LUCky Issue 13

cCoMMODC

THE NEWS MAGAZINE FOR COMMODORE 64 & 128 USERS

Mick R

-jsirjf)j\_]_r_) fJL’,\jj



SOFTWARE SUPPORT
INTERNATIONAL
We Carry America's Largest Selection of C-64/C-128 Software!

ENTERTAINMENT PRODUCTIVITY

0 Game Grab Bag $9.95 Pacman $9.97 1750 Super Clone $99.95 Geos 128 v2 $44.97
Arkanoid 7.97 Plundered Hearts $12.97 Basic Compiler 64 $12.97 Graphic Label Wizard $14.97
Beyond Dark Castle $7.97 Pool of Radiance 14.97 Big Blue Reader $29.97 Graphics Basic $9.97
Beyond Zork 128 $12.97 Portal $14.97 B/W Prog Tools $14.97 Home Designer 128  $24.97
Defender of the Crown  $9.97 Questron 2 $9.97 B/W Power C $9.97 Manager, The $12.97
Double Dragon 2 $9.97 Rampage $7.97 B/W Turbo Cartridge ~ $17.97 Maverick v5 $24.95
Heavy Metal $12.97 Realms of Darkness  $12.97 C128 Graphics Bundle $29.97 Model Diet $9.97
Heros of the Lance $14.97 Roadwars $7.97 Christmas Model Kit $9.97 Newsroom $14.97
Keys to Maramon $9.97 Sidearms $7.97 CSM Protection Man 1 $14.97 On Line Help $9.97
Mean Streets $9.97 Steel Thunder $9.97 CSM Protection Man 2 $19.97 Outrageous Pages $19.97
Monopoly $12.97 Strip Poker $14.97 Data Manager 2 $14.97 Postcards $14.97
Ms Pacman $9.97 Trump Castle Casino  $12.97 Designer's Pencil $9.97 Printmaster Plus $19.97
Ogre $9.97 Wheel Fortune 1-2-3 $9.97 Drive Align 1541/71 $12.97 Superbase 64 $19.97

Easy Working Tri Pak ~ $9.97 Superscript 64/128  $14.97
SPORTS & F!.IGH[ Geos 64 v2 $39.97 Swiftcalc w/Sideways $14.97
4th & Inches $7.97 | Tony LaRussa Baseball $7.97 EDUYCATIONAL
Champshp Baseball $7.97 Tournament Tennis $7.97
Champn Basketball $7.97 WWF Wrestling $7.97 Early Learning Friends  $9.97 Spellicopter $9.97
Dave Winfield Batter Up $9.97 Acrojet $9.97 European Nations & Loc $9.97 Stickybear Math $9.97 ‘
Fast Break §7.97 Apache Strike $7.97 Keys to Typing $9.97 Stickybear Numbers ~ $9.97
Hardball $7.97 Blue Angels §7.97 Memory Manor Cart $9.97 Typing Tutor 4 $9.97
Jack Nicklaus Golf $9.97 F-14 Tomcat $9.97 Magic Spells $9.97 Word Attack §9.97
Jordan vs Bird $7.97 F-19 Stealth Fighter ~ $12.97 Snoopy Sky Scramble  $9.97 Word Spinner $9.97
Leaderboard Golf $9.97 Flight Sim Games $4.97
Pro Football Facts $9.97 High Roller §7.97
Pro Soccer $7.97 Je?Combat Sim §7.97 REFUR?.SHED Hl‘-\RD‘N}\RE
Pure Stat Baseball $9.97 Skyfox $7.97
Sporting News Baseball $9.97 Super Huey | $7.97 C-64 Keyboard w/ PS  $79.95 1541 Clone Drive $39.95
Star Rank Boxing §7.97 Top Gunner $9.97 C-128 Keyboard w/PS $139.95 40 Col Monitor $99.95
C-128D Computer ~ $174.95 gﬁ_ Col Mém]ill(!)r Mk S;ggg?
I\ ECcCmRIRS 1541 Disk Drive $64.95 Printers/Call for Make .95
§ ACCESSORIES 1571 Disk Drive $129.95 Misc. CALL
| C-128 RGB Cable $17.95 Floppy Disk Notcher ~ $6.95 .
| Computer Hand 2 $6.95 Dust Covers - specify ~ $7.95 Ttems Listed Above Do Not Include Shipping. U.S 48 States - Atli(l §5.50
Convert A Com $24.95 Ergostick Joystick $16.95 per order. Alaska, Hawaii & Canada - add $5.50 for the first picee 'qnd
Disk Bank 10/3.5" $2.95 CBM 1200 Baud $9.95 $1.00 per each additional piece per shipment. Second Day Air shipping
Disk Bank 10/5.25" $2.95 Aprotek 2400 Baud =~ $49.95 is available, Call for shipping charges. Call Or Write For Your Free ¢-
Disk Bank 100/3.5" $12.95 1351 Smart Mouse $44.95 64/128 Catalog Listing HUNDREDS Of Commodore Products And
Disk Bank 100/5.25" $12.95 MW 350 Interface $44.95 Special Offers For Your Computer. Our Order Takers Are On Duty 6:00
Disk Bank 70/5.25" $7.95 64 Power Supplies $34.95 am.-5:00 pm. M-Fand 7:00 am. -3:00 p.m. Sat. - Pacific Time
Disk Mailers 80.39 128 Power Supplies  $49.95
Drive Cleaners $6.95 Printer Ribbons CALL . .
‘ Serial Cable 6ft $8.95 Userport Expander  $24.95 SOFWARE Software Support Int.
Serial Cable 10 ft $9.95 Video Ram Upgrade ~ $49.95 e oo~ 2700 N.E. Andresen Rd.
Drive Power Cable $7.95 3.5" 10 cnt.Floppy $7.95 e ~<~) Suite D-4
User Port Cable $15.85 5.25" 20 cnt.Floppy $4.95 N Viiic . I ORAR
Com Modem Adapter $15.95 snn n ancouver, Wa 98661
n (360) 695-1393

CALL TOLL FREE TODAY! 1-800-356-1179
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From THE EDITOR

WELCOME TO LUCKY IsSSsUE 13!

ere we are, we've finally

arrived at Lucky Issue

13. And as you can

probably see from our

front cover, we even

made it through the

muchheralded ‘Blizzard

of 96." Though we are still looking for the owner of that

hand. Hmmm... now that I think of it, I haven't seen our
Assistant Editor lately... but I digress.

While we weigh the fact that there are no thirteenth floors

in buildings against the USPS's requirement that our issues

remain sequentially numbered, we can'thelpbut feel asifwe

are perhaps caught in the middle of it all. But instead of

worryingaboutittoomuch, we'veoptedtoaddthat “Lucky”
bit at the beginning—and hope for the best.
Putting our superstitions aside, we've got a pretty good

line-up thisissue. We're continuing our HTML tutorial, of

course, whichisgettingdeeper intowhat this Web-slinging
script language can do. It has been our intention from the
conception of this series to teach the language as well as
possible within the limitations of space we have in a
magazine (versus abook). Commodore users can, after all,
create pretty muchany of the web pages thatother machines
can. For that reason, we haven't limited our view of the
language to just those elements that are used to create
pages that viewable with a text browser (which is what
Commodore users on the web are limited to at this point).
What we failed to do (and didn't realize until we'd had a
good tongue-lashing) is point out what HTML features
you might not want to use if you have a desire to create
pages for text viewing, Inaddition, therearealso some nice
tips that can be used when creating text-browsable pages.
Luckily, Gaelyne Moranec has gleefully agreed to bail us
out, and has supplied us with some sidebars to describe
these.

Movingon, Jim Brain is backin this issue withan article
about one of those Commodore computers that never
came to be: The never-released LCD-64. It's a shame
Commodore didn’t realize the potential this computer
had at the pointin time thatitwas due to be released. Well,
we've never given Commodore’s marketing team any gold
stars, and they probably would have wiped out any such
awards with their decision not to market this product.

cCoMMODORE WORLD 2

How about a game? A type-in game? Okay, we've finally
bowed to the requests from our readers for more type-in
programs. I can’t say how regularly we'll do so, but this
issue carries a couple. Intelligence Quest is the game |
mentioned, and it's a relatively simple one. BASIC
programmers who want to write their own games should
find this one tobeagood example of what can be done, and
how to incorporate sound and graphics to make game play
a little more fun.

Another type-in is our 128 utility for loading C-64
programs. It's been done before? Yeah, but not like this!
Theversionwe deliver hereworks withmost of the different
Kernal ROM modifications out there, including systems
running on RAMLink. It'sa good take on this subject, and
includes both a BASIC loader and Assembly Language
source.

And while I'm talking about type-in programs, please
note that we've changed fromour old Check-List program,
and are now using CheckSum. Those of you familiar with
the old RUN magazine will recognize this utility (though
we've made a couple of cosmetic changes to it). CMD
obtained the rights to CheckSum back when we bought
out IDG's TechMedia division, which held the rights to all
the RUN programs and articles.

By now, many of you are aware that Nick Rossi is going
commercial with the next release of Novaterm. Be sure to
check out the interview with Nick, then check out Carrier
Detect for even more details on the new version.

This issue also marks the first appearance of David
Pankhurst at the healm of BASIC Instincts. David has
written for CW before, of course, but now you'll get to see
him regularly.

Of course, there’s much, much morein thisissue, but I'd
hate to keep you fromitany longer. Enjoy the issue, and be
sure to drop us a line to let us know how we're doing!

Doug Cotton
Editor

Lucky Issue 13



LOADSTAR SOFTWARE VALUES!

The Compleat™ Series
The Compleat PRINT SHOP I: (the erint Shop by Broderbund or

Prinimaster required). Over 1300 artistic and never before published PRINT SHOP images

The smart, fast soltware package included allows you 10 g T

quickly scan through the many PRINT SHOP images

sequentially, by name, or by group number. Press a key and

save the graphic you want in 2-block, 3-block and even §

PRINTMASTER graphic files! All that plus a printed guide to

your new sea o %ra::hic tiles. And i you like the first |

veolume, you'll probably want to get your hands on The
¢ Compleat PRINT SHOP Il, which also contains over 130
& PRINT SHOP images, previously published on LOADSTAI

issues over the past tan years, Included is the same smart
& last soltware package included in The Compleat PRINT §
¢ SHOP |, Each volume is $20.00.

The Compleat Programmer: socome the Gommodore programmer (&

ou've always wantod to be! Megabytes of knowledge crammed and stutled onlo eight 5.25-
= Inch disks or two 1581 disks! Plus we include all the tools, extensions, languages, assemblars,
tutorials and utilities you'll need to create the same type of software you see on LOADSTARI
¢ This massive collection s way over lwo mag&bylas of instructional text and valuable tools,
$20.00. For $5 more, get C= Hacking MAG, not available separately. to complete your

| programming set.

_The Comeleat Maurice: a compilation of 26 solitaire card games written by
Maurice Jones, the acknowledged master of card game simulations for the C-64/128, There's
even a brand new, never before published game called Boomerang. Two 5.25 inch disks or
one 3.5 inch disk. $20.00 postage paid!

The Compleat Dave: Two 1581 disks or three 1541 disks crammed with SID
music. Over 250 classic melodies from yesteryear, arranged and transcribed by the Master of
Music, Dave Marquis, and now they're available in one gigantic 8-hour collection. It you enjoy
SID music, you owe It to yoursell 1o get THE COMPLEAT DAVE. Two 1581 disks or threa
1541 disks $20.00 postage paid!

The Compleat Walt: 1en years of wait Hamed's
slideshows and multimedia events gathered into one huge collection:
Seven 5.25-inch disks or three a%ainch disks! Over 250 pictures,
including some that have never been published. The greatest one-
man collection of art on any computer platform! $20.00 postage paid!

The Compleﬂt Floger: 25 educational quiz programs,
each carelully crafted by Roger Norton, an educator who uses C-64s. These programs come
crammed on two 5.25-inch 1541 disks or one 1581 disk. $20.00 postage paid!

| * No, we didn't misspell "complete.” Compl

is the ten dollar spelling of complete.

Other Products

Geopower TOOIS - 19 Geos utilites: Calendar Printer, Fast Format, Geo Fetch (grab
any portion of a screen as a Photo Scrap), Phoenix (resurrect a trashcanned file), Programmer's
Calculator are just a few of the handy tools. Side Two is lillad with Clip Art (in Photo Album format)
and fonts. $9.95 (C-64/128) llem #080525

Songsmith - LOADSTAR's own music-making program. With this deluxe music
editor/player you can easily transcribe music from sheet music or make up your own tunes.

i Songsmith comes with a slick 30-page manual and a jukebax player with eight tunes, $9.95

Game Star #1 Eight games from LOADSTAR #70-#100). The Tenement, Stack ‘'Em. The
§ Sherwood Open, Gems, Stealth Bomber, Eagle Eyes. Moonraker & Circuitry, $9.95

Just For Fun. Eight original games. There are arcade games, educational games,
puzzle games and just games that are just plain fun on this disk. $9.95

' Fun Four - rour original games. A huge maze game, lrivia game, solitaire and a space £

shoot 'em up -- all runnable from a menu, $9.95

SpOI’t =In the early days of science, "sport” meant "mutant.” This is a tull novel an C-64 disk
by author, Jeff Jones, about a murderous neo-human. Over 500 terrifying pages. Automatic |
- presentation software included, Printing capability, Bookmarks. Warming! This is
Fmia real novel with strong content, frank language, viclence and adull situations, It &
- the hard-hitting action ot real sci-fihorror novels turns your stomach, please
don’t buy this book. Must be 18, 1 CMD HD disk , 2 3.5-inch disks or 3 5.25-inch disks. $5.95
$1.00 Shipping

Bra Iﬂpoweﬂ'B rainstorm - eo-column word processor and idea processor for the
C-128. These two programs are logether on one disk. It comes with a detailed 32-page manual
$9.95 (C-128 only) Item #069421

Best Of Loadstar Compilations: Loaostar is cver 11 years young! we
#l have 5 anthology disks that take you through the evolution of LOADSTAR, from humble §

beginnings to the well-oiled machine wa've become. If you want to hop on a time machine and go

back, starl with The Best Of LOADSTAR #5 and move your way back to The Best Of

LOADSTAR #1. Each of the 136 back issues are available for purchase with discounts on large

grrfg;rs for yso;;olleclurs out there. Best Of LOADSTAR disks are available on 5.25-inch disks only
-64 disk. 3

Master Base - patabase of users' groups for the 80-column C-128. This is a last,
powertul database program for handling addresses and mailing labels (includes barcode printing)
The disk also has a file of over 600 users' groups addresses. $4.95 (C-128 only)

LOADSTAR is a monthly "magazine on disk" for the Commodore 64/128. Subscribers receive two 1541 disks (or one 1581 disk) in their mailbox every
month filled with news, articles and programs. These non-PD, high-quality programs are written by the best home-based programmers in the field and edited by

.| the crack LOADSTAR team of Fender Tucker and Jeff Jones. Subscription Prlcaa are at an all-time low of $69.95 for a 12-month subscription, or $19.95 for a
~ three-month subscription. You may also elect to subscribe "by the month," where we charge your credit card $7.95 for each issue after it's shipped.

adtar Product rdr : 800-594-337 o

|Quantity Description

_3-month LOADSTAR subscription  $19.95  na
__l-year subscription to LOADSTAR $69.95 na
___Month to month @$7.95 $7.95/mo na ;
__Compleat Print Shop 1 on 5.25-inch  $20.00  0009D5____
Compleat Print Shop 1on 3.5-inch ~ $20.00 0001D3___
Compleat Print Shop IT on 5.25-inch $20.00 0010D5__
Compleat Print Shop Il on 3.5-inch  $20.00 0002D3__
Compleat Programmer on 5.25-inch $20.00  0005D3
Compleat Programmer on 3.5-inch -~ $20.00  0005D3
Hacking mag 3.5-inch only §5.00  0006D3
__Compleat Maurice 5.25-inch $20.00  0007D5
__Compleat Maurice 3.5-inch $20.00  0007D3.
Compleat Dave 5.25-inch $20.00 070525
Compleat Dave 3.5-inch $20.00 070523
Compleat Walt 5.25-inch $20.00 070425
Compleat Walt 3.5-inch $20.00 070423
_ Compleat Roger 5.25-inch $20.00  0004D5
_ Compleat Roger 3.5-inch $20.00  0004D3
| Geopower Tools $9.95 080525
Game Star #1 $9.95 080825
Just For Fun $9.95 073525
Fun Four $9.95 073525
| Sport 5.25-inch $5.95 070325
Sport 3.5-inch $5.95 070323
Sport CMD High Density $5.95 070327

TOTAL FROM THIS COLUMN

Price ltem# Total Qty Description

TOTAL FROM LEFT COLU!
Songsmith
Best Of LOADSTAR #5
Best Of LOADSTAR #4
Best Of LOADSTAR #3
Best Of LOADSTAR #2
Best Of LOADSTAR #1
Masterbase

Price _ Itm# Total

$9.95
$9.95
$9.95
$9.95
$9.95
$9.95
$4.95

069525
049525
049425(
049325
049225
049125
081025

SUBTOTAL
Louisiana Residents ad 4% sale
Shipping $5-5" LIPS Second day air. Pay no shipping if LOADSTAR

subsenption or any product froo th senes is ordered.
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CommoboRE TRivia

by Jim Brain

Welcome to another edition of Commodore
Trivia. As many of you may know, these trivia
questions and answers have been donated by
me to the Commodore community at large.
Unlike other articles in Commodore World,
these trivia questions have been placed in the
public domain. I ask only that the trivia
questions remain intact and unchanged, and

that my name and address appear somewhere
so users can contact me. The trivia is also used
for a contest L run on the Internet; contact me at
the included address for more information.
Because curiosity has the best of me, I always
welcome a note or postcard detailing where the
trivia goes. I also welcome new questions—
provided they come with the answers. Enjoy!

Jim Brain

Brain Innovations, Inc.
602 North Lemen
Fenton, Ml 48430
brain @mail.msen.com

COMMODORE TRIVIA #12 QUESTIONS

$0BO  What will happen if you type ?”"+-0 into the CBM BASIC  $0B9 How many characters can be present in a standard
interpreter on the PET series, the 64 series, or the 128 series? Commodore DOS filename?
$OB1 In the first CBM 64 units, what color was the screen color  $0BA  How many pins does a 6502 1C have on it?
RAM changed to when you cleared the screen?
$OBB  How many pins does the standard IEEE-488 connector have
$0B2  Why was it changed in later versions of the 647 onit?
$0B3  What is “special” about the text that displays the “illegal $0BC ~ On the IEEE-488 bus, what does the following acronym for
quantity error” in CBM BASIC? pin 7: NRFD, stand for?
$0B4  On what Commodore machine was the operating system  $0BD  On the NMOS 6502, what is the ML opcode for SED, and
08/9 available? what does this opcode do?
$0B5  Which Commodore machine(s) does not have a user port?  $OBE  Assuming that a PET computer and a non-PET computer
have access to a common disk drive or tape drive, there are
$0B6  Howmany pinsarethereinaCommodore Serial Connector? twowaystoloada PETBASIC program on the non PET CBM
computer. Name them.
$0B7  Thereare 13 addressing modes available on the 6502. Name
them. $OBF  Only one of the ways detailed in SOBE works the other way
around. Which one?
$0B8  Ifyouwere to put one large sequential file onto an 8050 disk
drive, how big could that file be?
COMMODORE TRIVIA #11 ANSWERS
$0A0  The 1700 (128KkB), the 1764 (256kB), and the 1750 (512kB). However, | had many people relate other bugs (2 and 3),
The 1700 and the 1750 were marketed for the 128, while the which I haven't been able to test, so I add them as
1764 was marketed for the 64 line. possibilities. (I encourage readers to confirm or deny the
latter two.)
$0A1 The only one I have documented in front of me is the

timer B interrupt bug, which is explained in the “Toward
24007 article by George Hug in Transactor 9.3. (1)

CoOMMODORE WORLD

1) Iftimer B of the 6526 CIA times out at about the same
time as a read of the interrupt register, the timer B flag

Lucky Issue 13



$0A2

SO0A3

$0A4

$0A6

$0A7

$0AS8
$0A9

$SOAA

may not be set atall, and no interrupt will occurif timer
B interrupts were turned on.

2)  Whenthehouronthe TOD clockis 12, the AM/PM must
be reversed fromits normal setting to set/reset the AM/
PM flag.

3) TheTOD clock sometimes generates double interrupts
for alarm trigger.

I was looking for the B series computers, which contains
the B computers (B128, B256), as well as the 600 series and
the 700 series. These computers could be fitted with an
optional 8088 processor on a separate card. However,
another correct answer is the Amiga, which can have a
8088 attached viaan expansion card ora SideCar(tm) unit.

1953.125Hz, 2840.909Hz, and 1488.095Hz. These
correspond to waveforms with periods: 512us, 352us, and
672us, respectively.

The tones recorded on the Plus/4-C16 are exactly one-half
the frequencies shown above. This suggests to many that the
Plus/4 and C16 were supposed to run at twice its present
frequency, but were downgraded at the last-minute, and the
code to generate the tones was not updated to reflect the
change. This is just hearsay, so you decide for yourself.

It sets the raster compare interrupt to go off at scan line
311. If the interrupt occurs, we are on a PAL system, since
NTSCwill never get to line 311 (NTSC only has 262.5 lines
per frame, every other frame shifted down a bit to create
525 lines).

$00, or 00

The program counter gets saved high byte first, then the
processor status flags get saved.

$0100 to $01FF

The overflow flag: V. However, the V flag can be set via an
external pin on some members of the 65XX line. The 1541
uses this as an ingenious synchronization tool.

Some terminology: “inter” means “between”. Most
everyone knows that a tape blockis recorded twice on the
tape, but Commodore considers the two copies and the
gap between them a single “record”. Thus, this question
is referring to the gap in between two dissimilar records.
With that in mind, the interrecord gap is nominally 2
seconds long, (or 223.2 byte lengths, although the gap
contains no data). It is there to allow the tape motors to
get up to speed before the next data comes under the
read/write head. The tape motors may need to stop
between records if the program is not requesting any
more data from the tape data file at this time. If the
program subsequently asks for data from the tape, the
drive must get up to speed before the read can occur.
Note: on the first version of PET BASIC, the gap was too
small, so programmers had problems retrieving data

files.

February/March 1996

$0AB
SOAC
$OAD
$OAE

$OAF

For completeness, the “intra-record” gap (the one
between the two copies of the data) consists of 50+ short
pulses, each of which is 352us in length, giving a timing
of .0176s+. This time was used to copy important data to
safe locations, reset pointers, and do error logging. The
entire “record” is recorded in 5.7 seconds.

$1e00, or 7680

10 (L SHIFT-0)

IT(L SHIFT-I)

$¢000, or 4915¢

The text “CBMBASIC” is stored there. It is strange because
this text is not referenced by any routine. It can also be
called strange because the code is Microsoft’s. Doesn't it

make you wonder?

©

INTERCORP COMMUNICATION Presonts
CSOX T Wares!
{As Seen on Many BBS's}
Digi<—>Dex V1.0

a SEQ.file reader that will read text as well as art and supperts drive'
8-11.1t alse has many Digi-seunds which are very entertaining.
§7.00+$2.00 Sall

DS.1l “Cartesns”

10 of your Faverite Carteen Digl Samples en ene disk with a very eas
to use Menu Systom for leading and playing.

Great Fer the Kids! $3.80 + $2.00 SaH

Send erderste

Intercerp Communication 108 Pinegreve Pontiac, M, 48342

Rlaska Hawii,a Internatienal add $1.00 te Sgh

" Repairs » Upgrades ¢ Sales

*\"3
0.1\‘“ “q
“

%
¥

Factory Trained Techs « Flat Rate + parts » 90 Day Warranty

Buy ° Sell » Trade AMIGA Products
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COMMODORE AND COMPUTER INDUSTRY INEwSs

CMD SuperCPU Update

Word is that things are moving smoothly, and CMD appears to be on
schedule for release of the SuperCPU 64 20 MHz accelerator, slated to
release sometime in April of this year. The initial hardware prototype has
now undergone preliminary testing stages, and CMD is proceeding with
circuit board and case design phases of the project.

CMD has also announced a preliminary price of $299 for the SuperCPU
128, slated for delivery in the third quarter of this year. Deposits of $50 for
this version are currently being accepted which guarantees the depositora
first-run unit at a price no higher than the preliminary announced price.
Also note that CMD will transfer deposits for the 64 version to the 128
version, but urges anyone wishing to do this to inform them quickly to
avoid being shipped a 64 version.

Some additional information concerning the SuperCPU 64 has been
provided by CMD, including some results of initial tests.

First, many users have asked about using a SuperCPU 64 on a C-128
computer in 64 mode. CMD has stated from the beginning that this
configuration would work, and testing of the prototype has confirmed that
it does. Next, CMD had initially stated that extra RAM for the SuperCPU
might be usable as a fast disk. Some users have speculated that this would
then supersede RAMLink. Such an option would not fully supersede
RAMLink, however, since the SuperCPU RAM would lack the power
backup to retain such memory when the computer is off. Furthermore,
CMD has decided not to pursue the fast disk option, citing that the required
development time would not be available in the near future.

As for some of the test results, CMD has run some early experiments to
test the compatibility of the unit, and to get some rough estimates of the
amount of speed enhancement that could be achieved. One simple BASIC
FOR/NEXT loop executed over 21 times faster than on a stock system.
CMD explains that while the CPU runs only 20 times faster, it can achieve
higher rates of efficiency by using reduced memory mirroring and due to
not having to be interrupted by the VIC (the VIC gets its data from RAM
inside the computer).

CMD tested a number of commercial games as well, and found that
many of them ran at normal speed with the accelerator set for 20 MIz. This
is obviously attributable to interrupt-based event-timing used by game
programmers.

Operation of Commodore REUs with the SuperCPU at high speed has
also been confirmed. Commodore’s REU demo programs (the globe and
pound sign demos) ran blazingly fast. CMD also ran timing tests on a new
demo that is currently making its way around Commodore circles, called
Polygonamy. The demo rotates 3-dimensional objects in real-time using
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some very fast routines, and achieved a frame rate of between 12 and 13
frames per second on a stock machine. Without any optimization, the
demo turned in a rate of approximately 128 frames per second using the
SuperCPU. CMD says that an optimized version could probably achieve
200 frames per second or more.

GEnie Sold, Price Restructuring Announced
Withaflurry of press releases, new management at Genie (formerly GEnie)
recently shocked subscribers with an immediate price restructuring plan
that favors those who make heavier use of the system—and punishes those
who do not.

Genie has housed the largest Commodore 64/128 support library ever
since the demise of Q-Link. Because of this, and because CMD and CW have
maintained a regular support area on Genie for several years, we feel
obligated to publish the full range of releases—even though this will take
the majority of our news column for this issue (it was a slow news month,
anyway). We do this so that users can judge for themselves the merit of the
changes taking place.

I do wish to point out that CMD and CW will continue to provide and
maintain supportareason Genieuntil suchtimeasitisnolonger reasonable
to doso. Only time will tell if the new price structure will negatively impact
the Commodore community there to the point that we no longer find it a
viable avenue for providing support.

Without further ado, here are the press releases:

Genie Price Restructuring Announced
The new Genieis here ... and you can throw any concept you've had about
“value” out the window because we're about to redefine it for you!

