


EMNTERTAINMENT PRODUCTIVITY

Beyond Zork 128 $9.97 Plundered Hearts $12.97 1750 Super Clone $99.95 Graphic Label Wizard $14.97
Defender of the Crown $9.97 Pool of Radiance $9.97 Awardware $9.97 Home Designer 128 $24.97
Destroyer $9.97 Portal $14.97 B/W Programmer's Tools $9.97 Mach 128 Cart $24.97
Double Dragon 2 $9.97 Questron 2 $9.97 Bob’s Term Pro 64 $9.97 Manager, The $9.97
Heawy Metal $12.97 Realms of Darkness $12.97 Bumper Sticker Maker $9.97 Maverick v§ $24.95
Heros of the Lance $9.97 Roadwars $9.97 B/W Power C $7.97 Model Diet $9.97
Impossible Mission 2 $9.97 Sidearms $9.97 C128 Graphics Bundle $29.97 Movie Maker $8.97
Keys to Maramon $9.97 Steel Thunder $9.97 Certificate Maker 14.97 Newsroom Bundie $14.97
Maniac Mansion $9.97 Strip Poker $14.97 Christmas Model Kit $9.97 Outrageous Pages $14.97
Mean Streets $9.97 Trum Castle Casino $9.97 CSM Protection Manual  $14.97 Paperclip 64/128 $29.97
Monopoly $9.97 Whee Fortune 1-2-3 $9.97 CSM Protection Man 2 $19.97 Personal NewsletterlGEOS) $12.97
Ogre $12.97 Zork 1-2-3 $9.97 Data Manager 2 $12.97 PFS File & Report $19.97
Pacman/Ms Pacman $9.97 Designer's Pencil $9.97 Postcards $14.97
Desk Manager $9.97 Printmaster Plus $19.97
SHDOIRTSE &R Drive Align 1541/71 $12.97 Printmaster Art 1-2 or 3 $12.97
SPORTS & FLIGHT Easy Working Tri Pak  $9.97 Superbase 64 $24.97
Fast Load Cart $19.97 Superscript 128 $12.97
4th & Inches $7.97 Star Rank Boxing $4.97 Fleet System 3 (128} $14.97 Swiftcalc w/Sideways $12.97
America's Cup Sailing $4.97 Tenth Frame $9.97 Geos 64 v2 $39.97 Term Paper Writer 128  $9.97
Dave Winfield Batter Up $9.97 Tony LaRussa Baseball $4.97 Geos 128 v2 $44.97 Video Wizard $14.97
Fast Break $7.97 Tournament Tennis $7.97
Football/Sublogic $9.97 TV Sports Football $9.97 - Y
Int Hockey * $7.97 | WWF Wrestling $4.97 EDUYCATIOMNAL
Jack Nicklaus Golf $9.97 Acrojet $7.97
Jordan vs Bird $7.97 F-14 Tomcat $9.97 Color Me $9.97 Snoopy Writer $9.97
Leaderboard Golf $7.97 F-15 Strike Eagle $8.97 Dinosaurs $9.97 Spell 1t $12.97
Pro Football Facts $9.97 F-19 Stealth Fighter $9.97 European Nations & Loc  $9.97 Spellicopter $9.97
Pro Soccer $4.97 Jet $14.97 Keys to Typing $9.97 Stickybear ABCs $9.97
Pure Stat Baseball $9.97 Jet Combat Sim $7.97 Kindercomp (cart) $9.97 Stickybear Math $9.97
Rick Davis Soccer $7.97 Spifire Ace $9.97 Lovejoy's SAT $12.97 Stickybear Numbers $9.97
Sporting News Baseball $9.97 Top Gunner $9.97 Magic Spdls $9.97 Typing Tutor 4 $9.97
Reader Rabbit $9.97 Word Attack $9.97
AC CE Ssr R. E S Snoopy Sky Scramble $9.97 Word Spinner $9.97
C-128 RGB Color Cable $17.95
C-64 Color Monitor Cable  $8.95 Com Modem Adapter ~ $15.95 Ttems Listed Above Do Not Include Shipping. U.S 48 States - Add $5.50
Cartridge Port Expander  CALL Floppy Disk Notcher $6.95 per order. Alaska, Hawaii & Canada - add $5.50 for the first piece and
Computer Hand 2 $6.95 Dust Covers - specify $7.95 $1.00 per each additional piece per shipment. Second Day Air shipping is
Convert A Com $24.95 Joysticks CALL available. Call for shipping charges. Call Or Write For Your Free c-64/
Disk Bank 10/3.5" $1.95 Aprotek 1200 Baud $39.95 128 Catalog Listing HUNDREDS Of Commodore Products And Special
Disk Bank 10/5.25" $1.95 Aprotek 2400 Baud $49.95 Offers For Your Computer. Our Order Takers Are On Duty 6:00 a.m. -
Disk Bank 100/3.5" $12.95 1351 Smart Mouse $44.95 5:00 p.m. M- Fand 7:00 a.m. - 3:00 p.m. Sat. - Pacific Time.
Disk Bank 100/5.25"  $12.95 bW 359 ‘:?'f“e $j:119_i
: " 'ower Supplies
,‘3;:: ::;::0/5'25 23;32 Printer Ribbons CALL snn‘m n HE Software Support Int.
Drive Cleaners $6.95 Userport Expander $24.95 2700 N.E. Andresen Rd.
Serial Cable (6 pin din 6f)  $8.95 ;"g?lgamt‘:rg’ade $;;’~gg Suite A-10
. . . cnt.Flo .
Seral Cable (6 pin din 12f)  $9.95 5.25° 10 ent Flopn $3.95 Vancouver, Wa 98661
Drive Power Cable $7.95 4 :
User Port Cable $15.95 5.25" 25 cnt.Used Floppy ~ $3.95 np“ (206) 695-1393

CALL TOLL FREE TODAY! 1-8 00-35 6-11 79

Major Credit Cards Accepted.
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From THE EDITOR

COMMODORE WORLD

verythingisquiet. Too quiet. IBM began shipping their PowerPChased machines—
not as powerful personal computing machines, however, but as workstations,
outfitted with their AIX Operating System. And the price was high, making
anyone who noticed wonder how Big Blue will market this same basic hardware
in the personal computer market once their Workplace OS is ready. Regardless,
it was a quiet launch, and it appears as if [BM would rather that no-one notices
these new machines for now.

Things are quiet at Microsoft, too. News slipped out that Windows ‘95 would be
further delayed, with the release now pushed back to August. A number of analysts are
guessing that the software giant’s soft-spoken announcement of the August date may
be wishful optimism.

Things are finally quiet at Intel, too, after their somewhat meek apology over the
Pentium math bug fiasco. Sure, there's been a low rumbling about how some of the
replacement parts are apparently overheating, but Intel was quick to ‘fess up to that
problem, and promised that they were looking into it.

Apple? Mostly quiet there, too. Some rumors spreading a couple of weeks ago of a
possible hostile takeover attempt hit CNN, but seemed to quickly vanish without a trace. The new PowerPC
hardware standard agreement struck with IBM and other PowerPC partners caused a minor wave, but an
announcement that they would push back the release of MAC OS for that platform took a lot of wind out of that
sail. Even the announcement that Apple had shipped their one millionth PowerMac a couple of months ahead
of projection seemed to fizzle.

Itseems, overall, asif thereisn’tany real newsin the higher-end platforms; all the companies are busy working
making the newer hardware they've been heralding as the next generation of computing do something a little
more spectacular than the last generation of hardware, But they're allmonths away from making any big releases
that will have any major impact, and they've already been talking those products up for months.

The Commodore market, however, is seemingly ablaze over the announcement of fax software finally
becoming areality. Yes, we're years behind the other markets on this kind of development, but it's a big deal for
us. Inmany ways, you might compare it to what's happening in those other markets: new hardware is here, has
been here, but software to take full advantage of it is both lagging and lacking.

As ook back over the past year, this becomes even more apparent. There just aren't enough programmers
developing new and exciting software to take advantage of all the hardware we have in our market. And it's a
shame. Because we've got a lot of powerful peripherals—both Commodore-specific and those adapted from
other platforms—to make our Commodores do a lot more than they do today. But we'll never realize that
potential without more active development of software that explores new territory and addresses the
short-comings in the programs we already have available to us. If you're a programmer, consider these factors
before you write the ten-thousandth directory editor that does one or two things better, but lacks many of the
features and power available in dozens or more similar programs. Create programs that do things better, that
offer more than the others without leaving out features. Write your programs lean, fast, and powerful. People
are looking for your next program if’it follows these guidelines. And the entire Commodore market will take a
giant step forward for each such program you create!

Doug Cotton
Editor
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Software Hut

Folcroft East Business Park 313 Henderson Dr

Sharon Hill, PA 19079

Commodore

AMIGA

-

L.

Info 610-586-5701
FAX 610-586-5706

Orders 800-932-644

Hours: Mon-Fri 9 to 61
Sat 10 to 4 - Eastern |

do rot pblish

Y wlsh 4 catalog Fease * SPECIAL OFFER e Receive either Master Type Typing cartridge or Jack Attack
call if you don't see what you want. cartridge for only $2.00 additional with any order - Originally valued at $49.00

,

NOW AVAILABLE

NEW CD-32 by Commodore, comes with
Sleepwalker and Pinball Fantasies!

$279.95

Over 100 C0-32 titles in stock! Call for
pricing and availability.

We also carry a full ling of all Amiga
products, in stock!

1541-2 DRIVES

These are complelely NEW &
boxed by Commodore from their
latest production run. Includes all
Cabling, Manuals, and Disks.
Hurry as supplies are limited.

$99.95

64 Diagnostic Cart. w/Manual  $21.95

128 Diagnostic Cart. w/Manual 2495

64 Dead Test Cart, w/iManual 29.95
-y

PERIPHERALS &

ACCESSORIES

.

1670 Modem - 1200 Baud,

New, Boxed. Super Special

Price, while supplies last.
$19.95

1660 Modem - 300 Baud - $9.95

1351 Mouse - New, unboxed -§32.95

Micro R&D Printer Interface - Far non-

CEM parallel printers, supports graphics
$49.95

Suncom Icontroller - We have a limited

supply of this joystick/mouse classic.
$29.95

5 or 8 pin Composite Cable $14.95
C128 to Magnavox/1084 (Specity) 14.95
Computer/Disk Drive Cable-61. 12.95
Surge Protector w/EMI (6 Qutlet ) 14.00
1084S Monitor Call
1802 Monitor by Commodore  149.95

We stock Printer Ribbons for:
MPS 801, 802, 803,1525, 1526,
1000, 1200, 1250
$7.00 each
Specify your printer when ordering

S
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Games & Closeouts
10.00

Airborne Ranger $

Bad Blood 41,95
Below the Root 10.00
Big Boggle 14.00
Blackjack Academy 12.95
Chomp 12.95
Deja Vu 9.00
Demolition Misslon - Space Racer 6.00
Dolphin's Rune 5.00
Felony! 9.00
Gateway to the Savage Frontier 14,00
Impassible Mission 2 8.95
Jack Aftack cartridge 5.00
Jeopardy 1, 2, Jr, Sports (Specity)  10.00
Learning Bridge Made Easy 9.00
Moonmist 12.00
Navy Seals 1295
PathWards 9.00
Plundered Hearts 12.00
President is Missing 9.95
Rambo 2 6.00
Risk 17.00
Secrets of the Silver Blades 14,00
Shoot'em Up Construction Kit 12.00
Stationfall 12.00
Swiss Family Robinson 10.00
Tass Times in Tone Town 9.00
Test Pilot Bundle (ATF, Crazy Cars,
Tomahawk, Harrier, Infittrator 2) 15.00
Three Stooges 12.95
Tony LaRussa Baseball 12.00
Tony LaRussa Teams (Specity) 7.00
View to a Kill 9.00
Weird Dreams 11.00

Wheel of Fortune 1,2,Gold.Jr (Specity) 10.00
Where (Specity) is Carmen S. D.7 27.00

Who Framed Roger Rabbit 22.00
World Games 12.00
Wrath of the Demon 22.00

- LAST CHANCE

PARTS

We have just acquired the
last batch of Commodore
factory repair parts and
assemblies. All parts have a
60 Day Warranty through
Software Hut. Hurry as
supplies are limited.

CBM Partd Dascription Prica
1540002-01 1541 Internal P.5. $12.95
1540048-01 1541 PCB Assm ALPS  19.95
1540048-03 1541 PCB Assm NEWT 1995
250448-01 PCB Assm 15418 19.95
250471-01 PCB Assm 1581 22.95
250735-02 Keyboard 128D 22.95
250772-01 Power Supply 1571 18.95
251053-10 Power Supply B4/64C 2295
310379-02 PCB Assm 128 80.00
310420-01 PCB Assm 1571 2295
318264-01 Commodore Joystick 5.95
A26166-04 Keyboard 64 14.95
390205-01 Heawy Duty 64/64C P.S. 32.95
516402-02 64 Computer, ReCon,  109.95
601210-66 MPS 1200 Printhead 24.95

C64 TRADE-IN

PROGRAM

Is your C64 or 64C broken?

Can't tind any place to repair it? We
have, refurbished by Commodore, C64
and 64C computers available. They
Include a Full New 90 Day Warranty.
Simply send us your computer (no
power supply or cabling needed) with a
Check, Money Order, or your Credit Card
number lor $69.00, plus §10.00
shipping, and we will send you a newly
refurbished computer upon recelval of

your broken unit,

Software Hut
1581Drive
EXCLUSIVE

A BRAND NEW production run of 1581s, by
Commodore, has been made available to
Soltware Hut EXCLUSIVELY! These drives
come with Commodore's full 90 Day
Warranty. The drives are complete with all
Cabling & Software, & bulk-packed in plain
boxes. Call for special quantity pricing for
Dealers and Users Groups. We olfer these
drives at a SUPER Low Price of:

$99.95

These are the last batch left from
CBM. Refurhished & with a 90
day Warranty. With Keyboard &
Power Cable. Manuals not
included. Perfect as a second

$179.95

o7l

1571 Drives are totally NEW units, with all
cabling, a comprehensive manual, and a tull
90 Day Warranty, Bulk packed in plain
boxes. Perfect lor your 128 or 128D

Productivity

Bank Street Writer §28.00
Big Blue Reader 4 35.00
Data Manager 2 (64) 22.95
Dome Home Accounting 64.95
GEOS 64 v2.0 42.95
GEDS 128 v2.0 45.00
Geo File 64 or Geo Calc 64 (Specity) 45.00

Geo File 128 or Geo Calc 128 (Specity)52.95

Geo Programmer Call
Geo Publish 64 45.00
Jane 128 44,95
Master Type 8.00
Merlin 128 45.00

News Maker 128 10.00
Personal Choice Coll. (Write File Plan) 29.95

PrintShop 36.95
SwittCalc (64) 22.95
Super 81 Utilitles 64-128 (Specity)  14.00
Superbase 64 v3.01 26.95
WordWriter 8 3495

Commodore Manuals

User Manual 128 Computer $9.95
User Manual 17001750 RAM 6.95
User Manual 1351 Mouse 5.95
User Manual 1764 RAM 6.95
Service Manual 1581 Drive 19.95
Service Manual MPS 1000 Printer 19895
User Manual 1802 Monitor 5.95
User Manual MPS 1250 Printer 7.95
Intro Manual 1280 4.95
User Manual 2002 Monitor 795
User Manual 64C 6.95
User Manual 801 Printer 7.95
User Manual 802 Printer 7.95
User Manual 1702 Menitor 795

computer. Order early as these will not last

™" $129.95

OUR POLICIES

No waiting for your orders to ship
Orders in by 2PM go oul the same day.
Second Day & Overnight shipping is
available. International orders are
shipped by Alr Parcel Post, UPS or DHL.
Domestic orders are shipped UPS.
= All orders are subject to credit card
verification «
+ All prices subject lo change =

S

Supplies are limited and on a first-come
first-serve basis. We accept Visa, Master
Card, and Discover, We also ship COD,
accepting Cash, Certitied Check, or
Maney Order. Software and accessories
shipping is $6.00. Hardware shipping is
$6.00 for small items. Call for larger
items (ie. Computers). COD add $5.00.
Minimum COD order s $50.00. Canadian,
APD, & International orders are welcome.
We will bill only for actual shipping
charges & insurance at time of arder,
15% re-stocking fee on all returns not
L exchanged. Shipping Is NOT refundable.

N
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GACKTALK

LETTERS AND QUESTIONS FROM OUR READERS

Keep it Simple
Dear Backtalk,

I've just finished reading my Issue #
Commodore World and once again I've really
enjoyed it. But the oneletter which addressed the
issueof devotingmore time to the mature market,
vour answer was right on line,

Although I've owned my Commodore 128 for
alittleover twoyears, Iwould still consider myself
anew user. | bought my C-128 for a good price.
For the computer, monitor, and disk drive. All 1
wanted was a word processor, but for the price |
could not past up a good deal.

I had no previous computer experience so |
needed lots of help. The first place I looked was
into a Commodore User's Club. The were users
helpful in providing me with the basic to get me
started. But eventually [ want more.

There were other magazines and disks
available, but none really seemed to give me what
I wanted. Then came you... COMMODORE
WORLD. I'was and still am impressed with each
issue. Your ability to ranch every user of the
Commodore Computer is what makes you so
great.

Through the user clubs. I've purchased GEOS
and FGM, but it wasn't until your magazine that

5 of

Irealized the full potential of each program. Your
articles are so easy to read and to follow. When
Tenex stopped supporting C64/128 hardware,
who came to my rescue? YOU and CMD, Inc.
Thank you.

Your magazine has taught me how to enjoy my
C-128 many times over, and the support that
CMD, Inc. givesis virtually untouchable. What a
winning combination for all Commodore users.

[ really enjoy all the ‘Features, Reviews,
Columns, and Departments’so well written. And
thanks to the section ‘ON THE HORIZON, I will

Commodore World reserves the right to edit
letters published in this column for length,
spelling, and clarity. If you have questions
or comments, write to: CW Backtalk, c/o
Creative Micro Designs, Inc., P.O. Box 646,
East Longmeadow MA 01028.

COMMODORE WORLD

probably order the newly available CMD HD-20
hard drive by the time youreceive thisletter. And
when I read « TOP TIPS, and learned that there is
a GEODRIVERS 1 disk, I realized that [ may be
able to get my 24-pin Lpson color printer to
actually print in color.

So in closing, I would just like to say please
keep up the good work, the great articles, and
don’tever forget us newer users, because Lalways
believe that there’s room for more.

Sincerely,
Ed Stubbs

C128 Tricks for HD and RAMLink
PartitionsofbothCMDhard drivesand RAMLink
can be accessed directly from Digital Solutions
Pocket 2 series for the C-128 by the following
series of commands: C=, n, RETURN, where n is
the device number of the HD or RAMLink. This
would bring up the directory of the default
partition. Thereafter type C=c ¢ pm, where m s
the partition you want to access.

Incidentally the Timeworks Word Writer 128
and Swift Calc 128 will also access the RAMLink
and HD hard drive directly by pressing first the
ESCkey, then press the SWAP 8 key of the HD or
RAMLink, move cursor to DISK COMMANDS,
RETURN, then move cursor to MS-DOS
COMMANDS, RETURN, and finally type ¢ p n,
where n is the desired partition number. The
same routine cannot be carried out with Data
Manager 128,

Finally the partitions can also be accessed
directly from Fontmaster 128, After having
booted up the programfor word processing make
surethat the HD orRAMLink are device#9. Then
press CONTROL and d simultaneously; type > ¢
p n, n being the desired partition number.

Sincerely,
Dr. Warner M. Linfield

Good information. We get a lot of questions about

CMD device compatibility with these programs. Iam
sure many of our readers will benefit from these

4

helpful suggestions. This is precisely the type of
information we want our readers to send us. If you
have any suggestions, help your fellow Commodore
users by taking the time to write us.

SCSI Questions

I want to upgrade my HD-40 with another
SCSIdrive mechanism. But, what's the difference
between SCSI hard drives, SCSI-2 hard drives,
and Fast SCSI hard drives? And which do you
recommend that [ go with?

Stick with SCSI or SCSI-2 drives. The SCSI-2
specification is backwards compatible with the older
SCSI standard, but allowed for some optional
capabilities for faster and wider data paths. These
latter options are implemented on Fast SCSI and
Wide SCSI mechanisms.

geoWrite Error

[ have a Commodore 128-D with built-in 1571
drive, a BBGRam 2MB, 1541-1I drive, FD-2000
drive, JiffyDOS 6.01, gateWay, and geoWrite
installed in the BBGRam.

Recently, when using geoWrite in 64 mode,
after entering data and usually updating after
each paragraph, quite often the computer locks
up with the following message on the screen:

B COh

In most cases, I do not lose data from previous
updates; this has just started the past couple of
months.

Also sometimes, at the end of page 1 of a 2 or 3
page document, | get an error message: ERROR
1:86. PLEASE HELP!

This type of error sounds like a corrupt file. I would
recommend that you first try installing a new copy of
geoWrite (copy it from your original GEOS
Applications disk) to see if that corrects the problem.
If not, or if it only corrects the problem temporarily,
you may have one of several other problems. The
RAMdisk disk driver in gateWay may not be working

Issue 6



Space Port! ;
r::i.w‘er-m-qm G e AR LR
T Wire-walking Vit
commodore Star!!
- - ::.:I:- Viemder Wisle
Steppin’ Out! - i
bt Chicago, Los Angeles,

New York, or Boston?!?

Avchee Computer tkey
# foght s b past pm

The Future Has Arrived!!! ==

mESmr Yy,
-v‘-‘-'vm"
3

o L9 Loty bndrsn, M By Lmad

wr Tips on all major
commodore software and
hardware like GEOS, Super
Snapshot, Laser Printing,

dieHard

the Flyer for commodore 8bitters

The perfect way to stay connected
to the commodore world!

Subscribe today!

Each issue of dieHard comes packed with information to
make your commodore work better for you and help
keep you connected to other commodore dieHards.
Here’'s what you'll get with your subscription to dieHard:

iz Our annual public domain
issue reviews the available
software in the public
domain and passes the best

Fleet System, and more! on to you!

s Programming tutorials — e Our annual Rarities issue
lists all sources of
commodore equipment so
you can find that program or
piece of hardware that
you've been looking for!

Our Basic BASIC column is
introducing many readers
for the first time to BASIC
programming!

- Type-in programs and

more type-in programs!

Information on
telecommunicating
*music on your commodore
printing
*memory management

... AND MORE!!!

1 One Year Q0 One Year
(10 issues) (10 issues)
$16.97 with the Spinner
that's 42% off companion disk
the cover price! $49.97
| Name
I
E Address S
1
Please allow 6 to 8 weeks i City
for delivery of first issue. !
Make check or money order | (1) Payment Enclosed ([ Bill Me
payable to dieHard. !
Idaho residents must add !
5% sales tax. A

1 Two Years

that's 49% off

Become a permanent member of our dieHard family with a full subscription.
Share with us in further exploration of your commodore computer!

[ Two Years

(20 issues) (20 issues)
$29.97 with the Spinner
companion disk

Mail to: dieHard
Dept. CM
PO Box 392
Boise, ID 83701-0392

X
1
1
I
]
1
1
1
1
1
1
1
]
1
1
1
1

the cover price! $94.97 ;
]
I
I
]
]
]
]
1
1
1
1
1
1
1
1
1
1
1
I
I
1

AiaHard 16 Wast Rannnck Streat Suite 502 Boise Idaho. 83701-5850. (208) 383-0300 Fax (208) 383-0151,
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correctly with the BBGRam. Although it is our
understanding that this unit is identical to a
GEORAM, we have not had one to test, and the
possibility does exist that the two may not be fully
compatible,

Secondly, you may have a problem with contact
between the BBGRam and your expansion port. This
can eastly he corrected by inspecting the port and/or
cleaning the contacts on the cartridge (refer to Issue
#2, page 26 of Commodore World for tips on checking
the expansion port).

Finally, it could be the BBGRam itsclf. Such
problens can be caused by marginal RAM chips, or
some type of glitch in its power backup system. If this
appearsto be the cause, contact the r.’mm._r!éfr!ur:‘{ for
details on repairing it,

Magic & MS-DOS?

Firstofall- Youhaveafirst-rate, quality magazine
for the Commodore 8-bit computers. I got the
first three issues, and have turned them into
dog-eared copies! Keep it up...

Afewsuggestions: How abouta ‘Magic'column
similar to the ones thatappeared RUN Magazine?
And try tolimit the contents to new stuff, i.e., not
the ones that already appeared on the Internet
newsgroup comp.sys.cbm. And try to include
more machine language stuff. Lknow you have to
pander to the lowest common denominator
regarding readership—I think this is a ‘mature’
market, and we need more technical information
to use our machines more effectively.

Allow me to comment that my current
computer set up consists of a flat C-128, 1571
diskdrive, (bothwith JiffyDOS), 1541 disk drive,
FD 4000 and HD 85 disk drives, Xetec Super
Grafix Jr. Interface, SwiftLink, Super Snapshot
vd, tonsof computersoftware, and aequal number
inbooksandmagazines. lalsohaveaIBM 3865x20
MHz comp. with 170MB HD, 5 Megs of RAM,
VGA monitor &a HP 560C printer.

All of this brings me to comment on Mr.
Christianson’s commentary in the first issue of
Commodore World regarding the ‘rat race’ of the
MS-DOS world. This is just basically comparing
apples with oranges. I use both machines, and
derive satisfaction from both. Both of them
requireexpensive up-keep andup-grading, albeit
more so on the MS-DOS part. While I have been
aCommodoreusersince 1983 (witha Datasette!),
I have invested significant amount of time and
money. Despite my investment, I am a realist,
and continue to use other computer platforms
which are currently viable. And what's viable
right now is Windoze running in MS-DOS
environment on a 486 speed demon. It has
supportvirtually anywhere I go. If I need support
for my Commodore, I'd have to go to the used
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market, or direct mail retail outfits such as CMD,
Software Hut, SSland Grapevine Corp. My having
an MS-DOS compatible computer doesn't
necessarily mean an admission on my part that
Commodore computers are inferior. Also, it is
not an endorsement on my part that 486DX33
machine running Windows 3.1 is a perfect
machine. [ liken it to purchasing brand name
products, when generic ones can be sufficient
and maybe even be superior.

The bottom line: [ use the computer for what |
need it to do- provided the support is there. Why
get a Pentium when most of its raw computing
power will be wasted on mundane applications
likewordprocessing, database and spread sheets?
(Which are a dime a dozen.) Not many people
require specialized applications such as graphic
work, desktop publishing, extensive scientific

work which would justify such a purchase. If

people feel that they need to upgrade, then they
are more than welcome to join the ‘rat race’. My
386sx 20 MHz computer is more than adequate
for most of my needs, and I have no desire to
upgradeanytime soon. Isuspect that thereis now
ananti-upgrade trend growing in this nation and
may profoundly affect the computing industry.
And all the ‘marketing’ in the world will not be
able to reverse that.

As for my Commodore computing, it is still
active—I am currently undertaking two
programming projects, and hope to get them
published somewhere. My other goals is to

hopefully start a disk-based magazine ora BBSin
the future. Also, itismy hobby—Iam continually
collecting Commodore items and have quite a
sizeableassortmentofcommodore products. My
most esoteric item in my collection must go to
this transparent flow-chart drawing guide made
by CBM.

Last of all, I want to thank you for supporting
our ‘Lazarus Machines’, when at this time alot of
companiesalready bailed outfor greener pastures
of CDs, MS-DOS computers, Windoze version 3
billion point something, etc. Until next issue,
long live the Commodore 64 and 128!

Sincerely,
Todd Elliott

Mr. Christianson responds:

The intention of our Top Tips column was to
provide something similar to RUN's Magie columa;
but to work effectively, it requires a lot of input from
users—something we could use a lot more of.

As for your comments regarding the “Over The
Edge”article from Issue 1, I think that we both believe
that there are certain tasks to which some computers
are better suited. However, your example reinforces
my point. You're hanging on to a 3865x20 because it
suits your needs. I urged Commodore users to avoid
unnecessary and costly platform changes and to
continue using their 64's and 128’s for the same
reason: If it's not broke, don't fix it!

©

UseEr Grourp CONNECTION
SUPPORT YOUR LOCAL USER GROUP

ILLINOIS

Sandwich Computer User Group
PO Box 23

Sandwich I1, 60548-0023

FLORIDA
Lake/Sumter C.U.G.
P.O. Box 490416
Leesburg FL. 34748

MICHIGAN
Muskegon Area C.U.G.
P.0. Box 4496

Muskegon Hts. MI 49444

TEXAS
North Dallas C.U.G.
¢/0 1522 Bitter Creek
Garland TX 75040

VIRGINIA

Washington Area Commodore User’s Group
7728 Viceroy St.

Springfield VA 22151

CANADA

Calgary Commodore User Group
¢/0427 5th Ave., SE

High River, AB Canada T1V 1H9

Attention User Groups!

Send us your group’s name, contact
person's name and phone number,
when and where you meet, number of
members, andan addresswhere users
can write to you. Please send your
group info to:

CW UG Connection

¢/o Creative Micro Designs, Inc.

P.O. Box 646

East Longmeadow, MA 01028-0646
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COLOR 64 zzs.15.0

Easy-to-use * Compatible ° Fully Configurable [}

* Supports 300 - 38,400 baud *MCI and ANSI graphics

* Supports CMD Devices, LTK & ICT | » Built-in networking & Terminal | |
Drives, REU's, IEEE Drives program with phone book

and much, much more.

* Punter and Xmodem Protocals .

Pricing and shipping:
Color64 v8.0 (4 Disk Set) $65.00 Shipping via US Mail: Add $2.00
(Surface), $3.00 (Air), $4.00 (Priority), $15.00 (Express), $5.00 (Canadian)
For more information please contact Fred Ogle at:
Mailing: Fred Ogle, P.O. Box 35427, Dept. CW, Dundalk, MD 21222-7427
GEnie: F.Ogle USENET/INET: FOGLE@GENIE.GEIS.COM
SONIC TEMPLE BBS: 410-285-0428 Ask the SYSOP for details

FHawey and Ussaciates
(307) 742-3275

AUTHORIZED COMMODORE REPAIR CENTER

66 Double-Sided GEOS Picture Disks .. ..... $66.00

50 Double-Sided Stereo SID Disks . .. $50.00

44 Double-Sided Jim Green C64 PD Dlsks ..$44.00

27 Double-Sided Earlware C128 PD Disks ............ $27.00
C128 Software!

Maidstone Quest .. .. $19.95

Master Paint .. . $19.95

MASTERCARD AND VISA ACCEPTED
Shipping and C.O.D. Extra

Street Laramie, Wyoming 82070

1409 Mill

THE FRIENOLY
DISK HAGAZINE
FOR ALL YOUR
COHHODORE
COHPUT ING
NEEDS

F., NEWS.PROGRANS
TIPS.UPGRADES

SUCCESSOR TO CEE-64 ALIVE!'
COVERING ALL THE COMHODORE

SRCRANENTD, CR 95823 &°&it conpurens.

ARTICLES AND REVIEWS FROM AROUND THE WORLD

UOLUHE 1/1995...%36 %'

COMMODORE NETHWORK oéféi

NURTH AHERICAN EDITION PRINTED IN THE
FRON MASTERS SENT FROM AUSTRALIA

Ul]LlINE 471333, ..5%48 " ;i

AUSTRALIA’S W1 COMMODORE HAGAZINE FORHE
PAST 3 YEARS, DISKS WILL BE MAILED TWicE
YEARLY OR HMORE WHEN RECEIUVED FROM AUSTRALIA.

DEMO ISSUES:COMMODORE CEE $3 COMMODORE NETHORK 54
CEE-64 ALIVE: UOLUME 11992 528 5 D1sks

UVOLUME 2/1993 523 6 Disks

UOLUME 3/1994 538 14 pisks

OUR OWN SUPPORT BBS WITH OVER 2,008 FILES FOR YOU
TO DOWNLOAD, CALL 1-916-395-9733 AT 306 BAUD ToO
T0 14,400 BAUD, SUBSCRIBERS HAUE ACCESS TO BOTH
INTERNET ANOD FIDONET MESSAGE AREAS FOR THE 64/128.
OVER 150 NEW MESSAGES DAILY.

EHHHDDDRE CEE

00,008 232415

WHO WE ARE

Kat Tate/Mystique - Dir. Online Operations
Glen Doty/Phoenix1 - Chief Engineer

Al Mohring/Alinmin - Comptroller

OUR GOAL

To provide a place where ALL computer
users can meetinacongenial atmosphere,
play games, share information, and gener-

y The Phoenix Network -

: Rising Up From the Ashes _.
?romd’uy; Online Computer Entertainment and Services To The Nation

WHAT WE OFFER

» $4.50/hour No monthly fee
(Non-Primetime rates 6pm-7am)

* Visa & Mastercard Accepted

* Separate Adult & Family Areas
Positive Proof of age required

* FREE Internet Access

« Shareware/Freeware Libraries for:
Commodore, Amiga, PC, Mac

HOW TO JOIN
The Phoenix Network can be
accessed through your local Sprint/
Telenet phone number. If you are
unfamiliar with Sprint, call us toll-free
for full sign-on instructions:
1-800-869-1155
If you are familiar with Sprint
access, do the following:

ally have fun.
OUR POLICY
So long as we have a single user of ANY
type of computer online, we will provide
that user with all the support and informa-
tion that we possibly can!
The Phoenix Network
P.O. Box 120093
New Brighton, MN 55112

800-869-1155 Voice

* BEST Live Action Trivia Games Around 1. Have your credi

e Over 100 Special Interest Forum Areas

= Ask about creating a Forum Area for your
own group!

