buflt in to the Mi, (Mowing for quick use without the limitations of BASIC. Unlike
other BBS system which use MCI, U128* MCI is not used as the primary method of
I/O for the system. Rather, it functions more as a toy' for the caiers.

To instafl MCI, merge "mci-initmrg” into your Vbbsini** overlay, and
“mct-msgjnrg™ into your 'Vbbsjnsg** Vbbs.xfe*, and if you have it, merge
“mcf-dos.mrg” into Vbbs.dos*'. Then copy “©help mcT to your help fites drive, put
it on the help files menu, and rename it.



CHAT MODE MESSAGES
N

Version 128 aMouis for three customizable sets of messages when entering and
exiting chat mode. To use. RUN the program on the first dbfc named Vchat ed”.

First think you uiii see are prompts asking gou for the device and drive number,
as uieM as drive command, of the disk with your VbbsjnM vI28.** file. Enter ai

the correct dato. Next, gou are prompted for the update version number of your
MI (the last two digits on the ML fies).

After a few seconds, you uiiH be able to edit the chat mode entry and exit
m essages. Enter RETURN or use the UP and DOWN cursor keys to move between the
m essages. The editor is pretty straight forward. Just play with it.

Mhen you're done editing, press the ESC key. From there you can choose to resume
editing, save your changes, or abort without altering the old chat messages.

Notes:

No message may be more than 48 characters long. This counts any CONTROL
characters, color changes, and the following characters that Chat Ed adds
automaticaiy:

To the beginning of each chat mode entry message, a CLR ((Hear screen)
CONTROL-Z (rainbow off), CONTROL-D (cycle next system color), and RETURN is
aooed.

On both the chat mode entry and exit, a CONTROL-D and a couple RETURNS are
added on the end.

CUSTOM CHARACTER SETS

Version 128 alows for the use of a custom character set on the 88 column
screen. This feature DOES NOT take away any of your free memory. Mhen the cl28
is turned on, the 88 column character set is copied from ROM to a section of RAM
that can only be accessed by the 88 column video chip. Your custom character set
it simply copied on top of the old character set.

The custom character set files are to be on the same disk as your overlays. If
your using a RAMDisk. be sure that the custom character set fies are copied over.
The custom character set fies are to be named V charsetl” (containing the
lower/upper case character set) and *Vcharset2" (containing the upper/graphics
character set). If you do not wish to use a custom character set, simply exclude
both fies from your disk. A sample set of charset fies is inducted on your U128
MODS disk.



PICTURE MAKER

picture Maker is a fufi screen text/graphics picture editor, afiowing free cursoring
about the screen. Picture Maker ONLY uiorks in local mode, itwould just be too
slow on-fine. Picture Maker is also limited to pictures of onkj 24linesin length.

To instafi, merge the fie "pic-dosjnrg* into whichever overlay your DOS is in.
Mhat | mean by that is that, if you have a ‘Vbbs.dos** overlay, then merge
"p»c-dosjnrg” into there. Otherwise, merge "pic-dos-mrg" into your V bbs.xfe*"
overlay. Mfch that done, copy the 'Vbbs p*c+“ and Vbbs.pic-ml v2.0” files from the
U128 MOOS disk, to your overlays disk (and add it to "ramboot” if your using it).

Now boot your BBS and go to DOS. Enter the backarrow key (under the ESC. key)
and press RETURN.

Commends:

T - Text mode. Lets you type and draw on the screen. Vou may use CURSOR, TAB,
and ESC key combinations (see page 378 of the Commodore 128 System Guide).
Tapping HOME twice resets the current window back to the fuNscreen. Press
CONTROL-P to exit.

L - Load a file to screen. It wifi ask for the drive specs,and then for the
destination. Move the cursor to the top-left comer for the picture.

S - Save the screen to a file. The computer wfl ask for the top-left and
bottom-right coordinates and the fHe specs. If the file akeady exists, it uifil be
replaced.

4 - Switch to the 48 column screen.

5 - Switch to the 88 column screen.

C - Change between the lower/upper case character set, and the upper/graphics
character set.

- it
8\/IF9JCU/HOME - Clear the screen.

An independently running (outside the BBS system) version of Picture Maker 128 is
also included. This version is Pubfic Domain, so you can have artistic users make
pictures and menus for you in both 48 and 88 columns.

NOTES ON 80 COLUMNS

displaying 88 Columns On A Composite Monitor:

The c¢l28 88 column RG3I video can be viewed an a composite video (48 column)
monitor! On a monochrome composite monitor, the picture sharpness is just as
good as an RC8l monitor. However, on a color composite monitor (such as the
1782) the picture isn't very good... in fact it takes quite a bit of getting used to. It
uiii also always be monochrome, even from a color monitor.

A special cable is required to make this connection. One can be bought from some
stores which carry Commodore hardware, or through mafi-order. Or, you can buHd
your own cable accordhg to the fofiowing schematic:

pin 2

pin 7



Colors On The 88 Column Screen:

Several colors are different on the 88 column screen than they are on the 40
column screen. Vou can experiment and find most of these deferences yourself.
However, one color- medium grey, can be an annoyance. On some RCBI monitors,
medium grey is SO dark, you mil need to turn your brightness up to see it. (The
1982 doesn't have this problem.) On a composite monitor which has been
Jury-rigged for 88 columns in the above described method, medium grey uiiH be
BLACK!

GENERAL NOTES

during fHe transfers, the data appears on the 48 column screen only. If you run in
88 columns and wish to view the data, you must switch to the 40 column screen.

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

"Vbbs.ini** no longer has to be the largest overlay. The only limitation is that no
overlay can be more than 198 blocks.

Time normaHy freezes in chat-mode. This is usually preferable, but at times you
may want to deduct the time in chat instead. Pressing H to exit chat mode uiHI
result in the user's time being deducted.

If you ever decide to sefl your copy of U128, you wHI need to write me a signed
letter stating to whom you have sold it to. If you don't, the new owner wHI not
receive any technical support or updates.

UPDATES MODS

Updates and new mods are avaHable for download on my B85

Mature Kcscxrc BBS  714-«2t-r29i

Mhen you log on. remind me (Handht Ant) that you are a Uersion 128 owner, so |
can give you the correct access.

Vou may also receive updates by sendmg me a disk in a self-addressed stamped
mailer. Include your registration number with your request and sign it.

This manual was written for Uersion 128.38b. Vou can find documentation for any
updates since the printing of this manual by running the first fHe on the first side
of the first disk which came with 0128. (This should be the firstthing you do after
readmg this manuaH)

14