Define value, OK. How about unlimited 24 hour-a-day access to the
Internet for one flat price??? How about surfing the Worldwide Web or
posting to Usenet newsgroups anytime night or day without having to
watch that billing clock?

The new Genie is bringing you that and more! Here's the scoop...

Asof February 1, 1996 for just $29 a month you can get unlimited SLIP/
PPP connections in 47 states! Plus, when you subscribe to Genie Internet
Service you'll pay no monthly subscription fee for regular Genie Services!
What's more, when you access your regular Genie Online Services account,
the hourly charges are only $2.75 per hour!! Finally (no, we're not done
yet), the surcharge for weekday access during Business Hours will be

..continued on page 8

Lucky Issue 13



PERFECT TAX

* THIRTEENTH SUCCESSFUL YEAR! °

MANY THOUSANDS ALREADY IN USE!
* Your Simple Answer to the TAX Reform Acts of 1986 through 1994

Get PERFECT TAX™ now and
relax on April 15th...

» Stores data files on disk for quick recall

* Yearly upgrades available to registered users

* Fully screen-prompted, menu-driven and easy-to-use
¢ Includes helpful tutorial example and forms library
¢ Built-incalculatoraccumulates inputand enters totals

¢ Instant recalculation of your entire return when you
change any item with just a single keystroke

* Prints directly onto IRS forms and Schedules or to
blank computer paperfor use withtransparent overlays

e PERFECT TAX is Tax Deductible

Supports all of these FORMS and Schedules:
FORMS: 1040, 1040A, 2441, 3903, 6251, 8615 and 8815
Schedules: A, B, C, D, E, SE, 1, 2, 3 and EIC-A

TAXPERFECT 128 additionally supports:
FORMS 2106,2119,2210, 3800, 4136, 4256, 4562, 4684, 4952
and 8396, plus Schedules EIC, F and R

* PERFECT TAX is the quick, correct, easy
way to do your taxes * Absolutely up-to-date
with the Tax Reform Act of 1986/87/88/90/93 and
all_ new tax changes  Simplest tax return
preparation program available - atany price * Single-
keystroke form-to-form change ¢ Automatically
calculates and transfers data from every FORM and
Schedule to the FORM 1040 * Simply answer the
questions - PERFECT TAX calculates the return, tax due
or amount of refund due you * Automatically elects the
greater of Standard or ltemized deductions ¢ Prints data to
all FORMS or Schedules you need for your complete return
- ready to sign and file » Highly acclaimed by the tax pros,
CPA's and tax preparers, PERFECT TAX is easy to
understand and a pleasure to work with  Separate versions
available for Commodore 64 and Commodore 128 computers

PERFECT TAX 64 $69.00
PERFECT TAX 128 $79.00

(plus shipping—see our main ad)

Avallable from

Creative Micro Designs, Inc.

1-800-638-3263

FOR THE BEST SELECTION OF

REFURBISHED COMMODORE EQUIPMENT
CALL 1-800-638-3263

COMPUTERS
SERMHRSR  C64 or Codc (efurtished)  $89.00
DL NG ay C128 (refurbished) 149.00
disk drive! 128-D (refurbished) $239.00
MONITORS
1702 (refurbished) *99.00
1802 (refurbished) $129.00
- 80-column monitors CALL SPEGIA_I.!
TE—— n NEIVES 1541-1| Drive
H.".". ll'f'l’!'l"t‘!" 30 DAY
i P ‘l " WARRANTY 1541 (refurbished) 575.00 $89'oo
- B 0D 2';;?5?{2?,““ 154111 (refurbished) SPECIAL! $89.00

1571 (refurbished)  SPECIAL! $99.00

Prices do not include shipping charges, and are
subject to change without notice. All items

subject to availability, call before ordering. SPECIAL!

1571 Drive

$99.00

Creative Micro Designs, Inc.
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...continued from page 6

Subscribing to Genie Internet Service has other benefits yet to come.
Genie will be moving to the Internet over the coming months. Your Genie
Internet Services subscription will get youreduced ratesand, insome cases,
FREE access to our new Internet-based services. We'll tell you more about
these services and benefits as soon as we can.,

Of course, if you don't want unlimited access to the Information
Superhighway, if you want to be left in everyone's technological dust, we've
still got ways for you to save!

Starting February 1, 1996 we're giving you MORE FREE HOURS ... FIVE
more hours for a total of NINE every month! And we'velowered the charge
for additional hours to only $2.75!! Plus we've reduced the weekday
Business Hours surcharge toonly $1 per hour. All this for the low monthly
charge of $23.95!

Oops ... did we say $23.957 That's what new Genie subscribers will pay.
But for all of our existing members, we're evenreducing that toonly $18.95
amonth!!! And the reduced rate of $18.95 will be good for as long as you
keep your Genie Online Services account!

How's THAT for defining value?!?! More FREE hours! Unlimited
Internet Access! Reduced weekday Business Hours rates! We're excited
about the new Genie, and we're sure you will be, too!!!

PS-Tosubscribe to Genie Internet Servicesand get unlimited SLIP/PPP
access for only $29 a month, either call Genie Client Services at 1-800-638-
9636 or send electronic mail to FEEDBACK.

New Canadian Pricing Finalized
New pricing has been finalized for GEnie's Canadian subscribers. Eftective
February 1, 1996 all charges from Genie will be made in U.S. Dollars at the
same rates {'hurgul to U.S. subscribers. Those rates are:
New Subscriber:  $23.95 Monthly subscription + 9 hours connect time
2.75 Charge per hour after 9 basic hours
1.00 Surcharge per daytime “prime time” hour
3.75 Surcharge per hour for Datapac access

Current Subscriber: $18.95
2.75
1.00

3.75

Monthly subscription + 9 hours connect time
Charge per hour after 9 basic hours
Surcharge per daytime “prime time” hour
Surcharge per hour for Datapac access

Plus ...
Coming soon to a Province near you ... direct, unrestricted access to the
Internet for one low monthly fee. Our Internet provider is now, as this is
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being written, working to finalize their access capabilities in Canada. More
details to come as service becomes available.

A Letter From The President
Dear Subscriber:

Iregret if our unexpected price restructuring caused anyone confusion.
By the time you're done reading this message I sincerely hope that you'll
have a clearer understanding of our vision for and commitment to the
future of Genie.

We have no intention of hanging Genie out to dry or allowing it to
become any more obsolete than it had before we arrived on the scene. We
agree with the comments many of you have made. Genieis a great service.
In fact, some aspects of our service are unequaled anywhere else in the on-
line services industry. We recognize, though, (and we hope you do, too)
that the only way to survive is to dramatically improve our infrastructure
and plunge head-first into the 21st century.

For our members who use Genie frequently, this price structure will
resultin savings. Just do the math. Genie members whoaccess the service
for as little as 5 hours a month are saving money. Here's an example:

0ld Plan: 6 hours of usage

4 hours = 8.95
2 hours x $3 = 6.00
6 hours prime time x $2.00 = 12,00
Total =26.95

New Plan: 6 hours of usage
9 hours =18.95

6 hours prime time x(1.00) =_6.00
Total =24.95

This first example assumes that your 6 hours will be used during prime
time. I realize thatisn't the case for many of you, so now let’s eliminate the
prime time usage from the equation. Your savings will be slightly delayed,
but you would still start saving at just over 7 hours of use a month. Here’s
another example:

Old Plan: 8 hours of usage New Plan: 8 hours of usage

4 hours = 8.95 8hours (1 hour left over) =18.95
4 hours x 83 =12.00
Total =20.95 Total =18.95

Any individual who uses Genie more than 5 hours amonth during prime
time, or just over 7 hours in non-prime time, will save under the new rate
structure. This is the most important part of my message. We expect new
capabilities. We expect faster access. We expect better games and
entertainment services. We expect more reliable service and connections.
With these expectations comes the realization that our members will want
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to spend more time on-line, too. We are firmly committed to providing
these capabilities to our loyal customers at a price which makes them more
affordable than our old price,

There is much more in store for Genie users. Itis extremely difficult for
anon-line service to grow and provide the best for their customers without
offering full, graphical access to the hottest topic of the decade. The
INTERNET. Butnot just access, complete and total access. Accesstoevery
aspect and every area of information the Internet has to offer. We are
offering our customers, both old and new, the ability to access the full
Internet without any restrictions or limitations whatsoever,

And our GenieNet service gives you true SLIP/PPP connections. Unlike
other internet services, we fully support applications such as RealAudio,
WebPhone, and full mpeg video, You'll also get the best, fastest, and most
user-friendly software available tonavigate the Worldwide Web ... Netscape
of course, You'll be accessing the Internet through a different network than
your regular Genie access, and nearly every line of the Internet access
network offers connection speeds up to 28.8 kbps.

You'll have a worldwide E-mail address to send unlimited e-mail and
unrestricted access to over 14,000 newsgroups and BBS's through Usenet.
Youget FTP, GOPHER, ARCHIE, WAIS, VERONICA, FINGER, PING, IRC
chat lines, as well as full access to the WORLDWIDE WEB. Plus you'll get
storage space. Lots of storage space. Up to 8 megabytes of storage space on
ourservers. Absolutely FREE. Plusyou can putupyour own complete WEB
SITE or just a simple home page.

All this, a solid network, the very best WWW browser for free, loads of
capabilities on the Internet ... plus the added benefit of having access to the
finest gaming and the best RoundTables any on-line service could offer. All
for a flat rate of $29.00. The GenieNet account gives you the best of both
worlds. Unlimited, unrestricted access to the Internet at $29.00, and your
monthly fee to access Genie is eliminated.

You pay only for the time you actually use ... at the newly reduced rate of
$2.75 per hour (and reduced prime time surcharge if you access during
weekday business hours). This power package will blow away any Internet
access you may have on any other service.

[trustI've done abetter job of explaining the situation, and that you now
understand the direction we're headed. We'd like you to stay a part of us,
and Lhope you'll give our Internet access a try, too. There is no set-up fee,
noconnectioncharge, and nocontractual obligation. The Netscape software
is yours to keep. We believe you should have had these capabilities a long
timeago, and we're going to do our best to keep bringing you opportunities
from the cutting edge.

Thankyouagain for your loyal supportof Genie. Be sure toenjoy the new
and always improving GenieNet!

Sincerely,
Geoffrey Rochwarger, President
Yovelle Renaissance Corporation

Important Notice About Changes in Billing
Procedures!

Genie is changing the way it bills you for monthly fees and usage charges.
In the past, your monthly subscription fee and any extra time you used has
been charged to your designated method of payment in the following
month.

InFebruary your designated method of payment will be charged for your
January subscription fee and any usage or other fees you incurred during
January. These charges will be posted to your designated method of payment
around February 17th. Your February subscription fee of $23.95* will be
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chargedtoyour designated method of payment sometime after the January
feesand usage have beencharged. This meansyouwill see two charges from
Genie to your designated method of payment in February.

In the future your subscription fee will be posted to your Genie account
by the first of the month. It will be billed, combined with any usage or other
fees from the previous month, to your designated method of payment in
that same month.

Specifically, your March fee will be posted to your Genie account by
March 1. Within 1-3 weeks it will be posted to your designated method of
payment and combined with any usage charges or other fees which may
have been posted to your Genie account during February. After March we
willcontinue the policy of charging your designated method of payment for
the current month's subscription fee combined with any additional usage
or fees from the previous month.

* Subscription fee is only $18.95 for members who initiated their Genie
subscription prior to February 1, 1996

Additional Changes effective March 1, 1996:
Effective March 1, 1996, Genie will implement a $10 processing fee for
Insufficient Fundsand Over the Limit returns from your method of payment.
Ifyouhaveany questionsabout these changes, please call Genie customer
service at 1-800-638-9636.

D

E X P A N D
YOUR SYSTEM

S SLOT CARTRIDGE PORT EXPANDERS

The EX2+1 and EX3 Cartridge Port Expanders bring new
expandability to you Commodore 64 or 128. Combine the
use of compatible cartridges. Disable cartridges notin use.
Change the address your computer finds a cartridge at.
Avoid the constant changing of cartridges that puts extra
wear on your cartridge port. The EX3 offers 3 vertical
expansion slots, while the EX2+1 provides 2 vertical slots
and 1 horizontal slot. Both units offer 7 switchable signals
per slot, address mapping on slot 2, and a reset button.

CALL 1-800-638-3263
e

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

by Steve Vander Ark

THE WINDOWS 95 CONNECTION

I spent two hours today messing around with
Windows 95. I don’t know if you've had a
chancetotry thislatestbehemoth ofa program
from the World's Mightiest Software
Company. If you haven't, you really should try
it sometime. Basically, it's GEOS “all grown
up”, by which I mean that it acts an awful lot
like GEOS for the IBM/PC, which in turn acts
an awful lot like GEOS for the Commodore.
True, each incarnation of the program adds a
heck of alot more power and features, but deep
down, they all have the same heart. When you
startusing them, you can feel it and understand
it. Simply put, Windows 95 is cool. And it's
neat to see its heritage traced right back the
Commodore.

But in my opinion, what is even more cool is
that when I finished messing around with
Windows 95, the company whose computer it
waswrote meacheck for my time and expertise.
Yes, I got paid for messing around with a
computer. That's pretty cool! I also get paid for
writing this column, and that's cool too. It's also
a little bit mind-boggling. I can hardly believe
that I am considered to be an expert, or at least
knowledgeable enough for someone to give me
money for what Tknow. But that's whathappens;
and quite frequently, I might add.

Now, I'm not bringing this up to proclaim to
the world that I'm an expert. As a matter of fact,
I don’t really even consider myself to be an
expert, since I know quite a few people who
really are, and they know a lot more than T do.
consider myself to be just a glorified beginner,
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someone who spends a lot more time learning
than anything else. That puts me in exactly the
same boat as you folks who read this column.
We're all learning together.

So, youask, how come this company paid me
to poke around in their computer, setting up
Windows 95 the way they wanted it? Were they

trying to tap into some vast storehouse of

computer knowledge in my brain? I hope not,
otherwise they were ripped off. Did they thinkI
was a Windows 95 guru who had perhaps been
one of the beta testers and who knew the
programinsideand out? Onceagain, Thope not.
[ have read a book or two on Windows 95 and |
do try to keep up with the Windows 95
RoundTable on Genie, but [ am no wizard with
that operating system. So, what was it, then?
This was what I was mulling over as | started
planning this column. Why me? What did |

10

have to offer people? Why do I write columns
about computer subjects? Why do [ get called
upon to fixa program that won’t run? Whatis it
that I know that serves me in those situations?
The answer is not immense knowledge or a
genius for computer code. What it is, really, is a
specialized kind of common sense (that | have
no name for) but which makes all the difference
in the world when you plop yourself down in
front of a keyboard.

This kind of common sense is what makes a
computer user into an expert; a student into a
teacher. It means that you know what to expect,
how things work, and, mostimportantly, where
to find out what you don’t know. So, why talk
about that in this beginner’s column? Because
that kind of common sense is exactly what each
of you is trving to develop as you spend time
working on your Commodore computer. (And
don’t you think for a second that you need a
Pentium to gain this kind of experience... |
learned most of what [Lknow on the Commodore
and you'll find that a lot of veteran computer
users did too.) I's the reason you know enough
to hit the return key when a program loads a
fancy introduction screen and youwant to scoot
past it into the game itself. It's the reason you
know what to do when a program doesn’t load
properly whenyoutype LOAD"", 8,1 and press
RETURN.

Take these first few columns, for example. |
wrote about the way that your computer talks
to you and to the various gadgets you have
hooked up to it. I mentioned error messages. |
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also described something about how your
computer routes stuff to the correct place;
whether that was to your monitor screen, a
disk drive, orwhatever, All of that information
helps you to begin to understand what's going
on and therefore be able to figure out what
you're supposed to do next. As you use your
computer, those underlying ideas become
instinctive. You don't think twice about error
messages anymore. You just use what they tell
you to make it possible to keep working. In
other words, you gain a little of that common
sense about computers that could eventually
make people think you're the expert.
Companies have capitalized on the whole
concept of building common sense as a way to
make computers easier to use. The Macintosh
operating system, Windows, and GEOS are all

examples of software which takes advantage of

thisidea. They do it by setting up a whole series
of rules for how their program works and
demand that anyone writing programs to go
withitfollowthose same rules. [tworks extremely
well. Every Windows application displaysa series
of menu choices across the top, for example, and
the first one is always “file.” In any of these
programs, no matter which company created
them, you will be able to open, close, print, or
save your document from this menu. And the
way you do those tasks; the windows that open
and the buttons you have to push, is always
identical as well. That's how 1 can sit down in
front of a computer and install, set up, and run
aprogram!'venever seen before withoutlooking
at the manual for instructions.

There isn't any such set of rules for
Commodore programs outside of GEOS. But
there are still plenty of assumptions that go
into every Commodore program, things like
the error messages and disk commands. As
you read this column, I hope you will learn
some of those assumptions,

They taught me in college when I was getting
my teaching certificate that you can really help
people out by giving them something called an
“advance organizer.” What that means is that
yougive them someidea of what they're expected
to learn. You can hand out outlines or diagrams;
get their curiosity piqued with some example, or
just lay it on the line ("See this word? It's
pronounced ‘parallel,” and today you're going to
findoutwhat thatmeans.”) What I've been talking
about in thisissueso far had really been just that:
an advance organizer for you, the reader. Every
issue I will spend my allotted word count
discussingdisk drives, user ports, error messages,
and all those other little details that make up
Commodore computing. As you read, keep in
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mind that I am hoping you can build your
computer common sense. I'd like you to start to
feel more and more like an expert as you
internalize some of what your computer is doing
and understand alittle better what it expects you
to do in return.

Andwhoknows? Maybeinafewyearsyou'llbe
the one writing this column! Wait a minute, on
second thought...

Back to BASIC

As you get more and more into programming,
you will find that there are a few utility
commandsand procedures you'll need to know.
Before I get back into loops and input routines,
let’s talk about some of these.

First of all, you need to get comfortable with
the LIST command. You need it because it's
how you get your program code toappear on the
screen. Ifyouwrite somelines to createagraphics
screen like we talked about lastissue, then press
RETURN, the BASIC lines you wrote will very
likely have vanished from the screen. In order to
see them again, you need to use the LIST
command, You type this on a blank line, and il
youjusttype LIST, you'll see your whole program
listed for you. From there you can cursor up into
the program and make changes to your heart’s
content. (The changes won't actually be saved,
however, until you press RETURN on the line
you changed.)

LIST has a few options to it which come in
very handy. If you follow the LIST command
with aline number, for example, only that line
will be listed. You can also specify a range of
line numbers to be listed. Let's say you wanted
to see all the lines from number 10 through
number 50. You'd type LIST 10-50 and hit
RETURN. Those line numbers would appear.

Once you start writing more and more

complicated BASIC code, youwill find yourself

needing to add lines. Since BASIC uses
numbered lines, you will have to have a line
number available where you need a new line to
go. You will remember that we have been
numbering our program lines by tens. This
was intended to leave that extra space just in
case. If you have a quite a few lines to add,
though, even ten line numbers can be too few.
One way around this is to place more than one
BASIC statement in a numbered line. It's actually
verysimple todo this. You simply have toseparate
the commands with a colon. Here's an example:

These five lines of BASIC...

10 PRINT
20 POKE

NI
646,5

1

30 POKE 53280,7
40 PRINT
50 PRINT "H Youz"

That can free up quite a lot of space, as you
might imagine. The only limitations on this
kind of thing is that no program line can fill
more than twolines of text on the screen, which
on the Commodore 64 means a limit of 80
characters.

Another way to gain space is to use a GOTO
command to jump the program to another line
where there is enough space to create the lines
you need. Then you just GOTO back again to
where you left off.

As you might imagine, programs that use
these tricks can get pretty complicated. Trying
to follow the logic of such a program can be a
daunting task. And when errors appear, as they
almost certainly will, a program which has
commandsallcrammed together andodd jumps
off into some other corner of the program is
much harder to debug. Programmers refer to
these kinds programs as “spaghetti code.” It's a
habit worth avoiding at all costs.

Instead, plan ahead. Use more than one
command on a line only when it makes sense to
doso; when youwant to PRINT several times in
a row, for example, or as part of an [F-THEN
loop. Write your programin sections and assign
each sectionarange of line numbers. You might
save lines 10 through 200 for your opening
screen and starting input routines, then start at
line 300 for the next section. All those unused
line numbers can be used to expand a section
without bumping into the next one. You'll find
that a well-planned program is not only easier
tofixormodify but also more gratifying to write
in the first place.

Here'saneat trick that can come to the rescue
if you need to move whole lines to new line
numbers. LIST the lines you want to move on
the screen. Now cursor up to the line number of
one of the lines, DEL the number, and type in
the new number you want it to have, and press
RETURN. You have now copied that line to a
new line number. You do need to go in and get
rid of the old one, however, but that's easy to do
too. Just type theold line number on a blank line
and press RETURN. That line is now empty.

¥
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Foreign Exchange

By fJoseph Gaudl

THE GERMAN GEOS USER INTERFACE

Just about the same time Maurice Randall's
geoShell hitthemarketin the States, avery similar
program was causing quite a stir among GEOS
users in Europe. Jurgen Eckel was offering with
his new program “CLI", a text-based MS-DOS
type interface for GEOS. Jurgen hit pay dirt with
CLI as it has outsold and continues to outsell
geoShell by alongshot. Most Europeans are used
to using programs that are written in English.
That's the case regardless of the computer
platform. If the program is good and does what
they want, they use it. They might pronounce the
English words all wrong, but hey, they're getting
their work done. CLI is written in German and
English but the real reason for its success s that it
has more to offer than geoShell. The program is
exceptionally well written and the latest version
(2.5) and it just doesn’t get any better than this.

CLI is the abbreviation for “Command Line
Interpreter”, and that basically explains what the
program does. Instead of using the graphic
deskTop with icons, the user simply types in
commands with the keyboard, presses the
RETURN key and the interface escorts you to
your application or drive or carries out different
commands. Bypassing the graphic environment
makesworking with GEOS extremely comfortable
and speeds up everything considerably.

All types of drivesand RAM expansions can be
accessed, including CMDs mass storage devices.
Emulation modes, native modes and
subdirectories are no problem for CLI. The
program is only 20 kbytes and resides in the
computers memory at all times. No part of the
program needs to be reloaded—ever.

The commands for CLI were “adopted” from
the world of MS-DOS. Those of you who also use
a PC(shame onyou!) will recognize practically all
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of the commands in CLIL The rest of youwill have
to do a bitoflearning the ropes, but will catch on
to the process pretty quickly. A batch-file editor
makes the program even more like a IBM
compatible machine and means faster accessand
greater comfort. The F-keysare defaulted toissue
commands when pressed (16 commands
possible!) and can be redefined by the user.

The installation is quick and easy, but there is
one tricky part. After theinstallation has started,
adialog box appears asking for one of fifty codes
that canbefoundin thehandbook. Use the proper
code! Each installation can only be made once.
You blow it and you've just wasted 20 German
Marks! If the installation is successful, and it
should be, the program allows you to protect
your entire system with something I just hate: a
password. (Iusethe samepassword foreverything
that requires one so I don't forget it. If I should
forgetitremindmethatits“Yodeler™.) The default
password is—you guessed it—GEOS.

When you boot your system the next time, a
dialog box appears asking you if you want to
enterthedeskTopor CLL Choosing CLIwill cause
thedrive prompt “A:" toappear. Therestis pretty
simple. Keyboard short cuts will also help to get
some of the tasks done in a hurry.

I spoke with the author recently and he
informed me that the program is available in
english with english manuals. The program is
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sill waiting for a US distributor, but in the
meantime you can purchase the program from:
Jurgen Eckel, Sacklingerstr.2, D-40470
Dusseldorf, for about $15.

Before I leave you for another issue, here’s a
quick list of the available commands with a
short explanation. If you're using geoShell, you
might want to compare the commands with
those CLI offers.

“backup” archive command

“basic” leaves GEOS and returns the
computer to BASIC

“chkdsk” check disk

“cls” clear screen

“copy” copy

“date” date

“del” delete files

“dir” directory

“exit” back to deskTop

“format” format disk

“key” F-key definition

“info” GEOS Info

“label” disk name

“pause” for use with the batch editor

“print” print

“ren” file name

“restore” restore a backup

“swap” change drives

“sys” saving CLIfrom memory todisk
drive

“time” reads the RTC

“type” standard GEOS docs printed to
screen

“ver” CLIs version number

“xcopy” contents of start disk copied

“xdel” erase disk in default drive

D

Lucky Issue 13



GRAND PRIZE

GEOS ScanART
Loadstar Letter, the
mailed directly from CM
subscription order, | w
Prizes will be shipped th
BOX 1817, SHEL'D(_) W

3 SECOND PLACE PRIZES
11 THIRD PLACE PRIZES

wmners P]ease include

cor "M.O.._made ‘payable’ to;
For. .fnfa call our BB.S a_

RJ. Smulkowski)

ed at pmvidmg timely
and interesting articles on
a users perspective. Find
hat would a publication be
covers this

you have the. chance to get
be aulomallcaily entered in

CPU
P.O. BOX 1817
Shelton, WA.
98584

6 Issue
Subscription:
United States 815

Can. and Mex. $21
Other Foreign $27

Back Issues:

Back issues are
available for $3.50

Mexlco Forei

S :;address&s add $2.00

!JRSLMP_&
6526, 6567,6569, 6581, 6522, 8502,
8562, 8500, 8563, 8564, 8721, 8722,

325302, 390059, 251968 .............58.95
901225, 901226, 901227 .............56.95
251715, 251913, 8580,WD1772 $10.95

314972-03(C128 ROM Upgrade) $24.95
Motherboards

1541 (Refurb.) .ooccorvvvcrerenene.... $14.95

154111 (NEW)

1571 (NEW) .....

C-64 (NEW) vvovveeeveerrrreennn.. $34.95

C-64 (untested, as is, all chips) . $17.95
C-128 (NEW) ....coovcveneinrerenenen. $49.95
C-128-D (NEW).....
C1750 REU (512K) Board Only $17.95

Diagnostics & Manuals
Commodore Diagnostician: Guide to
diagnose & fix C64/128/1541 ... $6.95
CBM C64/128 Dead Test Cartridge
and Manual ... $23.50
C128 Diagnostic Cartridge
and manual .. ..524.75
Manuals: MPS 802& 1230 1084 1902,
1581, 1526, 1571, BO1, C64, C128..Call

Floppy Disk Drives
1541 (Refurb.) oo
15411l w/ P.S, (NEW) ... .
1571 (Refurb.) ..cviiiiiniininiii

M .igsg!.a_ecul_

128-D Keyboard (NEW) ............. $34.95
C-64 Keyboard ......c...ccoovvevevnn.n. 514,95
1351 Commodore Mouse ........... $19.95
Printer Port Adapter

(Any CBM Printer to PC) ............ $24.95
Maonitor Cables ... Call
Used Monitors (Low Prices) ........... Call
1541/1571 Alignment Kit ............ $§15.95
1230 CBM Printer(Citizen120) .. $39.95

MPS1000 Ribbons ( 3 pc. minimum) $3.00
108485 Motherboard (Refurb.) ... $69.95
10845 Power Supply Board (Refurb.) $29.95
C-64 Original Cabinet

(Top/BoHOM) .....ccovvinnninisinsrinns $16.50

Power Supplies

(All Power Supplies are NEW)
C-64 non-repairable ...................§14.95
C-64 repairable ......cviiieinnenn, $19.95
C-64 Heavy Duty (5.2 amps) ..... $39.95
C-128 Heavy Duty (5.2 Amps) .. $39.95

5.2 amps for Ram Expander Units $39.95
$9.95

154111 external 110 volts ............
1581 external 110 volts .....
10845 Flyback (Phillips) ...
1084-D1 Flyback ...............
1084 Flyback (Daewoo) ............. a
Str54041 for 1802C Monitor ...... $12.95

28 Grove Street, Spring Valley, NY 10977

Pil\‘l’llll 914-578-6522 + ORDERS B00-595-5534 s FAX 914-624-3239
CORPORATION Hours: 9-5 pm EST = Add $5.00 UPS Charges * MC/

February/March 1996

fg_i GEOCABLE | ==

Parallel Print Cable

The Most Advanced Parallel Print Cable Ever!