* TRADEWARS 2002 Play the hottest new
BBS game. Fully Commodore compatible.

* Some of the Best & Brightest members of
Q-Link! Maybe even someone you know:
Sholom Cicada Snickers/CatsO

2. Atthe CONNEC

baud rate:

300/1200: D <re
2400 baud: @D
(Use uppercase

KellyM8 DC Star  Kcorb 3. At Terminal = type: D1
MsOgeny  She EIf Sir Fitz 4. Atthe @ sign type
Mystique Lt Worf Juliad C FYREBIRD

Plus many many more! Join us! Meet some
old friends and make new ones too!

Full access is not granted
Unless you provide credit info.

following depending on your

5. Follow sign-on instructions
for access to The Phoenix.

t card ready

T type in the

turn> D <return>
<return>
[shifted] D's)

J
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COMMODORE AND CoMPUTER INDUSTRY INEWwWSs

Landmark Series Lands at Parsec

Recently Paul Murdaagh, the author of “The LandMark Series” and other
software, has left the Commodore market. His software and the rights to it
were bought by James Robbins. Parsec hasbecome the exclusive distributor
of The LandMark Series, and the software will also be available through our
authorized dealers.

Unfortunately Paul’s records were not complete and we have not been
able to contact all of his former customers. Any of his customers that have
not been contacted and are interested in the new upgrades being offered
should contact Parsec by August 1995 at the below address and include a
photocopy of their canceled check, frontand back. All otherinquires can be
sent to our POB address. GEnie members can contact us at the e-mail
address “JBEE".

Parsec, Inc., PO Box 111, Salem, MA 01970-0111

CMD to Distribute New Game from Electric Boys
Creative Micro Designs, Inc., has
recentlyannounced that they have
signed a North American
distribution agreement to market
games produced by Electric Boys
Softwareof 7772, England. The first
title making its way to the
Americanmarket is Heavenbound,
an arcade-style game featuring
advanced graphics and sound.

CMD spokesperson Charles A. Christianson cited the agreement as a
boon for the starving North American 64 game market, which has suffered
from a lack of new releases for the past few years. “Because the European
market hasalwaysbeen more game-oriented, and because the Commodore
64 has maintained a stronger hold in those countries, there are a number
of new titles which can be made available here. Heavenbound will be the
first of these which we will make available, and if it does well, there are a
number of other titles under consideration which could follow.”

Price and release date had not yet been determined at press time, but
indications were that Heavenbound would retail for under US$20.00, and
should begin shipping within a month.

Creative Micro Designs, Inc., P.O. Box 646, East Longmeadow MA 01028-0646.
(413)525-0023 (information), (800) 638-3263 (orders), (413) 525-0147 (fax).

Commodore World Subscription Contest

Commodore World has announced a Super Subscription Sweepstakes,
offering prizes to both new subscribers and subscribers who renew their
subscription before May 1, 1995. A drawing will be held on the expiration
date of this sweepstakes, with the grand prize winner their choice ofa CMD
HD-20 hard drive or a CMD FD-4000 disk drive. Six second place winners
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will receive their choice of a JiffyDOS 64 or 128 system, and 24 third place
winners will receive discount coupons for $10.00 off their next CMD
purchase of $50.00 or more.

New Products from Performance Peripherals
Performance Peripherals, Inc. has recently announced that they will
distribute the Flash 8 accelerator in North America. The Flash 8,
manufactured by Discount 2000 in Germany, is an 8 MHz 65816-based
accelerator card that fits into the expansion port of a C64. PPI has not
announced when production units would be available, and did not yet have
a firm price, but suggested that the product would probably sell for just
under $300.00. Currently, the Flash 8 works only on true C64's, and willnot
work on C128’s in any mode.

PPI also announced that they will distribute the Australian produced
product 64 Net, which allows up to four C64s to be networked together
using an MS-DOS machine as the file server. Each of the 64's connected to
the server can access files stored on the server's storage devices. No pricing
or availability for this product has been announced by PPI.

Performance Peripherals, Inc., 5 Upper Loudon Road, Loudonville, NY 12211,
(518) 436-0485.

GEnie Helps Santa Spread Christmas Cheer

The Commodore Roundtable on GEnie recently celebrated Christmas with
their Twelve Days of Christmas promotion. On each of the twelve days,
members got a chance to win prizes in the nightly conferences. The prizes
included a large number of free on-line time packages donated by the
Commodore Roundtable, and a dozen prize packages containing various
Commodore products donated by Creative Micro Designs.

The promotion also included a contest which awarded a complete
RERUN disk collection to the member who submitted the best Christmas
card produced on a Commodore. This competition was judged by Steve
Vander Ark, and the winner's submission will appear in the next issue of
Commodore World.

Sherry Freedline, coordinatorofthe promotion, deemed itagreat success,
and was optimistic about similar promotions in the future.

Commodore Liquidation: Still Going...

Yes, justlike the Energizer bunny, the Commodore Liquidation process seems
tokeep on going with noend in sight. CEI's bid, tendered in December, hadan
expiration date that ran out at the end of the year. The Commodore UK team
also placed a bid during that time. CEI has reportedly submitted a new bid, at
alower price; we can only assume that the plan is to indicate to the liquidators
that as time goes on, the assets become less valuable,

Switching now to the rumor mill, the buzz making the rounds nowis that
Commodore UK doesn't have the fundingto back up their bid. We've heard
this rumor before, though, so we're alittle skeptical about taking it at face
value, There are also unsubstantiated reports going around that the
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Baharian courts have ruled to allow the creditors to check back for 12
months into the operation of Commodore prior to the liquidation, as
opposed to going back only 3 months as is the norm under Bahamian law.
Iftrue, this may allow the liquidators to reclaim certain assets by reversing
corporate decisions affecting the assets of the company during that period.
The down side is that this will undoubtedly add to the delays in finalizing
the disposition of Commodore.

One final rumor making the rounds is that a class action suit by
Commodore stockholders is in the wings, awaiting the results of the
liquidation.

U.S. Robotics Sportster V.34 Upgrade Information

If you own a Sportster V.FC modem, you can upgrade to V.34! Order the
V.34 Upgrade Kit, which includes a user-installable EPROM chip, or send
yourmodeminand U.S. Robotics caninstall it for you. To place your order,
call the number below. Be sure to have your modem’s serial number when
you call.

United States: 800-543-5844
International: 616-968-6915

Pricing:
V.34 Upgrade Kit ..ccoveerriennrinsirsecinnns $34.00
Installation of Upgrade Kit (optional) ... $20.00

e FREE

Ground Shipping ...
to 5Kits) e

2nd Day Shipping (each 1 $5.00
Next Day Shipping (each 1 to 5 kits) ..... $10.00
International Shipping.....ccccovceevnccenes $50.00

When in Phoenix...
The Phoenix Network has moved from Flagstaff, Arizona to New Hope,
Minnesota. In doing so, it changed their Sprint/Telenet access. Some
callers from some cities can still log on using the old “C FYREBIRD"
command, others may experience problems. For those experiencing
problems, The Phoenix Network suggests using another code, instead.
To connect to The Phoenix Network, have your modem dial your local
Sprint/Telenet number. If you don’t know your local Sprint/Telenet
number, call The Phoenix Network at 1-800-869-1155, and they will look
it up for you. When you see “Connect” type the following, depending on
your baud rate:

300-1200 baud, type: (RETURN) D (RETURN)
2400 or 9600 baud, type: D1
At the @ sign, type: C FYREBIRD (RETURN

If you receive an error message, type:G1260433 (RETURN

Gazette Disk?

There's been no word yet on what will happen for the subscribers of the
Gazette disk, which we reported last issue as being the latest Commodore
publication to fold. Tom Netzel, former Editor of the Gazette disk, now
spends most of his time maintaining two areas owned by GFI on America
On-Line. While Mr. Netzel was hopeful that something would happen
soon, he further commented that he felt certain that subscribers would be
compensated in some manner for any outstanding portions of their
subscriptions. Commodore World will continue to follow this story, and
we hope to have more definite news in our next issue.

OF SOFTWARE
64/128

No kidding. Call 1-800-831-2694
now or mail your valuable FREE SOFT-
WARE CERTIFICATE, and we'll send
you a FREE issue of LOADSTAR", the
Commodore” software subscription. That
way, you can explore our revolutionary
“subscribe-to-a-disk-of-software” concept
for yourself!

Each monthly issue contains 7-10

If you like

g

FREE SOFTWARE CERTIFICATE

Call now or mail in this FREE SOFTWARE
CERTIFICATE, and we'll send you a FREE issue of
LOADSTAR, the Commodore software subscription,

Call 1-800-831-2694 or 1-318-221-8718

for fastest service!
your FREE issue, you can complete a 3-month trial sub-

scription with two more issues for just $19.95%. Since your first issue is
FREE, you'll save 1/3 off the regular 3-month subscription price of $29.95.
When you subscribe, you'll receive a FREE Special Bonus Disk of some
of our most popular programs. You'll also have the option to subscribe for
a longer term and save more. Whether or not you subscribe, your first

Check disk format:

035 0529

State/Province: CWL034

programs and features on two 5.25" disks issus is FREE.
or one 3.5" disk. Imagine getting features Name:
like these on every issue: Address:
*Utilities *Puzzles *(Games
*Applications *Tutorials  *Graphics
*Music *Reviews eand more!

CIHOO1-2/%4
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Zip/Mail Code:

Day Phone #: ( )

* In Canada $23.30 (regularly $34.95). Offer available in U. S, and Canada
only, International-call for information. Allow 4-6 weeks for delivery,
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FOADSTAR

WHO'S IN CHARGE?

The computer revolution is still
coming full force. America is only
beginning to learn how fun and
useful computers can be. Troubleis,
corporate America has its mitts in
the computer industry. I think the
revolution is best handled by actual
computer geeks, not people whopay
other people $40,000 per vear to
configure their LAN so they can
Email memos. These people have no
ideawhat computingisallabout. To
them computing is all fads and
trends.

The corporate entities [ speak of

aren’tthe corporations that actually
produce computers, peripheralsand
software. Intel, MicroSoft, IBM and
thelikeareactually TRYING tomake
products that they think people
want. The villains I speak of are the
Prodigies, AOLs and Compuserves.
Add to that listisa growing number
ofmediahousessuchas CNN, CNBC
and the like, who lock out their own
viewers, especially Commodore
users, by nesting themselves in
forumsonon-lineservices. | have no
problem with the forums. I do,
however, haveaproblem when CNN
tellsmeIhave to havea subscription
to CompuServe, which has Internet
access, inordertocommunicate with
them. Like a lot of other large
organizations, CNN probably has
it'sown Internetaccessindependent
ofany on-line service. On their daily
Talk Back America, they tell use an

COMMODORE WORLD

THE
GCONNECGCTION

NeEws FROM COMMODORE-RELATED VENDORS AND PUBLISHERS

exclusive live CompuServe forum
instead of live Email like CSPAN.
They tell you to join CompuServe
andtype“GOCNN."Sorry, I'drather
20 64,

Let'sfaceit. I'mapolitical animal.
It used to be PC meant Personal
Computer, then it meant Political
Correctness. Now, and possibly
forevermore, it’sboth. Ifit'snot DOS
or Mac, you're a weirdo. So it’s no
surprise that even though it's the
American way to glean as much
money as possible fromall classes of
people, PC actually overrides
capitalism. It doesn’t matter that
there are millions of potential
Commodore customers, Ihvy just
don’t want us! Qlink’s demise was
AOL refusing a heaping serving of
Commodore money.

Prodigy absolutely refuses to
honor anyone but the PC, not
becauseofany nefarious motive, but
because of ignorance. Just last week
Fender and I pinned a Prodigy
representative in the corner,
explaininghow Commodore money
wasasgreenas PCmoney. Nomatter
how we explained that they could
simply pay a  Commodore
programmer a few thousand dollars
to code a Prodigy front end, the rep
simply believed that a Commodore
wasn't “fast enough” for Prodigy.
Well DUH! What are people doing
on-line that a Commodore can’t
handle? People are incredibly slow
on-line, much slower than Prodigy
or the Commodore. Modems are
incredibly slow to computers. Even
29600 baud modem sslowerthana
1541, especially on a noisy line. So
because of PC and ignorance,

Commodoreusersarelockedout yet
again.

I'spend about $10.00 per month
on-line. Sometimes a whopping
$17.00.Sol'dratherspendafraction
ofacenttotellRikki Lake's producers
that she's stereotyping men than to
open up my Visa card to
CompuServe. [won't writea letter. |
may be a political animal, but I'man
electric animal. 1 don't mind the
computer end ofwritingaletter, but
I hate printing, signing, folding,
enveloping, addressing, stamping
and finally mailing real letters. I'd
much rather Email through GEnie,
my Internet provider. If GEnie
providedan Emailto US Mail service,
I'd use it, even if it cost 50 cents per
letter! I already use their Email to
FAX quiteabit. Emailislesstrouble,
and it it gets lost in the Internet
because I misaddressed it, the letter
is bounced back so that I'll know.

I'm no commie, but | want these
fat capitalist pigs and their deals to
leave the market the way natural
selection would have molded it.
Hopeifully there will be no
centralized on-line services because
it'll all be local, with too many
businesses, likeyourlocal paperand
news, ready and waiting to receive
vour modem for pennies—or free.
While the traditional on-line services
madly gobble up and shelter new

customers from the freedom of

Internet and knowledge, they stifle
communication.

What I'd like to see is a program
that allows green Internet surfers to
choose froman English-speaking Big
Dummy’sInterface To The Internet.
Pretty soon people will realize that
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it's cheap and the ultimate access
channel. I hope the future arrives
free of PC. Let the users forge the
computer industry, not the fat cats
who literally tell us what we want
and need.

- Jeff Jones

Assoctate Editor, LoadStar

dieHard

The dieHard Letter
dieHard hastaken another turn. Exit
one associate Editor, enter one
Assistant Editor. On top of all this,
the price of postage has gone up.
dieHard has been consistently
late. The Spinner hasbeenvery, very
late, People are wondering if we are
still around. 1 don’t blame people
forbeingscared. Many C=pubs have
comeand gone. But we are still here!

Due to not only the postage
increase this January, but the cost of
printing, dieHard has not been
moving in a forward vein, at least
not a very fast forward vein, We've
been unsuccessful in finding a disk
copying system, so those couple of
thousand Spinnershavebeen copied
by old 1541s! We killed four last
month within two days.

That's not all. I've been doing
these 100 hour weeks and I've
decided that enough is enough—
we're going bi-monthly! Actually,
we've been putting out 20 issues of
dieHard per year, not 10. The
Spinner is full of articles as well as
programs. So the change will not be

one of simply going bi-monthly, we
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will be going monthly.

This is the proposed schedule:
January — Spinner
February — Flyer
March — Spinner
April — Flyer

Every month there will be either a
dieHard magazineoradieHard disk.
This schedule will give us the time to
get out a top-notch magazine/disk
in a timely manner.

That brings me to the next topic.
We have a new Assistant Editor on
board—Jon Steele.
aboard, Jon.

The next issue of dieHard is our
exciting GEOS issue. Dale
Sidebottom is back with some
interesting information That every
commodore owner should know.
Join Dale in the world of Postscript
printing.

Dick Estel takes us forawalk down
the GEOS Hall of Fame, where you'll
findsomeamazingindividuals. Dick
even speculates on future Hall-of-
famers.

That'sin theFlyer.Onthe Spinner
you'llfindsome envelopetemplates,
some new fonts, and a double-strike
printer for the Epson MX-80 (also
works with Canon BJ-200!) from
Ernest Barkman. Those fractal (non-
GEOS programs that we had to
bump from the October Spinnerwill
also be there!

Welcome

By the way, we have plenty of

non-GEOS material in both, so
please don't avoid this issue if you
loath GEOS.
Onbehalfofmyselfandallhereat
LCI, I'd like to wish you and yours a
Happy and Prosperous New Year to
all!
- Brian L. Crosthwaite
Editor, dieHard

COMMODORE CEE
New year, new name,
magazines. So what else is new?

new
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Well, a lot more changes. New
writers you will see throughout the
year. A new column by Jim Hehl
covering the Plus/4 and other
orphaned computers. More disks
perissue. Wenow offer Commodore
Cee on three 1541 format disks or
ona 1581 format disk. Same content
in both formats. Gaelyne Moranec
isgoingto Australiaandisnolonger
our Editor. Our connection to our
Australian friends has changed and
we now print Commodore Network
of Australia here in the U.S. and
distributeitforNorth America. They
in turn duplicate and sell our disk
magazine in Australia.

While Commodore Network is a
printed magazine and Commodore
Ceeisadisk magazine we will still be
distributing thedisks that come with
your subscription to Commodore
Network. In Australia Warrensends
them out about four times a year.
We will also, even though we
promise twice a year. That's just to
give us a little leeway in case the
mails or the government folks at
Customs delay things. Sometimes
that may also delay Commodore
Network itself a week or two. [ have
been lucky once or twice in the past
and received packets from Australia
in a few days. The norm is two to
four weeks depending on U.S.
Customs. My December issue and
the masters for the January issue
arrivedon the same dayeventhough
mailed weeks apart.

We will still be offering the back
issues of Cee-64 Alive! forsaleand in
a few months we will be offering
Compendium Volumes of the back
issuesof Commodore Network. Each
Compendium will come with the
disks that were issued with that
Volume.

If you are curious about either
magazine send for the Demo issues
of both. See our advertisement in
this magazine for our address and
ordering information.

Wewillsoon beofferingalot more
software and hardware for the
Commodore computers. Flyers for
theotherthingscomewiththedemo
issues and with subscription issues
of both magazines.
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When we first negotiated this
distribution with Commodore
Network they wanted us to produce
a North American edition leaving
outclubinfoand Ads from Australia.
We convinced them that there are
somevery good magazines produced

in the U.S. (you're reading one of

them) and that what U.S. folks
wanted to see was what was
happening in the rest of the
Commodore world (bad pun
intended). So, these issues are
unchanged and will contain all that
isin the Australian edition. Anything
additional will be on pages printed
additionally here for U.S.
distribution.
- Jack Vander White
Publisher, CEE-64 Alive!

FUN GRAPHICS
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THE FGM DEMO-ER

This month we're going to explore

someideasforthe DEMO-ER section
of FGM. DEMO-ER has the full hi-
res editor available, just like
CREATOR, with one important
difference; DEMO-ER letsyourecord
the keystrokes (rather than
recording sound or video, it records
the keys you press).

DEMO-ER  was originally
provided so I could show you
examples of things that FGM can
do.It'sdifficult toexplainwithwords
what FGM does; just ask any avid
FGMer and they'll probably get
tongue-tied and go into overload.
Onthebacksideof the FGM diskare
a bunch of demos that [ recorded.
Theyareintended toteachyouafew
things and hopefully give you ideas.

One of the demos shows you how
tomake a calendar. Since a calendar
is essentially just a form, review the
calendar demo for hints on making
forms (and see last month'’s article
on form making). There is an FGM
Calendar Template available, but I
think the calendar demo should be
all that most users need.

1. ANNOUNCEMENTS: I know
of several clubs and at least one

tavern where an FGM demo runs
continuously, welcoming people
and showing events that are
scheduled.

2. VIDEO TITLING: Besides just
typing things on the screen, you can
prepare screens ahead of time. Say
you linked two screens across.
Prepare two screens and load them
to FGM screens two and three so
they'll be out of sight. From the
home screen you can use TEXT
mode’sdeletetopull partsofunseen
screen two onto the home sereen,
Use SHIFT CTRL [left arrow] to
swap screens two and three so you
can access screen three.

3. ANIMATED CORRESPON-
DENCE: Fender Tucker coined this
expression for FGM's DEMO-ER.
Send a friend a letter done with
FGM. Just be careful; if you write a
word and then delete it, they'll see
that.Ifthey don'talready have FGM
then include the demo version of
FGM (the demo can be found on
LoadStar issues 82 and 101, most
club libraries, and many on-line
services).

4. Doing complicated things to
screens that you might want to do
often (or you'd rather someone else
did). An example is the wrotate
demoonthe FGMdiskwhichrotates
afull sereen ninety degrees. Also, in
issue 101 LoadStar published a
converter program by Jack Blewitt
which takes
artwork and turnsitinto 1.5-screen

two-screen wide
artwork forthose with Commodore
7-pin printers. Nifty.

If you're doing a complicated
demo that may need changes to it
later (i.e.: announcements) then [
suggest recording it in smaller
segments and appending the
segments together. That way you
onlyneed tore-doasegmentor two.
Text changes are pretty easy with a
disk doctor, but only to a back-up
(you've been warned:).

Give DEMO-ER a try. It’s fun to
play with, and its creative
possibilities are largely unexplored.
Happy Computing!

- Ron C. Hackley
Co-Owner, FGM Connection
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Top Tips

100 TERRIFIC TIPS FOR SPEEDING UP BASIC

Tired of pokey programs? Wish you had a bit more
zip in your BASIC? This issue’s Top Tips come from
David Pankhurst, author of Cale 1, a C64 spreadsheet.

With the Commodore computers, more speed
requires extra effort. To help in your goal of the quick
program, here is a compilation of 100 tips that will
shave eycles off your execution times. They span the
gamut from general to specific, hardware to software,
and practical to esoteric (a polite word for weird).
Where possible, time saved, in percentage or cycles,
is included. Although the amounts are usually small
(one cycle is about a millionth of a second), don’t
forget that when commands are repeated over and
over, a small difference can add up quickly.

Input/Output Tips

Without a doubt, the biggest bottleneck in
programming is serial /0. The serial port takes 8-bit
bytes and spits them out a single bit at a time, making
every byte transmitted a lengthy chore,

1. Use 1/0 sparingly. The less reading and writing,
the less time spent by the computer slowing down to
talk to peripherals.

2. Pack and compress written data. PRINTing a
number to disk illustrates how much wasted space
exists in files; even a leading space is included. Take
outspaces, and look to making each byte written hold
more information,

3. Use INPUT, not GET. Unlike GET, INPUT needs
no other BASIC lines to read in data, and so is much
faster. Remember to format your files to work with
INPUT.

4. Cut down user input. People are the slowest
computer peripheral (at least from the computer’s
point of view). Keep communication to a minimum;
for example, ask for single letter selections (as in
menus) instead of whole words (via INPUT).

5. Ask for user input at the beginning. Think of it
this way: which would you rather have, a program
that runsall night, asking for input each hour, or one
that runs unattended? Have all the decisions made
before starting the main processing, to avoid waiting
later.

We Need Your Top Tips!

Each issue we'll print the very best tips we
receive from our readers. Send your tips on
using and programming your Commodore
64 or 128 to:

CW Top Tips

¢/o Creative Micro Designs, Ine.

P.O. Box 646

East Longmeadow, MA 01028-0646

COMMODORE WORLD

6. Let the peripheral do the work. Printers can do
amazing things today with fonts, character spacing,
page formatting, and the like. Let them. By letting
your printer do more of the work, you reduce the
work the computer does.

7. Bufler Output. Many printer interfaces take data
from the computer at full speed, and send it to the
printer at its slower speed. Another option is to first
print the file to disk, and after the program ends,
output the disk file to the printer. Although the total
time is longer, printing to the disk s faster than to the
printer, so the program finishes quicker.

8. Useafastloader cartridge. These cartridges speed
up the serial port, making for faster loads and saves.
Although few of them improve INPUT or PRINT#,
they can be used to speed hi-res screen or program
overlay loading.

9. Use loads and saves instead of reads and writes.
Reading or writing takes up more time than LOAD or
SAVE because you need extra BASIC commands to
handle the looping.

BASIC Programming Speed-Ups
Watching out for time wasters when planning a
program is an excellent way to gain speed, without
having to redo work.

10. Avoid joysticks and mice. Besides being
non-standard, a lot of computer time can be spent
reading these devices. And because some users aren't
familiar with them, you might wind up spending
more time getting a response than with the
old-fashioned keyboard.

11, Use sound, not action. The C64 has a separate
chip for sounds, meaning that a sound can be quickly
setup, and the computeris then freed for other tasks.
In contrast, flashing a message or displaying a
response keeps the computer busy a lot longer.

12, Don't tweak sounds. The key to gaining speed
using soundsis to set the sound up, and then forget it
Playingwith the volumeand changingsettings defeats
the speed advantage of using sound.

13. Overlays reuse variables. When running a
program, LOAD can overlay a program over the
current one, run it, and preserve the old variables.
This means the second program may not have to
initialize anything.

14. Use machine language. Rewrite only the
most-used routinesinto machine language, and you'll

gain the greatest benefit with the least amount of

work.

15. ('rllm‘hI’-ASIC,(‘rlu1(‘}!ingnrcnmpactil|g|Jrngr.'lms
means getting as much on one program line as possible,
most notably by leaving out spaces. Although small
times are involved, (about 190 cycles to go to the next
line, and 22 to skip a space) they add up.
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16. Use machine language SYS commands. SYS
commands are a painless way to combine ML and
BASIC. Often someone hasalready writtenaroutine
that does a common task, such as sorting. Also, the
Computer ROMS contain many useful routines you
can call directly, saving time. Using others” ML
routines gives you increased execution speed, and
saves time in programming and testing,

17. Turn off the clock. Sixty times a second, the
computer stops what it's doing, updates the TI
clock value, and checks the keyboard. You can save
time without sacrificing the keyboard by avoiding
the part that updates the clock, via POKE789,53.

18. Turn off the keyboard. You can turn off both
the clock and the keyboard with POKE56333,127,
for a speedup of about one percent.
POKES56333,129 returns to normal.

19. Delete extra colons. Colons take a more time
than spaces to skip over. The reason is that a colon
signals the computer to gear up for another
command. If there isn’t one following, about 140
cycles are wasted.

20. Eliminate REMs. REM is a command, telling
the computer to read in and ignore everything to
the end of the line. The time spent doing this
depends on the amount of text following the REM,
but with 20 characters of text, about 1000 cycles
are wasted.

Variable Tips
Nobody programs without variables, so speedup
tips are essential in working with them.

21. Avoid multiple character names. Variable
names of two or more characters exact a time
penalty of as much as twelve percent. There's a
slowdown not just when you create the variable,
but also each time you use it.

22. Initialize important variables early. BASIC
works by adding new variables to the end of a list
kept in memory. When a variable is looked up, the
list is searched from beginning to end. The earlier
on this list a variable exists, the quicker it's found,
so initialize the variable you need fastest first.

23. Initialize arrays last. Arrays are placed on a list
immediately after the variable list. If a variable is
later created, all of the array variables have to be
moved to make room. Since arrays are usually quite
large, the time involved in moving them is
significant.

24, Bealertto strings. You need them, but you can
use them sparingly. Strings have a lot of wasteful
traits, most notably garbage collection—a periodic
cleanup of memory that can stop your computer in
itstracks for minutes ata time. The less strings you
create, the faster garbage collection will be when it
does happen.
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25. Avoid string math. Every string manipulation
requires space. Often, one formula involving a string
will make several copies of the work in progress. Allof
these copies help fill up memory, triggering garbage
collection that much sooner.

26. String assignments are OK without math. This
is the exception to working with strings. When
X$="MOMMY" is executed, no string moving is
done, Butifyoudoany math during the assignment,
such as X$="MOMM"+"Y", a copy is made, and
time spent.

27. Assign constants to a variable if used more than
once, Each time a constant is read in, the computer
converts it to a number it can use internally. This
conversion takes extra time on all but the smallest
constants, so you benefit by making most constants
variables.

28. Avoid % variables. They should be faster, but on
Commodore BASIC, they are translated internally to
normal variables, wasting about 300 cycles.

29. CHR$( takesalongtime. Hereagainis math with
strings. If you do use CHRS(), consider storing the
result in a variable.

30. ASC(LEFTS()) is unnccessary. ASC uses only the
first character, so LEFTS() is superfluous.

31, Use LEFT$0) and RIGHTS() in place of MID$()
whenever possible, They're over 50 pereent faster.

32. Unpack data. If you find yourself converting data
every time you use it, try converting it once, and
saving that version. For example, if’ you work with
telephone numbers, leaving the dash in might save
adding it later.

33, Don’t DIM small arrays. If you don’t DIM an
array, BASIC will automatically create an array of 11
elementswhen youfirst try touseit. If that's what you
need, leaving off DIM saves over 2000 cycles.

34. Use arrays for repeated lookups. Here's one
example: instead of constantly using a formula like
Y=SQR(X), create an array T() and fill it with pre-
calculatedvalues [i.e., T(X)=SQR(X)]. Theneach time
\nllnud.i\qtrm root, lookitupinthetable [Y=T(X)].
It only works if you need a small range of values
checked, but if that' s your situation, the time savings
can be enormous.

Math Suggestions
Mathematics in the computer works on what is called
floating point format, usedinternally by the computer.

35. Don't do it, Math on the Commodore was
programmed to handle big numbers as easily as
small. Unfortunately that means all math is slow.
Avoid it or simplify it, but remember that it steals
a lot of time.

36. Use period () instead of zero. Though cryptic, it
cuts about 600 cycles from execution times,

37. Variables versus arrays. When an array variable
is looked up, the index v alue has to be calculated, in
some cases tripling the time spent.

38. Split doubly indexed arrays into singly indexed
ones. By splitting an array like X(10,2) into X(10) and
Y(10), you avoid the second index calculation, and
run about 50 percent faster,

COMMODORE WORLD

39. Avoid fractions. Try running X=1 a thousand
times, then X=1. 000(]{)0(}00(] and notice the
difference. Fractions require an incredible amount of
time to enter into the computer. Save each one as a
variable, and never, never, call more than once.

40. Avoid exponentiation (*). Instead of taking a
number to a certain power, try multiplying out. For
example, changing X3 to X*X*X runs five times
faster.

41. Watch () usage. Inaformula like X=(A+B)*Z. the
parenthesiseliminate one multiplication, saving time.
Butifthey'reuneccesary, leaving them offsaves about
400 cycles a pair.

42. Say no to DEF FN. These functions have to first
copy your value into the function, and then execute it.
This double overhead can be avoided by writing the
function into the program each time you need it.

43. RND(0) versus RND(1). RND(0) is roughly twice
as fast, but not as random. And don't use a larger
number than one ; RND(111111) does exactly the
same as RND(1), but runs much slower.

44. Use booleans. Booleans operators (AND, OR,
NOT) are faster than all other math operators. Keep
alert for ways they can be substituted.

45. Avoid transcendentals. The transcendental
functions COS(), SIN(), EXP(), TAN(), ATN() and
LOGO take an extremely long time to get answers,
Use them sparingly, if at all.

46. Simplify expressions. s it possible to change
multiplies to adds? Change constants to variables?
Combine operators with parenthesis? Every math
operation you avoid is a significant improvement in
execution time.

Data Advice

Data statements are i"'illlh{.'r area \\'iTIl hpl.'l.'d
problems. Butifyoureally need them, try these tips to
improve their timing.

47. Eliminate blanks from DATA. Leavingout spaces
speeds up the READ slightly.

48, Place reused data first. Reading starts from the
beginning, so if you reread any data, place that first,

49, Use Selective RESTORES. If you can get ahold of
aselectiverestore (which restorestoany dataline, not
just the first one) you eliminate the reading and
skipping necessary to position for a READ.

50. Place DATA outside of program flow. Like REMs,
DATA statements take time to skip over, so don't.

51. Place them as close to the front as possible, and
together. To perform a data READ, the computer has
to find the first line, and then each subsequent one.
Although the time involved isn't great unless you
constantly reread data, placing them close together
and up front does make a difference.

52. Avoid READ entirely. The best advice to
speedup READ is to avoid it. Instead, assign
variables directly.

The Screen

The screen is another input/output device that hogs
computer time. But we'd be lost without it, so here’s
some ways to have your screen and display it, too,
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53. Avoid frills. That goes for sprites, graphic modes,
lots of color, and such. Extra code (and time) is
necessary to set them up and maintain them,

54. TAB() versus spaces. Generally speaking, if all
you're doing in a PRINT statement is formatting,
TABQ s fine. But if you're printing a string anyway, a
few extra spaces in the string won't hurt, and it prints
much faster than TAB().

55. Don't calculate when printing strings.
X$=Y$+ZS$:PRINTXS is slower than simply
PRINTYSZS.

56. Avoid CHRS() in PRINT. Embed control codes
(like the inverse S that clears the screen) in strings,
rather than caleulating them with CHRS().

57. Don'tscroll. Each scroll requires 2000 bytes to be
moved—and moving takes a very, very long time.

58. Don't clear the screen. Although faster than
scrolling, it still takes about 43,000 cycles.

59, Consider loading screens. Very complicated
sereens can be created once, and then loaded, saving
re-creation time.

60. Blankthe screen. Ifyoucan dowithoutthe screen,

your code can be ‘:pevdtd up about six percent by
bl.lnklni., it. Use POKES3265,PEER(53265): AND239
to turn it off, and POKES3265,PEER(53265)0OR16 to
turn it back on.

Branching Tips

Lvery decision involves a potential branch, and
branching takes time—time that can be reduced with
careful analysis.

61. Use small line numbers on GOTOs and GOSUBs.
Like all other constants, they have to be translated by
the computer to an internal number. The larger they
are, the more time spent converting them.

62. Avoid GOTOs. Not only is it a potential cause
of spaghetti code—code jumping from place to
place in a tangled mass—but it takes time for the
computer to get the line number, find the
destination, and move there. If you can do the job
where you are, do it.

63, Avoid GOSUBs. This is the same advice as for
GOTOs. The difference is that GOSUBs usually serve
a different purpose. Often one routine is used by
several parts of a program, and each call it with a
GOSUB. If a subroutine is used in several places,
there’s probably not much you can do. Butifyou need
speed, consider moving the subroutine in-line with
the code, eliminating the GOSUB entirely.

64. Consider FOR/NEXT loops instead of GOTO for
looping. To use a GOTO for looping involves an
increment, a test, and the branch. It's much quicker
to replace these three statements with a FOR/NEXT
loop; and with fancy programming, even unusual
increment values can be handled.
65. Leave off the GOTO in IF.. This
saves about 50 cycles.

ITHENGOTO.

66, Replace GOSUB:RETURN with GOTO. Ifyou have
aGOSUB:RETURN pair, replacing themwitha GOTO
saves you 500 cycles. The reason is that the computer
saves the return address with a GOSUB, but not a
GOTO.
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67. Place routines at the program beginning or
just behind the calling line. GOTO/GOSUB works
intwo ways, depending on whether the destination
line number is smaller or larger than the current
line number. If smaller, searching for a match
begins at the start of the program; if larger,
searching begins from the current line. That makes
these two locations the best place to store routines
for quick access.

68. Simplify IFs. The IF command evaluates and goes
tothenextlineiftheresultiszero, ortothe THEN part
if non-zero. This lets a test for non-zero be simplified
from IFX<>0THEN to IFXTHEN, halfing the time.

69. In a series of IFs, place the likeliest first. Placing
the most likely choice first means you avoid falling
through to the latter IFs (with extra testing) the
majority of the time.

Loops

Nowhere are speed up tips more noticeable than in
loops. When a loop is executed thousands of times,
every delay is magnified.

70. Include the calculation in the loop. The loop
parameters are calculated only once in Commodore
BASIC. This means that FORI=X*20TOX*30STEPY-2
is quicker than A=X*20:B=X*30:C=Y-2:FORI=
ATOBSTEPC since the extra variables A, B, and €
aren't created.

71. Leave off the variable with NEXT. It increases
speed by about 13%.

72. USeNEXT:NEXT, not NEXTIL]. Variable lookups
takes time, even more than executing two NEXT
commands.

73. Change two loops to one. If you have a loop
assigning ten items toarray X, and another assigning
ten items to array Y, combine them into one loop to
save time.

74. Do more work each loop. For example,
FORI=1TO10:X(I)=I:NEXT and FORI=ITO10STEP
2:X(D=L:X(I+1)=1+1:NEXT do the same job; but the
second loops five less times, with onlyasmallincrease
in program size.

75. Move out unvarying parts in a loop. If
something doesn't change inside a loop, move it
outside. And if a calculation is done that never
varies, assign it to a variable outside of the loop,
and then use that.

DOS
Input/Output time savers have already been
discussed, but now we focus on that all important
peripheral, the disk drive, and its disk operating
system.

76. Use a RAM device. It's faster, so much so that
even counting the extra time backing up the files to
disk, it can still come out ahead.

77. Kill the Dos Wedge. The wedge haunts BASIC at
its very core, a little routine used to read every
characterofa program. Kill it with @Q, and regain 21
percent of your lost speed.

78. Consider direct access and relative files. These
file types take extra programming, but they have the
advantage of accessing files much faster than the
usual SEQ and PRG types.
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79. Keep head movement to a minimum. The head
l|1.1l.utua]ly movesover thedisk, readingand wnlmb,
is the slowest part of the drive. Avoid moving it as
much as possible, such as by working on two files at
once on the same drive.

80. Don't read unnecessary data from the disk drive.
Disk information, in the form of blocks, are first read
into a buffer in the disk drive's memory. But if you
don’t need all the data, send only the bytes you need
over the serial port with the DOS Buffer Pointer
command.

81. Recognize when you have to buffer via the
computer. When most or all of a disk file is being
changed or copied, it actually goes faster to first copy
to the computer's memory, and then back to the disk.

82. Do selective directory reads. If you havetoread a
directoryin, read only thefiles youwant. Use wildcards
to list only files with certain names or file types, such

as PRG.

83. Create files carly on a disk. When you open a file,
the directory is searched from the start for a match. If
the file is first, it's quickly found. If it’s fiftieth, it will
take longer—much longer.

84. Don’t keep a lot of files on disk. If you are
constantly reading and writing a file, it pays touse an
empty disk. When writinga file, DOS has a pattern to
finding empty space, which keeps head movement to
aminimum. But as more and more blocks fill up, the
search for empty space comes to resemble a game of
musical chairs, with the last persons whirling around
looking for an empty spot. This extra time writing
also translates into extra time reading, as the heads
have to move farther to find each block of data.

85. Use shortened disk commands. Shorter
commands take less time to transmit, Use wildcards
for file names, and leave command parts, like the 0:in
10z, off. And never transmit a command like COPY in
full —always use its abbreviation.

86. Read the error channel partially. Although it
sounds like sacrilege, you can safely get away with a
sartial read. INPUT#15,X works as well as
INPUT#15,X,X$8,Y,Z, and significantly faster. And as
long as you have the error number, you know what
the error was (although not the details, like track and
sector I‘ll.ll'l]h(‘rﬁ).

Programming Philosophies

These last fourteen tips are without a doubt the top
ones. The most significant way to save speed is to use
that tool between your ears, so keep these points in
mind, and you'll see real speed savings a magnitude
greater than anything else on this list.

87. Don't generalize. Tailoring the solution to the
problem is like tailoring a suit; if fits better and looks
better. It runs better, too.

88. Don'tuse twostatements for the jobofone. If one
statement can doajobin BASIC, more than likely two
others will be much slower.

89, Don't re-invent the wheel. This saying, famous
:1nmngpmgrumnwrs,slalestheub\.'iutlﬁ:Ifmmem!e'%
pmgrammed it already, why write it again? You gain
the benefit of their debugging. testing, and
programming, without any of the associated effort.
There's plenty of new programming challenges out
there without wasting time on old ones,
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90. Avoid mistakes. This isn't in the programming
phase (although it applies). It's in the running phase.
Userseachthinkdifferently, and they willmake errors,
which take time tofix. Sobomb-proof your programs;
the time you spend protecting it is time well spent.

91. Knowand understand the problem. How else will
you get a solution? And nothing is quite as tragic as
wasting time solving the wrong problem.

92. Select good algorithms. Look into faster ways of
doing the}ob -\1thm|1,|1 the best methods are usuaﬂ\
themore complex, theextratime spent lmplementtng
them is well worth it.

93. Use good data structures, Like algorithms, good
datastructuresimprove the speed of execution. Learn
about linked and doubly linked lists, trees, tries, and
how they work. And then use them.

94, Practise good programing habits. Although
Commaodore BASIC isn’t structured, good habits can
still be practised, Following a pattern to your
programming will make writing and testing faster.

95. Make use of tools. If a programming tool helps
you design a sprite or a screen faster, or debug your
program quicker, use it. We're not in the days of
“roughing it” anymore.

96. Watch out for hacks. “Hacks” are non-standard
code tricks to do uncommon things (like some of the
tipsinthislist). Usethemifyou really need the speed,
but balance that advantage against the debugging
disadvantage. You can spend a lot of time wondering
why your program doesn’t work, only to find some
forgotten hack hidden away, doing odd things.

97. Program with testing in mind. Eventually, you
have to testit. So plan ahead. Don’t write long blocks
of untestable code. Don't make it impossible to see
what's going on. And plan to review the output at
every stage, to see if it's what you expected.

98. Use a profiler and remember the 80/20 rule. A
profiler sits in the computer background, watching
your running program. After, it spews out statistics
on theamount of time each line of code used. The 80/
20 rule states that you'll get about eighty percent of
your lmprm ements h\ IULII"III&‘ on “\’L’III\' I)LTLK‘I“ (II
the code. Putting the two tosuthur, you can speed up
your programming by focussing on where the most
time is spent in the program, and speeding up those
sections. You'll get the most results for your effort
and time.

99. Eschew Obscurification. Make it simple. Simple
means easier to understand, run, describe, test, and
fix. Ifyouavoid needlessly complicating the program,
you Il be glad you lllll, and so will everyone who
comes into contact with it.

So that's it—one hundred ways to save time, and
speed up BASIC. That s, with the exception of the last
one, which I think deservedly qualifies as the top tip:

100, Remember: speed isn't everything.

Don't become so concerned with saving time that you
end up wasting it. Speed up your programs, but not if
it nmdmlmmg\nur]ob vour wife, or vour mind (not

necessarilyinthatorder). I'nm\ rmk(‘rlns,mlh BASIC,
but remember to take time for other things as well.

D
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Just For Starters

by Steve Vander Ark

THE BASICS CONTINUE: TELLING YOUR COMPUTER WHAT TO DO ISN'T SO HARD

HELLO. Last issue, we taught our computers to
say that. If you weren't here (or if your copy of
Commodore World has been eaten by your boa
constrictor), you'll want to pay attention to this
first paragraph, because I'm going to give you a
lightning-fast crash course in BASIC to make up
for what you missed. If you were here last issue
and remember it all vividly, skip on to the next
paragraph. Okay, here we go: BASIC is a way of
talking to your computer by means of a series of
typed commands. If you want to have the
computer follow your commands immediately,
you just type them in and press return after each
one. [f you want to create a series of commands
and then have them execute in order after you're
done typing, you put a number in front of each
command and press return at the end of each
commandtocreateanumberedlistofcommands.
Then you type (without a line number) the word
RUN and press return to make the computer
carry out the commands, one after the other. In
order towrite the word HELLO on the screen, you
type in the following, exactly as written:

10 PRINT
20 PRINT

and then press (RETURN). The computer then
executes the firstline, PRINT, by dropping down
a line. The same thing happens again when the
second line is carried out. The third line then
makes the computer write HELLO on the screen.
The reason we counted by tens when we chose
line numbers was to allow for extra lines to be
added later between existing lines.

Whew. Okay, glad to see the rest of you back.
Now we're going to take a look at our program
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from lastissue. You'll see it printed above. There
are a few things I need to point out before we
charge ahead to greater things. First of all, you
have to understand something about the way the
Commodore’s screen editor works. Secondly, 1
think I'd better teach you how to save your work
toadiskandthenloaditbackintoyour computer.

When I'm talking about the screen editor Iam
talking about the way the Commodore lets you
type commands on the screen, fix them, change
them,andsoon. Thisisavery interactive process,
which makes writing programs very easy. The
screen editor uses the cursor keys (those are the
oneswiththearrowsonthem)tolet youmove the
cursor around the screen. Where ever you stop
and type, that's where the text appears. You can
move from one line to another easily, typing and
changing to your heart’s content.

The program you're writing, though, is stored
in memory in the order of the numbered lines.
Thatmeans thatifyoutypelinenumber 30 before
linenumber 10, the computersorts them outinto
numerical orderwhenitkeepstrackofthelinesin
memory. It makes no difference where on the
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screen you type them; the computer always keeps
things in order. That means that if you need an
extra line, say between lines 20 and 30, you can
simply type line number 25 on any blank screen
lineand press RETURN. Line 25is now stored by
the computerinthe correct place. To see that this
istrue, let'stryit. Let'sadd a line to our program.

If you don’t have the program typed in yet, do
itnow before we goon. The, whenitisall ready to
go, cursor down a few lines to an open line and
type this:

This line has now been added to your program,
and even though you see it on the screen at the
end of your program, you can see it in its true
position by listing the program. On an open line,
type LIST and press RETURN. The program will
come up on the screen and you'll see that it is in
the correct numerical order. You can even type
RUN and watch it go.

Oneotherimportant thing torealize about the
screen editoristhat nothing really gets saved into
your program until the line it's on has had
RETURN pressed on it. Here's how that works. If
you type a line, you press RETURN at the end.
That'salmost like telling the computer thatyou're
done with that line and want it officially saved as
part of your program. Now if you need to change
it, you can use the cursor keys to move back into
that line and change what you types. If you don’t
press RETURN again, however, you will not have
told the computer to register the changes, so the
line will not be correct, even though it may look
correct on the screen.

Another important thing to understand is the
way the Commodore uses the quotation marks
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(""). Whenyoutype quote marksat the beginning
and end of a series of words or numbers, the
computer takes them at face value. By that Imean
thatit won'ttry toactually carry outany command
words it might happen to find there. That's why
we put “HELLO" in quotes; we didn’t want the
computer to try to carry out some command
called HELLO, we just wanted it to take whatever
those letters were and stick them on the screen.
Thescreeneditorhasaveryspecificway oflooking
at those quotes, however. When you type one,
you signal the computer to switch into anew way
of typing called “quote mode.” While in “quote
mode” you can't use the cursor keys to move
around. Instead, the cursor keys produce strange
characters on the screen. Don't worry, that’s
exactlywhatquote modeis supposed todo. What
you'rereally doingwith those charactersis telling
the computer to PRINT the cursor keys being
pressed. In other words, you can enter aline with
those characters in it and the computer, when it
executes the line, will actually move the cursor
around thescreen, just asifyouwere pressing the
arrow keys yourself.

Let’s add a line that uses this. Since I can’t
reproduce those characters in this column, I'll
refer to those keys by spelling them out in
brackets. LIST your program and then type
the following line:

40 PRINT YWN} {CURS

“ [CURSCR D

Now,after RETURN s pressed, ourlineis officially
ready to go. Type RUN and see how it looks.

If you ever try to edit a line and find yourself

typing those cursor characters instead of moving
around, you will know you are in quote mode. In
order to get back to regular mode, type another
quote (thereby shutting off quote mode) and then
press the INST-DEL key to remove the quote
mark from the line.

There are a lot more useful tricks the screen
editor will do to make your BASIC programs
more exciting, but for now let’s just worry about
saving all our hard work. I realize that at this
point it would be simple to just type the whole
thing in again, but as our programs get longer
andmore complicated, thatwouldbeimpossible.
Instead, we can use a command to tell the
computer to take what ever program is in its
memory and save that program to disk. Here's
how it works:

SAVE “filename”, 8
The SAVE part is the command itself, the

“filename” in quotes is the name you want
your program saved as, and the last 8 is an

address. Youwill remember that the computer
needs to know where you want your
information sent, and that 8 tells it to send the
information to the disk drive. If you had more
than one drive, you could send your program
to drive 9, drive 10, and so on, but for now
we'll settle for drive 8. When you type thisinto
the computer (in immediate mode) and press
RETURN, the computer will send a copy of
your program to the drive, which will then
write that copy onto the disk. When you want
to get your program back into your computer,
you'll type LOAD “filename”,8. When you
SAVEyourwork, you'll find that your program
not erased from your computer’s memory.
This is handy because it allows you to save a
program you're writing to disk at any point
while you're working and then just keep going.
Most programmers do this every so often, just
in case. That way if the power goes out or some
other catastrophe occurs, they can get their
program back by simply LOADing the SAVEd
copy.

So far we've really only worked with the
command PRINT, although we've used the
commands RUN, LOAD, and SAVE as well in
immediate mode. Next issue we'll add another
command or two to our repertoire.
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WE WON'T PAY YOUR

TAXES!

FED UP WITH SYNTAX ERRORS?

But TAX MASTER will help you compute them more
QUICKLY and EASILY. Be the Master of your
Income Taxes with TAX MASTER, now available for
your 1994 Federal Income Taxes for the C-64/C-128
with single, twin, or dual disk drive and optional
printer.

CHECK OUT THESE FEATURES:
v LATEST Tax laws are covered.

v FORMS 1040, 4562, and
Schedules A,B,C, D, E, &F.

v TRANSFERS numbers between forms.

v PERFORMS all arithmetic CORRECTLY.

v EASY CHANGE of any entry, with automatic
RECALCULATION of the entire form,

+CALCULATES your taxes and REFUND.
The Tax tables are built in.

v PRINTS the data from each form.

v SAVES all your data to disk for future changes.

v CALCULATOR function is built-in.

v DISCOUNT coupon toward next year's update is included.

TAX MASTER for 1994 .............Only $32.00

Our
Twelfth
Edition

7, HELP MASTER 64 provides Instant On-
p 49‘ Line Help screens for all 68 BASIC
commands when you need them. Takes
no BASIC RAM. No interference with
loading, saving, editing, or running
BASIC programs.

HELP MASTER 64. ... for Commodore 64......$19.95

TIRED OF SWITCHING CABLES?

VIDEO MASTER 128 provides outputs for continuous 80
column color (RGBI), 80 column monochrome, and audio
out. You can switch between 80 column monochrome and
40 column color for composite monitor. Use up to 4
monitors at once! Includes composite cable.

VIDEO MASTER 128 . . for Commodore 128 .. ... $39.95

OTHER MASTER SOFTWARE ITEMS

CHIP SAVER KIT protects computer's chips from static electricity ........ooveee $ 5.95
80 MOND CABLE produces 80 columns monochrome video from G128 ....... $ 9.00

MA%TER
OFTWARE

6 Hillery Court
Randallstown, MD 21133
(410) 922-2962

ADD $2.00 per order shipping and handling US and
Canada, $7.00 forsign. Al prices In US Dollars,
Canadian ordars please use Canadian POSTAL
money order. Maryland residents add 5% sales
tax. Dealer inquiras wolcoma!
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Foretgn Exchange

By Joseph Gaud!

SPOTLIGHT ON GUC: THE GERMAN GEOS USERS CLUB

No doubt some of you have been (or currently
are) members of a Commodore computer club.
It seems appropriate for C64/128 users to be
officially part of this closely knit group of
computer peers; we find friendship, excitement
and help in the club confines which at times is
very similar to a family setting. I personally am a
member of both alocal and a national computer
clubherein Austria, and even joined a cluboutin
the midwest of the USA in order to keep tabs on
the American C64 scene. All of these contacts
have been worth the membership fee, but none
compare to the services offered by the largest
computer club in the world: The GEOS User's
Club (GUCQ).

What began as a one-man attempt to help
local GEOS's users developed into a European
club with an information network reaching to
places as far away as Australia. Before I explain
the benefits of the GUC for the US users, let me
give you a historical resume of the club.

The founding father of the GUC is a German
named Hans-Dieter Schwarz. Toward the end of
1988, Hans-Dieter published the first GEOS User
Post (GUP)—a newspaper for local GEOS users,
Two readers of Schwarz's publication soon
approached him with an idea for a GEOS club
using his GUP for a sounding board. These two
men, Juergen Heinisch and Thomas Haberland,
took charge of the Post in February 1989, and
soon became the president and publisher of the
newly formed club and club newspaper .

The GUC's membership grew steadily
throughout 1989—first locally, and then
nationwide, whenitwasmentionedin computer
publications. Attempts by Heinish and
Haberland to register the club with the German
government (all clubs in Germany must be
registered with the local authorities) failed due
to the size and disbursement of the club’s
membership. It just was not legally possible to
havea clubwith members spread out all over the
continent. After many legal hassles, the club
finally became a type of company with Heinish
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and Haberland filling the positions of President
and VP. Interest in the group took off as a result
of the club’s activities in forums and in the
German BTX on-line service. In 1990 the club
became so large that the first regional groups
needed to be formed.

The club’s prestige and importance in the
GEOS community grew as each major German
computer show depended on the GUC to
represent and assist its Commodore and GEOS
visitors. Hardware companies and software
authors approached Thomas and Juergen when
they peddled their wares. Club programmers
were encouraged to utilize the club to sell their
games, applications, etc. in the newly formed
GEOS Professional area. Contracts were signed
with the best GEOS minds and experts in Europe
and North America in anattempt to make GEOS
Professional as complete as possible.

1991 marked the birth of TopDesk (an
alternate GEOS DeskTop) and GeoROM (GEOS
on an EPROM). GeoROM brought the club a
lawsuit from Markt & Technik, who holds the
rights to distribute the German GEOS. After a
vear long legal battle, an out of court settlement
was reached allowing GUC to continue to sell the
EPROM to GEOS users who can prove they are
registered users. Club membership reached an
all time high of over 2000 during 1992.

With interest in the C64/128 waning, and
with hardware and software companies bailing
outofthe8-bitmarket, the club leadership began
to wheel and deal. CBM was approached and
askedtocheckit’s stock pilestoseeifany 64/128
hardware could be located. Commodore was
more than happy to dumpit’sinventory, and the
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GUC became the best and practically last place
to still find accessories for the C64. Other
companies were contacted and the GUC opened
their very own GEOS shop in Dorsten this year.
Membership and GEOS support continue to
grow, and the GUC is a power house in the
Commodore community.

Now what advantages does this offer our
American CW readers? Well, first of all, if you
are a GEOS user, sooner or later you will have
contact with the GUC. There’s just no getting
around it. Some of the most prolific and
professional GEOS mindsarein Europeand they
are dying to have their stuff imported to the US
market. Those of you using Perfect Print are
enjoying the work of Thilo Hermann, a young
GEOS wizard who had his start in the GUC.
‘Thomas Haberland visited a GEOS convention
in Florida this year to assist US users and push
his club, and those of you who are on GEnie will
recognize his name.

It’s easy to become a club member, even if you
livein North America. Just write the cluband asked
for foreign membership pricing. The GUP is
publishedin German, but thereis are special issues
in English. Thomas Haberland as well as most of
the writers can communicate in our language and
are more than happy to help out GEOS users
worldwide where they can. You might want to
include money for postage when and if you write as
it’s a club agreement to include about 5 German
Marks ($3.00) when asking for help. If you have
somethingtoofferthe GEOS community, youmight
want to give the GUC a shot,

In future issues of CW we will have more
information on products being developed and
offered by the GUC, butin themeantime you can
contact them directly at this address:

GEOS User Club
Xantener Str. 40
D-46286 Dorsten
Germany

9
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CW & RUN BACK ISS UPGRADE YOUR GOMMODOREN!
Refurbished Hardware New Hardware
. : Monitors Drives Other New APROTEK Accessories
For years, RUN Magazine provided Commodore Users 1701 2:23.95 1841/C 89995 g:;sg- $99.95 G24-2400 Baud (64/128) E5TTT
: : i 95 41 w/Dips 511495 - §119.95 Us $
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TO ORDER CALL 1-800-638-3263

The Compleat* Walt Harned!

THE MOST AMAZING ART =
OFFER EVER!

i During LOE?DSTAH'S first ten years we have
been proud to publish 24 of ﬂ£|; Harned's
sjjﬂesg_oﬂs_and multimedia events. Now we've

gathered them into one huge collection: seven

- 5.25 inch disks or three 3.5 inch disks! --

and it's yours for the incredibly low price of

. $20. There are over 250 pictures in the

collection, including some that have never

P been published. That's $20 total for the

B greatest one-man collection of art on any

computer platform! Don't wait! These prices

won't last forever.
Call LOADSTAR at:

1-800-594-3370
or send $20 to:
LOADSTAR HARNED COLLECTION
P.0.Box 30008
Shreveport, LA 71130-0008
5.25-inch disks order #070425
3.5-inch disks order #070423

*obscure ten-dollar spelling of "complete.”
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TAKE A CLOSER LOOK AT THE TOOLS OF TYPE:
WORD PROCESSORS

hen you process words, you rearrange them, copy them, throw

them away, type new ones and try them in different

combinations. The cave man’s version of a word processor was
using colored rocks to draw pictures on walls to share his thoughts with the
restofhis society. Eventually paper and ink came into use, but with it came
the frustration of dealing with mistakes. The choices were to start againon
anew sheet of paper, cover the mistake up with something and write over
it, or simply to let the mistake stay for all to see. When typewriters came
along, the text was certainly easier to read, but it didn't change the problem
of dealing with mistakes, nor did it help when words and sentences needed
to be rearranged in order to make the ideas of the writer clearer to the
reader. Today, a word processor makes the job of writing much easier,
allowingwords, sentences, and paragraphs to be rearranged and organized
before the words everhit the paper. And give us new uses for how our words
are used.

The term “word processing” has been around for a number years, but
like other phrases developed since the birth of the personal computer, but
what does it mean? In “The Commodore 64 User's Encyclopedia”, I found
this description for a word processor: “A program that allows the user to
create and edit text files on the screen, and print a user-formatted hard
copy.” The key phrase here is “user formatted”. A “text editor” will let you
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write text, and perhaps will offer some of the features available in a word
processor for manipulating your text, but if it doesn't have any options to
change how the text is sent to the printer, it isn't a word processor.

Although designed specifically to manipulate text, word processors
must conform to a number of general purposes. Someone writing a book
may need very different features from someone writing a personal letter,
and a business may have other needs such as reports with charts or to send
similarletters to different people. Word processors are designed to meet as
many different needs as possible, and so include many different features to
accommodate these needs.

The Tool Box

Just as a car mechanic uses different tools to accomplish different jobs, the
features of a word processor can be looked upon as the tools in a toolbox.
Learning what the tools are and how to use them take time and effort, but
once learned, it's easy to learn touse similar tools in other word processors.
What tools you need to have may vary, depending on the task at hand.
Here's a brief look at some of the more commonly used word processing
tools. The first two may not seem to be “features” or tools, but it’s difficult
touse new tools without good instructions and a comfortable environment
to use them in.
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Good Documentation

Whatcomesintheboxwithaword processor can
be just as important as the software itself. The
documentation doesn’t give clear, easy to
understand instructions on how to use the
software, Even how the manual is assembled can
make a difference in how easily it can be referred
to while using the word processor. Most word
processors comewithtutorialswhichlet youlearn
tousethe programinaguided way. Sometutorials
combine use of the manual with sample text files,
others include their tutorials on disk. Another
important documentation feature is a reference
for the commands used by the program which
can be read at a glance, rather than having to
wade through several pages for the information.
Last, but just as important, the documentation
should be complete, detailing all aspects of the
word processor without skimping on the details.

Basic Operation

The look and feel of the word processor, as wellas
how it how it operates is also important. This is
probably where personal preferences of
individual users most often come into play. Most
arguments over “which is the best word
processor” seem to focus not so much on the
features of the software, but in how the software
operates. Just like we tend to prefer either pencil
orpen based on the feel of the tool we're using, so
it is with word processors. Even details such as
color choicesand how the cursorismoved around
on the screen are personal preferences.

How the tools (features) are accessed is also
important. Whether the word processor uses
menu commandsorifituses key commandssuch
as the CTRL or Commodore key in combination
with another key affect how the software is used,
and is another matter of personal preference.
Usually word processors offer a combination of
both menu and command driven instructions.
Some offer only one or the other.

Disk Drive Support

How the software is loaded into memory, as well
as which disk drives a word processor will use is
important, especially when you have data on one
kind of disk and find the program won't access
the disk drive with the data. Thisisn't as much of
a problem with only one disk drive, but for
productivity needs, more than one disk drive is
essential, and the ability to use more than one
disk drive can be an important consideration in
the choice of word processor one uses. Ifit can be
loaded fromadrive other than #8 isanother plus.
For those with CMD storage devices, such as a
RAMLink, the ability to use DOS commands is
another essential.

Volume 2, Number 1

The versatile sequential file—which can be
readorloaded by othersoftware—is the common
denominatoroftext files. Because sequential files
they can be accessed by most word processors, |
feel it’s important that any WP | choose to use
have the ability to load and save text in this
manner. Another plus is the ability to save and
load these files in either Commodore PETASCII
or in true (standard) ASCII format. This doesn’t

NMosT
ARGUMENTS OVER
“WHICH IS THE
BEST WORD
PROCESSOR’”’
SEEM TO FOCUS
NOT SO MUCH ON
THE FEATURES OF
THE SOFTWARE,
BUT IN HOW THE
SOFTWARE
OPERATES.

have to be the only way text is saved, as many
word processors save text in a program file in
their own format. Another consideration is
whether the software allows text files on disk to
be appended to, or merged with other text files.
The ability to have the files named in such a way
that they are linked for either printing or for
other commands s alsoimportant, especially for
large projects.

Printer Support and Flexibility

If your printer isn't supported by the word
processor you're using, it leaves you stuck with
words on disk but no way to put them on paper.
Printer support in word processors usually come
in two flavors: the printer “driver” or “file”, or a
method of telling the software what commands
to send to vour printer. Common printer
interfaces should be supported, or at least general
interface commands should be included in the
software, and although not all word processors
allow it, parallel printer support is also an added
benefit for those with a centronics cable.

Support for Add-On Hardware

Whether the word processor will let you use an
REU (RAM Expansion Unit), Trackball, Mouse
or centronics cable may or may not be important
to you, depending on whether you have the
additional hardware. Keep in mind, however,
that one day you may have these and want the
added features available for them.
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Text Editing

The “soul” of a word processor is the text editor,
where you type vour words of wisdom, the letter
toyour Great Aunt Matilda or the report for work
that should get you the bonus you'reafter, This is
where the tools and options for using the tools
come into play. Once the words are on the screen
you can select a range of text to move, copy,
delete, orsortalphabetically, among other things.
This is another personal preference matter, as
how the cursor moves on the screen, what the
cursor looks like, whether you can type in insert
oroverstrike mode, and what methods it takes to
move from one portion of your text to another
vary depending on the soltware,

The tools available to manipulate the text, and
how the tools are accessed and used also come
most into play while in the text editor. Usually
text is marked in some way and then you select
the action you wish to be performed, but some
programs allow you to select the action first and
then select the text. As 1 said, it varies from one
word processor to another.

Another tool worthy of mentionis what I'll call
“macros”, although it has different names
depending on the software used. Macros can be
cither the ability to use one or two letters and
have an entire word appear, or the ability to use
just a few keystrokes to send commands to the
program. Some word processors allow both types
of macros, while others allow one or the other, or
none. Thisis generally considered an “advanced”
feature, as most macros are user-defined, and in
order to define the macros, you must first know
how to use the software.

Formatting Text for Printing

Once your words have been typed in, and
arranged in an organized manner, it's time to
think about how vou will want the text to look
like on paper. Hand in hand with text editing is
formatting the text for print. When you format
the textfor printing, depending on the program,
itcan dramatically change how it appears on the
screen, and what you see on the screen isn't
necessarily what you text will look like on paper,
depending on the word processor, and on what
commands you have placed (and where) within
your text. Mostword processors offera“preview”
mode, so that you can get some idea of what the
text will look like when it is printed out. There
are word processors which are referred to as
WYSIWYG (pronounced “Wizzy-Wig" which
means “What You See Is What You Get". In
other words, the text you see on the screen is
representative of what the textwill looklike after
it's printed. GeoWrite, for example, is a
"WYSIWYG” word processor. This article,
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however, is concerned  with
“post-formatting” word processors. “Post-
formatting”is as the nameimplies, you first type

your text, then later change it’s formatting for

mainly

print by adding commands to your text,

Some of the basic print formatting commands
can sometimes be set within a menu, these are
usually to set the margins (left, right, top and
bottom), page length, line spacing, and
sometimes theleft, right or centeringjustification.
Forsimpleletters, themenuoptionsare probably
enoughin the way of formatting, but there will be
times when portions of your text will need to be
setdifferent from therest. Formatting commands
are usually placed just before where the change
should take effect when printing. Whether an
additional command is needed after the portion

of text thatisto be printed differently depends on
the command given, and the software used. By
adding commands to the text itself, you can
change a single word or the entire text. There are
probably hundreds of different print commands
that are used by word processors. A few of the
more commononesincludeways of changing the
appearance of words, such as bold, italics, and
underlining. Commands can affect where words
appear on a page by changing the margins,
column settings, headers, and footers. Other
commands affect where a new page is started,
page numbering, and hyphenation,

Additional Features
As a selling point, most word processors try to
offer different features from the rest, hoping to

enticeusersto buy their product. Someadditional
featurescome builtintothe program, whileothers
have to be purchased separately.
Spellingcheckersarelumpedintothis category,
because not all software companies include them
as part of the overall package; with some you'll
have to purchase one separately. One of the most
important considerations for using a spelling
checker is to remember that it won't catch words
which are spelled correctly but are used
inappropriately. How a spelling checker corrects
misspelled wordsisanother consideration;ifyou
happen to be a poor speller, it may be very
frustrating to reach for the dictionary for each
misspelled word. Some spelling checkers offer a
list of possible word choices, simplifying the
process of correcting misspellings. The option to

An Overview of Available Word Processors

In preparation for writing this, | was sent a box
full of currently available word processors to
take for a spin. I've learned a lot more about
word processing in general than | thought |
knew, and also found | do have some
preferences as well as prejudices. I'll do my
best to keep both in check as | give a brief
overview of each word processor. | found that
while all perform the jobs of text editing and
print formatting, there are at least two areas
where all word processors are not created
equal—file handling and disk drive support.
This support varied widely between programs,
from more than you can possibly use, to the
exact opposite. Listing each feature would
take up too much room, so I've skipped listing
features which are common, and mention
only those features which made the package
stand out from the rest,

Paper Clip Il

Batteries Included and/or Electronic Arts
User Level: Intermediate and advanced
users.