* Uses Standard Cable
Equipped with a female DB-25
cable connector to allow use of
standard 'PC' printer cables.

‘» Switchable Pass-thru
Allows connection of printer and

other user port ﬁaripharals such

as modems without conflicts,
GEOC&ELE (6 ft) ONLY$29.00
GEOCABLE:-Il ;1 51t.) ONLY $34.00
: Shlpp}ng US §5.00, Canada $7.00,
& Foreign $25.00,

* Faster Output
Parallel printing offers up to a
40% increase in output speed.

'« GEOS Drivers Included

Includes GEOS drivers plus
useful GEOS utilities like
MacAttack I, WronglsWrite, and
GEOS CONVERT,
GeoCabla Il is competible with GEOS, Perfect
Print LQ, Action-Replay MK VI, Superbase.
Superscript, Papamllpifl and all software thal

_supports user port pa:allel pﬂntlng

Orders: B00-638-3263

Creative Micro Demgns, Inc.
.‘ P.O. Box 646 : -638-
East Longmeadow, MA 01028 Info: 413-525-0023//

covMMmoDoORE WORLD



By Katherine Nelson of Amiga Report Magagine

Welcome back to the next installment of our three-part series on HTML,
the language of the World Wide Web. In the last issue, we explained a
littleabout the Web, how to create arespectable homepage, and discussed
some of the basic commands used in HTML. In this issue, we will
continue with the tutorial by giving a more in-depth look at some of the
HTML commands already mentioned, as well as a few new ones. In
particular, we will begin looking at such advanced features asimagemaps,
tables, and forms.

New Commands

A new version of the Web language called HTML3 is in development.
While incorporating the commands in previous versions, it also adds
some very powerful commands that increase the attractiveness of the
pages they are used in. Currently, only some browsers such as Netscape
for Mac/PC and IBrowse for the Amiga support these commands.
However, theyarebecoming more and more common, and most graphical
browsers will soon support them.

Since most of these advanced features rely on graphics and special text
formatting, it is generally impossible to properly view such pages using
text-based browswers like Lynx. Because of this, you should consider
creating and linking some alternative text-specific pages for users with
non-graphical browsers.

With that warning aside, let's look at a document with some of these
commands in it. Note that our examples use a paragraph symbol () to
indicate where RETURN keypresses are located.

<HTML>9

<HEAD>1

<TITLE>

< /HEAD>1
<BODY BACKGROUND="back.gif" TEXT="#FFFFFF"
LINK="#FF0064" VLINK="#00FF64">9

Some Features of HTML3 </TITLE>{

<Hl=Some Features of HTML3</H1>9
<IMG SRC="edge.gif" ALIGN="left">q
<P ALIGN=CI I This paragraph should be center

ed. Also, the graphic above should be to the lef
t of all of this text. All the letters should be
white, links and visited links. For e
a link te the menu cf <A HREF="C
this tutorial.
A link that you may not-have visited yet would b
e <A HREF="http: //www.efn.org/~kpw/cheesenet95/1i
ndex.html">CheeseNet .</A><BR CBEAR="left">q

<IMG SRC="edge.gif" ALIGN="right*sq

<P ALIGN="right">This paragraph should be right-
justified. Notice that this paragraph begins aft
er the left-edge picture ends. Also, the edge pi
cture is now on the right and is narrower.<BR CL
EAR=" rlght. >q " 1

<P ALIGN="lefth> Another t:hmwﬁ%«.can do is make
<FONT SIZE=+25big text:-:lF@N:,g} q&r ONI S1ZE=-2>
small text <fEON‘I‘>. Thiai k’usﬁ _{Er emphasizi

except for

xample, here is

World.html">example pages</A> for

ng text.q
</BOBY>9
</HTML>%

JG,
i A

What do all of these extra commands do? Rendered by an appropriate
viewer, in this case Netscape, the page looks like Figure 1 at right.

Notice that instead of the usual gray background, there is an image tiled
acrossthe page. Thisis duetothe BACKGROUND attributein the <BODY>
statement. Any picture can be used for this, but it is recommended that it
be small for speed concerns. Background images should also be something
which will contrast well with the text colors, so that the page will remain
legible. All too often, Web authors tile unpleasant colors under their text,
providing a blurry and disorienting effect,

If a solid color is all that is desired for a background, an easier an
quicker way to accomplish this is to use BGCOLOR="#rrgghh" within thi
<BODY> tag. What this does is set the background color to th
hexadecimal value #rrgghh, where rr, gg and b are the hexadecimal codes
for the red, green, and blue values respectively. For example, #FFFFFF




would be white, and #A000FF would be a shade of purple (notice it mixes
about 75% red [A0] with 100% blue [FF]).

The next attributes for the <BODY> tag follow the same pattern as the
BGCOLOR attribute just mentioned. They each take the #rrgghb
hexadecimal code as their values. The TEXT setting determines the color
of the text on the page, LINK sets the color of the linked text on the page,
and VLINK sets the color of a link already visited. These options are
certainly not necessary to the development of an HTML document, but
they really can make a page much more dynamic and exciting, as well as
help to assure readability when using background colors or images.

The next new code is the option ALIGN="left" for the first picture.
This sets the picture to the left of the text, as expected. Without this
option, text would only be to the right of an image for one line, and the
next line would just wrap around underneath the image. This option
keeps as many lines of text as it can fit to the right of the image. With
this option one can create decorative borders or whatever. Notice also
thatlater inthe example weuse ALIGN="right" for a picture. This causes
the picture to be to the right of all text, as expected.

Also notice that in places on the edge.gif picture the background
shows through. This is done by creating the picture, and drawing with
one color of your choice the areas you wish to be transparent. Then, use
either your drawing programiif it supports transparent GIFs, or a GIF
utility to set that particular color transparent. Utilities that do this are
available for many types of machines at various FTP sites. At the time

Figure 1

of this writing, I was unable to find out if any of the popular 64 graphics
manipulation packages would support this process.

Following the first pictureis the command <P ALIGN="center">. This
command causes all the textin the paragraph to be centered horizontally
on the page. The other allowed values for the ALIGN option in the <P>
command include "left", "right", and "justify", the default being left.

A second way to center text is to use the <CENTER> and </CENTER>
tags, with the text to be centered between them. This usage is becoming
more widespread as more browsers support Netscape and other new
commands.

The CLEAR attribute of the <BR> tag is particularly useful when left
and right-aligning pictures. It simply signals the browser to begin the
next line when one or more margins are clear, with possible settings
being "left", "right", and "all", where the "all" option begins the next
line at the point where both margins are clear. If these commands are
not used, the browser will simply fit as much text next to an image as it
can, which often is not the desired result. The same result can be
obtained by using multiple <BR>or <P> tags, and guessing the amount
of blank lines needed to get to the bottom of the picture, but this is not
recommended, as people may set their viewer's window size to be larger
or smaller than your own, which would foul up the formatting.

Finally, the <FONT> tag with the SIZE option provides a way to vary
the size of the text you use in a document. This could be larger text for
emphasis, or smaller text for copyright symbols and the like. Whatever

reason you prefer, there are two
ways to use this tag. One is to
give absolute sizes, such as
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<FONT SIZE=7>, (7 is the
largest size), or relative sizes,

. o
bl 1 @ | B | 2| &
Back |Forward| Home Reload | Images | Open Print

&5 @&

suchas <FONT SIZE=+2>. This
second example would set the

Location: Ihttp i/ Ivevew xnet.com /™ joompton/htmi3page hitml
What's New? | What’s Coo1? |

Handbook I Net Search |Nel Direciorgl

Find Stop
text to be two sizes larger than
the surrounding text. Thappen

Software | to prefer the second method,

would be to

agraph begins after the left-e
nthe nght and 1s narowe)

Another thing we can do is 1

1€ TEXT 0 syya11 e This is vseful for emphasizing text.

but that's just a personal
preference. Either way is
perfectly fine, just don’t forget
to place a </FONT> tag after
the text whose size you wish to
change, or the rest of your
document willall remainin that
font size,

Imagemaps

Imagemaps, or “clickable
images” are quickly becoming
very popular. Instead of
displayinga textmenu ofplaces
to go, people would rather
present a graphical menu,
complete with fancy text and
graphics, This is becoming
increasingly popular on the
Web's search reference sites,
such as Yahoo and Lycos. Any
GIF format picture may be used
as an imagemap, even
transparent GIFs. However,




your Internet provider must be set up to handle imagemaps. Mine, for
example, is not. So I do not have an example page for this particular
HTML feature, but I will explain it.

You need to create a text file called a *.map file” (it must have the file
extension ".map”) It specifies geometric objects that divide the imagemap
picture into regions. When you click on an area of the picture, the

browser sends the mouse coordinates (relative to the upper-left corner of

the picture) to the imagemap program. The program then checks these
coordinates against the entries in the .map file to see if they are included
in one of the objects. Here's an example of a .map file:

# Imagemap q

default

/CWorld.htm

compton/rect.html 50,

poly http://www.xr html 60,
10 40,45 10,45 80,2

point htip://www.xnet.com/~jcompton/pointl.html
75,909

polnt http://www.xnet.com/~jcompton/point2.html
3,349

Figure 2

(The files listed in the example.map file, other than CWorld.html, are not
real Web documents, just examples used for clarity.)

The first line in the example.map file is a comment, simply to let you
know what the purpose of the file is. Comments in imagemap files must
begin with the # character. The next line begins with the word “default”,
and it specifies the URL that the imagemap program should send you to
ifyoudon'tclickin one of the specified regions. In this particular file, this
line is unnecessary, but that will be explained later. For the entries of the
objects, the syntax is “object URL xcoordinate, ycoordinate”, If there is
more than one set of coordinates for an object, each set is separated by a
space. “Object” refers to the object type, and “URL" is the destination
address for that area of the image. Also note that objects are allowed to
overlap. The first object that encompasses the mouse coordinates will be
used, so be conscious of the order of the objects.

The first geometric object defined is a rectangle, with the object name
“rect”, and which requires two sets of coordinates. The first is the location
of the upper-left hand corner, and the second is the location of the lower-
right hand corner. Following the rectangle object is a circle object, with
object name “circle”, and also requires two sets of coordinates, The first set
is the location of the center of the circle, and the second is the location of a
pointontheedgeof thecircle. The *poly” objectisa polygon, with up to 100
coordinates that each reference a vertex of the polygon. The polygon will
automatically “draw” the imaginary line between the first and last set of
coordinates to close the object. (Remember, these objects will not actually
appear on screen, but will be used as reference points to determine where

the imagemap sends the user.)
The last of the object is the
“point”, which simply defines one

= Netscape: Grocery St

point on the picture. If an area is
clicked in that isn't defined, the

£po : = i ill use the U §
a0 oC A @& %Q | & 55 T imagemap \\l“.ll.\t IFH. URL of the
Back |Forward| Home Reload | Images | Open | Print Find |° Stop closest pointobject. For thisreason,
: having only one point is silly,
Looalion;lhﬂp.'f."www.xnel.com/”Jcomptonr’lablepage.html b - : ; o
ecause you may as well just set a
What's New? | What's Cool? |  Handbook | NetSearch | Net Directory| Software | default location. This also explains

Grocery Store

On My Table
Dairy Grains Meat Fruits/Veggies
Milk Bread Steak  Potatoes
Cheese Cereal Chicken
Yogunt Bagels Hot Dog

Apples
Carrots

why the default declaration is
unnecessary in the .map file,
because anywhere on the picture is
considered to be close to one of the
points, and the default URL willnot
be used.

Tables

There are two ways to show atablein
HTML. Theoldwayistousethe<PRE>
and</PRE>tags. Thesetagssurround
text that will appear in the document
inafixed-width font exactly as typed,
including spaces, carriage returns, or
whathaveyou. Thisisthe only format
that will show up with any sort of
reliableresultsonatext-basedbrowser
such as Lynx. However, a new and
more versatile way is to use the syntax
thatisactuallycalledatable. An HTML
document, which takes advantage of
some of the commands we discussed

earlier, with a table is presented here:
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<HTML>9

<EEAD>9

<TITLE>Grocery Store</TITLE>9

</HEAD> 9

<BODY BGCOLOR="#EFEFEF" TEXT="#000050"
"#009020" VLINK="000080">9

<Hl>Grocery Store</H1>9

<TABLE=>]

<CAPTION ALIGN =
PTION=9

<TR> <TH>Dairy</TH> <TH>CGrains</TH> <TH>Meat
</TH> <TH>Fruits/Veggies</TH> </TR>1q

<TR ALIGN="left" VALIGN="top"> <TD>Milk</TD>
<TD>Bread</TD> <TD>Steak</TD>
/TD> </TR>q

<TR ALIGN="center" VALIGN="middle"> <TD>Chee
se</TD> <TD>Cereal</TD> <TD>Chicken</TD> <TD
>Apples</TD> </TR>9

<TR ALIGN="right" VALIGN="bottom"> <TD>Yogur
t</TD> <TD>Bagels</TD> <TD>Hot Dog</TD> <TD=

Carrots</TD> </TR>q

</TABLE>]

</BODY>q

</HTML>q

LINK=

"center" > On My Table </CA

<TD>Potatoes<

This document is rendered in a browser as show in Figure 2 at left.

A table must be enclosed by the <TABLE> and </TABLE> elements. The
<TABLE> tag can alsoinclude the one-word attribute BORDER, whichin
HTML3 places adividing line between the different cells of the table. The
first tag used is the <CAPTION> </CAPTION> set. This, as you might
expect, will determine the caption to be used for the table.

Thenext tagis <TR>with its companion </TR>. These define arow of the
table. They can include ALIGN and VALIGN options, which determine the
alignment of text in the cells in the horizontal and vertical directions,
respectively. The ALIGN attribute can take the values “left” “right” and
“center”, while the VALIGN attribute uses the values “top” "bottom™ and
“middle”. The other tags used in a table are <TH> and <TD>. These tags do
not require the closing tags, but they are used with them above because it is
considered good form. The <TH> tag delineates a header for the table. The
<TD> tag separates the data in the table. Both of these tags must be included
within a <TR> tag. Also, these tags can use the ALIGN and VALIGN options
described above, and the options in <TH> and <TD> override those in the
<TR> tag that contains them.

Forms

Forms are fairly widely supported at this point, mainly for using search
engines or sending feedback to the owner of a web page. However, in order
for you to be able to incorporate forms in your own page, your server must
support this feature. Again, mine does not, but here I have used a different
server that sends the values inputted into the form back to the viewer. This
doesn't accomplish much, but it demonstrates how a basic form works.
Thankfully, the art of form-ing has not evolved beyond the simple bounds
that Lynx can support, so such pages are available to virtually all Web
browsers,

February/March 1996

17

Form</TITLE>9
</HEAD>9
<BODY>q
<Hl>A Sample Form</H1>9q
<P><HR>9

<FORM METHOD="POST"q
ACTION="http://hoohoo.ncsa.uiuc.edu/htbin-po
st/post-query">q

<P>Name: 1

<INPUT TYPE="text" NAME="Name" VALUE="Mr. Bi
11" SIZE=50 MAXLENGTH=75>9

<P=Memo:9

<TEXTAREA NAME="Memoc" ROWS=3
to Remember...</TEXTAREA>{
<P>Checkboxes:q

<INPUT TYPE="checkbox" NAME="Apples" VALUE="
Tasty" CHECKED> Apples <INPUT TYPE="checkbox
" NAME="Oranges" VALUE="Tasty"> Orangesq
<P>Radio Buttons:q

<INPUT TYPE="radio" NAME="Color"
CHECKED> Red <INPUT TYPE="radio"
r" VALUE="Blue"> Blueg

<P>Menu:q

<BR>Pick a person:q

<SELECT NAME="Person">4

<OPTION> You <OPTION> Meq
<OPTION> <QOPTION> Sheq
</SELECT>9

<P>List:q

VALUE="Red"
NAME="Cclo

He

<BR>Pick a letter:q
<SELECT NAME="Letter"
<OPTION> A <OPTION> B9
<OPTION> X <OPTION> Z9
</SELECT>9

<P>q

<INPUT TYPE="submit"
or <INPUT
">q
</FORM>9
<HR>9
</BODY>9
< /HTML>9

SIZE=4 MULTIPLE>{

VALUE="Send the Form">

TYPE="reset" VALUE="Reset the Form

This form appears as shown in Figure 3 on the next page.

The form begins with the tag <FORM>, This tag takes twoattributes. The
firstis METHOD. This can be set to GET or POST. The differences will be
explained in the next article in this series, which concerns slightly more
advanced subjects. It also uses the attribute ACTION. This is set to the
URL of the program or script that processes the form information. You
canusea URLspecified by your server, which can serve different functions
depending on the server. Most prefer to automatically send you the form
resultsin e-mail. Ifyour server does not yet support forms, you can use the
URL that I have to test your form abilities.

COMMODORE WORLD



A= ] ~ Netscape: A Sample For —————= | U] =]
| <B| 8B E a#&] O
Back |Forwird| Home Relosd | kmages | Open | Print | Fina Stop_|
Lecation: (http / /www et com/~ jcometon/ formpage him!
What's New? | What's Coot? | Handbook | NetSearch | Met Directory|  Software |
bt
A Sample Form .11
Name: [wr. 5111
Memo: Things to Remember =
<« Oon

Checkboxes. (X] Apples [] Oranges
Racho Bunons: @ Bed () Bluwe

Menu:

Prkapesson
Last;

Pk aletter: -

A
]
X

-

[ Send the Eorm ] oz [ Reset the Form |

[=H|

d d:ﬁj Document : Done.
Figure 3

The tagused most oftenin thisdocumentisthe <INPUT> tag. Therearessix
different types of input, “text”, “password”, “checkbox”, “radio”, “submit”,
and “reset”. The text and the password options are identical except the
characters typed in a password field are shown with asterisks or a similar
character to protect secrecy. All these types except for “submit” and “reset”
take a NAME option. This is the variable name for the data entered. Notice
that the two radio types have the same NAME. This causes a “one-of-many”
effect, allowing the single variable given in NAME to have only one of the
given values. A second option is VALUE. In the text and password types, this
causes default text to appear. In the checkbox and radio types, VALUE is the
value of the variable when it is checked. With the submit and reset types,
VALUE sets the label of the button. The checkbox and radio types can also
take a CHECKED option, If this option is present, it causes the item to be
selected. The last two options present, SIZE and MAXLENGTH, only apply
tothe text and password fields. They set the maximum number of characters
in the input area and the maximum characters allowed, respectively.

The second type of tag used in a form is the <TEXTAREA> tag. A
<TEXTAREA>isatextentryareawithnolimit to thenumberof characters.
It requires a NAME option similar to above. It also requires ROWS and
COLS options. These options are set to the number of characters down and
across youwish todisplay at once. Also, withina <TEXTAREA>, all spacing
and carriage returns are respected. Any default text should be placed
between the <TEXTAREA> and </TEXTAREA> tags. If no default text is
desired, put nothing between them. This type of form entry is useful for
writing comments and feedback.

Thenext type of selection tag is <SELECT>. This creates either amenu,
such as in the first example, or a list, such as in the second example. The
only difference between them is the SIZE tag. If SIZE is greater than 1, a
list is generated. If not, a menu is used. If the MULTIPLE option is

CcCoOMMODORE WORLD

18

included, which allows for selecting of more than one entry, a list is
automatically used. The NAME option is used in this tag the same way it
isusedinacheckbox INPUT type. Between the <SELECT>and </SELECT>
are a list of <OPTION>s. The text following each <OPTION> tag is a
separate choice. The <OPTION> tag can also include an attribute of
SELECTED to give a default value.

Try not to feel daunted if the amount of commands in HTML seems a
little overwhelming. The hallmark of a good Web page is not so much the
gimmicky layout as it is the information presented. Nevertheless, good
presentation won't hurt, either. In the next issue’s concluding article,
we'll examine the design of more complex forms and touch on CGI
scripts, perhaps the most intricate and powerful aspect of the Web.Until
then, enjoy creating those Web pages!

)]

Check Out These Web Sites
for More Information about HTML:

WWW Viewer Test Page
http://www-dsed.lInl.gov/documents/

Harbinger Net Services (HTML Evaluation)
http://www.harbinger.net/html-val-svc/

HTML pointers
http://netspace.cis.brown.edu/netspace/wwwdoc.html

HTML things
http://www.csv.warwick.ac.uk/~stuce/tech.html

HTML Documentation Table of Contents
http://www.utirc.utoronto.ca/HTMLdocs/NewHTML/
htmlindex.html

Fill out forms example
http://www.wfbr.edu:8002/www/testform.html

Homepage Creation!
http://the-inter.net/www/future21/html.html

HTML+ Discussion Document
http://info.cern.ch/hypertext/WWW/MarkUp/HTMLPIlus/
htmlplus_1.html

The World Wide Web Initiative: The Project
http://www.w3.org/hypertext/WWW/

Find out more about Lynx
from the following sites:

A crude LYNX tutorial
http://www.gallaudet.edu/~kjcole/tutorial.html

Lynx-Dev Discussion List
http://access5.digex.net/~asgilman/lynx-dev/about_lynx-
dev.html

Lynx-Dev Archive Index
http://lynx.cc.ukans.edu/lynx-dev/

The Lynx Enhanced Pages Index
http://www.nyu.edu/pages/wsn/subir/lynx.html

Lynx, The
http://www.gold.net/lynx/

- GRM
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w And HTM*

When designing a web site, seriously consider who will be accessing your site,
and the type of Browser they may be using. If you are setting up asite supporting
Commodore users, you will want to be able to give all users the ability to
experience your site, no matter what type of browser they use. There are times
when using the latest and greatest HTML commands will leave those you are
trying to impress disenchanted and left in the cold. For instance, if you're
designing a sales-oriented web site, you'd want to offer your products (and
images of your product) to anyone that visits your site. To avoid alienating your
visitors try the following suggestions.

Graphic Images

There are three methods of adding graphics to your WWW site that will offer
something meaningful to text based Browsers.

You can display the image, and offer a separate link to the image so it may be
downloaded.

Example:

<img src="image.gif’></a>»
<a=href”image.gif">image.gif</a>

Another option many use s to tell text users what they're missing by adding text
to be displayed. Instead of the usual [IMAGE], the example given below would
display [Photo] when viewed by text browsers.

<IMG SRC="image.gif” ALT="[Photo]"> </A>

This is like showing someone a treat but not letting them have it. Okay, so your
logo is probably no big deal, but those who can'’t see it don’t know that. Witha
little added text you can offer the best of both worlds by having the image shown
and a selectable link together in the same anchor:

<A HREF="image.gif"><IMG SRC="image.gif"”
ALT="[Photo of XYZ]”"> </A>

This shows the graphic, and any visitors with a text browser can download it for
later viewing. The brackets aren't needed, but they give a clue that it's an image
link.

You can include formatting commands too, as they only affect how the image
isshown. Itdoesn't change the image that's downloaded. For Commodore users
designing a web page, formatting the graphic can be a challenge, asyouwon't be
able to see the effects of word wrap around the graphic. However, because
graphic browsers use different fonts of varying sizes, there’s not much point in
worrying too much over how the text wraps. To format animage soit'sabout the
size of a wallet photograph and displayed on the left side of the screen, the above
example can be expanded to:

<A HREF="image.gif"><IMG SRC="image.gif"
ALT="Photo" HSPACE="20" VSPACE="20"
ALIGN="LEFT"> </A>

E’j MAly Catering to Lynx and other

text-based WWW Browsers

Clear Navigation for All

Ifyour website uses graphics for menu options, the above examples can help text
users navigate through your site. Replace <A HREF="image.gif"'> with <A
HREF="this page.html">and changethealternate text to somethingappropriate
for the link. Graphic users will see the images you've selected for each menu
option, and text users will have meaningful text to select from instead of ajumble
of IMAGE] icons on the screen. With a few additional characters, your site can
be transformed from something that appears meaningless when viewed by a text
browser:

[ IMAGE]
[ IMAGE]

[IMAGE]
[ IMAGE]

Into something much more meaningful:

[Specials]
[Customer Service] [Mechanics Forum]

[Joe's Garage]

Formatted Text

An easy way to display a data table is to use the <PRE> command. The <PRE> is
placed before the formatted text, and </PRE> after it. The table of data is shown
as you've formatted it, without any additional commands, and is accessible to
everyone.

xample:

<Hl>Grocery Store</Hl=>

<PRE> On My Table

Dairy Grains Meat Fruits/Veggies
Milk Bread Steak Potatoes
Cheese Cereal Chicken Apples

Yogurt Bagels Hot Dog Carrots

< /PRE>

Notes: (1) There are 12 spaces between the <PRE> tag and the "On My Table”
text. (2) Spaces are used to align the text. In this example, all columns are left
justified. (3) Any hard returns located between the <PRE> and </PRE> tags will
be taken literally (HTML normally ignores hard returns).

- Gaelyne R. Moranec

Interlace? No Worries!
Have Interlaced GIFS got you down? Here's a quick cure for C128
users! Download GIFDELACE.SFX (on some systems it’s named
DELACER.SFX) and use it to convert that pesky interlace into a
standard GIF file.

- GRM
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Collecti

- somewhere out of
the public’s eye-
a reminder of a
time when people
expected Iless
from laptops and
they delivered
more...




oes anyone remember the
Commodore SX-647 [t was
oneof thefirst Commodore

“portable” computers. It weighed quite a bit, as
it contained an entire Commodore 64, a 1541
diskdrive,a5" colormonitor, andtheassociated
power supplies, cables and case all in one unit.
People called it and the computer like it
“luggables”, since thatis how they were carried.
Also, the SX-64 was not really portable, since it
required AClinevoltage to operate. Somuch for
using vour 64 on the road!

In the mid 1980's, Commodore again tried
their hand at portable computing. This time,
CBM noted that to be truly portable, a computer
must be lightweight and able to run on internal
power. The engineers set forth to deliver a
prototype, and the Commodore LCD (CLCD)
Laptop computer was born.

This technical marvel borrowed much of its
styling, features, and functionality from the
Commodore Plus/4 (264 series) line of
computers. Yet, it had a personality all its own.
The unit sported the following features:

* A sleek, beige case styled similar to the
Plus/4

« Plus/4 style-72 key keyboard layout,

complete with real keys (not chicklet), 8

function keys and 4 cursor keys

An 80 character by 16 line LCD screen that

flips down when not in use

8 internal integrated software programs
An industry standard [EA-232 (RS-232)
port

An industry standard Centronics parallel
(printer) port

An HP bar code reader port

96 kilobytes of ROM

32 kilobytes of battery backed RAM

A super set of Plus/4 BASIC 3.5 called
BASIC 3.6

A 65C102 CPU (based on the Western
Design Center 65C02 CPU core under
license to CBM)

An expansion port

A Commodore serial port

Aninternal 300 bps auto dial/auto answer
modem.