Versions: 64 and 128 versions come in
same software package.

Manual: 199 page spiral bound manual. 38
page addendum with Electronic Arts version.
Commands: Partially menu-driven with
function keys, otherwise commands are sent
with control key combinations.

Drive Support:Supports two disk drives.
Document Saving: Saves as PC-lll PRG
files or as SEQ text files.

Printer Support: Uses printer drivers, and
allows custom drivers to be designed.
Hardware Support: REU support for Spell
Checker, words can be spell checked as
typed when used with an REU (128 version
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only). Centronics printer cable support.
Text Editing: Allows columns to be
manipulated in the same manner as text.
Columns can be selected, deleted, repeated,
moved, or sorted.

Print Options: Auto Table of Contents
feature, chapter numbering.

Other Features: Telecommunications,
character set editor, disk copy utility.

Pocket Writer 3

Digital Solutions, Inc.

User Level: Advanced users.

Versions: 64 and 128 versions sold
separately. Pocket Writer Dictionary sold
separately.

Manual: 72 pg pamphlet style manual for
Pocket Writer 2, plus 11 page Addendum for
V3.

Commands: Driven with Key commands, (F7
help key).

Drive Support:Loads from Drive 8 only.
Working back-up copies can not be made.
Will only boot from 1571 or 1541 disk drives.
Supports at least one additional drive via a
configuration file that can be allered.
Document Saving: As PRG files, can be
changed to save SEQ files.

Printer Support: Printer drivers, and user-
defined printer files.

Hardware Support: Mouse and REU
support for 128 users. REU is used as a RAM
disk. Centronics cable support.

Text Editing: Support for line and box
drawing, selected text (words, sentences,
paragraphs) can be transposed. Undo
Feature.

Print Options: Format up to 4 columns of
text per page.

Other Features: Interfaces with other
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Pocket programs, will insert GEOS “Text
Scrap” USER files into text.

Superscript

Precision Software

User Level: Beginning through advanced
users.

Versions: 64 and 128 versions sold
separately.

Manual: 233 pages, softbound. 40+ pages of
tutorials.

Commands: Menu- and command-driven
Drive Support:Devices 0 or 1 supported.
Document Saving: SEQ files.

Printer Support: Printer Drivers and user
defined drivers. Detailed information for
defining printer drivers.

Hardware Support: Centronics
supported. No REU support.

Text Editing: Math functions on columns
of numbers, line tabs for moving to specific
lines quickly.

Print Options: Allows linked documents to
be printed.

Other Features: Spelling checker built-in,
both American and British dictionaries
included. Fully integrates with Superbase (a
database program); both programs can
co-exist in memory at the same time.

cable

The Write Stuff

Busy Bee Software

User Level: Beginning through advanced
users.

Versions: 64 and 128 versions sold
separately. Requires purchase of V1 software
to obtain V2 or other add-ons.

Manual: 60 page pamphlet-style manual for
V1, 20 page addendum for V2.
Commands: Menu- and command-driven.
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add words to the spelling checker's dictionary
can save a great deal of time in future use of the
same program. Computers have a nasty habit of
doing what they're told instead of what you want,
so be sure you spell your additions correctly!
Math functions, outline support, mail merge
facilities, and theability to convert text files from
other word processors are additional features
that are nice to have but may not often be used,
depending solely on the needs you have.

The Final Word

Unconventional Uses for Word Processors
Justas there are no limits to the types of things you
canwrite with paperand pen, aword processor can
beused formuchmorethanthe conventional chores
like homework and writing letters. By taking

Drive Support: Drives 8-11. Can be
customized by user. 1581 version stores
software and dictionary files in subdirectories,
program stays aware of location for dictionary
files. HD version same as 1581 version but
stores files in user selected hard drive partition
and displays time/date stamps on files.
RAMLink version similar to the HD version, but
installs the minimum number of files necessary
and doesn't display time/date stamps.

File Support: PRG, SEQ, and USR files,
PETASCII, True ASCII, screen code formats.
Printer Support: Menu for adding printer
commands for common use, Printer macros
for use of additional features.

Hardware Support: REU support for
dictionary files. Centronics support via user
added loader program (or request disk when
ordering).

Text Editing: Automatic capitalization of
first word in sentences (toggled on/off), Sort
on 1-10 columns A-Z, Z-A.

Print Options: One pass printing of double
columntext, Printfrom cursor, print page then
skip to page X.

Other Features: File conversion and
translation. Spell checker with V2, BB Menu
Maker (disk menu utility).

The Write Stuff and its add-on programs
continue to be supported and programmed
for by it's original author R. Eric Lee. Other
add-on* software for The Write Stuffincludes:
BB Talker 64 - Talking version of The Write
Stuff 64

BB Talker 64 for Blind - Special version of
BB Talker 64

The lllustrator | - Add RUNPaint or Print
Shop graphics to TWS text. (64 and 128
versions)
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advantage of text search routines, you can store the
same type of information as you would normally
find within a database into text files; you can use
these later to find what you need quickly, with the
advantage of not being limited by field or record
size as youwould with a database. For several years
now, I've used the same grocery list with minor
changes for a semi-annual sale on similar items.
Since I've used the same list but saved it under
slightly different names, I've been able to spot
differences in sale prices over the years. Not to
mention the time I've saved in not having to type
the same list up every six months.

If you're new to learning how to use a word
processor, take your time and start out with short
writing projects, such asaletter or alist of items.
Learn how to use one or two of the tools at your

The lllustrator Il - Add Fun Graphic Machine
clip-art to TWS text. (64 and 128 versions)
Rainbow Album - Separate and print color
graphics in TWS. (Requires lllustrator 11)
TWS QBB Upgrades - For use with QBB
(Quick Brown Box) cartridges. (64 and 128
versions)

BB Templates - TWS text. Over 600 sample
business letters and legal forms. 16 page
index included.

Reading Teacher - Reading tutor for
beginning readers. (Requires BB Talker 64)
Compu-Libs - Create 10 stories using mail
merge. Ad-Lib style "game”.

*Add-on software mustbe purchased AFTER
or WITH the purchase of The Write Stuff V1
for either 64 or 128 mode, depending on the
item ordered.

Busy Bee Software

P.O. Box 2959

Lompoc, CA 93438

(805) 736-8184 11-4:30pm PST Mon-Fri

geoWrite v2.1

Geoworks (distributed by CMD)

User Level: Beginning through advanced
users.

Versions: 64 and 128 versions sold
separately. GeoWrite is included with GEOS
V2.0, the GEOS operating system.

Manual: Documentation for geoWrite is
included in the manual for GEOS 2.0.
Commands: Menu-driven with CTRL key
combination commands also available.
Drive Support:Supports up to 3 disk drives.
Document Saving: As geoWrite specific
files. Utilities exist to change the format to
ASCII, PetASClIl orotherversions of geoWrite.
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disposalatatimeinstead of tryingtolearnitall at
once. And do as | say and not what I did—don't
try to write the article due last week with an
unfamiliar program!

It's a challenge to learn all of the features of a
new word processor, regardless of experience
with other similar software. Often the best way to
learn is to have a project in mind and work your
way through it. I'm sure the caveman drawing his
stories onthe cave wallshad tolearn what worked
best for him by trial and error, taking time to
learn which rocks were easiest to work with and
which could be tossed at the nearest annoyance.
We may think we're a bit more sophisticated
today, but that element of trial and error for
learning really hasn’t changed that much.

5]

Printer Support: Uses Printer Drivers. Add
on programs (Perfect Print LQ) allow high
quality printing.

Hardware Support: Supports use of REU.
Supports RAMDrive, RAMLink, HD Series
hard drives and FD Series disk drives with
additional software provided by the
manufacturer(s). Centronics printer cable, and
laser printers with Postscript abilities are
supported.

Text Editing: Text is edited by highlighting
the text to change and then clicking on the
item from the menu bar. View changes to text
on screen. Right, Left, Center or Full
Justification. Allows “hidden” headers and
footers with time and date support.

Print Options: Text is printed as graphics
(with fonts and other options such as outlined
or bold), or as straight text (but without fonts,
or other enhancements). Single sheet or
tractor feed printing.

Other Features: GeoWrite is part of an
integrated graphic operating system.
geoSpell, geoDictionary, geoPaint, and Text
Grabber, (allows importing of other word
processor files into geoWrite format) are
packaged with GEOSv2.0. GeoPaintgraphics
can be imported into text. Many “third party”,
shareware, and Public Domain programs are
also available for use with geoWrite.

GEOS is a graphical operating system for the
64 and 128, and requires a joystick or mouse/
trackball to make choices. geoWrite is a
WYSIWYG (“what you see is what you get”)
word processor, which allows you to select
different fonts (the style of lettering used for
printing) and view your work on the screen as
it will appear on paper.

- GRM
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Anatomy

Printed Page

by Dou Radlen

hen the teenager who brightens up my home

recently asked for a little help in laying out a page

for a desktop publishing project, she started a
conversation that took me back to my early days as a small-
town newspaper editor.

In that setting and in that time, the title “editor” meant reporter and
photographer and headline writer and layout man. (It also meant backup
typesetter, apprentice pressman and all-around printer’s devil. You didn’t
get paid very much for all those jobs, but you learned a lot.)

My first boss was a printer by trade and a publisher by default; there was
noone else in town to put out alocal paper, so he wasit. Most of his revenue
came from job printing, and that's where he placed most of his interest.
This gave a young editor a lot of leeway—on the editorial side, at least.

Onthe printingside, it wasadifferent story. The boss was a perfectionist;
for him, every print job had to be letter-perfect. As an example, he printed
quite a few posters announcing auctions of farm equipment and livestock,
and sold them for just pennies a copy. But even at that price, he centered
each line precisely or letter-spaced it to justify it left and right. And if one
letter printed slightly lighter than the rest, he stopped the press and placed
apaper shim under that piece of type to make it print exactly right. He was
equally demanding on each and every newspaper page; all of us who
worked for himwere glad that press time came only once a week instead of
every day. But we learned a lot.

Body type—the kind you're reading right now—uwas cast in lead from
brass molds that dropped into place as you typed on the keyboard of the
Linotype machine. Each lead slug that the machine cast became a line of
type, which is where the machine got its name. Headlines set in type up to
about an inch were cast on a Ludlow machine, one line at a time; first you
placed the mold for cach letter by hand into a steel form and then you
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locked the form into place for the slug to be poured. The largest headlines
were printed from handset characters made of brass or even of hardwood.

Laying out a page meant arranging all of this lead and brass and wood
within page-sized steel forms known as chases andlockingitinto place with
tension devices called quoins. Then youinked everything and pulled a page
proofto make sure notypographical errors had slipped past the section-by-
section “galley proof” reading and to see that each page looked the way it
should. When all the pages passed muster, you started your press run,
When that was done, the carriers grabbed their papers for delivery and ran
out the door for their bicycles as you wiped off all the ink with turpentine,
tore the pages apart, put each piece of handset type back into its proper
case, melted down the lead for re-use, and started thinking about the next
week’s edition,

[ could almost see and feeland smell these scenes all over again as Ttalked
with my teenager about how you lay out pages. Thenit occurred to me that
most computer users who first try desktop publishing (DTP) have no more
printingbackground than my teenager does: even the DTP program manuals
must sound strange to them. So I turned our conversation into the article
you're now reading.

The article can be valuable to anyone who uses geoPublish |, The Print
Shop from Broderbund, PaperClip Publisher from Electronic Arts, The
Newsroom from Springboard, or any other DTP program.

To begin with, the page s the thing. Whether it'sa small page, like those
youfindina greeting card, or a large one, like a full-size newspaper page, it
mustbe designed tolook good as anentity. Ifit’s going to face another page,
the way any Page Two faces its companion Page Three, both pages have to
look good together. You accomplish this through careful placement of
largeand smalltype (called “copy”) and with appropriate use ofillustrations
(called “art”). It helps to surround each unit of type or eachillustration with
atleast alittle white space to separate them. Indeed, chunks of white space
can be utilized as if they were chunks of copy or pieces of art; using white
space this way can be among the most elegant and eye-appealing of all,
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Theartand copy can be centered, which yields
a quite formal look, or intentionally off-center,
which produces a more dynamic appearance.
Nowadays, the off-center layout is preferred for

all but the most formal publications. This kind of

layout tends to lead the reader’s eye into the copy
and down through the columns, while centered
art tends to interrupt this eye movement
periodically, whichalsoimpedesthe flow ofideas.

[ like to start with the headline, using a sans
serif type (one that doesn’t have the little
cross-strokes at the end of each letter that you see
onthe type you're now reading). Next, I choose a
piece of art. It's best to have the art look inward
toward the center of the page rather than looking
out of the page; this helps to direct the reader’s
eye where you want it to go. Thus a man facing to
the right of the page should be placed toward the
lefthand side, whereasananimalorother creature
looking to the left should be positioned on the
righthandside. Look over thismagazine, or other
good magazines, and you'll note that this rule is
seldom broken.

Most DTP programs let you select your art,
place it wherever you want it on the page, and
then type in the copy that goes with it. The
program then wraps the text around the picture.
If you want complete control of text placement,
most programs allow you to type it where you
want it during what The Newsroom calls the
“photo” stage of the production process, thereby
pre-empting the program’s word processing
feature. You would usually use this extra layout
control for positioning “cutlines” that identify or
label a picture.

For the body type, a smaller type face with
serifs is more readable than a sans serif face such
as that used in headlines. And capitals with lower
case are preferable to all caps: people find caps
and lower case the easiest to read. Body type is
most readable when its size is between 10
characters per inch (pica type) and 12 characters
perinch (elite type). Takealook at your morning
newspaper: odds are the headlines are in sans
serifand the text isin seriftype, probably sized at
12 CPI. Indeed, look at all the publications you
read: they'll give you layout ideas.

Once a block of type is laid into place, you
might find that it is shorter or longer than you
want it to be. You can kill something to make it
shorter, oradd somethingtomakeitlonger. That
something can be a letter, a bit of punctuation, a
word or a sentence. Most often, however, you
add or subtract one or more spaces; once your
copy says what you want it to say, you'd rather
manipulate spaces than rewrite copy. Spacing
between lines is called “leading” (pronounced
“ledding”), from the days when blank lead slugs
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were used between lines to pad things out; the
thinner spacers were made of brass, but they
were called leading, too.

Spacing between letters is called “kerning”;
Webster's says this comes from the French for
corner, but I suspect it's really from the Old
English for kernel: the little metal spacers look
andfeelverymuchlikekernelsof corn. (The heart
of the Commodore operating system, known to
machine language programmersas the “Kernal,”
has the same word origin. In this case, it stands
for the fact that the collection of routines
comprising the Kernal is the “seed” from which
the operating system grows.)

columns are most readable when the type
simply flows from top to bottom and from left
to right. Headlines serve as dividers between
logical sections; smaller subheads shouldn't
be necessary on letter-sized pages, especially
in two-column format, unless an individual
article runs quite long. Lines or boxes to
separate sections shouldn’t be necessary
either; excessive use of these devices makes
pages look choppy and interrupts the flow of
ideas from writer to reader.

(If you're working with something like a
Newsroom banner and want to follow it with a
single column oftype goingacross the page rather

THE PAGE IS

than using The Newsroom's two-
column format, you can print the
banner and then switch over to your
word processor. Indeed, nothing says
that any layout must be developed

THE THING

using a single program.)

Unlike my first newspaper boss, you
don’t have to feel compelled to justify
body type left and right, and the word
processor component of most DTP
programs doesn’t do this either.
Instead, theleftsideisjustifiedand the
right sideis “jagged,” which is how the
type is setin most DTP products. This
common arrangement requires the
least effort when being laid out.
(Proportional text is beyond the reach
of most Commodore DTP programs,
although it is provided in geoWrite,
thanks to the graphical printing mode
employed by GEOS.)

Using monospaced text, you might
notice that thin letters, such as “i" and

For a standard 8-1/2 by 11 inch page, a
two-column arrangement of body type is usually
themost readable. In 10CPI type, the two-column
setup will allow up to about 40 characters per
line, which comes close to the maximum number
of characters that most people read comfortably,
probablybecause oureyescan hold theline-to-line
vertical alignment only up to a certain width.
Once that widthis exceeded, wetend tolose track
of where thelast line started and get lost when we
slide our eyes back to the lefthand edge of the
column.

Ifyour page is the first page (or the only page),
alogo across both columnsat thetop commands
immediate attention; your columns are then
suspended from that nameplate. An adequate
space between columns, called the gutter, should
be provided inalllayouts, as should comfortable
margins left and right and top and bottom. For
extra emphasis, you can box your logo, but
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“1", seem to be uncomfortably
squeezed when preceded or followed by other
straight-sided letters such as “m” or “n". By the
same token, some letter combinations involving
crooked letters such as “r” or “k” seem to be too
widely separated. In headlines, this might not
look just right; you can make it look better with
kerning. Insome DTP programs, using the cursor
keys with the CTRL key held down moves the
typing position one pixel in any direction; this
gives you complete control over the placement of
each individual letter. (By the same token,
standard spacing between lines can often make
the descender of a“j” ora “g” fallinto the top ofa
letter in the next line; in such cases, leading is
called for. It too can often be achieved using the
CTRL key with the cursor keys.)

Whatever program you use for your own
desktop publishing work, these basic guidelines
on page design should serve you well.

3]
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TRIVIA

by fJim Brain

These trivia questions are my gift to the Commodore
Community atlarge; while other parts of this magazine
may not bereproduced without theconsent of Creative
MicroDesigns, Inc., these questionsare public domain.
laskonly that thearticleremainsintactand unchanged,
and that my information appears somewhere so users

can contact me, These questions form a contest that |
run on the Internet, so you may feel free to contact me
for all the relevant information. If you do use them, 1
always welcome a posteard detailing where they were
used. Ifyouhaveaquestion, please sendit (withanswer)
as well. Enjoy!

Jim Brain (Internet: brain@mail msen.com)

Brain Innovations, Inc.
23068 Hartland Road
Hartland, MI 48353

COMMODORE TRIVIA #5 QUESTIONS

5040 The company that produces The Big Blue Reader, aprogram that 5048 What does ADSR stand for?
allows reading and writing of IBM formatted disk in 1571s and
1581s, is called SOGWAP. What does SOGWAP stand for? 5049 Inquestion $035, it was learned that the Commodore 64 Kernal
revision number is stored at ${f80 (65408). Now, what is the
5041 What version of DOS does the Commodore 8280 8 inch dual number stored there for:
drive have? a) The first revision?
b) The PET64 (4064)?
5042 What was the color of the original Commodore 64 case?
$04A  Whowasthemastermind behind theoriginal Commodore Kernal?
5043 Onanunexpanded Commodore 64, how does one read the RAM
locations $00 and $017 S04 Who designed the first VIC prototype?
5044 Onanunexpanded Commodore 64, how does one write thesame  $04C  How many pins does a Commodore 1525 printhead have in it?
locations?
$04D Why does mentioning a PET computer in France make people
5045 Whatis ‘CB2 Sound’, and on what computers was it popular? chuckle?
5046 In question 5021, the Batteries Included logo description was  $04E  What interface IC is used to drive the IEEE-488 bus in a PET
asked for. Now, what is the name of the man in the logo? computer?
5047 Why was the Commodore VIC-20 produced with so many 1K $04F What was the primary reason Commodore went to a serial bus
chips in it? (Hint: It had little to do with the cost of SRAM at with the introduction of the VIC-20?
the time.)
COMMODORE TRIVIA #4 ANSWERS
5030 Somepeople over-answered this question. The correctanswer  S031  There are two (or more) answers to this question. The obvious
is 38911 bytes, which is what the BASIC screen says. Now, it is answer is the Commodore 128, but the Commodore SuperPET
true that BASIC can use $C000-$CFFF, and some zero pagesis (SPY000) had two, also. There was also an optional card to add
easily used by BASIC, but it is non-trivial to get BASIC to use another processor to the B-series. Note that some Commodore
these areas. The math comes out to: $0801 (2048) to $9FFF peripherals also had two (or more) microprocessors, but that is
(40959) - 1 (0 inlocation 2048). Please note that this is not the another question.
maximum size of a standard BASIC program, even if it does
not use variables, since BASIC steals 3 bytes at the end of the  $032  Commodore 128: 8502(6510 clone) and Z80. SuperPET: 6502
program to determine the end. and 6809. B-series: 6509 and 8088.
COMMODORE WORLD 26 Issue 6
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According to my sources, it was none other than Jack Tramiel.
While some claim Irving Gould as the man-in-charge since he had
controllinginterestat the time, the CEO was Jack. Whether he was
in charge or not is left up to the reader.

$034 TOD =Time Of Day. The 6526 Complex Interface Adapter is the
holder of the TOD clock, which can be used in lieu of the system
jifty system clock to time things, as it does not suffer from
interruptions to service 1/0 and screen. Note that the standard
Kernal uses the system clock for TT and TIS$, not the TOD clock.

S035 $I80(65408).

1.125K or 1024+128 = 1152 bytes.
$037 Chuck Peddle.

$038 MOS Technologies.

$039 MOS = Metal Oxide Semiconductor, which has three major
families: NMOS: Negative MOS, PMOS: Positive MOS, and
CMOS: Complementary MOS. MOS Technologies produced
mainly NMOS ICs, hence the use of NMOS technology for the
6502 and 6510.

034 CSG = Commodore Semiconductor Group. The renaming was
not instantaneous, happening a number of months (years) after
the acquisition.

$03B The VIC-16560-61, was designed 2 years prior to the design of the

VIC-20 computer. It was designed tobe builtinto video games, but

no one wanted to use it, so Commodore made their own system

around it to recoup losses.

$03C VIC-20=VideoInterface Computer-20. The 20 wasarounding
down of the amount of memory in the VIC: 22K. Michael
Tomczyk, who got stuck with the job of deciding on the name,
did the rounding.

$03D 2048 bytes, or 2KB RAM. It s mapped at $0000-$07FF.

$03E BAM = Block Allocation Map, or Block Availability Map. I am
checking sources to figure out which one is the real McCoy.
4$03F ROR (ROtate Right) was not available until after June, 1976.

However, all Commodore VICs and C64s should have this
instruction. Some people gave instructions that are found on the
65C02, designed by Western Design Center, and licensed to many
companies. However, the 65C02 itself occurs in two flavors, and
neither are used in any stock Commodore product I know of.

o
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MOVING?

Don’t forget to let Commodore World know.
Call or write with your change of address 6 to
8 weeks prior to your move so that you won't

miss a single issue!
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CKit 94!

It's Cool

CKit 94 is a powerful collection of backup utilities designed to take
advantage of the expanded Commodore systems of the 90's. In fact
the CKit is so advanced, we recommend it only for certain
Commodore systems.

If You Have One Of These
Commaodore 64, 64C, 128, or 128D
And One Of These
CMD RAMLink, PPI RAMDrive, or a 17XX REU with JiffyDOS

And At Least One Of These
Commodore 1541/1571/1581 or any CMD Storage Device
+ YOU NEED THE CKIT 94! ¢

[t's Mean
CKit 94 can view, select, and copy over 1,000 files! It can also copy
entire 41/71/81 disks in ONE pass. It can even make the next copy
directly from RAM. With the CKit you can squeeze over 700 files into
an archive. Even more, you can squeeze your 41/71/81 disks and
CMD partitions into backup files.  All of this power is at your
command through an easy to use menu driven interface.

Eile Utilities
Filemaster file copier and the Archiver file squeezer
Disk Utilities
Procopy disk copier and the 41/71/81/Native Boa disk squeezers
BBS Utilities
New Dissolver SDA maker and fast PD Decompers

It's Better
CKit 94 has 2 X faster and tighter compression than in previous
versions. All of the utilities have been enhanced for power and speed,
Plus, it has three new powerful utilities. And it takes full advantage of
Commodore 128's and REU's. Wow!

Check Out The Support
J Commodore 1541/1571/1581 Drives
J CMD Hard Drives/Floppy Drives/RAMLinks
v PPI RAMDrives

v/ Commodore 128 VDC RAM Support (16K and 64K)

v Commodore 128 2MHz Enhanced Mode Support

J Commodore 17XX REU Support (up to 16Meg)

J RAMLink and RAMDrive DACC Support (up to 16Meg)

Get Your Copy Now!
CKit 94 is available at fine Commodore mail order outlets such as
Creative Micro Designs. You may also order directly from us.

Mad Man Software, Inc.
1400 East College Drive
Cheyenne, WY 82007
(307) 632-1178 Information

Enclose Check or Monay Order for:
CKit 94 $39.95 (Update $9.95) plus

Shipping $5 US snd Conada [$10 Foreign)
Update uses Key from earlier version

COMMODORE WORLD



Hard Disk I

HD-ZD. 20 MB (Limited Supply) ...
HD-40, 42 MB (Limited Supply) ...
HD-100, 170 MB (Spocial Edition)
HD-200, 270 MB (Special Edition)
HD-500, 540 MB (Special Edition) $575.00
HD-‘IDOO 1GB (S ial Edition) 5$895.00

..5" Floppy Disk Drivess

.. 5209, 00
$375.00
$450.00
$495.00

RAMLink Base Mode! (OMB, No RAMCard) .. $149.00
RAMLink w/1 MB RAMCard (Limited Time) ... $199.00
RAMLIink w/4 MB RAMCard (Limited Time)... $325.00
.. §10.00/§19.00

RAMCard RTC Option/Kit ...cvvvinneinns
RAMLink Battery Back-up [Oplional:
Paraliel Cable F{ﬁMUnk to HD) ..

D1 8. Sound

$179.95
.. $249.95
. $20.00/529.00
.............. $14.95
.. $29.00

FD-2000 (800K and 1.6 MB) ..
FD-4000 (BOOK, 1.6 MB and 3. 2 MBJ
FD Real-Time-Clock Option/Kit ...
Box of 10, High Density Disks (1 GMEJ
Box of 10 Enhanced Density Disks (3.2 MB)
UiyDOS
serial
JiftyDOS C64/SX-64 System
JityDOS C-128/128-D System
Additional Drive ROM'S ...........c.......
Migcellaneous l-lardwaro
Aprotek 3-Way User Port Expander ...
Aprotek User Port Extansion Cable .
C-64/64-C Computers (Refurb, widD) .
C-64, C-64C Power Supply (Repairabl
C-128 Powar Supply (Repairable)

and drive modaol)

.. $49.95

Cannon BJ-200¢ Bubble Jet Printer .............. $269.00
Cannon BJC-4000 Color Bubble Jet Printer ., $399.00
Commodore 1541 Disk Drives (NEW, wiJD) ... $119.00

Commodore 1541 Disk Drives (Refurb, wiD) ..... $75.00
Commodore 1541-1| Disk Drive (Returb, wAD) . $109.00
Commaodore 1802 40-column Monitor (NEW) ... $1809.00
Commodore 1802 40-column Monitor (Refurb) . $139.00
CMD EX3 3-Port Cartridge Port Expander . .. 529.95
CMD Gamepad/Joystick Controller .. $24.95
CMD GeoCable Il Print Cable 8t./15ft, ... $29,00/$34.00
CMD SmartMouse (1351 Compatible Mousa) £45.95
CMD SmanTrack (1351 Compaltible Trackball) ... $69.95
Mouse Pad ., . §2.95
MW-350 Prlnmr Inmr!ncn {OK.I'BK Bul‘ier] Sn[} 00.-'850 00
Samsung SP-0912 9-pin Epson-comp. Printer . $139.00
Samsung SP-2412 24-pin Epson-comp. Printer $179.00
Samsung SP 2417 24-pin Color Printer ..
tilities

Big Blue Reader V4.10 (SOGWAP) .
Buddy 64/128 Assembler
CMD Utilities
JiftyMON-64 (ML Monitor) ..
The Compression Kit '94 (Mad Man) ..

Collette Utulﬁlns (Handy Geos Utilities) ..
Dosk Pack Plus
Dweezils Groatest Hits mew m-n? L
FONTPACK Plus ..

gateWay 64 or 128 {Spec:ly \.ferslon)
geoBASIC

geoCalc 64/128

geoChart ...

geoFile 641128 :
geoMakeBool :Makes Boolablu cop:us] 51295
geoProgrammer $45.00
gaoPublish ....... $40.00
GEOS 64 v2.0 i $44.00
GEOS5 128v2.0.............

geoSHELL V2.2 (CLI for GEOS)
International FONTPAGK
Perect Print LQ for GEOS (Laser-like output) .....
RUN GEOS Companion

RUN GECS Power Pan lor II (Specify) ...

Anatomy of the 1541 ..........
Basic Compiler Design for the C-64 .
C-64 Science & Enginearing
€128 Computer Aided Design
€128 BASIC Training Guide .........
Cassette Book for C-64 and Vic 20

Commodore 64 Tricks and Tips ... $12.00
GEOQS Programmers Reference Guide $35.00
Graphics Book for the C-64 ... $12.00
Hitchhikers Guide to GEOS . $35.00
Ideas for Uso on Your C-64 . $12.00
Printer Book for the C64 . $12.00

Simple Internet ..........
Superbase Tho Book

'ilnnlng & Vldoo

Handyscanner -
Pagefox .........cccccoeennae

Digimaster ..

Sonus 64 Sequencer MtDt Interiace Cab}es 399,00
Sonus 128 Sequencer, MID| Interface, Cables .. 599.00

) &g_us 8 Compilers

BASIC 6-1 Compiler (Abacus) ............
BASIC 128 Compiler (Abacus)
Blitz! 64 Compiler (Skyles)
Blitz! 128 Compilar (Skyles
Cobol 64 (Abacus) ........
Fortran 64 (Abacus) ......ooooeeie
~ Power C 64 (Spinnak

Cadpal-t 64 (Abcus:
Cadpak 128 (Abacus) ..
Charnpak 64 (Abacus) ..

Chartpak 128 (Abacus) ... .. $25.00
| Paint v1.5 (128, B0-col., B4K VOC) (Living Proof) ... $39.00
| Port v1.54 (128, Bo-col , 64K VOC} (Living Proof) ... $29.00
Qutrageous Pages (Batteries Included) ............... $19.00

PaperClip 3 ..
Personal Ponfoho Manager {Abacuq}
Pocket Writar 2 (64) (Digital Sol.) ..
Pocket Writer 3 (64 or 128) (Digital Sol.] i
Pocket Planner 2 or Pocket Filer 2(Digital Sol.} ...
PowarPlan 64 (Abacus)
RUN Productivity Pak |, 11, or 1l {Specify} .
RUN Super Starter Pak 1541 or 1581 ...
RUN Works .. -
SEC Check Hcguslcr 128 .
SuporSeript 64 {Prucnslon)
SuperScript 128 (Precas:on]
Suberbase 64 Varsion 3.01 :Prams-ur\}
Superbase 128 Version 3.01 (Precision)
SwiiCale 64 (Timeworks) ..
Tax Perfect 64 (Free 94 L.ng
Tax Perfect 128 (Free '94 Upgrade}

TWS 64 wiSpeller (Busy Bee) ..o 529,00
TWS 128 w/Speller (Busy Bee) rernnensnenns 379,00
TWS Modules (HD/RUllustrator) .. ..each $5.00

4 -Jﬂlneommunicntlnns
Aprolnk MiniMedem C-24 (C= ready, 2400 baud) $69, DD

Aprotek MiniModem C (C= ready, 1200 baud) .... $50.00
Aprotek Modem adapter (C= to Ext. PC Modem) $20.00
BOCA 2400 Baud Modem ... $69.00
BOCA 2400 w/SwiftLink and Cable ... $89.00
BOCA 14.4K bps FaxModem ........... eveenss 5129.00

BOCA 14.4K w/SwiftLink & Cable ..........c.c0... $158.00
BOCA V.34 28.8K bps FaxModem ... .. $259.00
BOCA V.34 w/SwiftLink & Cable .. .5$289.00
Dialogue 128 $29.00
SpeedTarm (Abacus) ... . $25.00
SwiltLink RS-232 Cumldgo tUp 10 38.4K bnud) $39.95
SwiltLink Modem Cable (DBY9-DB25) .. ... $9.95

Acrodet ...
Atomino
Ballistix .....
Blood Money
Chomp! ..
Conflict in \c"ta al
F-15 Strike Eagle
Laser Squad ...
Last Ninja Il ,
Mainframe ...
Menace ...
Navy Seal
Rings of Medusa
RUN C128 Funpak ...
RUN C84 Gamepak
Skate or Die ...
The Amazing Spider-Man ..

The President Is Missing! ...

The Three Stooges ..... $10.00

Tie Broak Tennis $16.00
~ Total Eclipse ... $10.00

Ultima V _......... . $17.00

Wizardry 5: Heart of the Maelstrom ... $24.00

Creative Micro Designs, Inc.

P.O. Box 646

D
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| and can emulate 1541, 1571, & 1581 disks

Increase Speed Up to 1500% while
retaining 100% compatibility

. Speeds up Loading, Saving, Verifying, Formatting and Reading/
Writing of Program, Sequential, User and Relative files unlike
cartridges which only speed up Loading and Saving of PRG files

+ Built-in DOS Wedge plus 17 additional features including file
copier, text dump, printer toggle, and redefinable function keys
make using your computer easier and more convenient

* ROM upgrade installs easily into most computers and disk drives.
Supports C-64, 64C, SX-64, C-128, 128-D, 1541, 1541C, 1541-
11,1571, 1581 and more.

EDSeries

3.2and 1.6 MB 3.5" Floppy Drives

The FD-2000and FD-4000 disk drives utilize
today's latest 3.5 inch disk drive technology.
FD-2000's support 800K (1581 style) and
1.6 MB (High Density) formats, while the
FD-4000 also offers support for the 3.2 MB (Enhanced Density)
disk format. Fast and reliable, they support 1541, 1571 and 1581
style partitions, Native Mode partitioning and can actually read and
write 1581 disks. FD's feature built-in JiffyDOS, SWAP button and
optional Real Time Clock. High capacity, speed and compatibility
make the FD right for every application, including GEOS.

Power-Backed Expandable REU
The fastest possible form of storage,
RAMLink provides instant access to files
and retains data while your computer is
turned off. Easy to use and expandable up
to 16 MB, RAMLIink utilizes the same powerful operating system
found in CMD Hard Drives. Unlike Commodore REU's which are
1 compatible with less than 1% of commercial software, RAMLink
supports more than 80% of the commercial titles. RAMLink also
offers built-in JiffyDOS Kernal, SWAP feature, reset button, enable/
disable switch, pass-thru portand RAM port for REU/GEORAM use.
RAMLink offers maximum speed, expandability and compatibility
with all types of software and hardware including GEOS.

HDSeries.
SCSI Hard Drive for the C-64/128

HD Series Hard Drives are available in
capacities up to 1 GB, are fully partitionable,

while Native partitions utilize MSDOS-style
subdirectories. HD's connect easily to the serial bus or parallel via
RAMLink. Includes built-in JiffyDOS, SWAP feature and RTC. HD's
offer superior compatibility with most commercial software including
BBS, Productivity and GEOS. And with new pricing, HD Series drives
offer the lowest cost per megabyte of any C64/128 storage device.

Shipping and Handling Charges

Use the chart below to malch your order subtotal with your shipping zone and method,

UPS | 2nd | Next | AK
Order Subtotal Ground | Day | Day | HLPR [Canada |Foreign
$0.01 - §15.89 s300 | s800 | $1700 | 1200 [ ss00 | s1500
520.00-529.90 56500 | $0.00 | s1800 | S14.00 [ $700 | s2000
$30.00-850 99 8500 | $1000 | $2000 | s1500 [ s900 | s2800
$60.00-5140 99 $300 | $12.00 | $23.00 | $19.00 | $1200 | 3400
$150.00-5200 00 $1000 | $14.00 | s2700 | s2100 | s2000 | 8000
$300.00-§790 99 $1500 | 32000 | 53400 | 52700 | s2500 | 85500
$800.00 + $2000 | $2500 | S4000 | s3200 | 3500 | s6000

0.0, 00

Payment and Delivery: CMD accepts MC, Visa, Money Orders, COD and Perscnal
Checks. Personal Checks are held for up to 3 weeks. Most items are stock, contact CMD
for current delivery schedules. Returns for merchandise credit only within 30 days with
prior authorizations. All prices and specilications are subject to change without notice.
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Need Input? It Doesn't Get Any Better Than This...

For years, Commodore set the standard with the 1351
Mouse. Sure, it was vastly superior to using the old
digital input devices like the 1350 mouse, joysticks or
imitation trackballs. But everything can be improved.
Guaranteed 100% 1351-compatible, SmartMouse and
SmartTrack do everything the C-1351 does and more!
These highly intelligent, three-button input devices
include a built-in battery-backed Real-Time Clock,
along with double-click and Turbo features for GEOS.
Plus, they come with a complete set of utilities for using
the clock in GEOS and BASIC applications. Modern
ergonomic designs make these devices smooth
operators that are a pleasure to use. So, if you're tired
of the slow, erratic movement of your current input
device, make the intelligent choice and pick up a
SmartMouse or SmartTrack today!

SmartMouse and SmartTrack... the Best C-64/128 Input Devices Ever!.

+ Three buttons means convenience! If you're a GEOS user, the left
button is configured as single click, the right as a handy double
click and the center button is the TURBO button. When depressed,
it doubles the speed at which the pointer moves across the screen.
Additionally, programmers can assign their own functions to all
three of the buttons.

« Unlike other third party mice or trackballs, the CMD SmartMouse
and SmartTrack trackball use the same custom gate array chip as
the Commodore C-1351 mouse. This guarantees 100% compatibility.

+ Switches easily into joystick emulation mode on power-up by
holding down the right button.

« SmartMouse/SmartTrack utilize the same advanced technology used
in today's powerful 486 and Pentium PC's, providing you with
unparalleled accuracy and smoothness.

« Built-in battery-backed Real-Time Clock automatically sets the GEOS
clock, displays time and can be used in your own programs.

« Includes utilities disk and detailed manual explaining the utilities
and programming information.

« Attention Lefties! SmartMouse can be alterred for left handed use.

« Don't be fooled by the old style digital "trackballs". These only
perform as well as a joystick. SmartTrack uses analog inputs for
greater accuracy.

Tired of Fighting with Copy Protection?
Having Trouble Booting Software from a CMD Device?
Need a Back-up of Your Hard-to-Find Software?

LOADED WITH
SPECIAL FEATURES

* Freeze Feature
Lets you save most programs
to disk without copy protection

« Centronics Interface

Then It's

Time To Take ACTION!

Use a fast GEOCABLE to

print with most software

Built-in Copier

Make fast disk and file copies

Sprite Editor

Create and edit sprites

ML Monitor

Examine all'memory including

stack, I/O, & registers

Blow-up

Make any portion of a picture

up to the full size of the

screen

Message Maker

Turn any captured screen or

graphic into a scrolling

message with music
PLUS...

« Infinite Lives Generator
« Screen Editor

» Printer Dump

» Slide Show Maker

... AND MORE!

IMA
1

361

ATE el
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ACTION
- REPLAY
] ey 4y siunyges o Seldsi Supyrlyat pl l‘ ‘Tl

Luug, Austlug itapluy Surirldygus
Silyyad T tiv W e Yaralun 5.2 FOR THE C64 OR C128 IN 64 MODE

Volume 2, Number 1

COMMODORE WORLD

29



(ﬂnll Ql\l bllvﬂ!
Inttin L
Hent

Toney will 1ast 4 years and B + months

o613l withdrawn

Keystone Software

Label Maker, Mail List Manager,
Video Cassette Library, Home
Inventory, CD/Record Library, Audio
Cassctte Library, Home Book Library,
Stamp/Coin Collection, Photo/Slide
Library, & Baschall Card Collection;
Distributed by CPI; Select titles also
available from CMD and SSI.

Keystone Software's specialized
programs let you quickly begin
keeping track of your mailing list,
home inventory, books, music
collection, video tapes and other
items with similar, yet separate
applications. These job-specific
programs remove much of the
drudgery involved in setting up a
database, so that you can get right to
the job at hand.

Onceyou've cataloged everything
to disk, Keystone’s Label Maker
program helps you organize them
by printing a wide variety of labels.

Label Maker

Of the ten Keystone programs |
received forreview, Label Makerv2.1
wastheloneranger—different from
the other nine. Combining Label
Maker with the Mail List Manager
gives you an easy to use integrated
system to print mailing labels (from
1labelacrossto 12 across), as well as
for printing shipping labels, file
folder labels, and numbered

COMMODORE WORLD

inventory tags. Label Maker also
prints continuous form index cards,
rotary index cards, VHS VCR labels,
die-cut cassette labels (these are the
WHOLE label on audio cassettes),
name badges, shippinglabels, 5.25"
and 3.5" disk labels, and envelopes.
And if these options don’t suit your
needs, you cancreate your own label
layouts to use. Label designs which
youcreateor customize canbesaved
for future use.

Designed to work with a wide
variety of printers, Label Maker lets
you embed printer commands to
take advantage of special printer
features such as italics, bolding,
fonts, colors, and more.

Data for labels can be merged
from other popular databases such
as Superbase, Timeworks Data
Manager, Fleet Filer, and word
processors that save data in
sequential file format with carriage
returns.

Common Features
Keystone Software offers packages
coveringseveral common ‘database’
applications so that those of us who
aren’t comfortable with using a
general database program could
have an inexpensive and effective
alternative. Anyone requiring more
thanoneofthe programs will quickly
adapt toadditional programs, since
each are basically the same “core”
program, with the fields and field
names changed for the specific job.
A field is a line of text in a data
base. Databases often have several
fields to place different information
so that you can later sort the
information in these fields. For
instance, the first field in the Mail
List Manager is “First Name”, and

thesecond fieldis“LastName”. Once
you'veentered severalnamesin, you
can sort your list alphabetically by
either the first or last name. The
Home Book Library <tm> database
has“Title”and “Author” for the first
twofields. Allof Keystone Software’s
database programsoffer nine fields,
each of which can be used for alpha-
numeric sorts. All but one have six
pre-defined fields, based on the
subject of the database, and three
miscellaneous fields for custom use.
Miscellaneous fields are not printed
on the standard labels, but print on
lists or rotary index cards. Some of
the printing options are different,
based on the purpose for each
database. For instance, the Audio
Cassette Library hasoptions to print
lists or die cut Cassette labels,

Keystone Software
accommodates 128 users with 40
and 80 column versions, as well as a
64 version of each software package.
The 64 versions hold 300 records
while the 128 versions allow 1000
records.  Either  color  or
monochrome monitors can be used,
there are no odd colors within the
program to cause problems when
using a monochrome monitor, and
yet the color choices used are
comfortable to the eye. A built-in
screen blanker turns the screen grey
after five minutes of inactivity,
returning to the program screen
when a key is touched.

The programs can be copied to
any Commodore compatible disk or
hard drive, and will load from any
device number from 8 through 11,
and allows dual drive numbers for
each diskdrivesupported. Data lists
canbestoredonadifferent disk drive
from the program drive. I file copied

30

all of the database programs and
List Maker to a Native mode
partition on my FD-4000 drive,
skipping any like-named files
(mostly printer drivers) to test its
compatibility with CMD devices,
andfound noincompatibilities with
this arrangement. There was an
added bonus, in that each of the
different label types were accessible
fromanyoftheother programs, even
if they weren't included with the
original software package for the
program loaded.

With this kind of disk drive
compatibility built in, T was
disappointed that the software
doesn’tdisplay thenumberofblocks
free on a disk drive when it displays
the directory. It also doesn’t allow
the user to save the same filename
for lists, reporting that the filename
already exists, instead of scratching
the old file and replacing the new
one. DOS commands are allowed,
so file scratching can be done
manually, but that's time
consuming. This approach of not
replacing an existing file was
probably taken due to the save-
replace bugs in Commodore's
original 1571 drive ROMs. Still, 1
prefer to save my work in progress
frequently to avoid loss of data, and
find saving under a new filename
each time to be a quick solution, but
that's also a lot of wasted disk space
in the process.

Each of the database programs
have a Drop Down Menu at the top
of the screen, with the menu visible
at all times, accessible with the 1
key. The cursorkeysare usedtomove
from menu to menu, the Return key
selects a menu or menu item. To
backoutofthe menu, theback arrow
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and/or ESC key are used. A Help
Menu is visible at the bottom of the
screen showing commonly used key
commands (including the F1 key for
the Drop Down Menu). Database
records are between the two menus,
with 15 recordsshownatatime. The
field names are shown above each
field. The cursor keys are used to
move between individual records
and fields. The screen scrolls to
display fields thatweren't previously
visible when you cursor beyond
visible records. The fields are
individually highlighted when the
cursor is on it, and can be enlarged
or reduced in size for viewing.

Several “Quick” keys allow you to
maneuver between record screens,
such as the N key (for “Next") to
move between “pages” of fields, “T"
and "B" let you move to the Top or
Bottom of the database instantly.

Data is entered in a quickly
accessed submenu, and new records
can be added without leaving the
submenu. Insert and Capslock
modes can be toggled on and off.

Actions are based on which
record(s) are highlighted. Using the
Drop Down menu, all records can
be selected/desclected, or multiple
records can be selected by cursoring
tothefieldandpressing“S”. Selected
records can then beprinted, deleted,
or exported to disk. The ability to
export files to disk allows databases
to be divided or used with the Label
Maker program. Any of the nine
fields can be sorted, which makes it
easier togrouprecords forselection.
A search function which allows
wildcards makes it easy to find
records. Both the search and sort
routines are very fast.

Several printers are supported,
and options are available to toggle
linefeeds, true ASCII mode, as well
as to change the secondary address
sent to the printer. The Super
Graphics Gold, and other Xetec
interfaces are directly supported in
the  Select  Printer  menu,
Unfortunately, parallel printing
(geoCable) is not supported.

Multiple copiesofthesamerecord
can be printed. Each database offers
different types of “labels”, with a
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standard 1 acrosslabel as the default.
Printing can either be paused or
aborted in process. As well as
printing to a standard printer, the
databases also allow you to “print”
the records to disk in sequential file
format for use in word processors or
other programs.

The main differences in the
documentation for each of the
databases are related to the field
names used based on the type of
database. Some features aren’t
documented, such as the ability to
print to a disk file; but these are
easilyunderstood within the context
of the menu options given. Each
software package includes a sample
list toexperiment with the program.

Mail List Manager

The Mail List Manager has extra
information on U.S. postal
regulations in the manual, and the
regulations are adhered to for label
printing. First and Last names are
separate fields; two address field
lines are given, the first for street or
P.O. Box information, the second
for apartment or suite information.
One field is used for both City and
State. The Zipcode field is large
enough to include the new Zip+4
codes. A Country field allows the
ability to use either U.S. or
International addressing. Three
miscellaneous fields allow for
customizing for either sorts or for
additional information such as
phone numbers and or E-Mail
addresses. The miscellaneous fields
are not printed when the standard
mailing labels are used, but printin
other formats, such as the rotary
index file format.

Home Inventory

The Home Inventory program
allows you to list and keep track of
your possessions for insurance
purposes. The program could also
be used for small businesses to track
inventory. The defined fields are
Item, From (for the nameof the store
or person the item was purchased
from), Date, Where (for it's current
location within the home), Model,
and Serial number. The three

miscellaneous fields can be used for
information such as condition, and
other notes.

Home Book Library

Includes Title, Author, Type (as in
Fiction, Non-Fiction, etc.), Date,
Publisher, and ISBN fields. The Title
field allows a maximum of 28
characters. Standardlabelsorrotary
index cards can be printed.

Video Cassette Library
Allows you to organize video tapes.
A 4-digit Number field is used to
keep track of yourvideo tapes. Other
fields are Title, Subject/Type,
Counter (l:lp(‘ counter reference),
Length, Rating, and Misc 1 thru 3.
Standard or rotary index cards can
be printed. The Video Cassette
Library software doesnot print VHS
Video labels, but is compatible with
the Label Maker program to print
detailed tape labels. Continuous
formvideo tapelabelscanbeordered
from Keystone Software,

Audio Cassette Library
Unlike the other databases, the
Audio Cassette Library—as
mentioned previously—prints
entire cassette labels, not simply the
barstyle that normally accompanies
cassette tapes. Continuous form
die-cut labels can be ordered from
Keystone Software. A 5-digit Tape
Number field lets you track your
cassettes. Other fields are Title,
Artist, Subject/Type, Length,
Counter, and Misc 1 thru 3.

CD/Record Library

The CD/Record Library doesn’t
include a Length field, but the
information can be included in one
of the three Misc fields. Like the
Video and Audio cassette software,
it has a field for Number, 4 digits in
this case. The other fields are Title,
Artist, Type (presumably for CD or
Record, but can also be used for
music style), Date, and Cost. The
Audio Cassette Library software
seems to offer more in the way of
details often important to music
lovers, and could perform the same
functions for all three listening
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options by creative use of the Misc
fields.

Stamp/Coin Collection

The Stamp/Coin Collection includes
fields for Country, Denomination,
Condition, Set, Number, and Value.
Because of the similarities between
coins and stamps, in terms of the
kind of things usually cataloged
about each, this is a dual purpose
database. If someone collected both
stamps and coins, one of the three
Misc fields could be used to denote
stamp or coin.

Photo/Slide Library

The Photo/Slide Library has five
pre-defined fields and four Misc
fields. For photographers it offers a
means of keeping track of photos
and information about the film and
exposure settings used. The 5-digit
Catalog#field functions the sameas
the previously mentioned Tape
Number fields. Other fields are
Subject, Date, Film (for type of film
used), and Exposure.

Baseball Card Collection

As with so many of the other
databases we've discussed, the
Baseball Card Collection also
provides a field for numbering
cards, Other fields include Club,
[’layer.Pusiti(m,Cust(fnrhowmuch
you paid for the card), and Value.
The Misc fields can be used to note
condition and information to
differences

denote between

duplicate cards.

Conclusion
Keystone Software’s job specific
databases are easy to use while
offering flexibility too. Withoutalot
of complicated commands, it gives
average users the tools needed for
organizingdatainastraightforward
way. Combined with Label Maker
v2.1, it becomes an integrated
system for printingavariety oflabels
and cards. Although well written,
the documentation is a little on the
light side, but overall, the software
has a great deal to offer.

- Gaclyne R. Moranec
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Total Eclipse
Cinemaware
Available from CMD and SS1

Total Eclipse is a role-playing
adventure game in which you'll
travel backto Cairo tothe year 1930.
You must break Ardognus, The
Curse of the Sun God—the last
remaining unfulfilled curse of
Hahmid III. Ardognus promises to
destroy civilizationifanything dares
come between the Shrine of Ra (the
sun god) and the sun’s rays.

As  you, adventuring
archaeologist, glance through
yesterday’s newspaper a headline
jumps from the front page; Total
Eclipse of the Sun Due Over Cairo!
You know the eclipse will prevent

an

the sun’s rays from reaching the
Shrine of Ra. The last prophecy of
Hahmid 111 is about to come true
unless you find and destroy the
shrine to prevent the execution of
thecurse. Besides there'saplus, who
knows what treasures you'll find as
you search the pyramid for the
shrine? Thegame beginsasyouenter
the pyramid.

The 3D action takes place inside a
large scroll centered on your screen.
Acrosshareinthe centerofthescroll
helps guide you through the
pyramid. All your vital information
appears beneath the scroll. A watch
tracks the time; two hours remain
until the completion of the eclipse.
Totheleftofthewatch, isyourwater
bottle. Empty this and you'll die of
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thirst. Next to the water bottle is
your beating heart. A heart attack
canbeprevented by monitoring your
heart closely and resting when it
races. Hopefully keeping you from
getting lost a compass exists at the
rightofthescreen. The current stage
of the eclipse is indicated by the
presence of a darkening sun at the
top of the screen,

Total Eclipse’s colorful graphics
create a total 3D environment. At
times the 3D experience tends to be
a tad frustrating; the response time
can be slow, making it seem to take

along time to move from one side of

a room to the other. The ability to
change your stride length is a handy
feature for getting around in tight
quarters. The pulsating musical
soundtrack lends just the right
amount of suspense to the game.
The game's flexibility allows game
control with either a jovstick or the
keyboard. You may even find
yourself using both of them. One
item that I'd highly recommended
but which isn’t packaged with the
gameisagiant helpingofpatience—
you'llneedittosave civilization from
its impending destruction.

- Sherry Freedline

Atomino
Titus
Available from CMD

My first impression of Atomino’s
packaging was, “Wow, this game
lookscomplicated!” But, if you know

me, you know [ love a challenge! |
decided to be brave and jump right
into the game without reading the
manual. That was indeed a mistake.
After playing through one round, |
decided I definitely had to read the
manual.

Well, let me tell you, the manual
isalittle complicated. Fortunately, I
wasable todecipher the manualand
have become quite the Atomino
Addict.

Atomino is a Tetris style game.
Instead of theusual variety of shapes,
the game piecesconsistofatomswith
varying amounts of “free
combinations”. The object of the
game is to construct molecules and
clear the board. As you well know,
molecules are comprised of atoms.
Thus, in Atomino you must build
complete molecules. A molecule is
only complete when its atoms no
longer  contain  any  “frec
combinations”, Once a molecule is
completeitiscleared from theboard.

At first  the term “free
combination” confused me. Think
ofa“freecombination”asafreearm.
When two atoms meet, each with
one free arm, they join hands and a
complete molecule is formed
because neither atom has a
remaining free arm. They are then
cleared from the board.

This sounds easy, but it's not.
Atoms with varying amounts (from
1-4) of spinning free combinations
fallintoapiton theright side of your
screen. Thispitcanonly holdupto 6
atoms at one time, Ifa seventh atom
falls into the pit the game is over.
And, of course, the longer you play
and the higher the level, the faster
the atoms fall!

Atomino provides two different
gamemodesknownsimplyasmodes
A and B which provide almost
endlesschallenges. InMode A games
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the computer assigns the number of
molecules to be constructed and the
number of atoms required to
construct each molecule and even
obstacle courses for their
construction. In Mode B games the
goal is much simpler - construct as
many molecules as fastas youcan to
rack up a high score.

[ could easily go on and on with
this review—about the colors (two
sets on the C64), about the music
(wow!), and more, but space just
doesn’t permit. To sum it all up, if
you love Tetris you'll definitely love
Atomino—maybe even more than
Tetris!

- Sherry Freedline
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Ultima V
Origin Systems, Inc.
Available from CMD

Ultima V is an adventure
role-playing game from Origin
Systems, Inc. I seriously doubt the
existence of an adventure game
addict that has not heard of the
Ultima series of games.

The moment I held Ultima V in
my hands I knew it was worth every
second of its long awaited arrival.
Of course my expectations were
high. Once I ripped it open, I was
not in the least bit disappointed.
Inside [found acloth map of thecity
you'll come to know better than the
back of your hand: Britannia. There
wasalsoa Player Reference Guide, a
Quick Reference Guide, a copy of
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his Majesty Lord British's Journal
(detailing the lastattempt torecover
Britannia), and the very impressive
looking Book of Lore. All of these
are printed on an excellent heavy
stockpaper. Thelastitem—areplica
of the game's infamous amulet—
may seem a bit trivial, but it does
help in creating the “Ultima
Atmosphere”.

Ultima V is loaded with features.
Adventure from a Commodore 64
ora128in40 column mode. Players
selecting 128 mode are treated to 15
musical compositions, whileplayers
in 64 mode are treated to a faster
loading time. The game can even be
played from twodisk drives, cutting
downontherequireddisk swapping.
And for fans of past Ultima games,
your hero from Ultima IV may be
transferred to Ultima V.

Before beginning your this Ultima
adventure, be sure to view the
introductioninitsentirety. Notonly
does it contain great graphics, butit
also provides you with some vital
backgroundinformationforabetter
understanding of your quest.

Your quest begins after you've
been summoned back to your
beloved land of Britannia by twolong
time friends. Britannia has fallen
prey to the evil rein of a ruler who's
mind is controlled by the
unspeakably horrid but unknown
creatures of the underworld. With
theaid ofyourfriends, Shaminoand
lolo, you must venture into
Britannia’s dark underworld to
uncover the fate of Britannia’s
rightful ruler, Lord British. The rein
of Britanniamustberestored toLord
British! The fate of Britannia is in
your hands! And the adventure
begins!

Some will say Ultima V is
excellent, outstanding, or even a
superior game. But, “quality” sums
these up in one word and includes
one more important feature
possessed by Ultima: CLASS. From
top to bottom, Ultima Vis indeed a
quality product. Wow, after
reviewing my article, you may think
I've been paid off to give Ultima V
such a fantastic review. Well, the
facts pretty much speak for
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themselves. If you'd like to judge for
yourself, there’s only one way: play
Ultima V—I'm positive you won't
regret it.

- Sherry Freedline

Acrodet

Micraprose
Available from CMD & SS1

The folks at Micropose have given
me my very own personal jet! Of
course it's disguised as a 5 1/4"
floppy disk and its control panel
looks remarkably like the keyboard
of my beloved Commodore
computer. You, too, can experience
the thrillofflying the BD5-J one-man
jet aircraft with Acrojet from
Micropose!

If this is your first flight, then
the first thing you may want to
look into before even loading
:\(T()jL'I is h()\\' to construct a seat
belt for your computer chair.
Reading the manual should be
next on your agenda. I found it
useful to jot down the take-offand
landing steps on an index card.
It's much easier to glance at the
index card than to try to quickly
skim through the manual for help
in those last remaining seconds
before that unavoidable crash. 1t's
also important to make yourself
familiar with the various items in
AcroJet’s cockpit layout. A
complete diagram is provided in
the manual.

Before you can experience the
excitement of your first flight, you'll
have to make a few decisions. First
off, you'll need to choose a flight

plan. The flight plan may consist of

one single event, a pentathlon, a
decathlon, or create yvour very own
unlimited events. Acrojet provides
ten different acrobatic events which
range in their degree of difficulty.

Next you will have the
opportunity to choose the difficulty
of the game by altering the wind
conditions and the speed of vour jet.
A last option allows you to select
between  being airborne or
grounded. Choosingairborne means
you won't have to take-off or land
your jet.

Buckle up, because you're now
ready to attempt your first take-off]
Warm up your engine, set the flaps
for “half flaps”, maximize your
throttle, release the gearbrakes, pull
back on thejoystick justa TAD, and
it's up, up, and away! Sounds easy,
right? Well, I'm too embarrassed to
admit how many crashes I had
before I finally managed to get my
jetin the air. Once you are in the air
you can perform your chosen
event(s).

Acroet is a fun simulator. The
sound effectsand graphics makeyou
feel as if you are truly in the air in
your very own jet. The manual tells
youmore thaneverythingyou'lineed
to know to get your feet off the
ground. [ found this game very hard
to put down—hopefully this review
isn'ttoo late. It'sa good thing I have
a very understanding editor!

- Sherry Freedline

Superman: The Man of
Steel

First Star Software
Available from S51

For as long as I can remember,
Superman has been around in
various media formats. We've
enjoyed his adventures in cartoons,
movies, and comic books. And now,
with Superman: The Man of Steel,
we can enjoy him via our
Commodore 64's.

First Star Software’s Superman
adventureislaid out in the style of a
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comic book. A quick press of your
joystick button advances you from
frame to frame. At the end of each
page you are whisked away into an
arcade style game, Each of the six
dilemmas consist ofa problem that
only Superman can solve with the
help of his Super-Powers of flight,
heat vision, super strength,
telescopic vision, and super breath
(maybe we should give up
mouthwash?).

The plot revolves around the evil
union between two of Superman’s
most sinister foes. As a result of this
alliance, the earth has been blitzed
with  earthquakes,  gushing
volcanoes, and even mammoth
asteroid storms which threaten the
existence of The S, T.A.R. Lab Space
Satellite. Superman has only a few
remaining hours in which to save
the earth from it's imminent
destruction.

During each of the six arcade
games an “icon bank™ provides a
selection of the above mentioned
Super Powers. Not all of these
powers are available in each
scenario. An energy level indicator
furnishes a constant reminder of
Superman’s remaining strength.
Simply refrain from using
Superman’s powers in order to
restore his strength.

Complete the game within the
allotted timeframetoreceiveabonus
score. Bonuses may also be earned
by fighting, beating, and destroying
various objectsand hazardswithina
period of time or over a measured
distance.

All-in-all, Supermanisafun game.
The graphics are above average and
the game isn't so difficult that it
becomes frustrating. However, one
item bothered me a lot, enough to
prevent mefrombecomingaddicted
to this game: Superman is shipped
on 2 double-sided disks. To load
various levels the game requires
frequentdiskaccess. Ifelt diskaccess
far surpassed playing time. But, if
you are a patient type of person,
you'll be rewarded with a very
entertaining Superman adventure.

- Sherry Freedline
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Big-D Kits: Make Your 128D More Convenient

BIG-D Kits

Available from: L.L. Pankey, 1712
Santa Margarita Dr., Fallbrook, CA
92028-1641.

I have been the proud owner of a
Commodore 128Dforabout 5years,
and ever since I purchased a second
drive I have dreamed of having the
ability to change the device number
on the internal 1571. But without
proper guidance I was unwilling to
undertake the task. That'swhyIfired
offaletterto L.L. Pankey when I saw
his ad in dieHard. In about a week I
received a flyer that described the
three kits being offered for sale.

The Kits

There are 3 BIG-D Kits. Kit #1 will
change the device number of the
internal drive to 8 or 9 and allow
drive and computer resets from the
front panel. Kit #2 will change the
device number to 8,9, 10, or 11 and
the same resets as kit #1. Kit #3
moves the power switch to the front
panel.

I'ordered kit #2. The kit arrived
very promptly, within a week,
probably due in part to the fact that
I'had paid via a postal money order.
Thekitwas contained within a small
padded envelope and consisted of a
zipper bag with the wiring harness,
switches, and gummed labels and a
8 page set of instructions. The
switchesand pushbuttons are wired
to a neatly tied wire harness of pre-
cut and tinned wires,

The Instructions

The installation  involves
disassembling the computer,
drilling holes in the plastic front

COMMODORE WORLD

panel, installing the switches,
soldering the wires in place and
finally reassembly and test of the
computer. The instructions are very
thorough and include excellent
diagrams.

Ireadtheinstructionsoverseveral
times to convince myselfthat [ could
do the soldering. This is the most
hazardous operation in the
installation procedure and the
instructions  contain  several
warnings aboutit The fact that three
of the five wires were to be soldered
directly to IC pins sent a bit of a chill
down my spine but I decided to try
H]'l}’\\’ﬂ)’.

If you are faint of heart the
instructions advise you to find a
friend or a Commodore repair shop
to do the soldering. The remainder
of the installation is well within the
capabilities of the average person
and the instructions are of the very
detailed step-by-step type and
containwarnings about electrostatic
discharge and other problems to
avoid.

Disassembly and Drilling

I started the installation with the
disassembly, removing the coverand
the disk drive, which went without a
hitch. Iremoved the front panel and
marked it in accordance with the
measurements on the diagram. |
drilled the holes with a standard
electric drill and started to install
theswitcheswhenIencountered my
first problem: a loose wire.

A short black wire that connects
the two device selection switches
together had broken loose at one
end. It appeared that the wire had
not been soldered very well and

broke loose as [handled it. Luckily it
was pretty obvious where the wire
had come frombutawiringdiagram
of the harness and switch
configurationshouldbe provided so
that problems like this can be
corrected without having to return
the kit,

The switches went in easily. One
note about placement of the
switches. It is important to measure
and locate the switches in
accordance with the diagram. The
front panel hasa series of ribs on the
back side that would interfere with
the installation if the switches are
placed incorrectly.

Also, T had previously installed
JiffyDOS, withtheswitchon the front
panel, and by sheer dumb luck I had
located the JD switch well out of the

way of the four BIG-D switches, If

you are considering a joint BIG-D/
JiffyDOS installation the JD switch

should be located to the left end of

thefront panel (near the powerlight)
to avoid interference.

Soldering

Soldering the five wires of the
harness was very easy, my biggest
fearwasoverheatingthe IC(IC£106)
when placing the three wires
required. Iwantedtouseanalligator
clip as a heat sink but there was not
enoughroomtoattachittothe pins.
The technique I used was to place a
blob of solder on the tip of my iron
(45W) and touch it to the wire and
pinforjustasecondand that seemed
toworkjust fine. Theother two wires,
for the drive and computer reset
buttons, are attached to resistors
near the rear right-hand corner of
the mother board.
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Reassembly and Test

I reassembled the computer and
fixed the labels to the front panel.
Thelabels identify the push buttons
by function and how to flip the
switches for the four device numbers
allowed. The switches consist of two
push buttons and two toggle
switches.

The left hand push button is the
computer reset button, the two
togglesareinthe middleand provide
the device selection for the internal
driveandtheright hand push button
is the drive reset button. I powered
up the computer and tested all the
device selections and the reset
buttons andit all worked flawlessly.

Recommendations

The $25 (shipping included) price
tagwas,inmy mind, cheapinsurance
that I would get it right and that
most of the pit falls would be
avoided. Kits #1 and #3 are $21 and
$10respectively. The whole project
took about 3 hours (but half of that
was spent looking for tools!). [ have
installed JiffyDOS in the same
computer and this project was
harder, simply because of the
soldering involved, but requires
about the same level of skill.

This kit is obviously not for the
experiencehardware hacker. But for
the 128D owner who doesn’t have
the experience, or friends with
experience, Lhighly recommend this
project so you won't have to go it
aloneonahardware projectlike this.
In fact this project has boosted my
confidence and I'intend to try more
hardware projectsin thenear future.