Able to run on 4 AA batteries.

Is 2.18" tall by 11" deep by 11.75" wide,
and weighs 5 pounds

-

Unlike its predecessor, the SX-64, the CLCD was
not designed to compete with the Commodore
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64—or be compatible with it. Different from the
64, it can only utilize some serial bus peripherals,
some BASIC programs, and some data files. Since
the model is not forced to be compatible, it can
sport new features like the serial and parallel ports
and the larger LCD screen.

The LCD screen was somewhat plain by itself,
but its presence removed the need to carry or
find a suitable monitor to display information.
The 80x16 screen could be used as a 61440
pixel bitmap, or could be used in text modes to
display 1200 characters of information. The
user of this machine could organize all that
information quickly, thanks to the built in
software suite of programs. There were eight
programs available:

*Word Processor

sFile Manager

»Spreadsheet

* Address Book

«Scheduler

Calculator

*Memo Pad

s Telecommunications Program

All were somewhat sparse in features, much
like the built-in offerings for the Plus/4, but
would function nonetheless. Of special notice
was the Spreadsheet, similar in function to
Multiplan, the terminal program, which
offered VT-52 emulation, and the Calculator
and Memo Pad programs, which could be used
from within any application. The battery
backed RAM allowed the user to compute all
day without saving files to disk or hassling
with other forms or magnetic media.

To the seasoned Commodore user, little
wouldlookoutof place. The Plus/4 user would
feelateasewith the keyboard layout, the BASIC
programmer would see all the regular BASIC
2.0 commands plus the 3.5 additions, including
the BASIC 4.0 disk commands. The unit still
featured the Commodore editing environment,
and machine language programmers would
notice all the old 6502 opcodes were still
present, although 8 new instruction and some
new addressing modes were also available. The
end user would enjoy the addition of standard
R5-232 and parallel ports, and the existing
Commodore user will find that his or her
existing Commodore peripherals can be used
with the new machine.

About the only thing missing from the unit
full  compatibility with of

was dany
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Commodore’s previous models. Still, the unit
was ideally suited to the utilitarian computer
environment, where such issues may not exist.
Another thing bothering Commodore
enthusiasts was the name. Some people were
calling it the Commodore 64LCD or the
C128LCD laptop computer. Neither wasreally
correct, since this unit shares the most
compatibility with the Plus/4 machines.
Commodore is partly to blame for this, as they
leaked reports of a 64 laptop early in the
development cycle.

To aid in securing a part of the utilitarian
market, theunit'sHP bar code reader port made
the unit desirable for shop and warehouse
managers, who needed to move stock and
constantly update their inventory. Other users
included business travelers, secretaries, and
executives, aswell as other people who were on-
the-go and needed computing power wherever
they were.

Although the unit did not come with a means
tostore files and data, a user could utilize any of
the Commodore disk drives to off-load data.
Also, the expansion port on the unit could
accommodate extra RAM and/or ROM cards. If
remote access or connection was desired, the
built in 300 bps modem could be used with any
telephone line to connect to remote locations
and systems. The VT-52 terminal emulation
allowed a wider variety of programs to be run
over the modem, and the 300 bps speed was
speedy for the era.

About the only thing wrong with this unit
was its timing. At the time of introduction,
the Commodore 64 had firmly rooted itsell as
the only Commodore computer. The Plus/4
and C16 suffered from this same viewpoint,
as business users stayed away from CBM
computers, thinking they were only “toys”.
So, the Commodore LCD wasted away into
nothingness. Only one unconfirmed sighting
has been reported, and | suspect that unit is
the only prototype ever manufactured. It's a
shame the unit never caught on, because the
weight and capabilities of the unit would come
as welcome additions to the Commodore
users. Also, the use of the WDC 65C02 core
allowed more flexibility in writing software.

So, thisrareorphansitsonashelfsomewhere,
out of the public's eye. A reminder of a day long
past, when people expected less from laptops
and they delivered more.

)
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The program listingin
this article can be
verified with our new
CheckSum utility.
See page 54.

Okay, so it's no intergalactic mission, there are
no mutant zombies, and the Earth isn't doomed
to certain destruction unless you can find some
way tostopit. Intelligence Questis, quite simply,
one of those annoying little puzzle games that
challenges you to do the seemingly impossible.

Most of you have probably played similar
games, usually found in the form of a little
piece of wood with holes drilled in it, which
you fill with pegs. Leaving one hole blank at
the start, you attempt to jump one peg over
another—much like jumping in the game
Checkers—until there are no adjacent pegs
left. The fewer pegs you have left at this point,
the better your score. Take this concept,

COVMIMODORE WORLD

Quest

by Doug Cotton

Program Requirements
C-64 or C-128 in 64 mode, mouse in port 1, or
Joystick in port 2.

change the board toa computer screen, change
the pegs to little balls and the holes to square
cells, and there you have it.

Playing The Game

Once you have the program typed in, verified and
saved, you're ready to start it up. The program
requires either a mouse (in port 1) or joystick (in
port 2). Ifyou plan to use a mouse, make sure it is
pluggedintoport 1 beforeyoustart the program—
if you don't, it won't be recognized.

After the title screen clears, you're ready for
the first turn. The game will leave one (random)
cellopen. Each turn consists of using the pointer
to make two selections. First, select the ball you

22

Intelligence

wish tomoveby positioning the tip of the pointer
over it, then clicking once on the fire button (or
left mouse button). Next, select the open cell you
want to move the selected ball 1o, If the move is
legal (the selected ball must jump over another
ball to end up in the empty cell), the ball will be
moved and you move on to the next turn.

Scoring

When there are no legal moves left, the program
will tally up the number of balls left remaining
and evaluate your performance. Leave only one
ball, or eight balls with no moves left) and you're
a certified genius!

D
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VY IQ.BAS (cont) VY IQ.BAS (cont.)
4 460 55 19090 printmd$;"{3 CRSR DN}":
62 470 fori=lte9:forj=1to%:readmv(i,j) ::next 197 1109 print"{5 SPACES)}{WHT}{12 CMDR p} {6
inext SPACES} {12 CMDR p}"
169 48 1=49152 52 1119 print"(5 SPACES)}{LGRY}{RVS ON}{12 8
201 490 readd:ifd=-1then51@ PACES} {RVS OFF}{6 SPACES)}{RVS ON} {12 SPA
23 500 pokel,d:l=1+1:g0ot0490 CES} {RVS QFF}"
177 510 sys(me) 179 1120 print"{5 SPACES}{RVS ON} play again
64 520 : {RVS QFF)}{6 SPACES}{RVS ON}{4 SPACES}qu
97 53@ print" {CLEAR/HOME} {WHT} {11 SPACES}in it {4 SPACES}{RVS OFF}"
telligence guest" 48 1130 print"{5 SPACES}{RVS ON}{12 SPACES}
197 54@ print"{CY¥N} (c) 1996 creative micro {RVS OFF}{6 SPACES}{RVS ON}{12 SPACES}({(R
designs, inc." VS OFF}"
117 550 fori=1tolS:p(i)=209%:next 94 1149 print"{5 SPACES}{DGRY}{12 CMDR y} {6
156 560 r=int (rnd(®)*15)+1:p(r)=32:n=14 SPACES} {12 CMDR y} {HOME}";
118 59¢ 188 11509
3 580 rem main loop 204 | 1160 gosubls5@@:1ifr<22orr=25thenlled
138 590 174 11790 ifc>5andc<18thenb530
157 600 gosubl32@ 188 | 1180 ifc>23andc<36thenprint” {CLEAR/HOME}
166 610 gosubl23@ {WHT}":sys (me) :pokel98, @:new
6 620 print 235 1199 gotoll6d
178 630 238 1200
189 640 rem input values 105 1219 rem piece display subroutine
198 650 250 1220 :
T 660 printmd$; " {WHT) (1@ SPACES}select bal 194 | 1239 print"{HOME}{6 CRSR DN}{YEL}";:i=1
1 to move" 23 1249 forl=1to%5:print"{1l% CRSR RT}";left$
226 670 gosubleld:sp=mv (res,5=1iz:
224 680 178 | 125¢ forc=1tol
135 699 printmd$;bl$;mdsS; " {WHT) (8 SPACES}sel 251 | 126Q printchrS$(p(i));"{CRSR RT}";
ect square to move Lo 21 1270 i=i+1l:next
22 7@ gosublel@:la=mv:printmds;bls 223 128¢ print:print
3 719 210 1293 next:print" {WHT}";
38 720 rem test values 163 | 1300 gosubl760:return
23 730 : 93 1319
255 T4¢ ifsp<lorsp>lborlz<lorlz>15then%8@ 146 | 1320 rem board display subroutine
227 750 if(pllz)<>32)orip(sp)<=209) then%8@ 15 | 1339 :
o 760 rp=0:fori=1tolS5:ifm(sp,i)=1lzthenrp=1 54 134@ print"{HOME}{5 CRSR DN} {GRN}";
135 770 next 148 1350 print" {18 SPACES}{CMDR a}{SHFT *}{C
221 780 ifrp=0then98Q MDR s}"
214 790 ifpl(rp)=32then%80 178 136Q0 print" {18 SPACES} {SHFT -} {SHFT -}"
89 8OO 221 1379 print" {17 SPACES}{CMDR a}(CMDR e} {C
RiE 81 rem do turn MDR r)} {CMDR e} {CMDR s}"
109 820 50 1389 print" {17 SPACES) {SHFT -} (SHFT -}
203 830 plrp)=32:p(sp)=32:p(lz)=20%:n=n-1 {SHFT -}"
129 849 - 142 1390 print"{16 SPACES}{CMDR a}{CMDR e}{C
61 850 rem check for more moves MDR r}{CMDR e} {CMDR r}{CMDR e} {CMDR s}"
149 860 114 1409 print" {16 SPACES){SHFT -} {SHFT -}
166 870 1i=0 {SHFT -} (SHFT -}"
175 880 i=i+l:ifi=16thenlo40 216 | 1410 print" (15 SPACES)}{CMDR a}{CMDR e} {C
252 890 ifp(i)=32then880Q MDR r}{CMDR e} {CMDR r}{CMDR e} {CMDR r}{C
199 S2@ =0 MDR e} {CMDR s}"
22 91@ j=j+l:1fj=1l6then880@ 51 1420 print" {15 SPACES}{SHFT -} (SHFT -}
26 929 ifm(i,j)=@then9%l@ {SHFT -} {SHFT -} {SHFT -}"
19 93¢ if(p(j)=2@9)and(p(m(i,j))=32)then6l® 209 1430 print" {14 SPACES}{CMDR a}{CMDR e}{C
255 94@ goto9lQd MDR r}{CMDR e} {CMDR r){CMDR e} {CMDR r}{C
243 950 : MDR e} {CMDR r}{CMDR e} {CMDR s}"
60 969 rem messages 19 1449 print"{14 SPACES}{SHFT -} {SHFT -}
7] 97@ {SHFT -} {SHFT -} (SHFT -} ({SHFT -}"
118 98¢ printmds$;" {13 SPACES}{LRED}illegal m 196 1450 print"{14 SPACES}{CMDR =z} {SHFT *}{(C
ovel"; MDR e} {SHFT *}{CMDR e} {SHFT *}{CMDR el}{S
157 980 gosubl%40:fori=1to500:next HFT *}{CMDR e} (SHFT *}{CMDR x}"
202 100 printmds;blS:gotobl@ 68 1460 return
40 1010 253 | 1470 :
182 1@2@ rem game over 156 | 1489 rem mouse/joy input
68 1030 10 1490 :
10 1040 gosubl23@:printmd$; "{(YEL) {7 SPACES} 64 1500 if ((peek(56321)andl6)=0)or ((peek(56
game over, {WHT}";n;"{Y¥EL}pieces left!" 32@)andlé) =@)thenls2¢
167 19p5@ ifn=8thenn=1 41 1519 gotol5@0
216 1@6@ ifn=4thenn=5 236 | 1520 xl=peek(sx):y=peek(sy) :xh=peekisz)a
112 1870 ra$="{LRED}rating: {WHT}"+ra$(n):rl ndl
=leni{ra$)-2:rs=20-int(rl1/2)-1 21@ | 1530 x=x1+xh*256
8 1P8@ printspc(rs);:;ras 45 1540 x=x-24:y=y-50@

CoOMMODORE WORLD
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{Z IQ.BAS (cont.) Jz IQ.BAS (cont,)

198 1550 ifx<@orx>31%0ry<@ory>199thenl50® 156 | 2209 data @,0,0,0,0,0.0,0,0

248 1560 c=1+int(x/8):r=1+int(y/8) 222 | 2210 data 0,9,0,2,¢,3,2,0,9

182 | 157@ return 232 | 2220 data 0,0,0,0,0,0,0,0,0

96 1580 95 2230 data ©0,0,4,0,5,0,6,0,0

163 159¢ rem input decode 196 | 2240 data 0,0,0,0,0,0,0,0,0

124 1600 : 125 | 225¢ data 0,7,0,8,0,9,0,10,0

129 161¢ gosublsSee 208 | 2269 data @,0,9,0,9,0,0,0,0

106 162¢ ifc<léborc=24orr</orr>15thenlso@ 174 | 2279 data 11,0,12,0,.3,@,14,0,15

76 163@ ¢=c-15:r=r-6:mv=nv(r,c) 43 2280

6 164¢ gosubl87@:return 250 | 2299 rem mouse/joy driver

179 1650 63 2300 :

79 166¢ rem sound init 25 2319 data 76,78,192,76,246,192,76,252

198 1670 188 2320 data 192,0,0,0,0,0,0,128

93 1680 sc=54272:fori=0to24:pokesc+i,®:next 88 2330 data 2,0,192,0,0,224,0,0

43 1699 pokesc+1, 3:pokesc+4d,38:pokesc+6,248 222 | 2340 data 240,0,0,248,0,0,252,0

4 17@9 pokesc+11,38:pokesc+13,248 19¢@ | 2350 data @,254,0,0,252,0,0,248

53 1719 pokesc+24,15 129 | 2360 data @,0,220,0,0,28,0,0

65 1729 return 5 2379 data 14,0,0,14,0,9,7,0

250 | 1730 25 2380 data 0,6,0,0,0,0,0,0

152 | 17490 rem good sound 15 2390 data ©,0,0,0,0,0,0,0

23 175@ 84 2400 data 0.90,0,0,0,0,173,25

37 1760 x=128:pokesc+8, x:pokesc+4, 38:pokesc 119 | 2410 data 212,201,255,208,3,76,152,192
+11,39 186 | 2420 data 173,21,3,201,193,208,7,173

129 | 1770 gosubl8ip:forlp=1lto3l 112 | 2430 data 20,3,201,2,24¢,31,32,197

142 | 1780 =x=x+(x/2):pokesc+8,x:gqosubl83 199 | 2440 data 192,8,12¢,173,20,3,141,9

150 | 1790 x=x/3:pckesc+8,x:gosubl830 g7 2459 data 192,173,21,3,141,19,192,169

141 1800 next 1k § 246Q data 2,141,20,3,169,193,141,21

239 1819 pokesc+4,38:pokesc+11,38 43 2470 data 3,40,76,246,192,32,252,192

173 1829 return by . 2489 data 8,120,173,9,192,141,20, 3

98 1830 fori=1ltol®:next:return 57 2490 data 173,10,192,141,21,3,40, 96

199 1840 : 197 | 2500 data 173,21,3,201,193,208,7,173

1901 1850 rem click 223 2510 data 2¢,3,201,99,240,223,32,197

121 1860 : 1 2520 data 192,8,120,173,2¢,3,141,9

44 1870 %=128:pokesc+13, 240 :pokesc+8, x:poke 247 | 253@ data 192,173,21,3,141,1p,192,169
scg+ll,39 182 | 2549® data 99,141,20,3,169,193,141,21

74 1889 fori=1to3@:next 133 | 2550 data 3,4¢,76,246,192,162,64,189

67 1890 pokesc+11,38:pokesc+13,248 165 | 3328 data 14,192,157,63,3,202,208, 247

253 1990 return 79 3341 data 169,1,141,39,208,169,24,141

183 1910 : 154 3348 data ©,208,169,50,141,1,208,169

245 1920 rem bad choice 24 3358 data ©,141,16,228,169,13,141,248

195 1930 : 193 3368 data: 7,173;25,212,141,11,;192::173

106 1949 pokesc+4,39 174 3378 data 26,212,141,12,192,96,169,1

192 | 1950 fori=1to2@@:next 66 3388 data 141,21,298,96,169,0,141,21

159 | 1960 pokesc+4,38 185 3398 data 208,96,216,173,25,212,172,11

72 1970 return 153 3408 data 192,32,57,193,140,11,192,24

241 1980 201 3418 data 109,0,208,141,0,208,138,105

112 1990 rem movement data 40 3428 data ©,41,1,77,16,208,141,16

2 2000 : 48 3438 data 208,173,26,212,172,12,192,32

T 2010 data 0,4,6,0,0,90,0,0,0,0,0,0,2,0,0 179 | 3448 data 57,193,149,12,192,56,73,255

37 2020 data ©,0,9©,7,9,0,0,0,0,0,0,0,0,0,0 46 3458 data 199,1,208,141,1,208,108,9

152 293¢ data ©,0,9,2,8,10,0,0,0,0,0,0,0,0,0 12 3468 data 192,14¢9,14,192,141,13,192,162

g1 2040 data ©,1,0,0,6,9,11,13,0,0,9,0,0,0, 48 3478 data ©,56,237,14,1%2,41,127,;2p1
@ 231 3488 data 64,176,7,74,240,18,172,13

94 2050 data 0,¢,0,0,0,0,0,12,14,0,0,0,0,0, 103 3498 data 192,96,9,192,201,255,2409,8
@ 112 | 3508 data 56, 106,162,255,172,13,192,96

199 2060 data 0,90,1,0,4,0,0,0,13,15,0,0,0,0, 207 3518 data 169,0,96,216,173,0,220,74
? 56 3528 data 176,5,72,32,136,193,104,74

229 2079 data ©,0,0,2,0,9,0,9,0,0,0,0,0,0,0 15 3538 data 176,5,72,33,.143, 193,104,794

195 2080 data ©0,0,0,0,3,9,0,0,10,9,¢,0,0,0,0 22 1548 data 176,5,72,32,150,193, 104,74

237 | 2090 data 0,9,0,0,2,0,0,7,0,0,0,0,2,0,0 91 3558 data 176,3,32,163,193,108,9,192

183 2190 data ¢.,0,0,0,0,3,0,0,8,0,0,0,0,0,0 17@ | 3568 data 206,1,208,206,1,208,96,238

194 2110 data 0,0,0,0,9,0,4,0,90,90,0,13,0,0,0 179 | 3578 data 1,208,238,1,208,96,206,0

139 2120 data 0,0,0,0,0,0,0,5.0.9,0,9,14,0,0 33 2820 data 208,206,0,208,173,0,208,208

204 2130 data 9,0,0,0,0,0,0,4,6,0,0,11,0,15, 51 28309 data 21,2409,11,238,0,208,238,0
@ 249 | 2849 data 208,173,0,208,2¢8,8,173,16

179 2149 data 9,0,90,0,0,0,0,9,5,0,9,0,12,9,0 241 | 2859 daca 2@8,73,1,141,16,208,96,-1

67 215¢ data ©,90,9,0,0,0,0,0,0,6,9,0,9,13,0

162 | 2160 :

161 | 217@® rem mouse/joy array

182 2180 :

156 2199 data 0,0,0,0,1,0,0,0,0

February/March 1996
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VY

The programlistingin
this article can be
verified with our new
CheckSum utility.
See page 54.

Variousroutines have been used over the years to
allow programs to move from 128 mode to 64
mode without userintervention. With theadvent
of modified Kernal ROMs (JifflyDOS, RAMLink,
and others) many of the methods that work on
stock machines have either failed to do the job
completely, and in some cases fail all together.
RUNG64 is the answer to those users looking to
worm their way into 64 mode without having to

by Doug Cotton

be concerned with the different Kernal ROMs.
The program is presented here in two ways: as a
BASIC program that will move to 64 mode and
load the program you request, and as assembly
language source for ML programmers.

BASIC Notes: The BASIC version uses the ML
code produced by the assembly language source.
This is found in the data statements beginning at
line 660. When you run it, the program will ask

for the file name, device number, and file load
type (BASIC or ML). The first two parameters
should be self-explanatory, but the load type may
confuse you. If the file you're loading is itself a
small loader (1, 2 or 3 blocks) then it will almost
alwaysbean ML program. Likewise, if youusually

selected"

ng to 64

mair mdi

379
389
399

read
if d
poke

then 450

=]
i,d

400 1 = 1 + 1

410 379

420

goto

mode! "

VY RUN64 . BAS VY RUN64 .BAS (cont.)
102 160 uné4d.bas (c) 1996 creative micr 193 o]
o des 3 38
168 11@ 184 5@ rem poke in device number
19 12 print "{CLEAR/HOME}runé64" 58
26 13@ print 57 dvs="" then 570
198 125 186,val <)
81 f 84
232 d 249 1EC
@ 104
87 / 1S="a" : rem (a 253 e 6324,0
basi b=ml [,11) 244 15="b" then i
a6y § 18@ rem goto 310 138
248 L 241 em sys to ml
235 "filename®; £s 158
160 "{2 SPACES)}dev "y, f dv 216 56144
178
249 print 32 39,16@,0,185,22, 24
259 print "select a or b" 159 M), 208,247,165, 186
260 print "{2 SPACES}a. load";chrs$(34);f 93 G BT 2559128
$;chr$(34);",";right$(str$(dv),len(strs( 2 ‘ 25,56,48,169
-1) 101 69,090,141
239 IHE "2
235 f 13<>"a" and 1S<>"b" the

9,159,128, 24
232,208,245, 16;

240, 6 ;210

)
)

i
@,189,190, 1.

, 232,208,245

8

1]

186,16

157,119,2,

128,208,272,
il
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load the file with a *,8,1" at the end of the load
statement, it’s ML. If you're loading a larger file, ~pretty well documented, and ML programmers

or a file that you normally load with just a *,8”, should have little trouble figuring out what

then use the BASIC option.

Also, if youremove the REM instructions from
lines 150 through 180 the program becomes a
dedicated loader. Just specify the file name and

other options within those lines.

everything does. Take note of the Buddy
Assembler .off pseudo-op used a few lines below
the code label. This adjusts all fixed references
within thecode that followsit toexecute properly

at $8000.

Assembly Language Notes: The source code is

The code uses some indirect vectors (ibv, ibr
and ibm), and also switches out the BASIC ROM
temporarily to make sure that control is passed
back after executing some Kernal code.

To use the routine, just set up a file name at

Silename, puta device number in $ba, set the load
type in salflag, then execute the routine.

D

; RUN64.SRC

; Doug Cotton & Mark Fellows + ldx #500 ; print device
;7 (c) 1996 Creative Micro Designs, Inc. - lda part2, ; variable at end
i beq + ; of LOAD statement
.org $1800 ¢
.0obj runéd,obj
run6d jsr Sefl3 ; go slow )
i + ; check secondary
ldy #0 ; copy cartridge ; address flag for load
= lda code,y ; code to 58000 ; type, and print a
sta $8000,vy ; comma and a 1 at end
iny + of LOAD statement if
bne ; load type is ML
; ; 1 A -] ~ ~
lda Sha ; get device number ; lda #%91 ; print two CRSR up
sta dvtemp i and store it jsr Sfid2
i jsr sffd2
jmp $ffad i go 64 ;
lda dvtemp ; get device number
: &3 T ot 5
code byt $09,$80 ; cold start sta Shba ; and store
byt $09,5$80 ; warm start 3 o _ R
byt $c3,5c2,%cd,$38,530 ; cbmBO + ldx #S00 i put ETURN]
; = lda keydata,x ; into keyboard buffer
’ - -
.off $8009 ; offset code beqg -
; sta $0277,x
! 3 3
lda #8500 ; disable inx
sta 58004 ; cartridge code bne -
seil ; disable interrupts ;
: - lda salflag ; get load type and
' lda #$00 ; Zero out bne + 3 bfaﬂcn if 1?_:5 ML Ei]
sta 5d016 ; VIC control Registe: lda #504 i if not ML, change .A
. ) + sta Scéb ; store kybd buffer NDX
jsr Gif84 7 initidl%ze I/0 : . B
jsr SELE7 ; initialize RAM jmp  $elld ; enter BASIC
lda #S%eb ; switch in RAM 5 . B o
sta $01 ; at $aA000 ibv jmp  {($e395) : +n1t'a1} > yvectors
lda #<reenter ; set up return vector ibr imp (Se3 i in al}:v HTM )
sta $a000 ; at SA000 to bypass ibm imp  (Sel3 ; initialize memory
lda #>reenter ; ( 1 c ; o
Pt; tﬁﬂhl ? dvtemp byt $00 ; device number temp
=] wC ’ o] = 2 . ’ e
. salflag .byt $00 ; load type (1=ML,
' jmp Sfcf8 ; let Kernal finish up ; 0=BASIC)
H i
éeenter lda +#Se’ ; back from Kernal, set partl byt $¥1,Sll~ i 2~CRSm up
sta 501 ; SA000 back to ROM byt tv=peek (186) : load
l . vt 2 ; gquote
' ibv ; initialize wvectors
ibr ; initialize RAM ; R
ibm ; initialize memory part?2 byt $22 ; quote
. by ', dve
f -
ldx #5500 ; output screen text byt 500
- lda partcl,x 1 to form LOAD statement | ; o
beq ? ‘ ' keydata s0d ; [RETURN] . _
jsr S$ffd2 ‘U ; shortcut for RUN
1ox o ; [RETURN]
bne -
i ; i -3y | ~ 1 e |
; 1dx #s500 ; print filename to be filename .byt 'filename' ; name of file to load
lda filename,x ; loaded at end of byt 500
beq + ; LOAD statement ;
jsr $£f£fd2 Lend
inx
bne -
February/March 1996 27 CcCoMMODORE WORLD



RAMLink Baso odel (OMB. No RAMCard]
RAMLInk w/1 MB RAMCard (Speciall) ..
RAMLink w/4 MB RAMCard (Speclallj s
RAMCard RTC Option/Kit i
RAMLInk Battery Back- up [Ophondl]
Parallal Cumo {HA D) .

HD-40, 42 MB (Limited SUpply) .o
HD-500, 500+ MB (Special Edition) ... .
HD-1000, 1 GB (Special Edition) $499.00
HD-2000, 2 GB (Specal ) $699.00

FD- ZDU'O DOK and 1 6 MB).
FD Real-Time-Clock Option/Kit ..
Box of 10, High Density Disks (1. ).

Box of 10, Ennanc&d Density Disks (3.2 MBJ b

e J "fynﬂs
serial b
JittyDOS CB4/SX-64 System

JittyDOS C-128/128-D System .
Additional Drive ROM'S

-~ Digimaster ...

SID Symphuny Stereo Cartridge .
Sonus 64 Sequencer, MIDI Interface, Cables .
| Sonus 128 Suquencer {IDI Interface, Cables

and drive mmu

..549.95
. $59.95
: 524.95

BASIC 64 Compiler (Abacus)
BASIC 128 Compiler (Abacus) .
Blitz! 64 Compiler (Skyles)
Blitz] 128 Compiler (Skyles) ..
Buddy 64128 Assemble
Cobel 64 (Abacus)
Fortran 64 (Abacus)
Pascal 64 (Abacus) ...
Power C 64 (Spinnaker)

BO- :olumn Mom:ms (RAofurb) ..
Aprotek 3-Way User Port E:pandet
Aprotek User Port Extension Cable ... o
C-64/64-C Computers (Relurb, WD) .............c...
C-64, C-84C Power Supply (Repairable) .
C-128 Power Supply (Repairable)
Cannon BJC-4100 Color Bubble Jet Printer

Cadpak 64 (Abacus) ..
Cadpak 128 (Abacus)

Commodore 1541 Disk Drives (Refurb, wilD) ... $75.00

Commodore 1541-11 Disk Drive (Refurb, wiJD) . 588,00 Snartpak 64 (Abacus)

Commodore 1571 Disk Drive (Refurb, w/ JD) ..., 589.00

Commaodore 1802 40-column Monitor (Rafurb) . $149.00 | paint v1.5 (128, B0-col,, 64K VDC) {Living Proof) $39.00
CMD EX2+1 3-Port Cartridge Port Expander ...... $34.95 | pon v1.54 (128, 80-col.. 64K VDC) (Living Proof) ... $29.00
CMD EX3 3-Pon Canndge Port Expander .. $29.95 Parsonal Portfolio Manager (Abacus) .............

CMD Gamepad/Joystick Controller ................... 524.95 Pocket Writer 1 (64) Digtal Sol.).............. |
CMD GeoCable |l Print Cable 8ft./151t. ... $29.00/S34.00 Pocket Writer 2 (64/128) (Digntal Sol.) .
CMD SmartMouse (1351 Compatible Mouse) ... 549.95 Pocket Writer 3 (64 or 128) (Digital Sol.) - 570,
CMD SmartTrack (1351 Compatible Trackpall) ... $69.95 Pocket Planner 2 or Pocket Filer 2 (Digital Sol) . 235-00

.. $75.00
CALL

RAUN Productivity Pak |, 11, or 1l {Speclly]

Inkwell Light Pen Model 170C ..
AUN Super Starter Pak 1541 or 1581

Monitor Cables ...

0o
The FD-2000 disk drives utilize today's latest
9 support 800K (1581 style) and 1.6 MB (High

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

oo * 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.

FDSeries
1.6 MB 3.5" Floppy Drives

3.5 inch disk drive technology. FD-2000's

Density) formats. 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

Mouse Pad ... T ... $2.05 RUNWorks............
MW-350 Printer Interface (O 1) $49.00/560.00 SEC Check Haggtor 128
Panasonic KXP-1150 9-pin Printer ., s169.00 SuperScript 64 (Precision) ..

$229.00 SuperScript 128 (Precision) ..
$319 00 Suberbase 64 Version 3.01 (Prm:uuon]
ot ol Superbase 128 Version 3.01 (Precision)
~ SwiltCalc 64 (Timeworks) ..
Perfect Tax 64 (Free '95 Upgrad&]
Parlect Tax 128 (Free '95 Upgrada)
TWS 64 w/Speller (Busy Bee) .
TWS 128 w/Speller (Busy Bee) ..
TWS Moclulos (HDIRUII!uslramr}

imunications

Panasonic KXP-2023 24-pin Pnnler
Pnnasonvc KXP 2135 24 -pin Color Printer ..

Big Blua Readar \M 10 {SOGWAP}

CMD Utilities . %
JithyMON-64 (ML Mumlat;
The Cornpressnun Kll 94 {Mad Man} ...

... 819, 95 A

prolak Mini 4 (C= ready, 2400 baud ,
Desk Pack PIus .................. - $29.00 pprotek MiniModem C (C= ready, 1200 baud) .... $50,00
Dweezils Greatest Hits anmez S amp, Lm.elr?a; S'iO 00 Aprotek Modem adapter (C= to éxl PC Modcm} $20.00

Col!erle Ulamms lHanu‘f Geos Uhlmes:

FONTPACK Plus ..
gateWay 84 or \28 ts;mcny Vamlon)
QeoBASIC

BOCA 2400 Baud Modem . ;
BOCA 2400 w/SwiltLink and Cahla
BOCA 144K bps FaxMedem .

geoCalc 64/128 BOCA 144K w/SwiftLink & Cahlu . $159.00
geoChart .. BOCA V.34 28.8K bps FaxModem . .$189.00
geoFAX ... BOCA V.34 w/SwiftLink & Cable .$229.00
geoFile 64/128 .. .00 Dialogue 128 -
geoMakeBoot {Makos Boolab!e copies) . $12.95 SwiftLink RS-232 Cartridge (Up to 38.4K baud) .. 539 95
ge{,pmg,amme, _______ $45.00 SwiiLink Modom Cable {0390925} .59.95
geaPublish ... ; - R
GEOS 64 v2.0 . X

GEOS 128v2.0 .. §49.00 SL‘}L’;W:’ 21500
eoSHELL V2.2 (CLI for GEOS) .. 524.95 Blood Monay .. $15.00
International FONTPACK | Chomp! ........ $10.00

Perfect Print LQ for GEOS [Laser kan oumula s
RUN GEOS Companion ....... :

Day in the Lite of Prehistoric Man
RUN GEOS Power Pak | or Ii (Specily) '

Escape Route ..

Heavenbound .
Istand of the Drag
Laser Squad
Lazer Duel
Lions of the Universe
Mainframe ..,

Anatomy of the 154T
C-64 Science & Englra [+
C128 Computer Aided Design ..

C128 BASIC Training Guide .. Menace ...
Commodore 64 Tricks and Tlps . Navy Seal ..,
GEOS Programmars Roferonce Guide . L Rings of Medusa ...

Graphics Book for the C-64
Hitchhikers Guide to GEOS ...............
Ideas for Use on Your C-64 ..o,
Printer Book for the C64
Mapping the C64
Simple Internet .
Superbase - Th

RUN C128 Funpak ..
RUN C64 Gamaopak .,
SkateorDie .............
Slaterman
The Amazing Spider-Man .
The President |s Missing!
The Three Stooges ...

Tie Break Tennis

Total Eclipse ..
Handyscanner ............ $245.00 UltmaV ... i
Pagefox ... 2 $139.00 Walkerz .
\ﬂdoo Oigiiimr $189.00 Wings of Circe . $19.00
$89.00 Wizardry 5. Hear of the Maelstrom $24.00

WE ACCEPT ALL MAJOR
CREDIT CARDS
Creative Micro Designs, Inc.

P.O. Box 646
East Longmeadow, MA 01028

Info: (413) 525-0023
Fax: (413) 525-0147

D

every application, including GEOS.

Power-Backed Expandable REU

The fastest possible form of storage,
RAMLIink provides instant access to files
and retains data while your computer is
turned off. Easy to use and expandable up
to 16 MB, RAMLink utilizes the same powerful operating system
found in CMD Hard Drives. Unlike Commodore REU's which are
compatible with less than 1% of commercial software, RAMLink
supports more than 80% of the commercial titles. RAMLink also
offers built-in JittyDOS Kernal, SWAP feature, reset button, enable/
disable switch, pass-thru port and 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,
and can emulate 1541, 1571, & 1581 disks
while Native partitions utilize MS-DOS-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 chan below to match your order subtotal with your shipping zone and method
ups 2nd Next AK
Order Subtotal Ground | Day Day HI, PR |Canada
£0.01-8510.99 $3.00 5800 | 51700 | $12.00 $5.00
$20.00-529.99 $500 $500 | 51800 | $14.00 $7.00
$30.00-850 09 $600 | $1000 | S20.00 | 51500 £5.00
$60.00-5140.00 $800 | $1200 | $2300 | $19.00 | $1200
§150.00-5299 59 $10.00 | §14.00 | $27.00 | $21.00 | $20.00
$300.00-5789.99 $15.00 | S20.00 | $34.00 | $27.00 | $25.00
$800.00 + $20.00 | 2500 | $40.00 | $32.00 | $35.00

Policles: CMD accepts: Major Credit Cards, Money Orders, COD and Personal Checks.
Personal Checks are held 3 weeks. Customer is responsible for shipping charges on
refusals. Most items are stock, contact CMD for firm delivery. Returns for marchandise
cradit only within 30 days with prior authorization. Credits are less shipping, handling,
taxes, customs, duties, and a 10% restocking charge. No refunds or credits on opened
soltware. All prices and spoecilications are subjoct to change without notice,



Don’t Miss the LOWEST Price Ever
on CMD’s Most Popular
Storage Devices

swf(ﬂ’
' starting at 19990

RAMLiInk w/ 1MB RAMCard $199%
RAMLink w/ 4MB RAMCard 00!
= RAMLink w/ 1 MB, HTC, Battery-'
< BAMLmk wl 4MB, l-'ch, Battery-

: Prices do not inclide shipping and hanﬁlin
advemSement on the opposite page for ship I g pn :

me superb _ o . Sl
priclng on the larger Hard drives So don't hesitate—add the-power and flexibility of a
Dﬁves-' so low, in fact CMD hard drive to your system today! '

_’ ey A
CMD HD-40 JUST $2¢
HIDFS0D) 230, J‘JJ:)_J ADYIES 5808
-:'J.UJJUUU J fjJJ ])jrj j- BT UL
HDZ000) ZGIgAbYIES ;

Priczs do rotinalids siioging add fandling, S22 our i LIn
aclyartizamant o (e oguosiis D il 5 arlel golicizs,

CMD Creative Micro Desians, INc.



braphic Interpretation

GET IT TOGETHER WITH GEOS

I've always been into graphics with GEOS. |
enjoy desktop publishing with geoPublish, and
get a kick out of customizing my patterns and
then messing around with the spray paint tool
in geoPaint. Frequently, I'm amazed at the
quality of the images which come from geoGIF.
Recently, I became the proud owner of a
Handyscanner, so my graphic options have
really increased dramatically. I've written quite
a few articles and columns on the subject of
graphicsin GEOS, too: fromgraphics conversion
togeoPublish tips. I'd have tosay that my favorite
GEOS program is geoPublish, followed closely
by a number of other graphics-related
applications and utilities.

Talso really like fonts. Let's face it, fonts are
one of the big reasons why GEOS is so cool to
use. 1 have disks full of fonts; some I collected
from QLink and GEnie, others that I created
myself. Iactually enjoy the rather tedious process
of clicking on and off hundreds of individual
pixels as [ try to get a character set to look just
the way I imagine it. Along with the graphics
applicationsandutilities, another of my favorite
programs is Jim Collette’s Font Editor.

There is another variety of GEOS programs
which will always keep my interest, sometimes
making me waste enormous amounts of time
with mouse in hand and eyes straining into the
face of my monitor. I'm referring to games, of
course, Sure, there are snazzier games for the
Commodore outside of the GEOS environment.
Just about every GEOS game is a strategy game
with nary arole playing game ora shoot ‘em up to
be found anywhere. But I'm still hooked. Giveme
geoTiles and Draw Poker and I'm a happy guy.

COMMODORE WORLD
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But when things get gritty—when there’s a
deadline staring me in the face, like now, for
example, those programs get shoved aside in a
hurry. When I actually have work to get done,
the program Lalways turn tois geoWrite. Along
with the word processor, I always have a few
favorite desk accessories and support utilities.
See, the kind of writing I do doesn’t require any
graphics or fancy page layouts. I use whatever
font is handy, usually BSW 128, and [ put the
disks withall the cool games on themas faraway
from me as possible. It's just me and geoWrite,
pounding away to get things done.

That's not entirely true, though; it's not just
meand geoWrite. There'salso this sortof scruffy-
looking legal pad that always sits next to my
computer. [ use that pad for all sorts of things,
from quickideasfor columns tonoteson my last
conversation with the editor of this magazine. 1
also keep a seribbled list of things to do and of
people tocall, aswellas details of the project I'm

30

working on at the moment. In other words, that
pad of paper is my organizer, my schedule, my
address book, and my scratch pad all in one.
That's a pretty important tool. A few yearsago |
learned just how valuable it is to me when I lost
it. I was between projects and had just left the
pad of paper next to the computer. When my
next writing deadline started looming close and
I couldn’t find the pad, I realized that I was lost. |
even had to look in one of CMD's advertisements
to get the phone number of Commodore World
when I needed to call the editor.

It occurred to me, though, that GEOS might
justhave thetoolsIneeded for all this organizing
and the like. Computers do this kind of thing all
the time these days. There are several such tools
included with the PC version of GEOS, including
geoPlanner. Unfortunately, there’s no
geoPlanner for the Commodore, and as far as |
know no one has created anything similar as
shareware. But there are GEOS programs that
should let me schedule my time, jot notes, track
my projects, andmuch more. The more I thought
about this, the more I'liked the idea of creating
a“project manager” for GEOS by using a suite of
existing utilities.

I started by doing a little preparation; by
looking at the programs available and then
choosing which would work the best. In order to
dothat, Itried toimagine what I wanted a project
manager to do for me. First, it had to be able to
keep track of my day, including a to-do list and a
place to note things like meetings or calls to be
made. [ alsoneeded tohaveaplace tojotdownan
idea or other information that might come up as
the day went along. Iimagined that [ would start
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the day by creating a nicely-formatted overview
of what Ineeded to do and would then be able to
move back to that overview when I needed to.

At first [ decided just to fire up the Note Pad

desk accessory and leave it at that. I could type
pretty much anything on that pad and could
then get to it when I needed to by choosing it
from the “geos” menu. I gave it a try and was
very pleased with the result. I wrote a to-do list
there, ladded phone numbers of people Ineeded
tocall, and Inoted any meetings or events onmy
schedule for that day. Whenever I wanted, 1
popped up that list and I could see how I was
doing. This was certainly a nice solution to my
quest for an organizer. As a matter of fact, |
almost stopped there. Ididn’t, though, and
the reason was that T wanted to be able to
schedule things over several days or even
weeks. [ wanted to have information for my
next deadline stored separately but have it
be accessible so I could add things as they
occurred to me. Now I know that 1 could
just add pages to my NotePad. But Note
Pad pages are empty and small, hardly
flexible enough for serious project
management. When it came right down to
it, L wanted the power of an application.

Let me just pause a second here to clarify

whatImean. Thereisabigdifferencebetween
a desk accessory and regular application.
The difference is mostly philosophical. A
desk accessory is an add-on; a supplemental
utility whichis designed to be called up to do
some task that you need done while in the
middle of doing something else. A desk
accessory is sort of a mini-application, short
on power and features, but doing one thing
very well. An application is laden with
features and capabilities; applications have
all the power. Now that doesn’t mean that
some pretty powerful desk accessories can’t be
written—Jim Collette’s MiniDesk is a good
example ofavery powerful deskaccessory—but
otherwise most desk accessories are pretty
wimpy. Their big claim to fame, of course, is
that they are available from almost anywhere in
GEOS without requiring that you close the
application you are using at the moment. This
makes them extremely useful. But what [ was
trying to put together had to have more features
than a typical desk accessory. What I wanted, |
decided, was geoFile.

GeoFileis the “official” GEOS database. Using
the mouse to click on a grid and drag to create
boxes, [ can easily create a screen full of fields
(which is what you call the boxes you type
information into on a database screen) set up to
record all the information about my day. Then
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I could fill in a new copy of that form for every
day. By setting the date as the sort field, I could
keep a nice, organized set of daily plans and
schedules. [had created enough geoFile screens
to know that it would work perfectly for what I
had in mind. The only disadvantage would be
that it wouldn't have a desk accessory's ease of
access, but more on that later. '

I'hadn't used geoFile for some time, but once
| got started, I easily recalled how to set things
up on the screen. It's all very intuitive, and with
the alignment turned on and by copying fields
to create new, identically-shaped fields, I had a
workable form in less than a half hour. My first
try turned out very well, I thought. I made a

series of fields labeled 8:00, 8:30, 9:00, and so
on; these were for me to schedule events into. |
also included a field for day notes (things like
“Issue 13 columns due” get written there) and
one for a to-do list. I was at this stage of things
when I realized that T had pretty much filled the
sereenand had notincludeda calllogoraproject
information section. There was noway that such
things weregoingtofitononescreen, evenin 80
columns. AgeoFilerecordisactually larger than
the screen itself, so I could have just placed
things farther to the right or down a bit. But |
wanted to have everything on one screen with
no scrolling necessary. | had to make space
somehow.

I'tossed out all the boxes for different times: |
don’teverschedule that much stuffanyway, and
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just made one box for morning, one for
afternoon, and oneforevening, each big enough
to hold several items. That left me with enough
room for everything. It looked great and what’s
more, it worked. Using the keyboard shortcuts
tomovearound the form made data entry quick
and casy. Voila: I had my organizer.

Rather than try to force geoFile to do thingsit
wasn't designed for, I decided to pull in several
other programs which Tthought might be useful:
geoDex and Calendar, both from Desk Pack
Plus. The geoDex program is a desk accessory
database which, while not powerful enough to
become a full scheduler, can nicely handle
storing names and phone numbers and even
dial the phone upon request. As for
Calendar. it's designed toschedule in whole-
day chunks. What makes it handy to have
aroundisthe calendar displayitself. In fact,
if your organizing/scheduling needs are
fairly modest, you might be able to keep up
using just Calendar. I also kept the Note
Pad, sinceit’s quick and easy access made it
a great courier between my work in
geoWrite and my organizer in geoFile.

Allin all, I was pleased with the results.
I still wished that T could somehow make
geoFile into a desk accessory, though. Asit
turned out, | could do something very
similar to that with a miraculous program
called geoWizard. Itdoesn tactually change
any files at all, so geoFile doesn’t become a
desk accessory. It just starts to act like one,
What geoWizard does is provide you with
the option of starting a second application
while suspending the first, then switching
back and forth between the two almost
instantaneously. With GeoWizard, | could
jump from my organizer in geoFile to my
half-finished article in geoWrite at will.
Icouldstill wish for more. It would be nice
ifI could dial the phone right from my organizer
screen, kind of like geoDex does. 1 do love
geoWizard, but having an organizer built as a
true desk accessory would be even better.
Another handy feature would be an alarm
which could be set separately for each item on
the schedule. Maybe someone will write the
ultimate scheduler/task manager for GEOS one
of these days and incorporate some of these
ideas. In the meantime, though, this geoFile
solution will work just fine. I can keep the odds
and ends of my hectic projects on one nice
screen, easily accessible, and use that sereen to
keep myself on track. And the best part is that
I don't have to worry about losing that darn
legal pad any more!

D
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In my first column, [ discussed several of the
aspects that go into the day to day operation of a
BBS. I use my own system as an example for you
because if there is a problem to be encountered, |
have surely run into it. Here, modems
immediately come tomind. Mostcomputerusers
think of modems as the small box that sits next to
the computerwithlittleredlightsonit that makes
phone calls for you. But what if you want to
receive calls? Thereare alot of details to consider
when using a modem to answer the phone.
Modern modems will auto detect what kind of
call is coming in. But as we Commodore users
know, sometimes there is a little more to what a
modem can do TO you than what it can do FOR
you. My first modem wasan Aprotec Minimodem
that would answer the line and take all the abuse
that I'saw fit to give it. Butat 2400 baud, it wasn't
exactly a good choice for uploading and
downloading the multimediaarticles that Twrite.
So, Iwentout and got myselfastate of the art US
Robotics. It's the same model that the United
States government uses forit's employment BBS.

We'veall read what kind of modems we should
buyrighthereinthe pages of Commodore World.
But those are for the purposes of calling out to
services, the Internet, and BBSs. Thewholeworld
changes when you are at the receiving end.
Becauseyou canexpect calls from computers that
run at 120 MHz (the processor speed of the
machine. Stock C-64s runat 1 MHz. A super CPU
will run at 20), and send information at a high
rate of speed, with a slower system (compared to
the high end computers that cost several months
worth of wages and a year or two of payments)
have to rely on the modem to do the job of
receiving and sending the information.

The following are some of the things that you
need toknow about modems when runninga BBS.
Whathappenswhenmodems first link up is called
the LAPM (Link Access Procedure for Modems).
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Thisis the noise that the modems make when they
connect. A lot of things happen in those few
seconds. You'll notice that the higher the modem
speed, thelonger the modems take to ‘talk’to each
other. Thisisthe LAPM processinaction. Here are
some of the things that the modems are talking
about. Better put on the ‘ol thinking cap...

Modem Speed

Modems vary in price, but as a general rule, the
faster the modem, the more you pay. Your choice
of modems depends on what you are going to be
doing with your BBS. If you are just sending text,
then use a 2400 baud modem. But when you get
ready to add graphics and downloadable files,
then you need a faster modem. It will save
transmission time, which will in turn getthe user
off the phone line faster. Remember:
Commodores require a single line BBS. A
transmission over a 2400 baud modem that would
take 6 minutes will take less than one minute at
14,400 bps. On the information superhighway,
speed really is your best friend.

CPS (characters per second)

This is the rate at which a modem will send
information over the phone lines. While this
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relates to the baud rate, itis not the same thing.
The figure relates to the phone line condition,
the baud rate, and the compression that the
modems are using. The rate on a Commodore
based BBS can be as fast as on a IBM or a SUN
based system. For instance, my Does The Job
BBS on my Commodore 64 will have a bps of
210 at 2400 baud, which is pretty good. Line
conditionsand the modem type willhavea great
effect on this. A good modem will autotrain
(change the rates to match the line condition) as
it goes. I have seen the CPS go from 210 to 100
bps over a two minute period while online on
my BBS. File type also relates to this. At 14,400
baud, the CPS rates are as follows (assuming a
V42 BIS data compression, which is sometimes
not possible with a Commodore BBS).
Remember that this is under ideal line
conditions:

File Type CPS

Compiled program 3840
Text File 3400
Binary file (program) 2030
ZIP or ARC file 1700
GIF, JPEG 1700

Error Correction

This is one of my problem areas. As baud rates
and CPS rates rise, so does the need for error
correction, This is one of the areas where my
system has problems. Some of the different types
of error correction that modems use are highly
advanced and can be troublesome to the
Commodore owner. Why? Well, thereare alot of
reasons, but the buffer within the modems
themselvesarethebiggest factor that L have found.
Whendiscussingerror control, youneed to know
that the block of data that is sent/received is
called a frame. Error control is done in the
following order:
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1. Establishment of compatibility

2. Data frame formatting

3. Error correction through Cyclic Redundancy
Checking (CRC)

4. Retransmission of bad frames

Ifa bad frame is encountered, then it needs to be
reset. Butifyour modemis emptyingit's buffer at
the time, then the file will be bad. Buffer size
controlis VERY important. As always, when you
are the controlling unit in the system, there’s a
needfor doingthisexactly right. Asan experiment
Ull(‘{‘,l5{‘1IT.'I)'{_‘IT('II'L‘DF['(‘C“(]IIC{)Inl'll&l!‘ld.‘i \\"I'l)I'Ig.
Error control relates directly to throughput. The
most popular error correction types are:

Type Maximum Speed (bps)
NONE 300 to 1200
V.22bis 2400

V.32 speeds up to 9600 (will drop down to
4800 on a bad line)

V.32bis  for 4800 to 14,400. Will fall back to
lower rates when errors abound

V.42 this is the most popular error
correction today. Also supports MNP2
through MNP5

V.42bis  an extension of V.42 that defines the
data compression better than V.42
alone

V.FC neweststandard, forspeedsfaster than
14,400

MNP2  Microcom Networking Protocol (don't

through ask me, I just write about it.)

MNP5

As you can see, error correction is a bugger to
learn touse correctly on a BBS. Thave had the best
results with V.42BIS, which seems to be the
standard that Commodores like to use.

Data Compression

If the modems establish a V.42 connection, then
they try for a V.42 BIS connection. If that's
successful, try for a MNP connection. If that
works, then they try for MNP5 compression.
This is the most important thing in this article:
DO NOT allow them to establish a compression
protocol higher than V.42! Why? The dictionary
is the size of the buffer within the modem that
stores the information that is traveling back and
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forth on the phone lines. If the dictionary is too
big, then the data is lost when it is sent to your
computer. I've proven this on all four of my high
speed modems, using four different brands.
V.42bis is more efficient for transferring files
from one machine to another.

V.42bis is more efficient than MNP2 through
MNP5 compression in part because it
dynamically deletes entries that are no longer
used. In addition, it works better with files that
are already compressed, like ZIP files and 8 bit
binary files (program and graphic files), which
seem to be compressed already to the modem.

Flow Control

Flow control is required when the modem speed
ishigherthan 1200 baud. Settingthe flow control
rate higher than the modem connection rate
allows for a higher throughput rate. Here are
some of the flow control types:

XON/XOFF software requires slow speeds, 2400
baud and lower.

CTS (Clear To Send)requires that your software
supports CTS,

RTS (Request to Send)thesister control ofabove.
Both have to be there to be used. Usually called
RTS/CTS.

ARQ(automatic Repeat Request) Thisisa general
term for hardware error correction, used by V.42
and V.42bis,

ASYNC (Asynchronous) length between bits
beingtransmitted isvaried, and must be signaled
for by both modems.

The flow controls are both simple and difficult
to understand. As an example, my system will
use ARQ when a user wants to download, but
won't take a upload using it. Thave to switch to
ASYNC for a upload, which will work up to
4800 baud. This is related to the buffer sizes
within the modems. Confused yet? If not, then
read on.

Clock Settings

There are three possibilities here. Always use
option one ifitis available to you. If you can’t set
it, then don’t worry about it.

L. Your modem sets the clock speed.

2. DTE (data terminal equipment) The computer
(your C-64).

3. Aloop from one modem to the otheris used to
time the connection.
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Compatibility

Thereare twomain kinds of compatibility: [TU-T
(International Telecommunication Union) and
CCITT (International Telegraph and Telephone
Communications Committee). You will likely
be using the ITU-T standards. The other
standard is BELL. You will have to experiment
with this. As you can see from all of this, the
modem it the most important thing in the
system. Thereare, however some things that are
general enough in nature that are universal.

Buffer Size

Don’t forget this! Your Commodore has a very
defined need for a small receiver buffer. Not all
of my modemshave setable buffers, which limits
my maximum upload speed. Downloads are
another matter. The modem on the callers end
handles that, making it a moot point for you.

Speed
Simply put: faster is better, so spend the money
now. In a month you'll be happy that you did .

Navram

I had to bring up something like that, didn't 1?
NAVRAM is the memory that is user accessible
in the modem. This allows you to set things like
error correction, buffer sizes, flow control, etc.
The AT commands thatyousend modemsaccess
the NAVRAM. Most modems will have at least
two memories that you can access for this. A
simple command will allow you to view the
commands and settings that are stored in it.
This also varies with each modem brand. Many
come with several templates stored in the
memory that you can modify as you see fit.
Some modems have a switch that will allow you
to have it use the NAVRAM or the factory
settings when you turn on the modem.

Verbal vs. Numeric Responses

This is the difference in what the modem will tell
your computer. When you type in ATZ, your
modemwill respond witheithera‘OK ora0 Alot
of BBS programs like to use the numeric
responses. Does the Job is one of those.