- Tony Perotti
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Harp Tips

INSTALLING DEVICE NUMBER SWITCHES
ON THE COMMODORE 128-D

Greetings hardware hackers! This is SMS MIKE
(Mike Eglestone), SysOp of DiamondBack BBS.
The topic for today (by request from my many
dieHard Readers) is the installation of external
device switches on the front panel of the C128-D.

Before we get started, some advice from the
expert: If you can't solder small connections, in
tight areas on a circuit board, this is not a
modification you want to attempt. Get someone
else to do it for you or take this article (and your
128-D) to a computer dealer/repair center.

You 128-D owners know that the builtin 1571
drive answers to device (8) at power-up. Up to
now, you had to “Software Switch” the device
number to use any other drive you might have
available as device (8). Real pain in the, er, butt,
and that's putting it mildly!

Thosedaysaregonefolks. Here'stheprocedure
forinstallingexternal device switchesonthe front
panel of the 128-D case.

Parts required for this job:

- 25 to 40 watt soldering pencil

- High grade clectronic solder (fine)

- Two, Microminiswitches SPST (on/ofb) (Radio
Shack)

- Approximately 30 inches of very fine stranded
electronics wire.

- Adrillanddrill bit toinstall the switcheson the
front panel.

First, remove the case cover from the main unit.
Three screws in the back, and two smaller ones
on the bottom front of each side, Slide the case
cover back about 1/2 inch, and pull the front
straight UP. The cover will turn loose of the
bottom with ease.

Next, remove the builtin 1571 drive unit. Don't
let this throw you, it's very simple and easy to do.
Disconnect the Rear (read/write) head
connection, then unplug the three power plugs.
HINT: Notethe color of the wireon the FRONT of
each plug. This will let you relocate them in the
proper position when it comes time to plug them
back in. It's darn near idiot proof, but I have
screwed it up myself.

Remove the screws on the SIDE of the drive.
Some have three, and some have four. Pull off the
latchlever from the front, andslide the unit outof
the mount. Set it aside for now.
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Under the drive, Front Facing Rear, on the left
hand side, you will notice a chip called (65C22 or
609-0371923) This is the device number control
unit, among other things. Directly behind that
chip, you will see a Crystal can. A metal can with
apieceofwirewrappedarounditwhichissoldered
to the circuit board. Keep this "can" in mind, we
will use it later...

On the left REAR side of the 65C22 chip, you
will notice two small silver dots, just to the left of
the 4th and 5th pins (counting rear to front).

Thesesmallsilverdotsareonthe circuit board,
and are really two half moon shaped dots with a
very small connection between the half moon
sections.. Look very close, and use a magnifying
glass if necessary. These are the pads we will be
dealing with when we add the device number
switches.

Takeavery sharp Exactoknife, orarazorblade,
and scrape the small trace between the pads off
the circuit board, the drive will now answer to
device (11). Both circuits are now open, and the
device number is (11). Those pads are nothing
more than Circuit grounding points. The side
closest tothe chipisthe switchside, and the other
side is a circuit ground. The trace in the middle
makes the connection.

The next step is to install a wire to the chip side
of the pad half.

Using very fine stranded wire, about 10 inches
long, strip back about 1/4 inch of plastic cover.
Using a 25 to 40 watt soldering pencil, pre-tin the
end (melt some solder into the wires and make it
stiff).

When thewire has cooled, bend the pre-tinned
end to a 90 degree angle in the middle of the
tinned area. This will give you 1/2 inch up and
1/8 inch on a 90 degree angle.

Don't try to place solder directly on the circuit
board pad. Use the solder on your pre-tinned
wire only. Using care, position the 90 degree
angleontopofthe pad, and apply heatto the wire
with the soldering pencil while pressing down.
When the solder flows, remove the heatand hold
thewire verysteady untilit cools down. Doexactly
the same thing to the other pad.

You MAY drill a very small hole (#50 drill bit)
in the pad half and insert the wire 1/8 inch into
that hole and then solder the connection, butit’s
not necessary if you're careful. This is NOT a
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structural connection, and care must be taken at
all times. If you mess up, and overheat the small
pad half, it will separate from the circuit board
and come OFF. If this happens, the pins on the
chip itself must be used, and they are on the
Opposite Side of the chip. Rear counting towards
the front, pins 5 and 6 on the Right hand side can
be used as direct connections.. (Check them with
a VOM to make sure first).

All right, let's assume you made it, and you
have the two wires attached to the pad halves
properly. Next, youremove the front plastic panel
on the case itself. Three screws at the top, spaced
aboutevenlyacross. Tilt the panel slightly forward
and slide it up and out.

Drill two holes just left of the drive activity
light, and slighily lower. Watch your clearance
between the switches, but mount them side by
side with minimum spacing between them. The
switches should be mounted sothat UPis ON and
DOWN is OFF .

Using the large hole to the left of the drive
mount, feed both your wires through and out the
front. Connect/solder the front pad wire to the
upper connection on the LEFT switch, and the
rear pad wire to the upper connection on the
RIGHT switch. Using the Third 10 inch piece of
wire, bridge the lower connections between both
switches. Stripback aboutaninch of plastic cover,
solder both lower connections to this single wire.
This is your circuit ground, and is common to
both switches.

Next, feed your third wire back through the
large hole, and solder the other end to the " Silver
Can" mounting strap. Remember [ told you to
keep this "Can" in mind. It's a perfect circuit
ground point.

Okay, that's the end of the job. Reinstall the
front panel and the drive unit. You may test this
setup with the case cover removed. It will work
out like this. Both switches UP, drive is device 8.
Left switch down, device 9, Left up, Right down,
device 10, both down, device 11. Justdon't forget
that you MUST reset the drive or the computer
after each switch movement.

The drive has a separate reset switch right next
to the Computer reset switch on the right hand
side towards the rear. I opened up the hole for
thisdrivereset switch,and putaplasticextension
on the button. Those little vacuum caps that are
sold in most automotive stores make perfect
extensions for the reset switches.

Questions, Comments, Panic? [canbereached
at 305-257-5700 at most any time during the
afternoon, and my BBS (DiamondBack) is
305-258-5039.

- Mike Eglestone (SMS MIKE)
©
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braphic Interpretation

by Stove Vander Ark

GEOS: PRODUCTIVE, USEFUL. AND STILL FUN!

I was sitting around the other day, plugging
throughastackofold GEOS disks, and pondering
things. Iwasn'tlooking foranythingin particular;
I just go though disks every so often because
there’s somuch there that Inever really looked at
before, stuff T downloaded once upon a time and
socked away and forgot about. So while I was
zapping though all these files, my mind wandered
alittle and I'started to think about *The Meaning
OfIt All". Well, the “Meaning Of GEOS " anyway.

Why do T use GEOS on a Commodore 128
anyway? I've heard plenty of arguments against
it. I read all those Mac and IBM catalogs full of
miracles that I can’t afford with desktop video
and multimedia. And to be honest with you,
along with my Commodore | use a Mac, an
IBM-compatible, and a hand-held Newton. But |
still love the Commodore. Why?

I'm not alone, either. There are thousands of
people still blissfully using a Commodore
computer every day. Non-Commodore users
mightbe totally sold on their particular machine,
butanawfullot of them will tell you with a wistful
sigh that, oh yes, they started out on the 64 and,
boy, that was a great machine. For example, the
other day in the Newton RoundTable on GEnie,
a place heavily infested with Mac users, T and
several of my fellow Newton users spent ten or
fifteen minutes extolling the virtues of the
Commodore.

I'mnot just a Commodore fan, of course. 'ma
GEOS fan. A really big GEOS fan. [ run my
Commodore in one of two modes: game mode
and GEOS. SometimesIeven putthetwotogether:
some of my favorite games are GEOS games like
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geoTiles, Sure, [ know how torun Windows, Yep,
I can zip around a Mac like nobody's business.
And that little hand-held job I have is really cool,
sort of like Star Trek come to life. But I just love
GEOS onmy 128,

So what's the deal? What keeps me coming
back to a "lowly” 8-bit operating system? I think
theanswerissimplezit'sfun. Isuppose that sounds
trite, but I'm serious. Let me give you some
examples of what I mean.

First of all, GEOS is fun to use. It’s fun to zip
around with a mouse, clicking on menus and
buttons and making things happen. This is
especially true if you are familiar enough with
operatingin “naked” mode (inother words, using
the typed-in commands... the other way can be
fun, too, I suppose...). With GEOS you can do
just about anything you want to do without
having to remember any of those cryptic code
phrases or worry about typing one stupid little
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character wrong. It is wonderfully liberating.
That makes it fun,

Secondly, GEOSis fun tosee running, All those
neaticons and windows opening and closing and
menus dropping down are really cool. I suppose
that’s why Istill have a fondness for the deskTop,
with its icons and page-turning metaphor. I
actually use gateWay and DualTop quite a bit,
but when I doIreally miss the look and feel of the
good old original deskTop. Ladmitit: I /ike icons.
Ontop of that, GEOS operates in high-resolution
mode, which means it looks clean and
professional, even with its cute icons. That also
means that graphics for things like games are
always impressive,

Third, GEOS does everything. No, let me
rephrase that. GEOS does more everything,
more than anyone thought possible. Let's face
it, GEOS has taken the Commodore computer
to new levels of power and sophistication.
Here's an example of what I mean. Before
GEOS, there was no full-featured desktop
publishing software for the Commodore; in
fact, everyonefigured you had tousea Macintosh
for that. GeoPublish, however, really proved that
the Commodore could be used for serious
publishing work. And once you consider the
price, GEOS will do it for a heck of a lot less
money. GEOS gives the Commodore the power
of integration as well, and that's a very powerful
thing indeed. Today's computers run Windows
or System 7 more than anything for the power of
integration. Everything works the same,
everything works together, and as a result
everything works a lot better. GEOS gives the
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“MVHAT KEEPS ME COMING BACK
TO A LOVWLY S8-BIT OPERATING
SYSTEM? | THINK THE ANSWER IS
SIMPLE: IT'S FUN.”

Commodore user the ability to move effortlessly
between the word processor and spreadsheet,
the paint program and the desktop publishing
program, moving text and graphics from one to
theother. Evensuchunusual functionsas running
digitizers and playing SID music are accessible
within GEOS. This kind of powerful computing
is exciting and, yes, a lot of fun.

Along those same lines, it's just plain fun to
show up the nay-sayers once in a while. I
remember one year digitizing images of a bunch
of school kids and then letting them use geoPaint
to mess around with their pictures, adding
mustaches and word balloons and who know

what. Another teacher saw what the kids were
doing and asked what computer [ was using. Heh
heh heh. You should have seen the look on his
face. Especially when [ told him what I paid for
the whole setup. Fun? You bet.

Well, I had nearly reached the bottom of my
stack of disks, paging through icons in the
deskTop and having a ball. I had pretty much
reached the end of my philosophical ramblings
as well. But I couldn’t help but think, once again,
about how much potential there still is in the
GEOS system. With memory devices like the
RAMLIink available, programs can be written to
do even more amazing things. What about a

document-oriented application, one which lets
you call in tools like word processors or
spreadsheets as overlays to work on a document
which never leaves the work space? What about a
fax program? What about an authoring system
like HyperCard that lets you create your own
graphic presentations complete with music and
even animations? All of this is possible in GEOS,
and we don’t need to buy three thousand bucks
worth of high-falutin’ equipment and hundreds
more in software to do it with. Whatit will take s
programmers with imagination and vision and,
most importantly, a sense of the fun of GEOS.

¥
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DISPLAY MODES PART 2: 40-COLUMN, 80-COLUMN, OR BOTH?

Creating a program to operate in both 40- and
80-column modes can sometimes be a challenge.
One of the things that is often overlooked is
‘testing'—chances are good that you'll be
releasing this program to the publicin some way,
whether it be commercial, shareware, or public
domain. Why else would you need a program to
run in both modes? It's important to test all
aspects of the program in both modes. You'll get
it working good on your 128 and not realize that
something isn't quite right when run on a 64,

The main thing to be concerned about first of
all is screen appearance. Other differences
between the 64 and 128 won't matter as long as
we stick to using the resources that are available
with GEOS 64.

As stated in the last issue, the high bit of most
any X coordinate is used as a doubling bit with
GEOS 128. But this feature is not available with
GEOS 64. So, we can’t use it. Or can we?

Check The Mode

What we have to do is write a self-modifying
program. When our program starts, one of the
first things that must be done is to identify the
type of computer thatis being used. If it'sa 64, we
simply continue onwith the program asis. Thisis
because 40-column mode is assumed to be the
default and we should write our program with all
of the X coordinates as such.

If the machine is a 128, we must now check to
seewhichmodeis beingused. GEOS 128 provides
a variable called graphicsMode. Check this
location; if a zero byte is found, the program is
running in 40-column mode. If graphicsMode
contains $80, then assume 80-column mode. The
graphicsMode location also exists in GEOS 64;
however, there's no guarantee that you'll find
valid data at that location in GEOS 64. For those
of you who don’t have the correct definition of
graphicsMode, besuretoadditto page 12 of your
geosSym file as follows:

graphicsMode==$80831
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The following routine will set a variable called
screenMode. We can use this variable at any time
during the running of our program to test the
mode we're running in.

TestMode:

Jsr InitForlD ;pop out of GEOS

Ida $fifd

cmp #$fc :all 64’s contain #$1c

;here.

beq 20% ;branch if 64.

bit graphicsMode ;check if 88 columns.
bpl 28§ ;branch if 48,

Ida #4880 ;set bit 7...

.byte $2c

20%

Ida #5008 ;ar clear bit 7...

sta screenMode
Jmp Donelithl0 ;get back into GEDS.
screenMode:

.block 1

This routine could have also set another variable
thatwouldidentify whether the machine wasa 64
or 128. For now, we only need to know if the
computer is in 40- or 80-column mode.

Ifthe programis runningona128in40-column
mode, we have two choices: leave everything the
way it is and continue on (since the program is
written for 40-column mode); or proceed with
the doubling bit modification. The only reason to
performthemodificationwouldbeifour program
allows switching between 40- and 80-column
modes. If the computer is in 80-column mode,
then we would definitely do the modification.

Locating With Labels

Within our source code, we can define alocation
withalabel. Itisthenasimple matter of modifying
the byte found at that location by making
reference to its label. If we need to change a byte
withinanicon table, wejust putalabel in front of
thedesired byte. Ifit'satwo-byte word that needs
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to be altered, the label should go in front of the
pairofbytesandwe'll referenceit aslabel+1since
we're referencing the high byte.

To modify each of the locations now, we need
tocreateatablethatwill hold theaddresslocations
of these labels. Let's assume that we have three
locations that need to be changed: label1, label2,
and label3. We can store the high and low byte of
the locations in two tables with:

LowTable:

.byte [labell,[label2+1,[label3
HighTable:

.byte llabell,llabel2+1,]label3

Let’s say that one of these, label2, is a two-byte
location and the other two are single byte; hence
thereasonforlabel2+1in thetables. Thefollowing
code will perform the modification for us:

Idy #8

Idy #8

188

Ida LowTable,x ;setrf

sta raL ;to point to

Ida HighTable,x ;a label.

sta rgH

Ida (r@),y ;get the value.
ora #3808 ;set the high bit.
sta (r@),y ;and store it.

inx ;point to the next.
CpH #3 shave we done all 37
bne 18% sbranch if not.

Thisisasimple example—chancesare thatyou'll
have more locations than this to alter. As you
develop your program, just keep adding or
deleting labels at the various locations and the
reference to them in your tables.

So Much For Organization

This systemworks fine most of the time. If youare
an organized programmer and use global and
local labels within each of your routines, you

Issue 6



might encounter problems. A routine should always begin with a global
label. Within theroutine therecan belocal labels thatmay only be referenced
from within that routine. If you should stick a label inside that routine to
identify a byte that needs to be modified, geoAssembler will treat this as a
global label and you might make your local labels within that routine
useless. Local labels are normally used for branching within a routine. It
isn’t good programming practice to branch outside of a routine; however,
geoAssembler does allow us to branch outside of a global label, and so in
this case you will have to change the local labels within these routines to
global labels. Just don’t forget the reason for doing so. Make a note at the
start of the routine about what is taking place on that particular page;
atherwise, you're likely to forget.

Do It On The Fly

Another method you could employ is to alter a location as it is used. This
would eliminate the need to mark a location with a label. Early on in our
program, wewouldsetavariable thatwe will use to ‘or’with theaccumulator.
Let's call this variable ‘screenMode’. If we're in 80-column mode,
screenMode will have it's high bit set. Let's say that we want to draw a
vertical line right down the middle of the screen. Here's how this would go:

DrawbUertical:

LoadB r3lL #8 ;top of screen
LoadB r3H #199 ;bottom of scree
Ida #[168 ;halfway across
sta rd4L slow byte.

Ida #]160 ;high byte...

ora screenMode ;fix the high bit.
sta r4H

Ida #255 ;pattern byte.

jmp UVerticallLine

Asyou cansee, thistype of coding might bealittle simpler towork with. For
changing a byte within a table, however, we'll still have to use a label. But
there is no chance of goofing up our global and local labels within a table of
bytes using this method.

Use Exact Values

There is yet another method we can use to alter our horizontal coordinate
values within a program. We can do something similar to what we have
already talked about here, only instead of setting the high bit, we could
place the exact value that is needed. In the previous vertical line example,
r4 will end up holding a value of 160 or in hex, $00a0, for 40-column mode
and $80a0 for 80-column mode. We could just as easily test for 80-column
mode, and if so, load r4 with 320. This would be the exact value needed to
draw a vertical line halfway across the screen.

There are times when we have no choice but to use exact values. One of
them is when we are using menus. The system font is different for each
mode and as such menu widths will be different. The way around this one
is to have two completely different menu tables. Just point GEOS towards
the one you need to use before calling DoMenu.

Ifyouare planning a major application, you mightjust want to forget all
of this and make two separate versions. You could then take advantage of
the 128's screen resolution as well as some other features that the 64 is
lacking. However, for most moderately sized applications, you can see
that it really isn’t that difficult to work with both modes in the same
program.

o )
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40/80 FLAG

One important thing to remember when creating any kind of
GEOSfile is to put the correct value into the 40/80 flag. This flag
is located at byte #96 within the header block of all GEOS files.
Choose from one of the following values depending on the
machine and/or mode you intend to target your program for:

$00 - 40 column only (64 or 128)
$20 - 128 40 column

$40 - all modes

$60 - 128 only (40 or 80)

$80 - 64 only

$c0 - 128 80 column

A user interface such as the Desktop or any alternative can
check this byte to see if your program is compatible with the
current mode before loading it.

The 64 Desktop does not check the 40/80 flag. It was written
when there was only one mode to run in. The 128 Desktop,
however, does check this flag. Any alternative desktop should
also check it. Even if your file is not an application, it might be a
specialized file such as a printer driver that will only work on a
certain machine. An application should check this flag before
loading your printer driver.

USED SOFTWARE

We buy, sell, and trade used original software. Lowest
prices for C64, C128, Amiga, and IBM. Mention this ad
and your computer type for a free list. Call our BBS for a
complete list within minutes.

Call or write:

88S: ENTSIBLE
8N1 1200-28.8k OFTWARE

P.O. Box 930
St. Joseph, Ml 49085

Ask for a list via Internet:

CENTSIBLE@DELPHI.COM Phone: 616-428-9096
i b ‘the MOST POWER for the BUCK’
' n - ppower that onl;v AMIGA ownera have enjoyed until now’
m - 'pushes the C-128 to the EDGE of the pnphicf ;?frﬂ.‘m'
I= Interlace! 640 x 400 pixels ONSCREEN!

o . DOUBLE the resolution of any other graphics sofiware!
I= Incredible! Unique Interlace color blending snd casy-to-use Palette allow

HOUSANDS of APPARENT COLORS!
Many powerful tools and festures which CANNOT BE DUPLICATED by any other software!
The most dazzling and sophisticated graphics tool for the C128!
Supports 24 pin, COLOR, & LASER Printers, & RAM Expansion!

L5 1P
I Port Im&"hrmn%m [Paint 1.5 39.95
Wagttyhel ol ndiion, oo 1Port1.5 29.95
m ¥ i " les
Bring out :he'?}:sr in your 128 by bringing IN the best of other ¢ SAVE! both 59.95

1
1000°s of GIF images- created on PC's, Macs, Amigas, even SATELLITES — | Living Proof, Lid
await .'rouim BBS'sévEegwh;:.sFunmniu the IFF & GIF conversion paleites. %ﬁh 190‘}14
rt 1 x
mpo S, c8, Doodle, Koala, & Print Shop Mol MM $5408-8714

Improve on your best from other programs! Custom Doodle & Geos palettes.

: IQEKPOIT I Paint to GIF — show'em all what your 128 can do! ~ REQUIRED: Ca128D (or Ci"l“
s s . : Wi

(I Port 1.2 owners: upgrade for just $10 with retum of your 1.2 disk) ! P"W. :"‘500135‘ ‘W '-'ﬁg:d' _

Pricas for U.S.A. Check or money order only. MN res, add 6-1/2% sales lax. Allow 2 - 4 weeks for delivery.
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STARSHIP COMBAT PART V:
THE FINAL INSTALLMENT!

by Gene Barker

IMPORTANT: Please see the notes on entering this program located just
before thelisting before you actually start typing the listing into your computer.

Newcomers

This is the fifth installment of a large science fiction strategy game written
in Commodore BASIC. In the process, we're sharpening our BASIC
programming skills. If you'd like to follow along, you'll need the first four
installments, which appear in Commodore World Issues 2 through 5.

About Installment Five

Wow! Arewealready onthelastinstallment? Yesweare, Inthisinstallment
we finish Starship Combat by enabling the repairs option for the Union
and creating a general repair routine for the Alliance. Then we look at a
couple of interesting ideas and projects for the programmer. To conclude
the column, we examine the general flow of the Starship Combat code.
Onward...

Union Repairs

Now that the Alliance can blast away at your Union ships, you need a way
to repair those battle-torn survivors. In the first installment of Starship
Combat, we placed the “(r)repair” option in the main menu, We activate
the repair option like we did the others, by changing the ON GOTO
statement inline 20110 tojump to 23000 when the repair option is selected
(thesixthnumberafter GOTO). The repairoption hasits own menu (please
see Repair Options).

REPAIR OPTIONS

Line Option MP’s Power Description

23200 Generate Power 1-7 NONE Adds 15 points to Power per MP
available

23300 Patch Hull 1-7 MP x 5 Adds 5 points to Superstructure per
MP available

23400 Restore Shields 1-7 MP x 2 Adds 10 points to Shields per MP
available

23500 Build Torpedo 3 25 Adds a torpedo to your current
stockpile

You may be surprised at how small the repair routines are. These routines
manipulate the numbers found in the Active Ship List array SL%. They also
check the Ship Type array TY%, to make sure that a repair does not exceed
theship's limits (such as givinga ship more torpedoes than it can carry). To
trace the use of these arrays, refer to the Active Ship List and Ship Type
charts from installment two.,

Alliance Repairs

To be fair, we have enabled repairs for the Alliance as well. These
changes can be found at lines 26100 to 26199, In these lines we
calculate three new values:
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REPAIRS - NOW UNION AND ALLIANCE SHIPS CAN REPAIR DAMAGE
[DEAS - COOL IDEAS FOR PROGRAMMERS OF ALL LEVELS
OVERVIEW - A QUICK LODK AT THE STARSHIP COMBAT CODE

F4 - % of maximum energy units
F5 - % of maximum shield strength
F6 - % of maximum superstructure

Using these values the code identifies the best repair optionand executesit.
Fortunately, we setup the Unionrepair routines so that they may be used for
Alliance ships as well. You will also notice that the Alliance cruisers can use
both Generators and Shield Kits (using the Union’s routines for these items
located at lines 22400 and 22200 respectively).

End Of Code

After making this installment’s changes (please see the Starship Combat
program listing), you will have a fully functional science fiction strategy
game. This concludes Starship Combat. But maybe we can do alittle more.
Read on...

Ideas And Projects

Can you make Starship Combat a better game? This is the fun part of
programming; where we take an existing program and customize it to our
liking. Yeah! Below you will find a list of ideas and projects for beginner,
intermediate, advanced, and turbo geek programmers.

Beginner

1. Canyoumake the Alliance a more challenging opponent? (Hint: Change
thedatastatements for the Alliance shipsin the Initialize Game Variables
sectionat 10400, Be sure touse the Ship Type Chart frominstallment two
as a guide.)

2. Can you change the movement keys (@,:.;,/) to the cursor keys? (Hint:
Change the data statements for the Option Characters in the section at
10950. Don't forget to change the print statement in the main menu at
line 20040.)

Intermediate

1. Can you add another challenging scenario to Starship Combat? (Hint:
Review the Scenarios section found in installment two. Draw out your
scenarios on paper before typing them in.)

2. Canyoumake the Alliancesmarter? Hint: Try placing a new check so that
the Alliance ships won’t uncloak until they have even or better odds. Try
having the Alliance ships hunt down stragglers in the Union fleet.

3. Can you change the Status window so that it reports the percentage of
Power, Shields, and Superstructure left? Hint: You'llhave touse both the
Active Ship list array SL% and the Ship Type array TY®%.

Advanced

1. Can you add another computer-controlled opponent? (Hint: Keep it
simple. Perhaps create a pirate type opponent where the number of
pirates remaining has no effect on the outcome of the game. Also, try to
use as many of the existing routines as possible, such as the Union
movement routines).
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2. Can you add a new type of weapon, such as a null field? (Hint: Add the
new weapon to the item list. Try a weapon that effects an opponent’s
shields or movement points. Don't forget to equip the Alliance with a
similar weapon. Fair is fair.)

Turbo Geek

1. Can you add sound for movement, phasers, disruptors, torpedoes,
cloaking devices, and explosions?

2. Can you change the sector map so that it uses sprites or perhaps even a
bitmap for better graphics?

3. Canyououtfit Starship Combat so that it can be a game on a BBS (where
the user is the Union and the BBS is the Alliance)? This is actually easier
than you may think.

Overview
Section
100 -599

Description
The main program loop: This section cycles
through the Active Ship list SL% allowing the
ship with the most movement points to move
first. The section will cycle through this list until
all the Union or Alliance ships are destroyed.
Initialize the game screen: This section draws
the main game screen, including setting the
screen colors and selecting the lowercase
character set.
Printrepeated character string: XS$ - character
string XS - number of repetitions This routine
will print the string XS$ XS times.
Initialize game variables: This routine is called
once at the beginning of each game. Sets up
\he Ship Type array TY%, Item List array IT$,
Phaserarray PH%, Torpedo array TP%, some
string variables, scenario, Active Ship listarray
SL%, Option character array OPS, and the
POP for our GOSUB statements.
Initialize ships for the next round: This routine
is called at the beginning of each round in the
main program loop. Itinitializes the number of
movement points and regenerates 10% of the
shields for each ship. These changes are
done through the Active Ship list array SL%.
Clear notes area and set the cursor: This
routine will prepare the notes area on the
game screen so that the next print statement
will be placed perfectly in the upper left hand
corner of the area.
Clear options area and set the cursor: This
routine will prepare the options area on the
game screen so that the next print statement
will be placed perfectly in the upper left hand
corner of the area.
Update the status and map areas for the
currentship: SH-the shipin the Active Shiplist
array SL% UP - the update mode

0 - no update at all

1 - complete update stats and map

2 - update map area only
This routine will update the status and map

Type
Main

10000 -10199  Subroutine

10200 -10299  Subroutine

10400 -10999  Subroutine

11000 -11098  Subroutine

11200 -11299  Subroutine

11300 -11399

Subroutine

11400-11599  Subroutine
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areas for ship SH according to the current
update mode UP.

Handy print integer routine: XN - the integer
XL - maximum length of the integer in ch's Will
print the integer padded with spaces. This
subroutine canbe used by any BASIC program.
Kill ship routine: XK - ship numberin the Active
Ship List array SL% This routine kills the
selected ship by removing it from the Active
Ship list.

Process Union ship turn: SH - ship number in
the active ship list MP - number of movement
points for ship SH This routine allows the user
{Union) to select the current ship’s action at
this pointinthe round. The routine has several
of its own subroutines to handle movement,
weapons, and item use.

Process Alliance ship turn: SH - ship number
inthe active ship list MP - number of movement
points for ship SH This routine has the computer
(Alliance) decide which action the ship SH
should take at this point in the round. The
routine calls as many of the process union ship
subroutines as possible, in order to keep the
code length down. This is accomplished
through the strategic use of the update mode
variable UP; making sure that the Union can
not see cloaked Alliance moves. The finer
points of this routine is described with great
detail in installment three.

11700 -11799  Subroutine

11800 -11899  Subroutine

20000 -24999  Subroutine

25000 -29999  Subroutine

Entering the Program

Before entering this month'’s installment, load and run the CHK-LIST
utility (located elsewhere in this issue). Once you have CHK-LIST loaded
and ready, load your saved copy of Starship Combat from last issue. The
listing in this issue only gives lines which have been added or altered.
Finally, before you begin toadd the new lines from thisissue, there are a few
lines which must be deleted from your previous version. You may remove
these lines by typing the line numbers, one by one, following each with a

press of the (RETURN) key. Here are the lines to delete:

Lines to DELETE: 25275 27209 27205 2721@ 27215
27220 27225 27239 27235
STARSHIP COMBAT
1062 | 20110 onxtgotol20290, 20300, 20409, 20500, 21
@G, 23000, 20800, 20600, 20900, 21408
b395 | 23000 rem-
c689 | 23005 rem repairs
ag3iz ( rem-
9990 gosubll3QQ
eB88d print"Repairs:"
iy printeoa$"{2 CRSR DN} {g)generate pw
a2Zba printoa$"{3 CRSR DN} (p)patch hull"
93ap printoa$" {4 CRSR DN} (r)restore shl
@329 build torp"
ef6b K ARROW})
Abort"
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STARSHIP COMBAT (cont.)

STARSHIP COMBAT (cont.)

27ec
Sedc
f480
3786
b62c
226d
10£5
fl9e
Bchb2
fl19%e
déaf
addc
579b
9442
fcb8
MesE
7787
DchE
4adb
ffd4
be3a
T30
295¢
2497
8fbd
a3z
c281
b395
558c¢
bp28
cld3
520e
2bdc
38b2
8040
62c3
3736
7964
£5b3
ddaz
clb2
5641

£958
2063

®521
9975
112fF

4874
95¢c3
dl7b

1760
cd23
3c26
7dod
chae
aecd

cel2

9740
2b41
1a88
87ad
3aa%
adg84
Peed

p's"
23549
o
23545

2
4
3
3
4

getxx$:1ifxxS=""then2310@
i ="g"then23200

f W}"then23100
return
Eem

rem generate power

goto2@255

Iem-
‘em patch the hull

! )‘l"\l
]:u.pn!—(mp*‘}
mp=o
gotoZP255
rem-

lz( 1 S0

tore shields
1%(sh,6)+ (mp*10)

r«',{rl'*'.[f"" ®),2)
>xXtthenss=xt

Xt

i fa:
d]?{nh,b]rJN
pw=pw- (mMp*2)

torpedo

ifmp>2then23555
gosubll3@p
print"Can't!"

printoa$"{2 CRSR DN}A torpedo bu

rintoas$" {3 CI DN}

printoa$"{5 CRSR DN} (press a key

getxxS:ifxx$=""then23545

qoto2@@eQ

ifsl%(sh,8)<ty% (sl

] h,@)
¥ i

n,w)

e

(

,6)then23

]

gosubli3Qe

print"Can'tc!"
printoa$" {2 CRSR DN}Torpedo bays
CR

printoas full®

nrro?*“dm

"l

SR DN}are

JZSE
if(sl%(sh,6)+sl%(sh,7))<(.75*
(,}1 G’J) 3))thenfi=1
s1%{sh,5)<(.15%ty%(sl%(sh,®},1}))

if3then2
(o] D(r\ ]

6100

iff2andfichen26100

iff3thenZ 6600

qoto26l@e
goto26100

662
c@ff
876¢c
dglo
leb®
78aa
7£d5
£h87
377E

44db
@8aB
@9(1(}
déac
D50c
aaib
b5al
41d5

26170
26175
26180
26185

> up=1
26159 if
1% (sh, 8

gotLo26100
fd=s51%

foh;DJItV%{wlu[‘h @), 1)
]"fL 1, @), 2)

gosubll3@@:printtys (: \3U,O\I
prl,fnab'ikhﬁk DN}leffects repairs"
rgosubll400

n.20ﬂdf“> 8andf6>.2Zandmp>2ands

t‘iu hen: ") 155

15>

ifsl% (sh,®)<B8then26185

1ff5<.2then22200
goto23400

ReEvMEMBER...
ALwAarys SAVE
YOUR WORK
BEFORE TRYING IT
ouT... JusTIN

cAsgE!

AFFORDABTLE
EXPANUSION

S SLOT CARTRIDGE PORT EXPANDER

The all-new EX3 Cartridge Port Expander brings new
expandability to you Commodore 64 or 128. Combine the
use of compatible cartridges. Disable cartridges when not
in use. Change the address the computer finds a cartridge
at. Above all, avoid the constant changing of cartridges that
can lead to extra wear on your cartridge port. The new
CMD EX3 does all this, and does it at an affordable price.

EXPAND NOW FOR ONLY $29.95*

CALL 1-800-638-3263

Creative Micro Designs Inc., P.O. Box 646, East Longmeadow MA 01028

FEATURES

3 VERTICAL EXPANSION SLOTS
7 SWITCHABLE SIGNALS PER SLOT
ADDRESS REMAPPING ON SLOT 2

RESET BUTTON

“plus shipping
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How to Type In Program Listings Appearing in
Commodore World

While Commodore World currently doesn’t make it a habit of publishing
type-in programs, a number of our columns do require entering sample
routines. For this purpose, we have created our CHK-LIST utility for the
Commodore 64 and 128. This utility uses a 16-bit CRC checksum method
to verify that you have correctly entered each program line, and that each
of the characters in the program lines are in the correct order.

You'll notice that program listings appear with a column of values to the
left of the program lines. These values are the CHK-LIST values and are not
to be entered as part of the program. A similar set of values are generated
by the CHK-LIST utility to allow you to verify that everything has been
entered correctly.

Enter the CHK-LIST program from BASIC. You can use either a C-64 or
aC-128 computer. If youusea C-128, it can be in either 64 or 128 mode. Be
sure to enter each line carefully to avoid mistakes—until you actually have
CHK-LIST working, finding errors in program entry won't be easy. After
you have finished entering the program, be sure to SAVE a copy to disk
before youattempt to RUNit, just in case. If you aren’t familiar with how to
save a program to disk, you can use the following command:

SAVE"CHK-LIST".8

Touse CHK-LIST, loaditinto your computer and type RUN. Make sure that
any program you are currently working on is saved first, or start CHK-LIST
before you begin typing in a new program. After you have CHK-LIST in
memory and running, type NEW. You may now either load or begin typing
the program you wish to have CHK-LIST check on. Whenever you want to
check your program, type in the appropriate SYS command given below:

C-64 or C-128 in 64 mode: 5Y549152
C-128 in 128 mode: S5YS4864

Note that when typing in listings, some special characters will appear in
braces. For example, {CLR/HOME} means that you should enter the Clear
key, which is done by holding down the SHIFT key while you press the
HOME key. Other times you may see a number ahead of the key name, such
as{3SPACES}or {5 CRSRL}. This means you should press the key indicated
the number of times shown. Most special keys are easy toidentify, since the
text shownwill generallymatch the text on thekey. Exceptionsare the space
bar {SPACE}, and cursor keys which include directions ({(CRSR UP}, {CRSR
DN}, (CRSR Liand {CRSRRT}). Be sure to use the correct key combinations
for color keys, such as <CTRL><2> for (WHT}.

CHEK-LIST

2454 | 19 F=ABS (PEEK(65533)=255) :M=49152: IFFTHE
NK=4864

GE2F | 12 C=@:PRINT" {CLR/ ME}WORKING" ;

E350 I :*TD——J:GL“ 140

ADZ20O FD<QANDF=OTHEN20

3316 ) D:M=M

QTIFQ | 3 PIL'".

578A | 4 I
N

@679 | 50

g§D92 | 60 :

EJFE | 49152 DATA 165,43,-45,133,251,165,44,-46
.133,252

B2AE | 49160 DA 169,0,141,36,193,-20,169,147,
|

CD50 | 4¢ 210,25 1,192,-19,160, 0,

cagep | 49176 DATA 37,193,-20,177, 251 3,253,220
8,3

2058 | 49184 DATA 238,37,193,-20,200,177,251,13
kS '}h\,'i

EA9C | 49192 DATA 208,3,238,37,193,-20,173,37,
93, -20

6C15 | 4 \TA 201, ®8,1,96,200,177,251

ETQE | ¢ A 170,200,177,251,32,205,-50,18
9,-142,169

6795 | 49216 DATA 6,133,211,-236,169,61,32,210,
255

FBQF | 49224 DATA 169,32,32,210,255,160,2,177

9735 | 49232 DATA 251,32,213,192,-19,200,177,25
1,32

@734 | 49240 DATA 213,192,-19,200,177,251,240,6
.32

po9p | 49248 pATA 213,192,-19,76,90,192,-19,173
.,191,192,-19

AC30 | 49256 DA 3 +-19,173,199,192, -1
9,32,167

CHK-LIST (cont.)
B343 | 49264 DATA 192,-19,169,13,32,210,255,165
, 253
DF3A }“?7 paTa 133,251,165,254,133,252,238,3
AGE2 «“?H@ DATA 193,-20,173,36,193,-20,201,20
,240,3
936E | 49288 DATA 76,18,192,-19,162,9,189,1,193
BC3A 6,32,210,255,232, 208, 245,
EB74 ,255,201,13,208,249,32
6095 255,208,251,76,8,192,-19,
AQD1 106, 106,106,32,180,192, -1
FAAZ 180,192,-19,96,41,15,170,
EBFD 193,-20,32,210,255,96,0,0
ESQ7 169,0,14 190,;9 -19, 141
E8S8EA | 4 ,192,-19, .33, .1,L9x.;0
ATD7 | 49 11,193,192,-19,96,162,8,7
6040 | 41,127,77,191,192,-19,141,191
D24B 24,14,190,192,-19,46,191,192,
D52F 18,173,192,192,-19,77,19@,182
DCAG6 19¢,192,-19,173,193,192,-19,7
19
6032 141,191,192,-19,104,10,202, 20
37C5 96,13,8¢0,82,69,83,83, 3
SA2A 6@,82,69,84,85,82,78,62
AC90 13,13,13,0,48,49,50, 51
FET1 A 52,53,54,55,56,57,65,66
@17E 67,68,69,70,0,0,-256,37944
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by Doug Colton

In our last installment, we presented the first revision of a SCSI utility
program. As fate would have it, one error crept in; instead of reading SCSI
blocks as it was intended to do, the program sent the SCSI Read Capacity
command. If you change the CHR$(37) in line 2010 to a CHR$(40), this
errorwill be corrected and the program will operate asintended. But rather
than do that, you may just want to move right on into the new version of
SCSI Commander presented in this issue. And yes, this one does correctly
read SCSI blocks.

AsImentioned lastissue, we're going to start expanding the capabilities
of SCSI Commander. In actuality, most of the code from the first version
has been completely replaced by these changes, so it would probably be
best tojust typein the entire program as presented in this issue, as opposed
to trying to modify last issue’s version.

There are two main improvements in this new version of SCSI
Commander. The first is that the user interface has been cleaned up alittle;
it'sstill far from being what you might call “commercial quality”, butit will
suffice for now, and will help keep prompts and other information out of
the way of our main display.

The main display? Yes, that's the second enhancement in this version. In
addition to reading SCSI blocks, this new version also shows you the data
stored there—in either hexadecimal, or ASCII. A small machine language
routine has been employed to help speed the process of fetching this data
from the drive and show it on the screen—BASIC is just a tad slow when it
comes to 1/0.

Taking a quick look over the program, here’s the general gist of what does
what:

Lines 10-60 All that program name and copyright stuff.

Lines 76-90 Line 70 starts with a call to the subroutine that sets up the
machine language; the remainder of line 70 and the following lines set up
the required variables.

Lines 100-999 This is the main section of the program, which first clears
thescreen and prints the program name and SCSI device parameters on the
display. It then checks to see if anyone has bothered telling the program
what Commaodore device number is supposed to be a CMD HD (line 140).
Ifnot, a quick call to the subroutine that requests that information ensues
(GOSUB 5000), and jumps back to the beginning of this section. Once the
program makes it past the device setting check, it sets up some variables
(line 160) and calls the SCSI block read routine (line 170). This done, it
re-displays the SCSI parameters (in case of an error), then displays the data
from SCSI block. Exhausted, the program now drops into the main
command loop where it waits for you to tell it what else to do.

Lines 1000-1020 Opens a command channel to the drive.

Lines 1100-1110 Closes the command channel.

Lines 2000-2050 Reads a SCSI block

Lines 4000-4240 Display routines for printing SCSI data on the screen.

COMMODORE WORLD
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Lines 4800-4860 Subroutine to build the machine language routines.
Lines 4864-4992 Data statements containing the machine language.
Lines 5000-5420 Input routines for the options.

Lines 6000-6030 SCSI Parameter display subroutine.

Lines 7000-7000 Subroutine to clear the command and input display area.
Lines 20000-20380 SCSI error detection subroutines.

And that pretty much does it for this time. So type it in, analyze it, and
snoop around a bit in your hard drive until next issue!

©
5CSI COMMANDER

chb@ |10 rem —----ce e

2334 |20 rem sceil commander v@.29

®59b |30 rem copyright 1994

dB93 |4¢ rem creative micro designs, irnc

T0e2 |50 rem —-—-—--mmm e e

8d92 |60 :

£512 |7¢ gosubd8@P:dimsb%(27) :bl=0:bh=48:hxs="
@12345678%abcdef”

leaa |80 cc(l)=15:cc({2)=14:51=0:de({l)=0:1u(l)=
@:ra=0:gosunb31@:tl=1:gosub5419

2517 |85 bls="{39 SPACES}"

e5@d |86 msS="{HOME} {23 CRSE DN}"

dcff |90

5560 |10@¢ rem menu

6bec |11@ print" {CLEAR/HOME}scsi commander"

7%a2 |120 print "{14 CMDR t}"

a2 130 gosub&@@p

aBbe 140 cd=1l:ifsl=@thengosubs@@®:goLtolld

8d92 |150

@9c8 |160 gosub5310:gosub5410

Pdas |179 gosubl@d@:gosubl@@®:gosubll@d

8e@l |18Q pg=0

dcff |259 :

d2fb |28 gosub6po@

6491 |30 ifpg=(tl*2-1)thenpg=0

386c |3E60 gosubdpod

Tfce 379 :

@352 |4¢9 gosub7@@@:print" (plage, {(+), (=), (m
Jode, [(a)ddre H

bell |4@2 print"({s)ource, (d)ev, (llun, {(g)uit
{HOME} "

53f1 |41@ getk$:ifk$=""thendl®

24be |420 ifkS="p"thenpg=pg+l:goto3s

c@le [43® ifk$="m"thenmd=abs (md-1):g0ta35@

99dd |44@ ifks="+"thenra=ra+l:gotol&d

d212 |450 ifk$="-"thenra=ra-1:gotolé&p

dePa 1460 ifkS="s"thengosub5@@@:gotoltO

34fQ 470 ifkS="d"thengosub510@¢:gotolsd

cebc [480 ifkS$="1"thengosubk520¢:gotole@

c%al |490 ifk$="a"thengosub530¢:gotoled

1249 [5¢9 ifkS="g"thenprint" {CLEAR/HOME}":end

17909 |51 gotodld

d75d |959 :

28e7 |120® rem open source device
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SCSI COMMANDER (cont.) SCSI COMMANDER (cont.)
8440 | 191@ opencc (cd),sl1,15 £2c8 | 511Q return
fibb | 102¢ return ddsé | 5120 -
©235 | 1030 : 34b9 | 5200 gosub7@@@:input"scsi lun®";lu(l)
a366 | 1190 closecc(cd) difd | 5210 return
Pede | 1110 return leeb | 5220
c358 | 1120 : @9£f7 | 5300 gosubi@P@:input"scsi block";ra
e5d7 | 2000 rem read block 6lac | 5310 a®=ra:a3=int (a®/(256"3)):a@=a®-al3* |
724b | 201@ ssS=chr$(4Q)+chr$(lu(cd)*275) +chrs( 25673)
ald)+chrS$(a2)+chrs$(al)+chrs (ad) da@6 | 5320 a2=int(a@/ (25672)) :a@=ap-a2*(256"2)
€369 | 2020 ssS$=ssS+chr$ (@) +chrs(11) +chr$ (10) +c Je@b | 533@ al=int(a@/256) :a0=ap-al*256
hr$ (@) @d3d | 5340 return
5355 | 203@ print#ccicd), "s-c"chr$(de(cd))chrs | lceb | 5350
bl)chrs(bh) ;ss$ 1578 | 5400 gosub700@: input*transfer length"
bcle | 2049 gosubZ@@QO 695b | 5410 10=tl:11=int(10/256) :10=10-11%256
4084 | 2050 return 60c2 | 5420 return
cefl | 2060 7114 | 5430
6459 | 4200 rem read/display buffer £3b2 | 6@00 princ"{HOME} {2 CRSR DN}*;blS$:printb
5f64 | 4019 gosubleeg 15; " (HOME}";
9c@d | 4030 print#cc(cd), "m-r"chrs (bl)chrs (bh+p 7aad | 6010 pan {HON:liz CRSR DN}source:";sl;
g)chr$ (0) "dev:";de(1l);"lun:";1lu(l);"ad:";ra
b@9f | 404® print" (HOME} (5 CRSR DN}"; fa2 | 6020 print "status: ";em$;" ek:";sk%;"ec
55c@ | 4045 sys(sa) :gosubl10®:poke2b1,0 :";sc%;"1lb:";1b
2f08 | 49046 ifmd=1thend200 60c2 | 6030 return
62a3 | 4050 fori=0tols addd | 6040
8cc | 406Q :princ"3Q";mids (hxs$,pg+1,1) ;mids (hx dcde | 7000 printmS$;blS:printbls; " {HOME}";m$;:r
S,i+1,1);:"@: "; eturn
4193 | 497@ :sys(sa+25) :print 321e | 2090@ rem check for scsi error
al3b | 4080 next 49c9 | 2001@ get#cclcd),eS:e=asc(eS+chrs(0@))
elbf | 4090 return 4c9a | 20020 :
cdB82 | 4100 : £124 | 20030 rem check for error
4457 | 4200 fori=0OtolS 4e36 | 20040 ex=0:em$S="ok"
e36a | 4210 :print"$@";mids (hxS,pg+1,1) ;mids (hx 1210 | 2005¢ ife<>Pthen2@®8@: rem process error
S, 1+1,1);"@: "; @382 | 20060 return
4481 | 4220 :sys(sa+77):print 1254 | 20070
dfb3 | 4230 next 9e6b | 20080 ex=1: rem there is an error
@094 | 4240 return adSc | 20090 ifeu Z2thenem$="scsi error":goto2@l
5221 | 4250 : 6@: rem check condition
@a3f | 4800 sa=49152:ifabs (peek(65533)=255)then 7133 | 201900 ife= Ethenem$="target busy"
sa=4864 chB8a | 20110 ife=l6thenem$="int. status ok"
ec2f | 4819 l=sa £f305 | 20120 ife=24thenem$="res. conflict"
6218 | 4820 readd:ifd<@then484¢@ feb8 | 20130 ife=48thenem$="dos syntax error"
3683 | 4830 pokel,d:1=1+1:gotod820 5ddc | 20140 return
6fbf | 4840 ifsa=4864thenreturn 4¢c9a | 20150
49db | 48590 pokesa+17,193:pokesa+2%,153 :pokesa+ c¢@c3 | 2016@ rem check condition
38,192 :pokesa+48,192:pokesa+86,193 4e@l | 2017@ ssS=chr$(3)+chr$(lu(cd) *275) +chr${
clf9 | 4860 return @) +chrs {@]+chr$(2?)+rHr¢(0}
934c | 4862 : faSe | 20189 print#cc(cd), "s-c"chr$(de(cd))chrs
61c6 | 4864 data 165,186,32,180,255,169,111,32, {bl)chrs (bh);ss88
150,255,162,0,32,165,255,157 321c | 20190 getdccl(ed),es:e=asc(eS+chrs(0})
9765 | 488® data ©,20,232,208,247,32,171,255,96 4754 | 20200 ife=0then2@260
,166,251,189,0,20,72,74 8df7 | 20210 :
beSe | 4896 data 74,74,74,170,189,61,19,32,210, edcf | 2022¢ rem fatal error
255,194,41,15,179,189, 61 cP7f | 20230 ex=2:em$="fatal error{ll spaces}"
BcOc | 4912 data 19,32,21@,255,230,251,165,251, flde | 2924@ return
41,15,208,221,96,48,49,50 aléb | 20250
99ab | 4928 data 51,52,53,54,55,56,57,65,66,67, £715 | 20260 rem fetch error data
68,69,70,169,34,32 eb2f | 20270 print#cc(cd), "m-r"chr$(bl)chr$ (bh)
3a5a | 4944 data 210,255,166,251,189,0,20,201,1 chrs(27)
3,249,16,201,20,240,12, 201 efiba | 20280 fori=0toZé6
Jedl | 4960 data 27,240,8,201,34,240,4,201,141, 73d1 | 20299 QEL#CC (cd) ,bs
2¢8,2,169,46,179,32,210 2e8d | 20302 : sb%{i)= asc{b$+chr5t@})
c7c@ | 4976 data 255,230,251,165,251,41,15,208, T@37 | 20319 next
217.,169,34,32,219,255,162, 14 fda5 | 20320
cb®2 | 4992 data 169,32,32,210,255,202, 208, 250, 2adl | 20330 rem process error data
96, -1 1b5b | 20340 sk%=sb%(2)andl5
c983 | 4999 ; 78le | 20350 sc%=sb%(12)
221d | 5000 gosub7@@9:input"commodore source de eebSe | 20360 1b=-1:ifsb%(®)<l27thenreturn
vice*";sl 845e | 20370 lb=sb%(3)*256"73+sb%(4)*25672+sb% (5
33a5 | 501@ return ) *256°1+8b% (6) *256°0
bdde | 5020 : 2dle | 20380 return
dce5 | 51909 gosub?9@@:input"scsi device";de(l) aléb | 20400
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TEXT ADVENTURE GAME DATA STRUCTURES

by John Leeton

Textadventure gamesarenot only fun towrite, but they are helpful toanew
programmer in learning to handle many programming principles and
structures. Ifwrittenwell, atextadventure programis mainlyaninterpreter
of the data. Which is why it is also called an Adventure Interpreter. Since it
is so highly data dependent, it is very important for program performance
and capability to correctly set up the data structures. That is the main topic
of this article.

Action Words

Most text adventure data uses lists. Some of the data is fixed. That is, non-
variable and not specific to the adventure. The typical list of verbs, such as
g0, get, and drop, for example, The best way to handle this is a list of all
acceptable verbs and a list of matching verb numbers. This allows for
several different words to have the same effect without having to duplicate
any executable code. A portion of this list might look like this:

go 1 put 4
walk 1 drop 4
run 1 leave 4
move 1 hit 5
take 2 strike 5
get 2 eat 6
grab 2 drink 7
throw 3 light 8

Inresponsetoaplayerinput of “walk east” the program can search the verb
list until it finds a match for “walk”. When it finds it, then it gets the
matching verb number, in this case 1, which it can use to execute a
branching instruction to handle that verb. “Go east”, “run east”, or “move
east” all parse to the same verb number, and thus have the same effect. You
would typically use an ON x GOSUB statement to branch to a subroutine
to handle the verb number you found from the list.

Aconvenient structure for thisis a string array for the verbwords and an
integer array for the verb number. Let's use VB$(50), VB%(50) for these
variables. This gives enough room to have 50 verbs. As you will find, 50 is
a relatively small verb vocabulary for a text adventure game, but it’s large
enough to have some fun. Toinitialize the arrays use DATA statements like
this:

DIM
FOR

VBS(50),VB% (50)
I=1 TO 50
READ VBS(I),VE%(I)
NEXT I

DATA

A

"G0o*,1, "WALK
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"GET",2, "GRAB", 2

Aninteger array is used because integers only take up two bytes of memory
in an array while normal numeric variables take up five. You will be using
some rather large data structures in text adventures to hold all the different
verbs, items, adventure maps, etc. So it is a good idea to save memory by
using integer arrays for the numeric data.

Making a Map

Thenext typeof data tobe handled is static data. Static data, like fixed data,
does not change during the execution of the adventure driver program.
However, itmight be different, and usuallyis, between different adventures
that you create, Typical of static data is the adventure map. It's a little
difficult at first to see how you can draw a ‘map’ in a program, but there is
aconvenient data structure to use for the map. It is the multi-dimensioned
array. If you give each room or map location a number and call that the
‘room number’, then that will be the first index into your map array. The
second index will be a direction from that location,

WHAT’S A PARSER?

The accompanying article mentions parsing and a command line parser in
several places. The parser in a text adventure game determines the feel of
playing the game. A simple parser requires pigeon English commands,
sometimes with only three significant characters perword. More sophisticated
parsers are able to make sense out of complete phrases with fairly complex
sentence structure. In the first type, a typical command might look like “tak
lan” for ‘take lantern’. More typical of modern parsers (although a classic
text adventure ‘Zork' also is this way) would be the parser that can decipher
“turn off the lantern and put it in the backpack.” In any case, the parser is
responsible for dividing the input command string up into discrete words
and performing the lexical analysis for the adventure interpreter.

Anaid to having a responsive commandline parseris tohave lists of legal
words as was described in the main article. For the more sophisticated
parser, the minimum lists of verbs and objects discussed in the main article
might need to be expanded to include lists for adjectives (red, blue, other
colors, big, nasty, etc.), adverbs (in, on, within, out, from), and other
commonly used words (the, a, and, it, etc.). The more sophisticated you
make yourcommand line parser, the better the feel of your adventure game
will be.

It will also be slower. Consider that the parser has to scan the input line
looking for a space. It then takes the string of letters from the beginning of
the line to the space and calls that a word. It then scans the list(s) of legal
words looking for a match so that it can return a word type and number for
each word in the command line. Parsing a command can take a long time
with long lists of verbs, objects, and possibly other sentence elements. For
this reason, you may want to consider writing the command parser as a
machine language routine even if you write the body of the adventure
interpreterin BASIC. Alternatively, you may use one of the BASIC compilers
to get better responsiveness out of a program with a sophisticated parser.
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Lets assign the directions N, E, S, W, Up, and Down the values 0, 1, 2, 3,
4, and 5. Using an integer array, you might dimension the map array as
MA%(50,5) which allows 50 rooms and six movement directions from each
room. The value that you enter into the map array is the room number to
which the player would go if he moved the indicated direction. The player

cannot move in some directions from some rooms. Use a ‘room number’ of

-1 as a flag for this, indicating that there is no path out of the room in that
direction. Thus if the map array for room number 6 had values like this:

ma%(6,0) = -1 ma%(6,1) = -1 : ma%(6,2) = 6
ma%(6,3) = 1 ma%(6,4) = -1 : ma%(6,5) = 5

It would give a map that looks like this in tabular form:

ROOM 6
N - no exit
E - no exit
S -return to room 6
W-room 1
U - no exit
D-roomb5

Rather than enter 50 or so lines of assignment statements as shown above,
youwould use DATA statements again to read the map data into the array.
For each room you need six items of data; the room to which you go if you
go that direction from the room. The program might look like this:

MR = 52

DIM MA%(52,5)

FOR I=1 TO MR

FOR J=0 TO 5
READ MA%(I,J)
NEXT J,1

DATA -1,-1, 2,-1,-1,-1 REM ROOM
pAaTA 1,-1,=1, 3,-1,-1 REM ROOM 2
paTa -1, 2, 4,-1, 1,-1 REM ROOM 3
DATA

This map has an exit from room 1 south to room 2. From room 2 the player
can go north to room 1 and west to room 3. From room 3 you can go east
toroom2, southtoroom4, anduptogettoroom1.Since thereisnoreverse
route down from room 1 to room 3, perhaps this is a one way trapdoor in
room 1 that has no handle on it.

Thisidea pointsup theneed for the next piece of data to go with the maps.
Youneedroomdescriptions for them. Thisagainisstaticstring data, soyou
can use a string array. The array will have the same number of entries as
there are rooms, and each description will be a string. The program
fragment for it might look like this for the initialization:

IN
OR I=1

READ RMS (1)
NEXT I

)

RM$ (52)

TO MR

vy

R WITH A
DATA, ..

DOOR. "

TRAP

Of course you would want the pathway back to the entry foyer to come
through a basement or some such to make your map consistent. The short
path here is for illustration purposes.

Dynamic Data

So far all our data has been fixed or static. None of these things change or
move during an adventure. The one remaining important piece of data is
the objects, items and nouns, that exist in the adventure game. When your
player types “take jewels” or “strike bell” you need a way to determine what
is affected and how. These things have a dynamic nature in that they may
move from one location to another.

To identify these items for the command parser, an appropriate data
structure would be similar to the verbs' structure. That is, a string array to
hold the item name and an integer array to hold the item number. This
permits an item to have more than one name for purposes of recognizing
a player action. For example, the command above, “take jewels”, might
have been because the player saw “A bag of diamonds and rubies.” For this
item you might want to permit the player to call it “bag”, “gems”, or
“jewels”. With a structure like the verbs have, you could then have “bag”,
“gems” and “jewels” all return an item number of 5, for example, from the
parser.

Nowyouneed anadditional datastructure for theitems, to hold theitem
location and description. The item location is the room number, so is an
integer. The description is a string, so belongs in a string array. The item
numberistheindextotheitemlocationand description arrays. All together,
then, the coding fragment for the item setup might look like this:

DIM I&(50),I%(50)

FOR I=1 TO 50
A IS(I),I%(1)

NEXT
DATA "MATCHES”,1, "GLASS",2
DATA "WATER",3,"LAMP" 4
DATA "GEMS”,5, "BAG",5
DATA *"JEWELS",5
DIM ITS$(30),IL%(30)
FOR I=1 TO 30

READ ITS$(I),IL%(I)

NEXT I
DATA "BOOK OF

*BEMPTY

OF WATER
OLD LAMP", 22
DIAMONDS AND RUBIES”,5

“GLASS
*DIRTY
*BAG OF

DATA
DATA

DATA

There are a couple of special things now in this list of items and locations.
Notice that the book of matches is in a location number 0. In the previous
data setups you may have noticed that there is no location (room number)

DATA “ENTRY FOYER. A TRAPDOOR IN THE FLOOR,  of0,sothisindicates something special. It is convenient to have the player
BUT NO HANDLE." belocation 0, then any item that the player has picked up will be atlocation
DATA “KITCHEN. THIS PLACE 18 MESSY. SOMEONE 0. Sothe book of matches starts out in the player’s items inventory.
LEFT BONES ALL OVER." Second, the Glass of water starts out at location -1. Again, there is no
DATA “DINETTE. MORE BONES. A PULL DOWN LADDE location number -1. There cannot be, because location numbers serve as
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the index to an array, which cannot be negative. Location -1 refers to
nowhere, or limbo, so to speak.

Playing the Game

A fragment of game play is the best way toillustrate the use of locations and
adventure interpreter program actions associated with this data structure.
Lets say that the player enters room 12. The program will scan the IL%()
array looking for items that have alocation of 12. It finds that 1L%(2) = 12,
soitem#2isin theroom. It can then print “Yousee: A [empty glass]” where
the description in brackets came from IT$(2).

Nowif the player types “take glass”, the adventure interpreter finds that
“glass” is item #2 and item #2 is in the same room as the player (room 12).
Soit changes the location of item 2 to location 0 by setting I1.9%(2)=0 (on the
player)andresponds “taken”. Thenif the player types “inventory” to get an
inventory of items he has, the fragment of code:

PRINT "YOU HAVE:”

FOR I=1 TO 30
IF IL%(I})=0
NEXT I

THEN PRINT “THE ";ITS$(I)

Would now print:

YOU HAVE:
THE BOOK OF
THE EMPTY

MATCHES

AT RO
GLASS

This data structure and logic will permit the player to type “get water” ata
location where there is water present (pond, sink, drinking fountain, etc.)
IF he has the empty glass. The adventure interpreter can then change item
#2location tobe -1 and changeitem #3 to be inlocation 0. Then the GLASS
OF WATER will be on the player instead of the empty glass. A command
“drink water” would check to see if item #3 was on the player. If it is, then
itcanprintanappropriatemessage (“Ahhh, veryrefreshing”), set IL%(2)=0,
set IL%(3)=-1 and the player again has an empty glass.

Next Steps

Thedatastructures presentedsofarare enough tohandle the basic adventure
game. With more programming effort, you can build on these basic
structures to expand the capability of the adventure interpreter. Some
suggested enhancements are in the paragraphs below.

First, you can expand the items’ structure to add a second dimension to
the item location integer array, 1L%(). Making the IL% array look like
IL%(30,1) will let you have two pieces of information about each item. The
first, IL%(x,0), will still be the item’s location. The second, IL%(x,1) can be
an attribute. You may, for example, have attributes like these:

No.| Attribute Details
1 Small size Can be picked up
2 Large size Can't be taken or carried
3 Container Can hold small items
4 Vault Holds small items, but cannot be carried
5 Monster Might be hit, moves from place to place by itself,
cannot be carried or taken
6 Etc. Use your imagination

With this added bit of information about items, you can have your player
PUT items in other items. You might find a back pack (attribute 3), for
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example, that you can carry and can also put other (small) things inside. Or
your player might see a desk (attribute 4) that has objects inside, but he
cannot take the desk. Your player, upon entering a room, might now see a
kitten (attribute 5) that haswandered into thisroom from some other room
where he saw it before.

Addingan attribute of ‘container’ to objects has an impact also to the item
location array. Before, an integer value in the item location array pointed toa
room where the item was located. So a condition where 1L%(5)=12, for
example, meant that item #5 was located in room #12. With the addition ofa
container property, anitemmightbeinsideanotheritem. Oneway ofhandling
this is to make items with the container property have a dummy location
number also. This requires some unique coding, butis not difficult to handle
with a limited number of items that have the container property.

Another way to handle it would be to add a constant to the container
item’s item number and store that in the item location array. For example,
ifitem #7 is a backpack and you put the empty glass (item #2) into the back
pack, then you could set IL%(2)=1000+7. You could find all items that are
in the backpack, then, by scanning the IL%() array for a location of 1000
plus the backpack item number.

Implementing containerismalso hasanimpacton your command parser.
The basic structures for the adventure interpreter were such that all user
commands could be in the form of a verb followed by an object (drop bag,
take glass, etc.). With the addition of containers, you will now have to
contend with indirect objects also. The ‘put’ class of verbs needs to process
the information about where to put the objects, such as “put the bag in the
backpack” or “put the matches in the desk.” Of course, with more work
comes more fun!

Anotherenhancementmight beto expand theability tomove. Youcould
add north-east, south-east, etc. to the movement directions. The necessary
adjustment to the map location array MA%(), is probably obvious...
increasing the second dimension from 5 to 9. That is, instead of being
MA%(x,5) it would be MA%(x,9).

You might also want to permit the player to save a game in progress to
disk so it can be resumed later. Now that you have all of the game state in
variables that is not hard to do. All you need to do is to write the player's
location todisk, then the contentsof the IL%() array foritem locations. Next
time the game is started it will initialize all of the arrays to the original
starting state. But in response to a “load game” command from the player,
reading in the saved contents of the item location array and setting the
player location variable is all that is needed to go to the saved game state.

Conclusion

Textadventure games are not as popular now as they were a few years ago.
Therearemany people whostill enjoy them, however, and afew peoplewho
are enthusiasts. You can give these potential players a game to play and
improveor develop your programming skills at the same time by exercising
your creativity in a text adventure program. This article has hopefully
helpedwiththebasic knowledge of the datastructuresusedintextadventure
games so that you can roll one up.

3

MOVING?

Don’t forget to let Commodore World know.
Call or write with your change of address 6 to
8 weeks prior to your move so that you won’t

miss a single issue!
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It’s back. And it’s cooler, faster
and more affordable than ever...

You've waited along time forthis. The opportunity
to own the finest peripheral equipmentever made
for your system. You've listened while others
talked of the speed, the convenience, the

compatibility, and the

power. And you've
stood by as the
prices have

gradually dropped, year after year. But they
never dropped quite low enough—until NOW!
Because now, CMD has a limited number of
brand new HD-20 hard drives available at a
super low price. Not only that, but these drives
employ a 2.5” SCSI mechanism that runs faster
and cooler than ever before. If you've been
waiting for an affordable HD, then don’t miss

The Return of the CMD HD-20.

AL

To Order Yours, Call 1-800-638-3263.

See full CMD advertisement elsewhere in this issue for shipping prices.

Creative Micro Designs, Inc.

FOR THE BEST SELECTION OF

NEW AND REFURBISHED COMMODORE EQUIPMENT
CALL 1-800-638-3263

JiffyDOS COMPUTERS
ERLEEIELEN  C64 or C64c (refurbished) $89.00
every computer & SeSpTRIT aNEtte) $149.00
disk drivel C128-D (refurbished) $239.00
MONITORS
1802 (NEW)) $189.00
= 1802 (refurbished) $129.00
3 DISK DRIVES
VB o0 pay 1541 (NEW) $119.00
%"  WARRANTY 1541 (refurbished) 575.00
— R —— 03;@:&5&2 d30 1541-Il (refurbished) $109.00
Y " 1571 (refurbished) $139.00
COMPLETE SYSTEMS
C64/1541 (refurbished) $149.00
C64/1541/1802 (refurbished) $269.00

Prices do notinclude shipping charges, and are
subject to change without notice. All items
subject to availability, call before ordering.