That should be enough for you to think about
until next issue, where I'll continue with the saga
of finding the right modem. In the meantime,
youcancontactmeatany oneofthesesaddresses:

mephoto(@genic.com
mcphoto@izzy.net
mcphoto@hven.org
mephoto@sojourn.com

©
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Test your game skills with

Gryphon, The Honeymooners,
Apache Strike and Gauntlet II
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Gryphon
The Avalon Hill Game Company
Available from 881

For those of you who may not be
familiar with the word “Gryphon”,
it's a mythical animal typically
having the head, forepart, and
wingsofaneagleand thebody, hind
legs, and tail of a lion. The Avalon
Hill Game Company brings you
Gryphon, a Commodore 64 game
of “fantasy, arcade and adventure.”
As you might imagine, this game
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promises to transport you into a
whole new world full of magic,
mystery, and danger. The only
question is: do you have what it
takes to keep your Gryphon alive?

On the left side of your game
screen, you'll find gold bars that
vour gryphon must use as stepping
stones in order to cross the
poisonous pond. Sounds easy, you
say? Well, you're wrong—it's not! |
admit, I may not be one of the
world's best game players, but one
thing I do have is patience. I played

this game for quite a long period of
timeand still foundit difficult doing
whatthe book makes soundsoeasy.
First of all, in many games the first
levelisasortoftraininglevel, giving
you plenty of time to master the
skills required to get through the
rest of the game. In Gryphon,
however, they don’t give you any
warm-up’s—the monsters and
challenges come at you from your
very first step. So be careful!

One of the thrilling (yet
sometimes frustrating) challenges
is that there are monsters to be
found everywhere in this game,
including spirits that rise straight
up from the ground itself! I easily
got past the beginning monsters
only to encounter the poisonous
pond. To cross it, you'll need to
pick up a gold bar and drop it into
the pond, go back for another gold
bar, and so forth, until you've
successfully made yourself a little
bridge. Picking up and dropping
the gold bars may not sound
difficult, but it does take a while to
master. Once you've made it across
the pond, you'll enter the Mystical
Woods where more challenges
await you in the Surreal Cities,
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followed by the deadly Darklands.
[hatetoadmit this, but Inevereven
madeit to the Mystical Woods. And
believe me, [ tried!

Unfortunately, asinterestingand
challenging as the play is, I was
disappointedin the graphicsin this
game. They leave alot to be desired
and detract from the overall
experience of such an imaginative
story-line. And when you combine
below average graphics with almost
insurmountable challenges, the
result is a game that is not only
frustrating, but doesn’t hold your
attention for long, either.

However, on the more positive
side, if you are the type of person
who has great perseverance and
thinks there is no challenge big
enough, and you don’t mind the
graphics, thenyou'll probably want
togive Gryphonashot. Ifyouenjoy
testing your gaming skills, then
you will more than likely find it
entertaining. linvite you challenge
seckers out there to prove me
wrong and make it clear through
to the end without enlisting the
aid of a gaming cartridge or secret
pokes!

-Sherry Freedline
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The Honeymooners’
First Row Publishing Company, Inc.
Available from SS1

The Honeymooners’, which
originated in 1950, introduced the
world to Ralph Kramden (Jackie
Gleason) and his wife, Alice (Pert
Kelton) with a two minute skit
performed on Jackie Gleason’s
“Cavalcade of Stars”. Two years
later, Audrey Meadows assumed
therole of Aliceand Art Carney (Ed
Norton) and Joyce Randolph
(Trixie) were added to the
Honeymooners' cast, whichwasstill
askiton the “Cavalcade of Stars”™. In
1955, The Honeymooners' sketch
was turned into its own series, was
picked up by CBS, and has since
became a legend. Audiences were
treated to 39 comedy-filled episodes
before the show was cancelled.
Theworld willnever forget Jackie
Gleason’s infamous expressions
such as “One of these days Alice...
pow!Rightto the Moon!” Andnow,
over forty-six years later, their
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characters can be
enjoyed once again in
The Honeymooners'
Game by First Row
Publishing Company,
Inc. The comedy of
Ralph, Alice, Ed, and
Trixie be
experienced by one to
four players on a
Commodore 64 or
Commodore 128 in 64
mode. The mission of
the game is to earn enough train
fare ($223) within one weeks time
in order to travel from New York
City to Miami for the Raccoon
Convention.

The game provides four different
money-making opportunities; “No
Ifs, Ands, or Bus”,” Sewer | Willl",
“Alice and Trixie Go To Pieces”, and
“The $99,000 Answer”, In “No Ifs,
Ands, or Bus”, Ralph takes on a few
additional busroutes. Assumingthe
role of Ralph, you must pick up
waiting passengers at theirbusstops
and drop themoffat their requested
For each discharged
passenger, you'll earn between $3
and $12. But, of course, there’s a
hitch. Eachround isassigned a time
limit. Each time you play this
particular portion of the game, the
time decreases. In order to claim
yourhard-earnedbus fare, youmust
drive your bus back to the bus depot
before the time expires.
Occasionally, your neighbor Ed
Norton boards the bus, adding to
your already hectic route.

can

stops.
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Next, it's Ed’s turn to earn some
money for the tripin “Sewer [Will!”
At the beginning of this challenge,
a map of the sewer system will
appear. As Ed, you'll only have a
few brief seconds to memorize the
map before the gusty New York City
breeze takes it from you. Ed must
descend into a manhole to repair
the manyleaksalong the sewer lines
of the Big Apple. For cach repaired
leak, Ed earns between $1 and $5.
In order to claim his pay, Ed must
find his way back to the ladder
before the time expires.

“Alice & Trixie Go To Pieces” is
my favorite part of The
Honeymooners Game. Tohelp earn
money for the cause, Alice and
Trixie take onjobs building puzzles
for display in  Morgan's
Department Store. Again, a time
limit is imposed within which you
must properly position the puzzle
pieces to earn money. For each
properly placed piece, Alice and

Trixie earn $1. If they manage to

complete the puzzle before time
expires, they will earn §25. The
puzzles contain pictures of the cast
of The Honeymooners'. I have
always considered myself to be
pretty good at building puzzles, but
this game requires quick reflexes
and thinking to complete the
puzzles within the allotted time. |
admit that I found it to be quite a
challenge.

If you're successful at earning
moneyinanyofthe three challenges,
vou'll be asked if you'd like to

participatein Ralph’s favorite game
show: “The $99,000 Answer”. Here
you'll have a chance to double the
money you worked so hard to earn
in the previously completed
challenge, by answering a
Honeymooners™ trivia question,
The trivia question gives you a
choice of four possible answers.
Pick the correct answer and you'll
double your money; answer
incorrectlyandallyour hard earned
money from the last job goes down
the tubes.

Allinall, Tenjoyed the game. The
graphics are cute, but I was
disappointed in the lack of sound
effects. Atthebeginningofthe game
you are treated to the theme song
from The Honeymooners’, but
aside from a few sirens during “No
Ifs, Ands, or Bus”, that’s about it
for the sound effects, which in my
opinion, detracted a bit from the
game. Justalittle background music
would helped a lot.

[ really enjoyed reading the 12-
page manual provided with the
game. The appendix includes a
fascinating history of  The
Honeymooners', including how the
show inspired othersitcom couples
like The Flintstones’ and The
Rubbles”. The manualalsoincludes
pictures fromepisodes of the classic
show. If you are a fan of The
Honeymooners’, you'll want this
game to add to your collection.

- Sherry Freedline
®
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Apache Strike
Activision
Available from 851

Wanted: A brave Commodore 64/
128 owner possessing greatamounts
of skill, endurance, and couragewith
an insatiable appetite for danger.
Why? Tosearch three cities for their
Strategic Defense Computers
(SDCs) controlling nucleararsenals.
Therecipient of this quest must also
possess the know-how to fly the all
powerful AH-64 Apache attack
helicopter, sporting a sophisticated
radar tracking device and ferocious
fircpower. Only the most advanced
high-tech equipment can assist this
daring soul in flying at unspeakable
speeds through the paths of
skyscrapers while eluding the
oncoming fire of hostile tanks and
choppers. Due to recent threats of
total nuclear destruction, the future
safety of the world is at risk. Thus,
the challenge of Activision’s Apache
Strike is posed.

Apache Strike is a one-player
game for the Commodore 64/128.
Ajoystick in port 2 is also required.
The game begins with the title/
selection screen. This screen
providestheoptionsofchangingthe
game's difficulty level (a choice of
four), viewing the credits, and
viewing the highscorescreens. Once
the game’s configurations are set,
it’s time to take to the high skies!

Thenextscreen placesyouinside
the cockpit of the awesome AH-64
Apache Helicopter. At your
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fingertips is an instrument panel
featuring nine different indicators
which continually feed you up-to-
date information, These indicators
include a sophisticated radar
tracking device to help you locate
the enemies and the SDC's. On the
radar screen you appear as an
unblinking dot, while the SDC
appears as a large blinking dot and
any enemies are represented as
small blinking dots. Asyou can see,
the radar system keeps you safe
from surprise ambushes. The
Distance and Bearing Indicators
keep youinformed of your distance
from the SDC. The smaller the
number on the Distance Indicator,
the closer your are to the SDC.
Clock-like in appearance, the
Bearing indicator lets you know if
you are traveling in the proper
direction towards the SDC. When

“9BBO7660 || 5

SCORE =

the Bearing Indicator’s line is at
12:00, you're heading straight for
the SDC; conversely, the line will
be straight down from 6:00 if you
are traveling in the opposite
direction of the SDC. The other
instruments keep you informed of
the number of remaining
helicopters (you get three),
remaining enemies (each level has
a set number), fuel supply, score,
speed, and altitude,

The joystick is used to ascend,
descend, move left and right, and
to fire bullets. The AH-64 is also
equipped withmissilesactivated by
pressing the spacebar. However,
keep in mind that each time a
missile is fired, five points are
deducted from your score.
Although it takes three missiles to
destrovan SDC, the reward of 2500
points and a successful mission
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makes it worthwhile. The speed of
your aircraft is controlled through
the function keys. The speed will
need to be adjusted each time you
dare to make a turn in the narrow
passageways. A help screen is also
available by pressing the Inst./Del
key to remind you of the various
functions of the keys.

From all you have just read, it
sounds like a pretty interesting
game, right? Well, my expectations
were pretty high after viewing
Apache Strike’s packaging and
reading themanual. Unfortunately,
this game has one major drawback;
the that the graphics
throughout the levelsdon’t change.
The viewing window provides an
ongoing display of skyscraper
outlines with random appearances
of enemy tanks and helicopters.
Add in a continual hum from the
helicopterand I found that the game
lacked the ability to hold my
attentionor get meinto the exciting
mood the game promised.
However, the sheer challenge of
successfully maneuvering my AH-
64 through the narrow, maze-like
passageways ol skyscrapers,
buildings, and overpasses was

fact

enough to persuade me to
withstand the repetitious display.
Unfortunately, when left to my
devices, the world did not survive.
Perhaps, you possess the skills Iack
tosave the world from total nuclear
destruction. Let's hope someone
does: I'd like to reach retirement!

- Sherry Freedline
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Gauntlet 11

Mindscape, Inc.
Available from SSI

Mindscape, Inc.'s Gauntlet II
revives your favorite characters
fromthe original game forasequel
featuring an all new assortment of
mazes daring to be conquered. All
the menacing villains have
returned along with afew new ones
which are meaner, nastier, and
more challenging than ever!
Gauntlet II is played on a
Commodore 64 (or 128 in 64
mode) by one or two players.

The game begins with the
appearance of the character
selection screen.
your character is vital to your
success in conquering the mazes.
You may elect to be Thor, Thyra,
Questor, or Merlin. Each character
differs in their strengths and
weaknesses; Thor (the warrior) has
the best shot while Merlin (the
wizard) excels in magic. You may
need to play the game a few times
before you can decide which
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character is best for you.
After you've selected your
character, you'llneed to pick
a color. This option is
provided to allow both
players to be the same
character and  easily
differentiated from the
other. In two player games,
both players work together

course, you'll get further in
the game by enlisting the
assistance of a friend.

The fun begins as you find
yourself in a maze filled with a
variety of evil looking characters.
The goal is to find your way safely
through the maze to the exit door.
Each player begins the game with
2,000 Health Points; the game ends
when you run out of them. Along
your travels, keep an eye out for
food, cider, potions, amulets,
treasures, and keys. Finding food
and cider results in a gain of 100
Health Points, while potions and
amulets provide tools to aid in
fighting off the enemies such as
extra armor, Illilgi(_' power,
invisibility, super shots and more.
Treasures may be good or bad with
rewards of bonus points, potions,
or a surprise of death, and finally
thekeysenable youtounlocklocked
treasure chests, doors and walls.

The villains include ghosts,
grunts, demons, lobbers, sorcerers,
super sorcerers,
puddles, and even “It” and “That”.
This team of ghouls will hit you,

battling the villains. So, of

death, acidic
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throw fireballs and rocks,
disappear, and drain your health.
The “It" and "That” characters are
interesting; when “It" hits you, all
the monsters become attracted to
you until you either leave the maze
or touch the other player. “That”
will also you chase you around the
maze. If “That” succeeds in
touching you, he'll take away a
special power, potion, or 100 health
points, You'll need all the strength
youcanmuster, plus any magic you
can find, to survive your bouts with
these fiendish fellows.

Gauntlet ITis a fun and addictive
game, The graphics and sound are
just what you would expect from a
commercial software publisher. The
accompanying manual quickly and

accurately prepares you for the
Gauntlet experience, However, the
manual does fail to tell you how
many mazes are provided in the
game. I know this isn't a significant
fact, but it would be helpful to know
how far youare from completing the
game. The only other downfall to
the game is the inability to save
games as the mazes are conquered.
Losing your life means you have to
start again at the very beginning of
the game,

So, what are you waiting for?
There are ghosts to scare, lobbers
to pierce, and sorcerers to curse.
When it comes to games, it doesn't
get much better than this!

- Sherry Freedline
®
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geoKeys

G. Mekes Datensysteme, Birkenstr. 19,
85604 Zorneding, Germany. Available
[from Geos Users Clieh; DM 130,00,

Tired of using your C-64 or C-128
keyboard in GEOS? Do you find it
difficult adjusting to one type of
keyboard at the office and a
different type at home? If you
answered yes toeitherone of these
questions, then geoKeys may just
be the solution that you've been
looking for,

What is geoKeys?

Very simply, geoKeys is an
interface that lets you use a
standard IBM AT-style keyboard
with your Commodore 64 or 128
computer, It also includes a disk
that contains a setup and test
program, and various other
utilities that are required to use or
configure the new keyboard and
interface. Bear in mind that you
must provide your own keyboard
foruse with theinterface, as thisis
not provided. Not providing the
keyboard is a good idea, though,
as there is a wide variety of
kevboards to choose from, and
this lets the buyer make his or her
own choice.

The interface comes housed in
abox approximately 5 2" x 3 3/4"
x 1 7", On one end you'll find a
standard AT keyboard connector
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geoKeys

Using an IBM keyboard on your Commodore is easy
with this keyboard interface from Germany.

and a ribbon cable that connects
to the User Port. On the opposite
end the unit has a DB-25 socket
that provides for connecting to
standard printers (equivalent to a
geoCable printer interface).

How Does It Work?
The geoKeys interface hooks into
the User Port on any Commodore
64/128 computer. Unfortunately,
this doesn't allow the new PC
keyboard to be used unless you
are running a program that has
been specifically written to
support the geoKeys interface. In
other words, you'll have to use
your normal keyboard for
everything except GEOS (which is
the only program the author
provides patches for). Inaddition,
you'll have to load GLEOS using
your stock keyboard, since the
geoKeys patches cannot begin
working until after GEOS starts
running.

The first time you use geoKeys,

you'll need to run though a brief

installation process. This is really
quite a simple operation, and just
involves copying files from the
supplied utility disk to your GEOS
boot disk; afterwards, you can run
a test program to make sure the
keyboard and interface are
working. Once the installation is
complete, the PC keyboard will be
availablewheneveryoustart GEOS.

What's the
Advantage?

As I hinted at earlier,
users who spend their
days on a PC keyboard
and then go home to a

Commodore type may find the
constant adjustments perplexing.
Some users may just prefer a PC
keyboard. Others maybeattracted
to ability to "kick back™ with a PC
keyboard on theirlap. Any of these
would be a good reason for getting
geoKeys. But there's one more: the
EditKeys program supplied with
the unit will let you configure
function keys to generate
keyboard shorteuts—in fact, you

can change the definition of

almost every key on the keyboard.

In addition, there’s a program
included called ChangeKeys thatlets
vou quickly switch between
keyboard layouts, and a ResetKeys
program to switch you back to
standard. In addition to all this, the
disk also contains an input driver
that lets you use the keyboard in
place of a mouse.
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The Down-Side...

Sadly, the price is the
main negative aspect of
the product. It sells for
around 130,00 DM in
Germany, which is just
under $100.00 US (at current
exchange rates). Luckily, AT-style
keyboards are cheap, and you can
probably get a good one easily for
$25.00 or less. If you consider that
the geoKeys interface also doubles
as a geoCable interface, it takes a
little bit of the sting out of the cost—
but it's definitely not something
everyone can afford,

The other negative is that
there's no English language
manual (at least we haven't been
made aware of one). Users who
have a strong GEOS background
should havelittle trouble, but less
experienced users may have
trouble getting started.

Overall, though, the product is
well designed, and will be a
welcome addition for those who
want it.

©
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Larrier Defect

Giving me a new terminal program, especially
one which offers something for everyone, is like
giving Tim “the Tool-Man" Allen a new power
drill or Steve Vander Ark a new GEOS utility to
test. As crazy as it may sound, [ get excited when
it comes to this stuff. A new term program with

heaps of new features to play with is the kind of

stuff that really makes it fun to write about
telecommunications.

Even though I'm a C-128 owner, I've always
made it a point to be as non-biased as possible
and be familiar with the features that different
terminals offer (for either 64 or 128 mode). For
my daily use, Itend to gowith one of the 128 term
programs, butwhen Novatermauthor Nick Rossi
offered to send me beta versions of his latest
work, IthoughtI'dgiveitalookover, but continue
to use the other terminals in my arsenal as well.
However, this one snuck up behind me and took
me completely by surprise. I'm not even sure just
when the transition happened, but I soon found
myself rearranging the way I perform my daily
BBS and Internet access to use Novaterm 9.6.
And this was before Rossi made an important
discovery and came up with the “picce de
résistance” for 128 users.

Novaterm 9.6, the first ever commercial version
ofthis term program, has something for everyone;
from inexperienced users to the modem “jocks”
whoactually keep track of their CPS rates. Andit's
not just for Commodore 64 users anymore.

Support Protocols and RAMDisks

Those who have used Novaterm 9.5 are quite
aware that this terminal program broke new
groundoffering Zmodem, which functioned only
for downloads, and even then it didn't always
work for some users. When [ took a look at

February/March 1996

By Gaelyne R. Morasec

NOVATERM 9.6

Novaterm 9.6, the first thing I noticed was that
the file name for the Zmodem protocol no longer
ended with “recv”. Not only does Novaterm's
Zmodem work for both uploads and downloads,
it does so reliably. And under proper conditions
it will use a streaming mode which continuously
sends or receives data until either the transfer is
complete, or an error is encountered.

Novaterm 9.6 is the first Commodore terminal
program toimplement the “-g" (streaming mode)
for Ymodem and Xmodem 1k protocols. To use
these to full advantage, you'll need a modem
capable of hardware flow control and error
correction when at speeds higher than 4800 bps.
Ymodem-g is the impressive speed demon of the
newchoices, butit hasthedistinct disadvantage of
aborting if any errors are encountered.

Hand in hand with the new protocols is
Novaterm’sbuffer. The Commodoreisn’t capable
of receiving from the modem and writing to a
physical disk at the same time, soit’s necessary to
use the buffer for file transfers in order to take
advantage of the new protocols. Once a barely
:ldt'qu:lleSlI\' text-only convention that used what
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was left of the 64's internal memory, the new
buffer is used as a fast RAMDisk, complete with
subdirectories(ifthe user desires). Older versions
of Novaterm would install RAMDOS if a RAM
Expansion Unit (REU) was detected, and useit as
a RAMDisk. This version elegantly combines the
function of both buffer and RAMDisk, with the
benefit that since it uses custom routines, file
transfers are no longer dragged down by
RAMDOS. Those without REU's aren’t left
behind, as Novaterm offers several alternative
“memory drivers” to use instead, including the
128's VDC memory, BBGram, GEORAM, and
DACC partitions for both the RAMDrive and
RAMLink. Any of these devices can be used for
the purpose of buffering text, or for file transfers
that use the buffer.

The bufter menuhas two columns chock full of
options, including the ability to view the buffer
directory, where files appear with both their disk
blocks and bytes listed. Copy options for moving
files to and from the buffer give the user a menu
list of the disk or buffer files to choose from. This
makes it easy to prepare the buffer if you're
planning to upload files to a BBS fromit, and just
as easy to copy downloaded files to a disk drive.
Rossi also added many of the file translation
methods that are in the Disk Operations menu,
like the familiar ASCII-to-PET and PET-to-ASCII
translations. Taking it a few steps further, new
translations have also been added that will be
helpfulto Internetusers, includinga PET-to-UNIX
(the ASCII-to-PET translation does UNIX
translations at the same time). Also included is
the ability to create and decode uuencoded files,
from either the disk or buffer menus. Another
useful feature is the ability to read text files from
the buffer using either the 40 or 80 column fonts.

COMMODORE WORLD



New Serial Port Support

The first time I checked out Novaterm 9.6, one of
the first things that caught my attention was that it
offers more serial port drivers than I knew existed!
In addition to supporting the standard user port
interface and different SwiftLink cartridge
configurations (stock, $DF00 and $D700),
Novatermalsosupportsthe HART cartridge, which
gives the term program the ability to use modem
speeds up to 57.6k bps. Additionally, a new
cartridge manufactured by Performance
Peripheralsine. called the CommPortissupported.
The CommPortissimilar to the SwiftLinkin that it
is a UART serial cartridge
capable of 38.4K bps, but it is
specially designed to allow
BBGram and GEORAM
owners to use these devices
whilemodeming. But that’snot
the last of the new serial port
drivers, as Rossi also included
support for Daniel Dallmann’s
UP9600, a modified user port
interface that allows modem
speeds up to 9600 baud,
through the user port (yes, even on the C64). The
information for modifying existing interfaces can
be found in the comp.sys.cbm FAQ files or on the
World Wide Web at http://rpooll.rus.uni-
stuttgart.de/~etk1 0217 proj.itmi.

New Screen Drivers

Keeping up with incoming text from the modem
while not losing any characters in the process is
something of a challenge when using the 80
column font in Novaterm. It's been a challenge
that Rossi has battled since the advent of 2400
baud modems for the Commodore, and served as
an excellent stepping stone to dealing with the
faster modems in use today. To keep up with the
modem while drawing text on the screen, Rossi
hasadded a “fast-REU” screen driver for use with
the 80 column fonts. This driver takes advantage
of the REU’s direct memory access capabilities,
andimproves the speed that text can be displayed
onthescreenwithoutlosingcharacters. Forthose
without an REU, the speed of screen writes has
also been increased, using a scroll ahead feature
which replaces the former (and sometimes
confusing) single, double or triple scroll option.

The “Piéce de Résistance”

for 128 Users

If 1 were to ask Commodore 128 owners to name
one reason they would give Novaterm a miss, it
would have to be the emulated 80 column fonts.
(128 users who have come to appreciate the 80
column mode of the computer have a legitimate
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complaint, asit’skind of silly to use an emulation
of 80 column mode when they have the real thing
available. Without this minor “handicap”, many
128 users would probably be very happy to take

advantage of the newer protocols and speed of

file transfers. With the addition of 80 column
VDC screen drivers, Novaterm no longer has this
“handicap”. Yes, if you have a C128 computer,
you can have 80 columns and 2MHz when in the
terminal mode. The computer must be in 64
mode when Novaterm is used, but 128 users can
choose one of two VDC drivers (25 or 28 line) and
whenever entering the terminal mode, switch

“Novaterm 9.6, the first ever commercial
version of this terminal program, has
something foreveryone; frominexperienced
users to the modem “jocks”... And it’'s not
just for Commodore 64 users anymore.”

their monitors to 80 column mode. During file
transfers orwhen the user hasentered acommand
that requires them to switch to 40 column mode,
the computer switches down to 1 MHz mode and
amessage is flashed on the screen to remind the
user to flip the switch on their monitor.

Novaterm 9.6 has kept its familiar menu
interface, but behind the menus there are many
new touches that may not be readily noticeable,
but make for a very complete program.

In Support of Partitions

Novaterm allows the user to define which devices
they want to use for specific tasks, such as having
different drives used for uploads or downloads
(these can be the same device or two separate
ones). This isn't exactly new to the program, but
what is new is the ability to define different
partitions for storage devices like the RAMDrive
or CMD's RAMLink and hard drives. This ability
was also added to Novaterm's BBS mode, but set
up slightly differently. The BBS mode allows the
sysop to pre-define multiple directories or
partitions that the caller can access. In this case,
though, itrequires thatthesysop give thedirectories
names that are displayed to the caller.

Other Improvements

Other areas of Novaterm have also been
improved. The texteditorhasblock cut, copyand
delete functions. The text editor is also used to
createand compilesscript files, whichallows more
experienced users to automate their online
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sessions. The instructions for creating script files
havebeen rewrittenand are mucheasier to follow.
These take the user through a complete tutorial
on creating scripts, and provides detailed
descriptions of the many commands it uses.

Keeping it All Tied Together
Something that any veteran Novaterm user will
notice immediately is that the terminal
emulations, ASCII translations and fonts are all
tied together. So, when you change from one
emulation to another, all the other associated
modules are loaded along with the emulation.
This was one of the stumbling
blocks users often encountered
in older versions because it
wasn't always immediately
obvious that when you changed
emulations that you also had to
change the ASCII table or font.
The way this is implemented
now takes out the guesswork,
leaving the user to do more
important things.

Making it Easy for New Users

Setting up a terminal program can be a daunting
task for a new user, but Novaterm 9.6 makes it
easy with a Configuration program which
automatically loads the first time the programis
used. This takes the user step-by-step through
the process of setting up the many options. The
Configure program uses both graphics and text
to prompt the user about their modem, serial
interface, and memory devices. If a user makes
hardware choices that don’t normally function
well together (such as an unmodified RAMLink,
SwiftLink and REU), the user is warned and
offered the chance to make other choices. For
those of us who have made changes to our
hardware, there’s a kind of “Leave me alone, |
know what I'm doing” option. The Configure
program auto-detects whether a user is using a
(128 or C64, and adds appropriate choices for
the memory options as well as asking whether
they will be using the computer’s 80 column
mode. Those who wish to use Novaterm's 80
column emulations are shown the two different
font styles the term uses (standard or wide) and
asked to pick the one they prefer. Once the font
has been selected, the user is given the option to
togglethrough color choices forboth the character
and background colors, with the 80 column font
shown on the screen. This addition makes it easy
tofindjust theright color combinationfor reading
text online. Once the end of the Configure
program is reached, it saves the users answers to
disk and loads Novaterm, ready for use.
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The manual for Novaterm 9.6 is supplied in
printed format and has been completely
rewritten. While not condescendingin any way,
the manual starts off geared towards the new
user, taking the reader through using the
configuration program, setting up the program
and then exploring each menu of the program
individually and in depth withoutbeing overly
technical. Different aspects of modeming, such
asuploading and downloading files are covered
in detailed, easy to follow steps for each
protocol that Novaterm supports. Since many
people have more than one computer, the
manual also covers how to transfer files using
a null modem,

Novaterm: The Cartridge
Novaterm 9.6 doesn’t come on a disk, nor does it
come as files that need to be downloaded and
dissolved; instead, it’s a cartridge. Peter Fiset of
Performance Peripherals, Inc. designed the
hardware and will add Novaterm to the line of
Commodore products they carry.