Creative Micro Designs, Inc.
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Peripheral Viston

By Jim Buttorjiold

MAKING IT NEAT: SIMPLE TIPS ON BETTER LOOKING OUTPUT

When you send data from your computer to a
peripheral device, it pays to make sure it's clean
data. If the information s going to.a printer, or to
some other computer via a modem, it should
look good, of course. And if your data is going to
a disk file, to be read back later: well, the better
you write it, the easier it will be to read when you
need it. To reverse the old maxim: garbage out
would subsequently produce garbage in.
Aslhavementionedbefore, the stuffthat flows
out to your peripherals looks the same as when
goestothescreen. Thedifferencebetween PRINT
and PRINT# is slight. Learn how to make your
data look good on the screen, and it will look

T —

e, 2o ST,

gets everything. Variable AS is a character from
T the file; if a NULL character is seen, it's corrected
1 toabinary zero, Variable Bis thenumeric (ASCII)
- | valueofthecharacter,and Cisaspecial versionto
Ed test for control codes.

Whenyourunthe program, any special control
characters in the file will be shown in reversed
form on the screen. One control character,
i reverse-m, is the RETURN character, and you
‘ should expect to see it at the end of each line of
text. Any other reverse font characters should be
viewed with suspicion: be sure you know what
such special functions as form feeds or color
changes are doing in the file.

good anywhere.

Text File Snooping
IUs easy to write a quick program that will examine the contents of a simple
sequential (SEQ) text file on disk. Program Listing 1 gives an example of a
quick text file reader.

Don't forget the semicolon characters that end lines 140 and 150. Put
your own file name into line 100, If you're interested in programming, you
may find the code instructive. GET# is slow compared to TNPUTH, but it

PROGRAM LISTING 1
FAFC 19¢ OPEN 1,8,2,"MYFILE"
TDAZ 119 GET#1,A$ : IF AS="" THEN AS=CHRS ()
B6F3 | 12¢0 B=ASC(AS) C=B AND 127
F218 13@ IF C<32 THEN AS=CHRS(18B)+CHRS (B+64)+
CHRS (146)
8B84 | 140 PRINT AS;
2DFF | 150 IF B=34 THEN PRINT AS$;CHRS(20);
F1F2 | 16® IF C=13 THEN PRINT
ECCA | 179 IF ST=@ GOTO 119
8F4C 18¢ CLOSE 1
COMMODORE WORLD
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If your data-reading program is written in
BASIC and uses the TNPUT# statement, watch closely for three special
characters that can create problems: the comma, the colon, and the
quotation (double-quotes) mark.

Commodore 128 Note

Many of the operations I will describe next can be done more easily in
BASIC7 (for the 128) by means of the PRINT USING statement. We'll
summarize that usage as we go. Meanwhile, you might still opt for the
alternative coding, so that your code will be transportable to other
Commodore machines such as the 64.

Neat Screen Output

Here's the easy way to get things to look good on your screen or printer.
Data would fit neatly into columns if it were always the same length. So...
force each data field to be the same length. Stretch out the short strings
(tack on spaces), and chop the long ones. In fact, you should do both: first,
tack on extra spaces, and then snip the resulting string to the correct size.
“Tackingon”iscalled concatenation, and the snippingis done with BASIC's
LEFTS () or RIGHTS () function.
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Most strings are shown left-justified, that is, lined up on the left side. So
wetacktheextraspacesontherightside, and trimwith function LEFTS ().
Thus, to print GS as a 20-column-wide string, we would code:

$$="{16 SPACES}” : PRINT LEFT$ (G$+5$,20)
It's usually best to define a string of spaces near the start of your program.
I have used S$ in the example above. Be sure to put in enough spaces to
provide “padding” for any string size.

The last string printed on a line usually does not need the padding. For
example, totypestrings AS,B$ and C$ you could code (assuming S$ defined
as above):

PRINT LEFTS$ (A$+8%,15) ; LEFTS (B$+55,10);C$

Youmightstill wish to put the padding in for C$ in some circumstances: for
example, if you had positioned the cursor to type over a previous line. On
the 128, the following code will print A$ and B$ left- and right-justified,
respectively.

PRINT USING “H#u##ssdd tusnsss” A5, BS
Formatting Numbers
We like to right-justify numbers, so that they line up neatly in columns. If
the numbers are integers (no fractions), the job is easy. Convert to a string
with STRS (), tack the spaces on the front, and trim to size. Thus, using
S$ as defined before, we could code:

PRINT RIGHTS (STRS(X%),6) ;RIGHTS (STRS (M)

Variable X%isaninteger, of course; and M had better have aninteger value,
or the output will look messy. You could use function TNT (M) to trim the
value, or TNT (M+.5) toroundit.

Be sure that you provide enough space to hold the entire number,
including the minus sign if appropriate. It would be annoying to print the
value 123.67 as 23.67, especially if it's your money we're talking about.

When we need to deal with numbers that have fractional parts—and
thatincludes dollars-and-cents values—we must take more care in coding.
The decimal points need to line up, and that means we must decide in
advance how many decimal places must be shown.

Decimal Point Values
Converting a floating-point number to a printable value, complete with
decimal point, is sufficiently tricky that I wrote a canned subroutine long

PROGRAM LISTING 2

1320 | 5000@ REM ‘PRINT USING’ EQUIVALENT

D762 50@1® REM PRINT VALUE V IN FORMAT V1.V2

C73B | 50020 V4=INT(V * 10"V2 + .5)

F5C5 | 50030 VS=RIGHTS (“{7 SPACES}"+STRS(V4),V1
+V2+1)

77AB | 50040 IF V2<1 GOTO S@080

D44A | 50050 FOR V5 = V142 TO V1+V2+1 : IF ASC({
MIDS (VS,V5) ) <48 THEN NEXT V5

@A69 | 50060 V6=V5-V1-1

72CC | 50070 V5=MIDS (VS,V6,V1+1)+LEFTS (*.00000"
,V6)+MIDS (VS,V5)

8008 | 50@8@ IF ASC(VS) > 47 THEN VS$=LEFTS (“***
kkkkkAkr V14V2+2+ (V2=0))

TE79 | 50099 RETURN
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ago to do the job in the most general way.

You'll find this routine in Program Listing 2. Set variable V to the value
you want to print, V1 to the number of places you want shown before the
decimal point, and V2 to the number of digits after the decimal.

Afteryoucallthis routine, supplying valuesfor V, V1and V2, you'll get back
a string V$ which will be ready to print. If you're interested in coding
details: there's an incomplete loop on line 50050, which is harmless when
used within a subroutine; and a boolean expression (-1 for true, 0 for false)
is used in arithmetic in line 50080,

Onthe128, PRINT USING “# willarrange the value
neatly foryou, roundingit asappropriate. You can even arrange to “fill " the
empty spaces by the use of command PUDEF.

T

FT
#a" , N

Output To Devices

The above code will work well when you output to devices, too: to printer,
modem or disk file. Allyouneed to dois to change PRINT to PRINT#... and
you're in business.

Sendingformattedinformation todisk filesis good and bad. On the good
side, your can “spool” the file directly to the printer, since it's in looking-
good format already. You can use one of many sort utilities to sort the data
onaselected “column”; the data is arranged neatly for that kind of use. But
there are drawbacks. The filewill take up more room on disk (all those filler
spaces), and you'll need todoalittle more work to read itback as a datafile.

Splitting a formatted input line back into its individual variables isn't
hard. For example, to extract a substring from character positions 10to 18
of input string X$, you'd use MID$(X$,10,9); a little more work might be
needed to clean off the spaces at the end of the string.

Extracting a number takes one more simple step: to extract a numeric
value in columns 19 to 24 of X$, you would use the expression
VAL (MIDS (X5,19,6)).

Binary, Not Characters

Sometimesyouneed tosendbinary values rather than printable characters.
For example, you may find that your printer is able to do a number of
interesting things if you send it some binary codes—usually starting with
code 27, the ESC character. In a more advanced area, you would need to
send abinaryvalue to the disk command channel in order toopen arelative
(REL) file withaspecified record length. Alength of 124 would NOT be sent
as characters 1, 2 and 4; instead, it must go in binary as CHR$(124).

As this example suggests, numbers in the range of 0 to 255 may be coded
with the CHRS() function. Larger numbers need a little more work. We'll
see this at a later time when we get into relative file coding. But not yet:
relative files hold many pitfalls for the beginner. They will be covered in
detail in the future.

You might like to try some simple printer exercises. Different makes of
printer need different codes to trigger their features. One that is found on
many printers is the TAB function, binary 9. You might like to try:

OPEN 4,4

ouT*

R$(9);"IS FAR

CLOSE 4

If your printer is compatible in this respect, you'll see the words “IS FAR

OUT" have been positioned to the next tab position, typically position 8.
You might like to look through your printer manual; it’s likely that you'll

find a number of special code sequences that can trigger special effects.

o
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Garrier Detect

A COMPRESSED HISTORY OF THE INTERNET
By Jim Brain

The “Internet”. You've heard about it. You've been told that it will come
into every home in the future. Article after article have described the best
and worst aspects of this mysterious network. People are now giving you
their Internet e-mail address after they give you their phone number. Books
on how to hook into it and use it have cropped up everywhere. Yet, many
of you are simply wondering where it came from.

[tis true that the Internet is mysterious, but that will soon change (or so
Thope). The key to unraveling the mystery lies in learning the history. But,
before we start, let’s peek at the state of affairs during the “birth” of the
[nternet in 1960.

In the 1960's, Ma Bell (Bell Telephone) had a monopoly on telephone
lines and usage. Also, residential phone usage was subsidized by the
business phone system, which meant higher costs for businesses using
phone systems or phone lines,

Theintegratedcircuit wasyettobeinvented, sothe new-fangled computer
systems of that day were manufactured using transistors and vacuum tubes
by big companies like International Business Machines, Inc. and Digital
Equipment Corporation, Since the computer was relatively new and few
had been sold, most companies did not exploit the full power of the
computer, As for most people, they scarcely knew what computers did.
Also, since the computer had not matured, most companies could not
imagine the power of linking computers together over large distances.
Thus, any networking of computers and peripherals was done using
proprietary techniques for encoding and transmission, much like the
proprietary nature of Commodore's serial bus.

Alittle closer to home, Jack Tramiel of Commodore was expanding his
typewriter business to include adding machines, which were electro-
mechanical. The Commodore PET computer was not even an idea in Jack’s
head, since the necessary components had notbeen invented yet. Keep that
in mind as we travel back to...

The 1960’'s

The United Statesand U.S.S.R are in the midst of the "Cold War", and each
side is planning for a dreaded nuclear war. The U.S. government worries
about howits offices and bases will stay connected after an attack. To search
for answers, the government poses the question to America’s foremost
think-tank, RAND Corporation.

OK, stand still for a family portrait. With the Internet, that's
hard to do. In any case, the pictorial map at right indicates the
complexity of the Internet network system. Each line represents a
data path in the U.S. portion of the network. Notice the large lines
criss-crossing at the top of the map. These lines represent the
high-speed NSFNET backbone.
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In 1962, Paul Baran of RAND Corporation describes a method of
increasing reliability in telephone networks in the event of nuclear war. Out
of his research comes the idea of breaking information into “packets” that
can each be addressed toits destination. The best analogy would be letters
at a U. S. Post Office. Each packet (letter) would contain a piece of the
message, so the chances of parts of the message arriving at the destination
would be increased. Of course, the receiver would have to request
retransmissionofany missing parts, but something was better than nothing.
As the years progress, the construct of packetizing information results in
the implementation of packet switching, a process where many people
share asingle data path. The packet switching unitsplits the user’s message
into packetsand addresses each packet. The packets are sent with everyone
else’s, and the unit at the other end reverses the process. This reduces the
cost of data communications considerably.

Inthemid 1960's,aman by the name of . C. R. Licklider suggests theidea
of linking computers together to share the resulting packet switched
networks. This notion is turned over in many a mind, and in the spring of
1967 atthe University of Michigan, the Advanced Research Projects Agency
Network (ARPANET) is conceived.

In 1968, the Advanced Research Projects Agency of the U. S. Department
of Defense (DoD) awards a contract to develop the ARPANET to Bolt,
Beranek, and Newman Inc. (BBN), a Cambridge, Massachusetts think-
tank. This network will help keep information flowing throughout America
intime of war. Itwillalso be useful in peacetime, sinceit will help researchers:

- share data instead of duplicating it

- minimize development times.

- encourage cooperationamong institutions working on different parts of
the same contract.
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Since ARPA is funding the project, the network
will be built according to defense regulations.
Thismeansthat the system mustbe decentralized
to withstand attacks, must degrade gracefully
underunexpectedloads, musthandleerrorsfrom
any source, and must perform under less than
ideal conditions, even to the point of partial loss
ofthe physical network. Theresultisavery rugged
networking system,

The working plan becomes this: the network
will be comprised of multiple telephone lines
connecting specialized hardware called “nodes”
together. These nodes will accept messages from
computers hooked to the node. The messages
will be split into packets prior to transmission,
witheach packetcontainingadestinationaddress
and the packet’s location within the original
message. The node will then transmit these
packets to their destinations. At the destination
node, the original message will be reconstructed
fromtheindividual packets, and the message will
then be sent to its ultimate destination. The
network will not guarantee successful delivery of
messages, so protocols must take this into
account. Also, to boost reliability, packets of a
single message may travelover different paths to
their destination.

Theyearin 1969. The countryisstill recovering
from the euphoria surrounding the climactic
landing of the first man on the moon. Late in the
year, the efforts of the network contract pays off
as the first ARPANET node is installed at the
University of California at Los Angeles. Three
more nodes are installed at the University of
California at Santa Barbara, Stanford Research
Institute, and the University of Utah. These four
machines comprise the entire ARPANET.

The 1970’s

In 1970, three more nodes were added on the East
coast. They were located at the Massachusetts
Institute of Technology, Harvard University, and
Bolt, Beranek, and Newman. Thisbrings the total
up to seven. The seven machines are known as
Interface Message Processors (IMP), and the
protocols used are the Network Control Protocol
(NCP) and the Host-to-Host Protocol.

By 1973, the ARPANET has grown to 25
machinesalloverthe U.S. Forawhile, thenetwork
isused forits original purpose, to helpresearchers
share information on government contracts. As
time goes on, its use expands to include other
typesofresearchand personaluses, mostnotably
electronic mail. The ARPANET becomes its own
entity and garners a following of researchers and
scientists. It becomes a status symbol to have an
account on the ARPANET. It is also expensive.
Costing $250,000 a year to maintain a network
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connection, only bigresearch facilities can afford
to be “on the net.”

The vear 1973 also ushers in transatlantic
communications, as England and Norway are
broughton-line. The ARPANET has now stepped
outside the boundaries of the U, S. At first, the
milestone goes unnoticed, but years later it will
prove to be a great testament to the power of
networking.

Asthe 1970's wearon, the number ofmachines
on the net is rapidly approaching its maximum,
256. Also, the NCP protocol is ill-designed to
keep up with the amount of traffic now flowing
over the network. Clearly a successor protocol to
NCP is needed.

Vinton Cerfand Robert E. Kahn describe their
ideas on this successor protocol in a technical
paper published in 1974 for the International
Networking Group (INWG). The newly renamed
DARPA (Defense ARPA) contracts Cerfand Kahn
to develop a new protocol.

Cerf and Kahn concentrate first on the NCP
address field. An NCP packet contains the
destination machine’s numerical address on a

How Fast Is it Growing?
The Internet’s expansion has
skyrocketed since the introduction of the
NSFNET backbone, and doesn't show
signs of stopping anytime soon. Here
are some statistics on the growth of the
Internet since its inception in 1969.

Number of
Year machines
1969 4
1970 7
1973 25
1974 62
1977 111
1981 213
1982 235
1983 562
1984 1,024
1985 1,961
1986 5,089
1987 28,174
1988 56,000
1989 159,000
1990 313,000
1991 617,000
1992 1,136,000
1993 2,056,000
01/1994 2,217,000

Note: data collected after 1987 are
estimates from collected figures.
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one-byte field. This constrains the ARPANET to
26 machines. The design team decides that this
field should be increased to 4 bytes in length.
Also, this 4 byte address should be divided into a
network portion and a host portion. This will
allow institutions to build “mini” ARPANETS
within the facility and hook every machine to the
ARPANET.

The 1980's

In 1981, some new faces appear on the horizon.
BITNET (Because It's Time Network)and CSNET
(Computer Science Network) sproutupandhook
intothe ARPANET. These three networksbecome
the major players amidst a sea of smaller ones.
However the added coverage comes at a cost: the
number ofmachineson the ARPANET has almost
exceeded the limt of the NCP protocol.
Fortunately, a solution is nearing.

In 1982, the final design of the new ARPANET
protocol is finished and implemented. It is
christened the Internet Protocol (IP). IP is one of
4 protocols that have been designed. The others
work on top of IP. They are: User Datagram
Protocol (UDP), Transmission Control Protocol
(TCP), and Internet Control Message Protocol
(ICMP). UDP provides the non-guaranteed
service that was previously provided by the NCP
protocol. TCP providesamorerobust guaranteed
delivery service, and ICMP lets machines return
error conditions across the network.

Enter the year 1985. The National Science
Foundation decides that easy access to massive
computing power for researchers is need. To do
this, the NSF creates 5 supercomputer sitesacross
the country. Thismovewill give researchers more
access to the computing abilities that only
machines like the Cray I (A large supercomputer
manufactured by Cray Research, Inc.) can
provide. In the past, only large corporations and
weaponsdevelopershadaccesstotheseresources.
The NSF installs machines in Champaign IL..
Ithaca NY, Pittsburgh PA, Princeton NJ, and San
Diego CA. Since the machines need to be
accessible to researchers, each machine is
connected to the ARPANET.

Shortly after the supercomputers come on-
line, the load introduced by the new machines
exceeds the ARPANET's capacity, even with the
new IP protocol. To solve the problem, NSF
quickly engineers a temporary network that ties
all of the NSF computer sites together. This
temporary network, known as the original
NSFNET backbone, removes the excessload from
ARPANET. However, to remain accessible to
researchers, the NSFNET ties into the ARPANET
at Carnegie Mellon, which is connected to both
networks.
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Now, this new backbone is only considered a
stopgap measure, instituted to allow researchers
toaccessthesupercomputersuntilanew NSFNET
backbone can be deployed. The NSF notes that
the supercomputers require network capacity
orders of magnitude larger than the ARPANET,
which runs at 56,000 bps at present. Therefore,
the new NSENET will run 20 times faster.

The year 1987 rolls around. The NSF issues
requests for proposals from groups who want to
establish the new NFSNET. On November 24,
1987, NSF announces that it has selected a
partnership to implement the new network The
partnership consists of: MERIT Inc., a Michigan
state computer network operator, IBM
Corporation, a computer manufacturing giant,
and MCI Inc., a long distance telephone carrier.
The partnership designs andinstallsthe new
NSFNET, which starts operating during
thesummerof 1988, Soon afterward,
the original NSENET is taken out
of service and disconnected.

In 1989, the NSFNET
undergoes some relatively minor
changes. Traffic flows on the
NSFNET have been measured, and the
resulting data is used to add and delete
connections, thus maximizing the use of the
network. Also, to boost reliability, each site is
now given redundant connectionsto thenetwork.
Finally, the capacityisfurtherincreased, resulting
inspeeds of 1.544 Mbps (27 times faster than the
original ARPANET).

The 1990's
Out with the old, in with the new, as they say.
Well, as 1990 comes into view, the original
ARPANET comes to an end. Over the years, the
original ARPANET has been subsumed by the
NSFNET and the many smaller computer
networks that have sprung up and connected
into it. This resulting maze of networks is
collectively titled the “Internet.” From this point
on, lessandlessattentionis paid to theindividual
networkidentities. Nolongerisit the playground
oftheeliteand scientific. Itisat this point that the
actual number of machines attached to the net
becomes ambiguous (see sidebar “How Fast Is it
Growing?"). In addition, businesses are coming
on-line, and the number of users is skyrocketing.
As businesses come on-line, they hit a
roadblock. The NSF is enforcing an Acceptable
Use Policy (AUP) on all packets that travel over
the NSENET portion. This AUP prohibits any
uses related to commercial business. Since the
businesses can'tuse the NSFNET for commercial
endeavors, General Atomics, Performance
Systems International, and UUNET Technologies
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creates anew network that bypasses NSENET for
such traffic: the Commercial Internet Exchange
(CIX) network.

With that we come to the present, 1994, The
NSFNET backbone now runs at 44.736 Mbps,
which is 30 times faster than it ran in 1990. Also,
the NSF has decided to turn over funding of the
NSENET to the private sector and lift the AUP.
This has both good and bad consequences. The
NSF has been funding $18-20 million of the cost
of the NSFNET, so this money must be collected
from new sources. However, the lifting of the
AUP will encourage businesses to use and pay for
the NSENET,

Happy Birthday to |
The Internet celebrated its 25th birthday in

September, 1994. So, the Internetis older than
most people think. However, only since

the creation of the NSFNET and the
CIXnetworkhave peoplebeen given
the chance to actually use the
network. These events and the
ever-increasing number of people
using the Internet has made it
“noticeable” Now thatithasbeennoticed,
some people are scurrying to find uses for
what they consider a long-lost treasure,

In many ways, the Internet in the 1990's is
much like the New World in 1492, after
Christopher Columbus discovered it. Some

people, when first made aware of the existence of

the Internet, charged that it was a hoax and that
it was not possible, Others gasped in awe at the
massive speeds and breadth of coverage of the
Internet. People are coming on-line in droves,
and someare unknowingly upsetting the delicate
balance that exists in the Internet. This balance
concerns information and its dissemination.
Though, as time goes on, you can rest assured
that the Internet will overcome this much like it
has surmounted previous obstacles.

Does the Internet have a future?
The present slowly turns into the past, and the
future likewise becomes the present. As vou sit
here reading this, the future of the Internet is
being planned and implemented. The NSF is
removing both its funding and the AUP, while
creating a new high speed backbone called the
vBNS (Very High Speed Backbone Network
System) that will run at 155Mbps. This new
network will service researchers who need the
extra speed to complete projects using the NSF
supercomputers.

Not only will a new network emerge, but a
new protocol for the Internet will be
introduced as well (see sidebar “4,294,967,296
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4,294,967,296 Isn’t Big
Enough!

One of the reasons that a successor to
the IP protocol is being developed
concerns the IP address, a 32-bit
number that uniquely identifies each
machine connected to the Internet.
While 32 bits provides a unique
numerical address for over 4.2 billion
machines, researchers claim that the
numbers will run out sometime in
mid-1995. Now, this doesn't mean that
there'll be 4.2 billion machines
connected to the Internet in mid-1995.
Because the Internet Network
Information Center (InterNIC) assigns IP
addresses in groups, not all addresses
in a group are used. Therefore, the
InterNIC will run out of groups of
numbers to assign in mid-1995. This is
indeed a problem, thus new protocols
being developed will have much larger
address sizes.

Isn't Big Enough!™). Oneof the most promising
specifications is [Png (Internet Protocol Next
Generation). Designed by many of the same
people who worked on IP, the new protocol
will reflect the changes in use that the Internet
has seen,

The Internet's name may change as well. At
this time, the National Telecommunications and
Information Administration is accepting
proposals for the National Information
Infrastructure (NII), whichis the correct term for
the “Information SuperHighway.” Possibly, the
Internet will formalarge partofthis new network
that will go into every home and business.

Well, lest you think that thisis all of the history
behind the Internet, let me assure you that one
article cannot do justice to this subject. I have
attempted to describe the more shaping events,
while leaving equally interesting but less
influential items out. In fact, many books have
been written on just parts of the history.

I believe a knowledge of the Internet’s history
serves a very important purpose. A knowledge of
history sometimes describes the culture that has
evolved. It is this way on the Internet. Too often
people hop on without finding out how things
operate inside the network, and they find out the
hard way. As I would like to see Commodore
users hoponaswell, thisis myattempt tosmooth
the bumpy road to success on the Internet. Once
you've arrived, look the Commodore gang up
and say “Hi.”

3
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Over The Edge

Justas Christmas buying was promising to make
the holidays happy indeed for the computer
industry, Intel Corp.’s high-speed Pentium chip
slammedintoabrickwallofconsumer resistance.
The Pentium, computerdom’s fastest and most
powerful kid on the block, had a bug.

After chasing the problem for months, Intel
downplayed its significance and refused to
replace any of the less-than-perfect chips unless
the customer could justify his need for it.

Attributing its own reaction to Intel’s alleged
understatement of the problem, IBM rushed to
announce it would no longer ship PC's based on
the Pentium chip.

Other manufacturers, such as Gateway, told
customers that replacement of the chip was
somehow not a warranty responsibility, but an
upgrade.

Computer consultants such as the Gartner
Group leapt in with recommendations to their
corporate clients that they defer large buys of
Pentium-based PC’s until debugged chips
become available.

State authorities such as Florida's attorney
general, citing substantial confusion over the
reliability of the chips, raced to demand more
information from Intel.

And home PC consumers, now more confused
than ever about what to buy, backed away from
buying anything at all.

At this writing, it appears that the bug in the
Pentium chip was the glitch that stole Christmas
1994. Worse — it made consumers question the
very value and reliability of computers, ifnot the
worth of all technology.

Thesadthingisthatnoneofthishadtohappen.
Intel spent a year and a bundle of money trying
to track down the Pentium bug. But when they
found it in mid-1994, they didn't immediately
offer to replace the chips already sold. By Intel’s
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PONDERING THE PENTIUM

estimate, the wrongresultin some floating point
calculations might turn up only once in 27,000
years. Therefore, they reasoned, nothing had to
be done except in special cases.

IBM claimed that the chip’s errors could occur
much more frequently — once every 24 days, in
fact, and not just in higher mathematical uses,
but in ordinary business accounting. IBM’s own
role as a chipmaker might have affected its
calculations: Big Blue s, after all, a player in the
high-stakes microprocessor game.

Companies like Gateway could have helped
many customers replace Pentium chips with
coaching by phone, or could have done the whole
job under warranty for those who felt incapable
of doing it themselves. Instead, they sought to
redefine the word “defective” and ignore the
meaning of the word “warranty”.

Consulting outfits certainly knew their clients
would hold off on Pentium buys until the flap
was over: large-scale corporate computer buyers
aren’t babes in the woods. The consultants’ self-
serving “advice” was unnecessary and harmful
to the industry: in the long run, the marketplace
will be dominated by home PC sales; scaring off
these buyers can’t help anyone.

State regulators don’t belong in the act at all:
no damage has been shown to have occurred to
anyone and the issue, if there is one, is probably
under federal, not state, jurisdiction. But
politicians can't resist a chance to act as knights
in shining armor, even when no maiden has
asked to be rescued.

Nevertheless, the heat got to Intel, which
finally announced on December 20 that it
would replace any Pentium chip, no questions
asked. End of flap? No way. Consumer
confidence, just beginning to develop, has
been eroded. Intel’s unbecoming delay, IBM’s
opportunistic rap and Gateway's cynical word
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game might have saved a few dollars now, but
will cost many more dollars from now to the
year 2000 and beyond. And those computer
consultants and politicians who inserted
themselves into the flap just for show aren’t
worthy of further comment.

Which brings us to the consumer. What can
he make of all this, and what, if anything, can he
gain from it?

First, home PC buyers need to recognize that
they simply don’t need all the speed and power
thatmanufacturers trumpet soloudly. For many
uses, the good old Commodore 64 will do
everything a user wants done. In other cases, a
Mac or IBM-compatible may be called for, but
the older Mac’s 68040 microprocessor or the
IBM's 486SX chip (or even the 386) will do the
job. Cost? About $900 to $1500, compared with
the over-$2000 price tag of machines based on
the 60Mhz PowerPC 601, 80486 DX2-66 or
Pentium chips,

Home computerists should ask themselves if
they're buying speed and power because they
needitorjusttokeepupwiththe Joneses. (Indeed,
they should ask themselves who the Joneses are.)

Next, all PC users need to understand that
chips are now so complicated that bugs are just
about inevitable. The Pentium, for example, is
comprised of more than three million transistors
onasilicon sliceabout the size of your thumbnail.
If some of the electrons moving through any of
those transistors don't act the way they should,
there’s a bug.

Finally, people who buy computers for home
use must recognize that their demands for the
leanest, meanest machinein the worldencourage
manufacturers to push speed and power at the
expense of safety and precision. Does any of this
sound a little like the car business?

D
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* CLASSIFIED ADS *

The Underground is a mini-magazine for C=
users. Send $11 for a 6 issue sub ($2 for sample)
- the Underground, 4574 Via Santa Maria, Santa

Maria CA 93455

C64/128 PUBLIC DOMAIN. REQUEST FREE CATALOG OR
SEND $2 FOR A DEMO & CATALOG. CALOKE IND., P.O.
BOX 18477, RAYTOWN, MO. 64133. VISA-M/CARD

ACCEPTED.

HUGE LIST of new & used Commodore software,
hardware, and accessories! Send $1. Low prices!
Computer Bargain Store, 3366 S§. 2300 E.,
S.L.C., Ut. B4109

C-64 FOREIGN-AMERICAN Utilities, Graphics,
Hacker, Arcade, Adult. 32¢ stamp gets catalog.
Home-Spun Software, POB 1064-CW, Estero,FL.33928

Refurbished C64 & 64C computers & 1541 drives.
Send SASE for free price list. Diversified
“ndeavors, 117 Paseo Marguerita, Vista, CA
G2084-2550

NEEDED: Tractor Feed for Panasonic KX-P3131
Daisy Wheel Printer. Joe Overhulser, P.0O.B.
2446, Elkhart, IN 46515, (219) 262-3069 (leave
msqg. )

Complete C/64 SYSTEM - Except. cond. Cost over
$2000 even today! $600 plus shpg. SASE for list
to H. Albachten, 6408 Meadow Creek Ln., Santa
Rosa, CA 95409

GEOS PUBLICATION, $6.00/year, monthly. Write:
Rev. Willis Patten, 713 E. Main St ., Independence,

KS 67301. An input journal.

DON’T WAIT UNTIL IT’S
TOO LATE—
RENEW EARLY!
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Commodore World
Classified Advertising

Commodore World Subscribersmay place non-commercial classified
advertising in Commodore World at a cost of $10.00 per issue. Your
advertisement may contain up to 150 characters (including spaces).
Sendyouradvertisement with payment to: CW Classified Advertising,
¢/o Creative Micro Designs, Inc., P.O. Box 646, East Longmeadow
MA 01028-0646.

Isyour Commodore World Subscription getting close to running out?

There's an easy way to check. Look at the mailing label on the front of
your copy. There you'll find your subscription number and the
expiration issue number. For example:

James Smith 12345EXP08
123 Home Street

Grand Rapids, MI 49502-0123

Jim's subseription will run out with issue 8, as indicated by the EXP08
in his subscription code. Jim would be wise to re-subscribe early to
avoid missing a single issue of Commodore World!

Authors:

If you have an interesting subject which you can write about, and
would like to see your article published here in Commodore World,
send for our Author’s Guidelines by mailing a request to:

CW Author's Guidelines

/o Creative Micro Designs, Inc.

P.O, Box 646

East Longmeadow, MA 01028-0646
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NO MATTER WHAT YOU
DO ON A COMMODORE,
DO IT WITH GEOS.

And with the whole
GEOS™ family to choose
from, you’re bound to be
able to do a lot of things
you've always wanted to do.
From word processing to
desktop publishing,
database management to
programming, there’s a
GEOS application for nearly
everything imaginable.

...the intuitive GEOS
graphical interface. With
a simple point and
click operating
system, pull-down
menus, and easy to
use dialog boxes, all
GEOS applications
will make you

feel instantly
comfortable with
selecting options, entering
data, printing, and
everything else.

Do it easily.

Not only will you find a
host of applications ready to
use with GEOS, you'’ll also
find out they’re all easy to
use. Why? Because GEOS
applications share one very
important thing in
common...

Do it fast.

With a wide range of
devices now supported,
GEQOS can operate at speeds
you’ll hardly believe. Get
quick response from newer
technology disk drives, like
the CMD FD Series™ and
store mega amounts of data

on a CMD HD Series™
Hard Drive. And for even
faster operation, GEOS
works with RAM-based
devices such as the
Commodore REU or
CMD RAMLink™,
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Creative Micro Designs

Do it better.

GEOS has always
supported a wide range of
printers. Now, more than
ever, GEOS is the logical
choice for getting your ideas
onto paper. For modern 9-
and 24-pin IBM- or Epson-
compatible printers, Perfect
Print™ for GEOS provides
output quality unrivaled by
any other software for the
Commodore.

Do it now.

So what are you waiting
for? GEOS is ideal for most
anything you want to do.
And there’s no better time
than the present for doing it!

GEOS™, GEOPUBLISH™, GEOPROGRAMMER™, GEQCALCT™,
GEOFILE™, FONTPACK Plus™, and DESKPACK Plus™ are
trademarks of Geoworks, and distrubuted by Creative Micro Designs,
Inc. FD Series™, HD Series™, RAMLink™ and Perfect Print™ are
trademarks of Creative Micro Designs, Inc.