There are advantages to having a terminal
program in a cartridge. Long term BBS and
Internet users may disagree, but having a

cartridge to order and plug in will make it much
easier for some people to get started with
telecoms. The program is available instantly
and any modules needed are loaded quickly,
even for those with very slow disk drives. People
who have only a 1541 disk drive will have the
most to gain, since it will also give them more
disk space for other things.

The disadvantage of using a cartridge for the
termprogramis that the cartridge port for many
users, isthe busiest slotin the computer holding
our “extra memory” and our UART interfaces.
This adds yet another addition to this port, and
in such cases some users will need an expander,
which adds to the cost of the product. Another
disadvantage is that unless used with an
expander that has a switch to make it active (or
inactive), the cartridge will have to be manually
plugged in whenever the user wants to use it,
adding wear and tear to the computer. This is
my only grumble about Novaterm 9.6, and 1
don’tthinkI'llbe aloneinmylack of enthusiastic
about the new format.

A cartridge port expander will be offered
with Novaterm as part of its “base” package.
It will also be offered bundled with other

products that PPI carries, such as the
CommPort. Those who have registered the
shareware version of Novaterm will be offered
the product at a reduced price, which wasn't
available at press time.

Novaterm 9.6 is the kind of program that
makes telecommunications easy and fun. It
has something for everyone, aside from the
fact it comes in the form of a cartridge. For
C64 owners, it gives the opportunity for better
and faster communications, and for C128
owners especially, it fills the gaps between
other terms that each have great offerings but
have been lacking in one feature or another,

Now excuse me, I'm going to go waltch
another Zmodem upload and marvel athow it
wasn't solongago that thiswasn't possible on
a Commodore.

A

Novaterm9.6will beavailable from Performance
Peripherals, Inc., 5 Upper Loudon Rd,
Loudonville, NY 12211, phone: 1-800-EASY-
WEB, or direct from Nick Rossi, 10002 Aurora
Ave. N. #3353, Seattle, WA 98133 USA.

Need Input? It Doesn’t Get Any Better Than This...

Foryears, Commodore set the standard with the 1351
Mouse. Sure, it was vaslly 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 abuilt-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!

OUSE

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,
itdoubles 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 to guarantee 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 altered 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.

February/March 1996

41

COMMODORE WORLD



Nick Rossi, author of Novaterm

Even though Nick Rossi is in Seattle, Washington, and I'm down under

in Australia, I was able to interview him by E-Mail and ask him some of

the questions I've often wondered when using his Novaterm program.
Nickisa 23 year-old programmer fora small start-up companyin Seattle,
Washington. He received his Bachelors degree in Engineering from
Harvey Mudd College, where he also completed several versions of the
term program.

Q:  Since Novaterm 9.6 is on cartridge, the users defaults will have to be
saved to disk, correct? Are there any other files that will also be on disk?

A:  The configuration defaults, phone books, and function key files
all get saved to disk. The cartridge autostarts (it starts running
as soon as you turn on the computer) and tries to load the
configuration from the first available device number.

Does it search other devices for the configuration files too?
It will search all the devices until it finds one.

Q:  Haveyouused the cartridge with expanders and are there any conflicts or
problems to be aware of?
A:  I'vebeenusing CMD's port expander for a while without any trouble.

Q:  Will previously registered users have to purchase 9.67
A:  Thecartridge will be available to registered users ata reduced price.
The exact price hasn’t been nailed down yet.

Q:  Can Novaterm 9.6 be purchased without the cartridge?
A: No. Callit "advanced copy protection”.

Q:  Withthestreamingprotocols, howdoesit “know”ifan error hasoccurred?

A: When there’s a bad CRC, sync error, etc. Any of the typical
Xmodem-style errors that would normally cause a block to bere-
tried, instead abort the transfer completely. That's the standard
with the -g protocols.

Q:  The opening screen_for Novaterm has had a different phrase over the
years. Some are about Commodore computing, or about computing in
general. Do you ever get feedback from users about these? When did you
start this?
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An Interview with

Nick Rossi

The Programmer Behind Novaterm

Every now and then someone mentions something. It's mostly for my
own personal amusement. This time, however, I putinalittlenoteabout
fighting government interference on the Internet, in light of recent
attemptsatridiculous, pathetic, First:Amendment-violating regulations.

What do you see in the distant horizon for Novaterm?

Right now I'm going to wait and see what kind of response the
cartridge gets. If there's a good response, and if there are new
features it really needs, then I'll consider yet a new version. For now,
though, there are other commitments (outside of computers) in my
life that I'd like to spend time on. T know there’s a lot of activity right
now toward developing a SLIP interface for the Commodore, and
while I'd love to get involved in that—it would be perfect for
Novaterm—I'm going to abstain and watch what others come up
with,

When did you first begin using a Commodore?
1984 (I was 12). Prior to that, Thad a TI99/4A. I never thought the jump
from a 16-bit computer to an 8-bit computer could be so incredible.

When did you start modeming and what was considered “state oftheart”
at the time?

My first modem wasa Commodore 1660 that I got for Christmas 1985.
At that time, not even the C128 or Amiga were out yet, so the C64 was
IT... at least, I thought so!

How old is Novaterm? When did you start it?

I started it that same Christmas I got the modem. I remember the
modem came with a term program called “Common Sense” which |
hated. Xmodem downloads would not work, and it had no Punter
protocol. Tdecided then that Twould have to write my own program,
as 1 had done to accomplish countless other little tasks. I was
enthralled enough by bulletin boards that Lalso started writing BBS
software at the same time. What can I'say? I was very ambitious. The
BBS eventually went on-line, from October 1986 until August 1989,
[ let the software go after that.

Do you recall what your first goals for the program were? What were its key

features then?
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I'wanted a program environment that was organized sensibly and
had a bit of aesthetics toit. None of the term programs available at
the time had the features I wanted, and some of them looked
downrighthorrible. Ialsorealized thatin order to support different
protocols and modems, I'd have to separate them into loadable
modules. The other programs tried to cram everything into memory
atonce, and I knew they'd have nowhere to go once they used up
the 64K. Of course, the modules concept turned out to be
instrumental in allowing Novaterm to support a wide variety of
features.

Was Novaterm ahvays your own program? Which came first, the Novaterm
written for the 128 or yours, and do they have anything in common?

I started writing Novaterm early in 1986. In those early years, |
worked on it with a friend named Randy Parker, who provided a
lot of ideas. Lventually, his interests took him elsewhere, and I
continued with the program. That was before I had access to the
national on-line services (like QuantumLink and GEnie), so I had
only spread the program around locally. The following year,
someone on the east coast wrote a 128 term program and also
called it “Novaterm”. Because my Novaterm was not on any on-
line services at the time, the author of the other one had no way of
knowing he had chosen the same name. Not long after he released
his program, he gave up on Commodore computers altogether, so
there was never much of a problem with the name, other than
some occasional confusion by various people. But the two programs
have nothing to do with each other.

What versions of Novaterm were completed while you were in college?

I finished Novaterm 8.0 just before going off to college. During
college I released versions 8.2, 9.0, 9.1, 9.2, 9.3, and 9.4, at a rate of
about one version per year. I finished version 9.5 after I had been out
of school for awhile.

How difficult was it to study and work on Novaterm at the same time?
Work on the program went slowly because I went to a demanding
school and I'had a lot of other things going on.

What is your computer set up today?

IhaveaiffyDOSsed C64, two 128's,2 1541s,a 1571,a 1581, SwiftLink,
HART carlridge, REU, BBGRam, RAMDrive, RAMLink, a 2400 baud
modem, and a 14.4 modem.

When did you make the transition from coding on the C64 to using a cross
assembler? And why?

I got my first IBM clone just before going to college. It was an old
8 MHz XT (not old by the standards of those days). I picked up a
null modem cable, and soon [ was editing and assembling source
code on the PC and transferring it to the 64. I went that route
because it was much faster than using the Commodore. I couldn't
afford any real peripherals for the Commodore (being in college)
so the PC was the perfect choice. Since then, I've just transferred
my stuff along as I upgraded my PC.

What cross assembler do you use?

I found the C source code to a German-written assembler. T don’t
recall what it was called. I took the source code, taught myself C,
and started changing it to make it easier for me to use. I've added

Q:

A:

lots of features to it since then, mainly just the things I needed
when I needed them. It’s been very useful having the source code
to the assembler; it makes code-writing that much easier,

Would it be agood guess that you have a Novaterm script for moving the files
across to the Commodore?

Actually, Ijust use the Zmodem auto-download feature. All T have to
do is initiate the transfer from the PC.

Novaterm & Friends: A Novaterm 9.6 Cartridge, SwiftLink, 1764 REU and PPL3-slot expander,

Q: How many hours a day do you spend programming?

A:

A:
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Anywhere from 6 to 16 hours. I have a real job, which takes priority,
and it depends on which days I feel like working on Novaterm. That's
the main reason why it has been about one and a half years since the
last version.

What are your reasons for changing Novaterm from shareware to a
commercial product? Doyouhaveany commentsonthesubject of shareware?
Novaterm actually did fairly well with shareware—I haven't heard
of another C64 program that has done as well with it. But there's
alot of time invested in the program. I've always been the kind of
person who has too many interests and not enough time for them
all, so in order to justify spending the time on Novaterm, I needed
the prospect of making some money from it. I admit that freely;
I'madyed-in-the-wool capitalist, and I think that creating a product
of value and being rewarded for it is one of the noblest efforts a
person can undertake. I know that older versions of Novaterm
have been of value to people, and the new one is so much more
powerful, it's going to be worth more to them,
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Performance Peripherals, Inc.
5 Upper Loudon Rd
Loudonville, NY 12211
Phone: 1-800-EASY-WEB.

Nick Rossi
10002 Aurora Ave. N, #3353
Seattle, WA 98133 USA.
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The final page in commodore computing.

Bounce around mazes fixing
bricks and gathering bonuses
while avoiding obstacles in
Pogo Stick, a multi-level
arcade style game for the 64.
Fix all the bricks before the 4
hour glass empties to go to games to disk

the next level. ® High Scores

Elther game To order send a check or money Both games are for a
only $11.95  order (in US funds) to: standard Commodore

Super Pogo Stick Adds:

e 25 different mazes (with the
ability to use even more)

® More obstacles & bonuses

® Ability to Save and Load

Yanney Software 64 or 128 (in 64
Both games P.O. Box 224 mode), a joystick is
for §19.95 Lebanon, PA 17042-0224 ional.
. Fm&mmUSMMoMmmmMnﬂdﬁWbm
Ivania residents add 6% salos tax.

Monitors Drives Other

1701 $149.95 1541/C $89.95 C64- 59495
1702 $149.95 41 w/Dips $10495 64C- 511495
1802 S$174.95 15411 $119.95 128- $174.95
1802D $199.95 1571 $158.85 1280 $324.95
1902 522485 1581 $174.95 SX-64 5348.95
19024 $249.95 MSD-2 514995 1660 $24.95
1084 $294.95 1001SFD $12995 1670 §39.95
10845 $324.95 Bl Buscard-ll $59.95
Mono's 544,95+ 1530 Datasette $34.95

Miscellaneous

Books$10-815  Printer Interfaces $49.95+
Prog's $5-520  Epyx Fastload Cartridge $34,95
Repairs SASK ~ Super Snapshot v4 549,95
Manuals $7  Super Grafix Jr. $39.95

UPGRADE YOUR COMMODORE!!!

Refurbished Hardware

New Hardware
New APROTEK Accessories

C24-2400 Baud (64/128) $74.95
User Switch $30.95
Convert-A-Com $29.95

New CMD/LMS Accessories

JittyDOS CB4/SX64 'System’ $69.95
JittyDOS 128/128D ‘System’ $79.95
128 Kemal $59.95 64 Kernal $49.95

Additional JiffyDOS Drive ROM £34.95
RAMLink Bs. $209.95 c/w O MB $274.95
c/w 1 MB $319.95 c/w 4MB  $479.95
Real Time Clock (Optional) Add $24.95
FD-2000 $249.95
NEW Super Snapshot v5.22 $84.95
1750 Supercione REU 512K $169.95

Ask For Anything! We May Have It!

J.P. PBM Products By Mail
Box# 60515, N. Sheridan Mall P.O.
Downsview, Ont. Canada M3L 180

Tax-Canada + 72GST, Ontario +8%

PST

Send CON Funds/15% USA Exchange
15 day Warranty On Refurbished Hdwr
Allow 4-6 weaks for delivery

1996 Catalogue Disk (64 Format) — §2

O Service Center

AFFORDABLE ¢ FAST - DEPENDABLE

Call Today 1-800-638-3263
Our Team of Technicians are Among the Most

Qualified in the Industry!
Why Settle for Anything Less Than the Best?

We repair the following equipment: Commodore C-64, 64C, SX-64, C-128
and C128-D computers; 1541, 1541C, 1571 and 1581 Disk Drives plus
CMD Devices. JiffyDOS Installations a specialty. All repairs warranted for
30 days. Minimum charge $35.00 plus parts and return shipping. Contact
CMD for authorization before sending any equipment.

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

W Click Here Software’s

Features )

>

line

*» SEND & RECEIVE FAXES to/from any fax machine
or computer running a fax modem

* User-friendly and easy to operate
» Auto-answer mode for unattended operation
» Manual send/receive mode lets you share phone

e Built-in functions convert faxes to geoPaint files

« geoPaint files may be faxed without conversion

¢ Built-in printing functions for printing fax
documents and geoPaint files

1| » Printer drivers may be selected directly from
within the program

» Full-page scanning into geoPaint is possible
using a standard fax machine as a scanner

* Built-in simple terminal program lets you browse
telecommunications services

System Hoquirements
o Commodore C-64, C-64C, C-128, 128-D computer
* GEOS 64 or GEOS 128 version 2.0

» SwiftLink RS-232 cartridge

* Group lll, Class 2 fax modem

* GEOS compatible disk drive (large capacity drive
or RAM disk recommended but not required)

——( Prices & soecial Bundles

ST T

geoFAX........... $39.95 geoFAX &
SwiftLink ........ $75%

geoFAX, SwiftLink
BOCA 14.4 & BOCA 14.4 Fax
Fax Modem .. $129.95 Modem......... $195%

SwiftLink ........ $39.95

Creative Micro Designs

cCoVMMODORE WORLD

See our main ad in this

44
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issue for complete

1-800-638-3263
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Armed with an unlimited
supply of ammo, you set
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avoid the creatures who
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humming the catchy
tune featured in this
game. SlaterMan
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screens for each
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for moving to a
given level, plus
the ability to
enable both
music and sound, just music, just effects or silence.
SlaterMan is a well designed game promising a great
escape from everyday stress; but best of all, you

can play it without reading volumes of instructions!
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READBYTE

PROGEAMIST

by Maunice Randall

There may come a time when you are working on an application and find
aneed to do file accessing for various reasons. Maybe your application will
have the capability to display text files to the screen, or maybe youjust need
a method for reading data from a file. GEOS provides us with many
different ways for reading files, so we'll take alook at some of these.

Opening A File
Most of you are familiar with opening and closing files from BASIC. You
might also be aware of the problems that can arise if a newly created file is
not properly closed.

The 64 and 128 both have kernal routines for opening and closing files,
and the machine will keep track of those open files for you. These kernal
routines are known as ‘OPEN"and 'CLOSE". These are the routines that
BASIC will access when reading or writing a file. You would also access
these from machine language. At the same time, the drive will keep track
of an open file until it is properly closed. So technically, the computer is
opening a file and so is the drive. Also from machine language, you can
bypass the OPEN and CLOSE routines and access the drive directly to tell
it toopen and close the desired files. This way, the kernal routines are not
managing the files, only the drive is. Your own software routines would
now be in charge of keeping track of which files are open.

In GEOS, we take a completely different approach. A fileis never really
opened as far as the drive is concerned. The opening and closing of files
is completely handled within the computer. Most of the time, it will be
yourown program that must keep track of the files that are open. This will
be easier to understand as this article progresses.

Whenever you read or write to the drive, it is most always done in
blocks of 256 bytes. You can’t just read one byte from a sector. You
must read the whole sector into memory and then read the desired byte
from memory. Reading a sector is very simple. Just load r1L with the
track, r111 with the sector, and r4 with the address in memory where
you wish the sector to be placed. Then call GetBlock to do the work for
you. This is how the code would look to read in track 18, sector 1 and
place it at diskBIkBuf:

LoadB r1L,#18

LoadB riH,#1

LoadW r4,#diskBIkBuf
Jjsr GetBlock

Now you will have all 256 bytes from that sector in memory and you can

manipulate it however you wish. If you want to write it back to disk, a
simple call to PutBlock will do this for you. PutBlock expects the same
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registers to be loaded with the track, sector, and memory address. The
values you originally placedinr1L, r1H, and r4 were notaltered when the
block was readin, so thereisno need toload those values again unless you
did something in the meantime to change them, or you want to write to
a different sector or from a different point in memory.

Reading One Byte At A Time
Whenever I need to read bytes from afile, a favorite GEOS kernal routine
of mine s called ReadByte. This allows you to read one byte at a time from
afile. Didn'tIjustsay that you can’t read one byte ata time? Well, yesand
no. When you call ReadByte, it will actually read the whole sector into
memory and then place the first data byte (actually the third byte of the
sector) from that sector into the accumulator for you. The next call to
ReadByte will put the second data byte into the accumulator and so on.
Only the first call will actually access the drive, while each additional call
will read from memory until you reach the last byte of the block, at which
point another read access will occur to fetch the next block in the chain.
ReadByte will do all the hard work for you, so all you have to do is
preserve a few pointers in between calls. Those are r1L, r1H, r4, and r5.
These pointers must also be properly set up before the first call to
ReadByte. So, let's say we want to read the bytes from a file. Find the
starting sector from the file’s directory entry and place this track and
sectorintor1Land r1H, respectively. Then load r4 with the 256 byte page
of memory that you want ReadByte to work with, which would normally
be diskBIkBuf. Then load the two bytes at r5 with zero which will tell
ReadByte that the sector is not yet in memory. Let's look at the whole
routine and then discuss it some more:

ReadExample:
LoadW r6,#filename
Jsr FindFile
tua
bne 98§
MoveB dirEntryBuf+1,riL
MoveB dirEntryBuf+2,riH
Loadll r4,#diskBIkBuf
Loadll r5,#8

18%
jsr ReadByte
CpK #0
beq 28%
cpH #BUFFER_OVERFLOW
bne 908§
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rts

288
... ;do whatever you
...;want with the data
..;at this point.

bra 18§
90$
Jjmp DoError

filename:
.byte "MyfFile",d

The first thing you need to do, as the example illustrates, is to find the
desired file on the disk. Of course, we need to also know what the
filename is that we're looking for. If this is always going to be the same
file, our program can be coded with the filename, as in the example.
Otherwise, you could prompt the user for a filename or allow the user
to select a file from a directory listing or a dialogue box. In any case, the
GEOS routine FindFile will locate the file in the directory and place the
directory entry into dirEntryBuffor us. Now we know where the starting
track and sector is because it is always the 2nd and 3rd bytes of the
directory entry. The example then sets the parameters that ReadByte
needs and the reading begins.

Always check for disk errors. FindFile will return an error in the .x
registerifone occurred. Aslongas .x=0then no error occurred and we can
safely assume that the file exists. If an error occurred, a branch to 908 will
occur and then a jump to our own error handling routine that will inform
the user of the error.

Likewise, ReadByte will also return an error in .x, so as longas .x=0
there will be a valid byte from the file in the accumulator. The error
known as BUFFER_OVERFLOW has a different meaning with ReadByte
than it would normally have if generated from some of the other GEOS
routines. When this error occurs, it simply means that the end of the file,
or the end of the chain of blocks has been reached. At this point, our
example ends.

Using ReadByte s nice because it doesn’t necessarily read until the last
byte of the last sector in the chain. It pays attention to the first two bytes
of the last sector. The first byte will always be a zero and the second byte
pointsto the last byte of the file. Thisis where the reading stops. The next
access to ReadByte will generate the BUFFER_OVERFLOW error.

Reading VLIR Files

This sort of file reading works fine with a sequential type GEOS file or
anon-GEOS file. But what if the GEOS fileisa VLIR file? In this case, the
file is stored in a series of one or more records, with the pointers to the
starting block of each record storedina single sector known as the VLIR
index. You could load this index into memory and have access to each
of these pointers, or you could have GEOS manage the record handling
for you. VLIR files are fairly commonly used in GEOS. GeoWrite data
files are stored this way. Each page of the file is stored in a separate
record, This makes it easy tojump to any page of the file. GeoPaint also
stores it's files in the VLIR format. That is how GeoPaint can easily
move up and down through the file as you use the scrolling tool. There
isn’'t enough memory to load an entire GeoPaint page into memory, so
this method is a good way around the problem. We will study VLIR files
in the next issue.

D
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CKit 94!

[t'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
Commodore 64, 64C, 128, or 128D
And One Of These
CMD RAMLink, PPl RAMDrive, or a 17XX REU with )iffyDOS

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

[t'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
Commaoadore 128's and REU's, Wow!

Check Out The Support

v Commodore 1541/1571/1581 Drives

v CMD Hard Drives/Floppy Drives/RAMLinks

v PPl RAMDrives

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

v Commodore 128 2MHz Enhanced Mode Support

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

v 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 Money Order for:

CKit 94 $39.95 (Update $9.95) plus
Shipping $5 US and Canada [$10 Foreign)
Update uses Key fram earlier version
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Asthenewest member of the Commodore World
writingcrew, I'dliketousethisarticle tointroduce
myselfand talk about this column’s purpose and
focus. My name is David Pankhurst, I live in
Winnipeg, Manitoba, Canada, and I'vejust taken
over the column duties from Mr. Barker. This is
not my first foray into computer magazines;
besides having written a column for the Compute
Magazine disk until its demise, I've worked on
various programming and technical writing
projects for other magazines in the Commodore
field, as well as my own programming projects.

Like many of the readers of this magazine, |
went throughaseries of computers before settling
onthe Commodore 64.Inthe early eighties, there
were alot of choices but little compatibility. This
meant quiteaninvestment, not justof money but
of time spent learning a new system each time a
small company closed. My first real computer
was the Timex-Sinclair 1000, with 2,048 bytes of
memory for programming. Next came the Radio
Shack MC-10, a computer few people may
remember (and even fewer bought). Then, my
pride and joy, my C64. Although I've worked on
othercomputers, Ican honestly say thatI've never
invested so much time learning, or learned so
much fromany other system. Happily, I can focus
on it again in this column.

From its Humble Beginnings...

But enough about me—now the column. BASIC
as a language has a long and varied history.
Invented about forty years ago, it stands for
Beginner's Allpurpose Symbolic Instruction
Code. Although the acronym is somewhat
contrived (all programming languages can be
considered symbolic instruction codes), the
main point is thatit wasintended for beginners,
and that was how it was taught at universities. It
became one of the ‘classic’ languages developed
in the fifties that has survived the years well,
along with others such as COBOL, FORTRAN,
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and LISP. For the IBM compatible world, BASIC
was thererightat the beginning; thefirst product
Bill Gates of Microsoft fame created wasa BASIC
interpreter. Since then, BASIC has accompanied
the release of every major computer on the
market. With this popularity came more power
and versatility as commands were added and
enhanced, until BASIC of today stands as robust
and all-purpose as any other language.

What about the C64 and C128 versions of the
language? Their BASIC has a very rich command
set, allowingyoutoworkwith the computer easily
and concisely (although a major exception would
be the POKEing needed to get the C64 sound and
graphics running). The C128 comes with greater
functionality, having a BASIC that holds its own
even today. And unlike other computer systems,
it's built in, ready to run on startup.

That's not to say there aren’t disadvantages
with the language. For instance, many BASICs
are interpreted, rather than compiled. The text
thatweunderstandas BASIC hastobe converted
into commands that the computer understands;
this translation can be done once (compiled) or
every time the computer program is run
(interpreted).

The disadvantage comes withall the checking
interpreters have to do, trying to catch code
mistakessuchas POKEingtoanegativelocation,
or writing out of bounds on an array.
Conversions add their penalty too, as the
computer takes our version of keywords,
numbers, symbols, and such, and converts them
to computer representations (floating point
numbers are notoriously slow examples). This
all adds a time penalty that's felt when run.

Additionally, BASIC can't do everything well.
For one thing, it's not efficient with memory. A
Commodore BASIC program resides in memory
in a semi-compacted form, taking up more room
than if it was compiled. Working with input and
output can be awkward—look at screen input

48

and relative files, Complicated math (such as
complex number mathematics) has to be written
in, rather than included as part of the language.
And the simple commands are fine for simple
tasks, but if you wish to vary anything, the task
becomes more difficult. One example is printing
at the bottom right corner of the screen without
forcingascreenscroll;it can be donewith POKEs,
but not by the PRINT command alone.

Basically, a Great Language

That's the bad news. Now the good. No one
computer language can be all things to all people.
Where BASIC is weak, other languages excel; but
the reverse is also true. For one thing, BASIC is
concise. Take a simple example from C
programming;

#INCLUDE <STDLIB.H>
#INCLUDE <STDIO.H>

INT MAINO {

{
PRINTE(“Hello, World!");
RETURN (0);

The same program in BASIC is
PRINT"Hello World!'"

Not only would you get this example running
faster than the C version, but you would have
less maintenance to do. If fact, you wouldn't
even consider saving this example, it's so easy
to rewrite. BASIC assumes a lot about the
system, allowingyouto put togethera standard
program fast. In C the computer assumes less,
so you're forced to tell it where the data is
going, how to set it up, and even split the
program into sections (MAIN() for instance,
isn'tacommand, but adirection to the compiler
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that this is the main part of the program). In €
this flexibility has its advantages, but BASIC,
with lesser flexibility, can produce smaller
programs.

Secondly, BASIC adds strongerror checking,
Ifyouoverflow anarray, BASIC tells you. Same
with dividing by zero, or writing to a device

that is not open. With a significant amount of

time spent debugging software (in the
programming profession, it's been estimated
that 50% of the time on a project can be spent
debugging software that only took 17% of the
time to write), the difference adds up. Error
messages are a blessing in programming. Try
working with a language that tells you nothing
when an error occurs, such as machine
language, and you'll be convinced of the time it
saves you.

Third, BASIC on the Commodore computers

is interpreted. This is a disadvantage in speed of

execution, but an advantage in programming.
While compiler users are writing a program,
running it through a compiler, testing it, and
rfpeating the C)"C]E, dan imerpreter user can test
out several options, running the results
immediately. This is especially noticeable when

you're tweakinga program. Little changes take as
long to compile as major ones, but take no time at
all to edit and run with an interpreted language.

BASIC also benefits from its beginner roots.
Noonehas problemslearning what PRINT, RUN,
or LOAD does. But many languages have
problemsin thatarea. Takealook at some cryptic
C keywords: “"EXTERN", “>>=", and "STRUCT"
(I really like C—honestly I do—its just that it is
such an opposite to BASIC in so many ways that
it makes for great examples). And just type
PRUNT or PRIN, and you'll spot the mistake
immediately, butnotsoeasily inother languages.

What'’s in Store

This only touches on a few of the advantages of

this language. I'm delighted to have this column
to present ways to make BASIC do things you
need todo. Inline with that, nextmonth webegin
by looking into routines to perform common
tasks. The focus of this column will be how BASIC
programming can solve common problems;
however, thisfocusismalleable. Ifenoughreaders
(or even one interesting and articulate one) wish
tolook at a particular BASIC programming task,
I'll consider it. If there are things in the

Commodore programming arena you've wanted
to do, but weren't sure about, or if you just want
another viewpoint, send me a line to the address
located at the end of this column. Of course, this
column hasn’t the space towrite whole programs,
but often only asmall chunk of code is needed to
solve a specific problem, In addition, I hope to
cover some of the thornier programming
challenges, suchashighermath, sortingand such;
things that no one really wants to learn to get a
job done, but sometimes needs to. Hope you
enjoy it, and I'm looking forward to this
opportunity to help us all explore our BASIC
Instincts!

D

David Pankhurst
c/o Commodore World Magazine
P.O.Box 646
East Longmeadow, MA
01028-0646
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TECH STAR COMPUTER CENTER
(206) 251-9040

We'll repair your Commodore.
", dénce 1984.

REFURBISHED SPECIALS

SODAK ELECTRONICS INC.

Nintendo® and Sega® Repair and Parts
Authorized Commeodore Qualified Service Center
Computer Monitor and Printer Repair - All Types

Flat Rate on Most Repairs

Nintendo® and Sega® are Registered
Trademarks of Nintendo of America
and Sega ol America respectively

603 S. Mable, Sioux Falls, SD 57103

800-201-3004

Lamar Nance

(605) 335-3004

SYSTEMS
Cé4........ $69.00 1541.....869.00 C64 & 1541.......$120.00
64C........579.00 1541 11..879.00 64C & 1541 11....$140.00
C128....889.00  1571.....889.00 C128 & 1571.....5150.00
VIC20.....559.00  SX64....SCALL  128D......ccocee.... SCALL
PRINTERS MONITORS
1525......c...e. $49.00 MPS 801......859.00 | 1701......... $119.00
1526............ $69.00 MPS802....... $69.00 | 1702......... $119.00
SG10:a $89.00 Star 10X....... $79.00 | 1802.........5119.00
Star 15X......$99.00 SG10C......... $89.00 | 1080.........5159.00
MPS 803.....§69.00 DPS 1101.....$99.00 | 1084......... $159.00
DPS 1101....899.00 OKI 10.......... $69.00 | 1084S....... $159.00
OKI 20......... $79.00 CMONO...§ 29.00
MONO......$ 59.00

MISC.

Power supplies, cables, ribbons, paper, disks, cartridges, programs
new and used, books, magazines, accessories.

(801)466-808

Specializing in NEW and USED Commodore Hardware,
Software and Accessories at excellent prices.

Send $1.00 for a HUGE list of products. Office Hours:
11:30 - 6:30 MST. Visa, MC, Discover and American Express accepted.

3366 South 2300 East, Salt Lake City, UT 84109
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Peripheral Vision

The cassette tape peripheral, or Datasette, as
Commodorecalledit, seemstobeauselessleftover
from the early 8-bit days. Yet many people still
use it, especially in Europe, and the connector is
still there and useful in many ways. It has two
power connections; one was for the Datasette’s
electronics, a regulated 5 volts supply. The other
was switchable power to run the Datasette’s
motor. For this purpose, ithas higher voltage and
current rating. There are two input lines. One is
connected to the Datasette’s PLAY button, and
calls for power to be supplied to the motor. The
otheristhe datalineitself, feeding a digital signal
infromthe tape. And of course thereis the output
line, which writes to tape.

That accounts for six pins—two for power,
two for input, one for output, and of course a
ground line. The edge connector seems to be a
twelve-pin job, but that's an illusion: top and
bottom connections are identical. See Figure 1
for the pin configuration.

Levels of Interface
You can interact with the cassette port at several
levels. Each level involved a

By Jim Bullerfield

THE CASSETTE CONNECTION

hookups. Early PET and CBM systems didn’t
have a regulated voltage source on the user port,
so an extra connector often tapped power from
the cassette port next door,

3. You can use the port as a source of switched
unregulated voltage. There's enough power
there to run the motor of a Datasette, sowith a

little finagling, you can arrange a handy
medium-power output.

4. Youcanuse the port for general datainput and
output. Thoseinputand outputlinesare generally
usable. Theinput line, in particular, is configured
nicely to be an interrupt source. That's how it
works in regular Datasette service.

5. You can use the port, with its supporting ROM
logic, as a means of passing data or programs to
a compatible Commodore machine. In this area,
the Commodore 16 and Plus-4 arenot compatible
with the others, since they use their own tape
format. Apart fromthis, anull-modem style cable
can be a very effective way of moving data,
although it's not super fast. The nice thing is: the
protocols for saving/loading or data writing/
reading are already in place in the ROMs.

6. Finally, you can use the port as Commodore
intended, that is, to read and write data with
cassette tape. Commodore designed the
Datasette specifically for this job. Hackers with

some mechanical and

different  amount of
hardware/software
involvement.

FIGURE 1

1. You can ignore the
cassetteportentirelyandlive
a full and happy life using

your disk drive.
+5V Regulated
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2. You can use the cassette
port solely as a source of
regulated power for some
external device. This kind of
usage was popular with

some early user-port

The Cassette port edge connector. Upper and lower pins are
shortened. Note that this connector is keyed between pins 2 and 3.

|—— Datasette button sense

Wirite to Datasette

Read from Datasette

electrical talent can adapt
a conventional audio tape
recordertodothesamejob,
Thetricky partisautomatic
startingandstoppingofthe
tape motor, but you can
sometimes work around
this.

ROM Routines

If your computer has been
fitted with a customized
ROM, you can’t be sure that
the cassette port logic is still
in place. Many third-party

COoOMMODORE WORLD

50

Lucky Issue 13



systems do marvelous things to help the user and
programmer. But the new features have to find
room inside limited ROM space, and usually
something has to go to make room. The casualtyis
most often all or part of the cassette port routines.
Ifyouhaveacustom ROM systemand want todo
something using the cassette port, it would be a
good idea to check to see what still works. Some
ROM revisions, suchasJiffyDOS, comewithaswitch
so that you can restore the old ROM if you should
need it. Then again, if your objectives are largely
hardware in nature, you may not need to worry
about whether the original ROM is still in place.

The Hardware Setup

Figure 1 shows the connections to the edge
connector. Here’s a more detailed description
about where these connections go:

The 5 volt regulated power (pin B) hooks up to
the computer’s main supply. The switched power
on pin C isn't completely unregulated. The raw
supply ofabout 9voltsisswitched throughapower
transistor. Thevoltagelevelis typically guarded by
user of a zener diode, which limits it in most cases
to the 6 or 7 volt range. Actual details may vary,
especially in countries outside North America.

Whatswitchesthis power, originally intended
for the Datasette motor? It's done via an 1/0
port. On the Commodore 64 and 128, it’s the
6510 on-chip register that is found at addresses
Oand 1(bit5). Watchit:theinterrupt plays with
thisinformation, too. (See thenote on thislater.)

Output to the Datasette is sent on pin 5, and
it's hooked up just about the way you would
think, directly from the 1/0 chip. On the 64/128,
that would be bit 3 of the same on-chip register.
Continuing the bit lineup: bit 4is used to detect
whether the Datasetteis asking for power. If any
“locking” key such as play, forward, or rewind is
down, this signal will be activated on pin 6.

The remaining input signal, data input, has
some tricky aspects. This one is delivered to a
completely different I/O chip—on the 64/128,
it's the CIA “flag” bit, located in the ICR, the
interrupt control register. That's located at
address 56333, hexadecimal DCOD, bit 4.
Although you could test this bit directly, this
register is normally used to trigger interrupts,
and the critical timings involved in tape input
make this the best way. This is especially true
because the “flag” bit is edge-triggered, which
means the program has to reset it after each
signal.

Tape Motor Interlock

When the Datasette buttonsare up, the computer
never supplies power to the motor. When a
locking button is down, the computer might
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supply motor power, and
it might not.
The typical situation is

that you get power when Short  Short
you ask for it (the Timings
interrupt routines do Short
this). After aload or data Long
read has been Mark
accomplished, the

processor shuts off the
cassette motor, even
though the buttons may
still be down.

If you want to control
that unregulated power

switch yourself, arrange B T R N - A N
for the hardware tosignal Long Short Short Long
Bit=1 Bit=0

a permanent “button
down” condition. If you
leave it as "button up”,
the IRQ interrupt will

Figure 2a. The three signal elements of cassette tape.

Long Short
Bit=1

Figure 2b. Data bits on tape are made up of a long and a
short cycle. The order determines whether it's a 1 or a 0 bit.

Figure 2c. When reading tape, only the rising edge of the sign
triggers the interrupt. This makes signal polarity important,

Long Long Mark  Mark
Half-cycle Erequency
182 us 2.75Khz
262 us 1.91Khz
342 us 1.46Khz

Short Long
Bit=0

shut off the motor the
moment your program tries to start it.

Tape Signals

Figure 2 shows details of the kind of signals that
go to tape. In figure 2a, you see that three basic
frequencies are sent: a “short” signal, a “long”
signal, and an even slower “mark” signal that is
used to indicate the start of a data byte.

The frequencies involved go outside the
normal range of telephone circuits. The
telephone company gets upset when you try to
send signals higher than about 2300 cycles per
second. So the cassette interface won't work as
a substitute modem.

Atthestartofany tapeblock, there'sa“leader”,
asequence of high-pitched “shorts”. By the way,
avoid playing such tapes on your home audio
recorder because the binary signals tend to cause
head magnetization, which will spoil the quality
of other listening.

Then a "long-mark” sequence indicates the
start of a byte, followed by either a long-short
combination for a “1" bit, or a short-long
combination for a “0” bit. A ninth bit is added
to each byte to generate odd parity for error
control. When the computer reads these
incoming signals, it uses only the “leading
edge”. Figure 2c reflects this. A little thought
will reveal that the signal polarity isimportant;
turn the signal upside down, and the timing
becomes unusable.

Standard Format

A program written with SAVE will consist of two
chunkswrittentotape. Thefirst chunkisaheader
which is always 192 bytes in length. The second
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chunk is the program data, which may be any
length.

A data file is written by means of the
conventional OPEN..PRINT#.. CLOSE sequence.
It consists of two or more chunks, each of which
is 192 bytes in length. Again, the first chunkisa
header. The remaining chunks contain data. The
unused part of the last chunkis filled with binary
zeros. This signals end-of-file, so you can't write
binary zeros into a cassette data file.

Whether the file is a program or data, each
chunk is written twice. This allows for error
correction during reading.

Snooping Headers

Itcan beinteresting or useful to examine header
blocks writtenon tape. The header block will be
found in the cassette buffer. On the 64, this is
located at addresses 828 to 1019 (hex 033C to
03FB). The contents of the first byte, as seen
with PRINT PEEK(828), will be 1 or 3 for a
program header, 4 for a data file header, 2 fora
block containing data, and 5 for an "end-of-
tape” block. There's usually other information
in the block, such as the file name. Ull leave this
one for your experimentation.

Youcan force the Commodore 64 to perform
asingle header-block read by commanding SYS
63553. The corresponding 128 command is
SYS 59890; look for the 128's cassette buffer
starting at address 2816 decimal.

There's alot more to be said about the cassette
system. The information given so far will be a
good start for curious users.

o
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We'lltalk briefly about the three parts ofamachinelanguage program, and
how these parts are usually set upin memory. Then it'son to an exercise in
input, using the GET subroutine at hexadecimal FFE4,

Code, Constants, and Variables

A typical program is made up of three parts. The “code” section contains
the machine language instructions, so we often think of this as the whole
program, but there’s more.

The "constants” part of the program is where we put all other fixed data,
like strings tobe printed, numericvalues, and even “pointers”. Pointersare
two-bytelocations containingaddresses that point atlocationsinmemory.
They often point at parts of your program.

The “variables” part holds data items that change as the program runs.
Again, these might be anything; strings, values, or pointers. The program
sets up initial values for variables and changes them as it runs. Figure 1
shows the three parts of a program as it might be set up in memory.

A program, as it is saved on disk, needs to contain the “code” and
“constants”sections. The “variables” will be setup during the programrun.
We save the program as a single chunk. That means it's a good idea to keep
the code and constants sections close together,

You can leave gaps between the various elements: your main program,
its subroutines, and various types of constants. Figure 2 illustrates this. If
you're using a tiny assembler, you'll find it useful to allow such gaps, since
vou can't be sure what part of memory will be available as you are writing
the code. Keep each code module—main routine or subroutine—compact.
“Branch” instructions are limited to a reach of approximately 128 bytes.
You don't want to put gaps within a module that might put vour branches
out of reach.

Variables

Beginning programmers sometimes have problems with the concept of
variables. It's often useful to think of them as “blanks to be filled in”. They
might be filled in by the user who types data, or they might be filled in by
the program, which uses variables for such things as counters, totals, or
buffers for file input or output. Don’t forget that many variables need to
be initialized before use. It's not like BASIC, where all variables are
known to be zero when the program starts.

[n our project, we will use two variables. The firstis a byte where we
can save an index value. The second is a buffer to hold an input string
typed by the user. Typically, a string wouldn't be longer than 80
characters, but it could exceed that on some models of Commodore
computer.
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High address

Variables

Constants

This part is saved on a disk.
Code

Low address

Figure 1. The three parts of a program. The "variables" part
doesn't need to be saved on disk, since values will be set up as
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the program runs.

Program Project

Here's our project: invite the user to type in a string, and then repeat back
that string. The computer will need to store all the characters received, so
we'll put them in an area called a “buffer”.

The coding shown hereisappropriate for most tiny assemblers, as would
be found in a Machine Language Monitor. Of course if you happen to have
asymbolicassembler, you can use that. To get input from the keyboard, we
will call the GET subroutine at address $SFFE4. This subroutine reads from
the keyboard buffer. The program will need to “echo” the received keys so
that the user can see what has been typed.

Here's a warning: When you call this routine, you cannot be sure that
registers X, Y, and A will keep their previous contents. Register A will
contain the incoming character (or binary 0 if no character is ready), so we
expect it to change. We also cannot expect the contents of X or Y to be
preserved. Ifyou have an important value in any register, save it and bring
it back after the call has been completed. Only the CHROUT routine at
SFFD2 reliably preserves all registers. I'll write the program to start at
address hex 2000, decimal 8192.

The Program
Don't type this in until you read the comment below giving values to

substitute for XSAVE and BUFF.

A 2000 LDX #S00 (start of buffer index)
Here's where we loop to get more input.
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A 2002 STX XSAVE (storex.. ) main sub sub numbers strings  pointers  table
A 2005 JSR SFFE4 (.. get character..)

A 2008 LDX XSAVE ( .restoreX)

The next line is a quick way to test if A contains a zero:

A 200B TAY (binary zero?)

A 200C BEQ $20@2  (ifyes, try again) \ v J 9 o
A 20Q0E STA BUFF, X (store character in buffer) Code section Constants section

A 2011 JSR S$FFD2  (andechoit to the screen)
A 2014 INX (add to the buffer index)
A 2015 cMp #50D  (didwejustdoaRETURN?)

A 2017 BNE $2002  (if not, back to the loop)

Figure 2. You may leave gaps between the various parts of the
program; in fact, the elements can go in any order. However, if the
gaps are too big, you'll waste disk space and lengthen loading time.

Sincewe'vejustreceived the RETURN character, ourinput

line is complete. That character has been echoed and stored like all the
others.

LDX #S0¢

A 2018 (reset buffer index)

Here’s where we loop to do output.

A 2Q01B LDA BUFF, X (getacharacter)

A 2Q1E JSR SFFD2 (printit)

A 2021 INX (move buffer index along)

A 2022 CMP #50D (have we just done a RETURN?)
A 2024 BNE 52018 (ifnot, loop to do more)

A 20026 RTS (if RETURN, quit)

Cautionary Notes
Be sure you don't forget the “#” characters where they are needed. There’s

a lot of difference between loading the value zero, and the contents of

address zero.

Toread over your code, remember that you can disassemble using the D
command. Type D 2000, and you'll see a screen full of disassembled code.
Thisallowsyou tocheck foraccuracy. Ifyou see amistake, you can type over
it on the right-hand side of the display. To see more, just type another D
with no address.

Remember that you can put in NOP (no operation) commands at
“interesting” locations. Later, you could change them to BRK, the “break”
command, so as to stop the program and see what has been happening up
tothat point. Your program will be slightly bigger, but you'll be able to test
itasitruns.

No Constants, Two Variables

The above program needs to use two variables: a single byte called
XSAVE, and a buffer area whose start we have called BUFF, We could
place these directly behind the code, putting XSAVE at address $2027
and BUFF ataddress $2028 (goingupto, say, $2078). A symbolicassembler
would usually put them there, so we'd ask it to give us two variables with
code like:

XSAVE *=*41
BUFF *=X+80 (most assemblers support decimal values)
If you're chopping away with a tiny assembler such as you get with a
machine language monitor, it’s easy to leave some space and pick a higher
location for these variables. After all, we won't save variables as part of the
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disk program, sothe “wastespace”won'thurt. I'll pick addresses $2100and
$2101 (and up) for the two variables.

So, substitute $2100 for XSAVE wherever itappears above, and substitute
$2101 for BUFE. Enter the program, return to Basic, type SYS 8192, The
screen will be quiet. then type in a line followed by RETURN and the
program should echo it.

Expanding the Program
We won’t try to fix that missing cursor this time, but you might like to add
codesoastoprintapromptmessage, suchas"TYPESOMETHING:" before
accepting input, and another string such as "l GOT:" before echoing what
wasreceived. These two"canned" strings will be constants, and they should
be placed behind your program. Address hex 2050 for the first string
should give you plenty of room for your program. Don't forget that you put
in these strings with the M (memory display) command. They are not
instructions, so you do not use “A for assemble”.

I'll leave this as an exercise, but here are a few hints. If you followed my
suggestion to put the print stringat about $2050, your code would start out
along the following lines:

LDX #3500

(S2002) LDA $2050,X
JSR SFFD2

INX
CMP
BNE

#5100
S2002

I'm assuming a string of length 16 bytes, which is where the #$10 comes
from above. Adjust this value to suit your own string.

Thisshould take youfrom $2000t0 $200C, so the next segment of code will
start at $200d. That’s the code to actually input the string. You can copy it
from the earlier program above, but keep in mind that the loop will NOT go
back to $2002, so adjust the BNE address to a suitable value. That code will
go from about $200D to $2025. Next is the constant string for the echo (my
suggestion was "I SAW: ™). This will be similar to the code for the previous
constant string, above, with a change of addresses. This part might fit in
memory from $2026 to $2032. Finally, the echoing of the string will be done
with code at about $2033 to $203F, with the final RTS at $2040. Your code
might be alittle longer.This leaves about fifteen empty bytes before our string
constantsat $2050, but that’snot much wastage. If we were tosave this program,
we'd save thewhole thing from $2000t0 $2067 or so, codeand constants, but not
the variable area.

\Y)
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CHECKSUM

Commodore World’s Program Entry Checking Program
and Tips on Entering Programs from this Magazine

CHECKSUM isa program that proofreads your typing when youenteraalisting from
the magazine. It assigns a numerical value to each character that you type, adds up
thevalues of the line you typed and displays the sum. (Checksum, therefore, means
that it checks your typing by summing the characters.) It also verifies that you have
typed the characters in the proper order. (Checksum won't tell you if you miss a line
of code ent irely, so verify that yourself.) Checksum runs “in the background” when
you type in lines of program code. Whenever you type a line and press RETURN,
Checksum will display a value. Compare that value to the value published next to
the line of code in the magazine. If the numbers match, you've typed the line
correctly. Simple.

Typing in CHECKSUM

First, type in Checksum carefully from the listing on this page. Be sure to press
RETURN afterevery linetoenteritinto memory. Once vou have typed the program,
save it. In fact, save it a few times while you're typing, just to be safe. (This is good
advice whenever you type in a program. Tusually change the name each time I save;
forexample, Checksuml, Checksum2, andsoon.) Double-check your work, making
sure that you've typedin every line and that you've pressed RETURN after every line
you've typed. If you make errors when typing in Checksum, a test run of Checksum
will tellyou which lineis incorrect. ( This sarety feature works only in the Checksum
programitself, and does notapply toany otherlistings in the magazine.) Whenever
you find a typing error (in any program listing), fixit, press RETURN to enter the
change, save the program again and try another run. Repeat this process as often as
necessary. Important tip: Don't get discouraged if the program won't run. Be
patient. Be thorough. It will work eventually. You'llknow your Checksum is ready
when you see the line:

Entering Programs Using CHECKSUM

When you're ready to type in vour first listing from the magazine, load and run
Checksum, Makeanote of the number thatis displayed on the screen (49152 for the
C-64; 3328 for the C-128). To activate and deactivate Checksum, type SYS followed
by that number, then press RETURN. You need to have Checksum active whenever
you're typing in a listing. Checksum must be deactivated, however, when you run
the new program. The next step is typing in a new program listing as it appears in
the magazine.

As vou begin, you'll notice that to the left of the start of each line is a number.
Don’t type this number in: It's simply the Checksum value. Stop typing at the end
of the program line and press RETURN. If you've typed the line correctly, the
number displayed on the screen will match the Checksum value. If the numbers
don't match, you've made a mistake. Check the line carefully, make your changes
and press RETURN. The computer won't know you've made a change unless you
press RETURN on the changed line to enter it. A few type-in hints: The Checksum
does not verify blank spaces in the program lines unless they are within quotation
marks, because adding or omitting such spaces will not affect the operation of the
program. The exception to thisis hexadecimal Data statements. These are the Data
statements, such as this one, that don’t have commas:

In statements such as these, you must have one space between the word DATA and
the numbers that follow. Checksum will not catch that error.

cCoMMODORE WORLD

54

Special Key Combinations

Asyoutype, youmay be confiused the first time you see curly braces {1 These braces
mean "pvrl'nrm the function explained within,” For example, {22 SPACES} means
that you need to press the space bar 22 times. Don't type the braces (vou can't, of
course, because thereareno curly braces in the Commodore character set). Hereare
some other common examples:

{CLEAR/HOME}  hold down the SHIFT key and press the CLR-HOME key.
{2 CRSR DN} tap the cursor down key twice,

{CTRL i} hold the CONTOL key and press the [ key.

{CMDR ) hold down the COMMODORE key and press the T key.

Continue typing in your program, saving often and checking each checksum value
with the one in the magazine, until you've finished the listing. Phew! So now you're
ready to run your program, right? Not quite. First, save it. Second. deactivate
Checksum by typing SYS followed by 49152 for the C-64 or 3328 for the C-128. Now
youcanrun. Don'tbediscouragedifyoustillgetan error. Ithappens. Use Checksum
faithfully. Be patient. Be thorough. It will work eventually.

b))
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Refurbished Units & Repair Service !
C-64 Refurb. with P/S (No books) $ 54,95
C-64 Refurb. without P/S (No books) 46.95
1541 Refurb. with cord, serial cable (No books/disks) 64.95

Monitor Cable, 5-pin DIN to RCA jacks 4,95
Serial Cable, 6-pin DIN, 6" 8.95
Commodore Power Supply for C-64 (used, tested) 7.95
Power Cord for 1541 3.95
Power Supply for 1541-lI 19.95

Printers/Monitors: We have a limited supply of C-64
compatible printers and monitors. Write for current list & prices.
Ribbons: We stock ribbons for most Commodore and C-64
compatible printers. Write for current list & prices.

Service: We will repair or replace:
C-64 (notincluding P/S) §$ 35.00
1541 $ 45.00

Service price includes parts and labor.
Send computer or disk drive with name,
address, phone #, & describe problem.
Repair or refurbished replacement will be
shipped UPS.

(Please remowve any non-Commodore upgrades)

Commodore Repairs
Since 1979
- & » . @
90 Day Warranty

on all repairs

and refurbished items.

Write for
unadvertised specials!

TO ORDER: Send check or money order for the total of your order
plus $6.00 shipping (Personal checks take 2 weeks to clear), For
COD orders, add $5.00. We currently do not accept credit cards.

Unique Services (413) 496-9275
68 Velma Avenue, Pittsfield, MA 01201

All items subject to availability. Prices subject to change.
MA residents add 5% sales tax (except for service)

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. .
P Call or write:

ENTSIBLE
OFTWARE

P.O. Box 930
St. Joseph, Ml 49085
Phone: 616-428-9096

BBS:
8N1 1200-28.8k

ENINTR i

Ask for a list via Internet:
CENTSIBLE@DELPHI.COM

version 9.6

ovaterm

iz

e e ———
Modem software for the Commodore 64

Power. More power.

RUNSRIGHTFROM THE CARTRIDGE!
PORTEXPANDERINCLUDED!
* 80 columns with C64/C128 ¢ 38,400 bps w/ CommPort or
¢ ANSI, VT102,and C=graphics SwiftLink, 57,600 bps w/ HART
¢ Zmodemuploadanddownload * REU, RAMLink, RAMDrive,|
* Scriptlanguage forautomation =~ BBG/GEORam as a big buffer
"I must admit, it's better than my new operating system "

leco Icalions rey

(800) EASY- o e e

TO ORDER: CALL.

ESCAPE ROUTE

The Adventures of Eric Hawthorne, P.1.
A combination of action, board,
and strategy games. Help Eric track

_ the infamous ICELADY who has
gl stolen the rare Acme Diamond!

7@ Fun for everyone! For the C-64 or
—=3—,  (C-128 in 64 mode.

Send check or M.O. for $19.95 to CREATIVE
PIXELS, P.O. Box 592, Library, PA 15129

™

c C64/1541 Repair - $40
Oo *SPECIAL*
¢ C64, 1541, J-S+Sft. - $99
A We carry a full line of hard-
” ware, software & maga-
< zines, both new & used, in-
E Inakof Conmodois Coivio cluding European items.

Our flat-rate repairs in-
clude both parts & labor.
Call for details. Trade in
your unwanted items.
Catalog - $2.95
ALL Masor CreoiT
CaRrps ACCEPTED.

We carry a full line of
Amiga Products.

Sell* Trade * Repair * Buy
1420 County Rd. 914
Burleson, TX 76028
817-295-7658
817-447-6974 - Voice/FAX line

ALL STORE ITEMS HAVE A B0 DAY WARRANTY. IF, FOR SOME
REASON YOU ARE DISSATISFIED IN YOUR PRODUCT, YOU MAY
RETURN IT FOR REPLACEMENT OR STORE CREDIT ONLY.
SORRY, NO REFUNDS.

All Aboard the Commodore
Information Supersubway!

The Underground 1s a grass-roots Commodore
publication  produced with  8-bit  computers,
Geos, and a Postseript laser printer. For a mere
S11 per year, you'll get helpful features, current
reviews, on everything  from
projects to PD software, A sample issue of the
Underground is only $2--why not give it a try?

and  columns

THE UNDERGROUND, 4574 Via Santa Mana, Santa Maria, CA 93455

Can/Mex: US$2 25/sample, $12.50/one yaar. International: US$3.75/sample, $21.50/0ne year,
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NGV annW b elkd | ADVERTISERS |
C64/128 PUBLIC DOMAIN. REQUEST FREE CATALCG OR I N DEx

SEND $2 FOR A DEMO & CATALOG. CALOKE IND., P.O.

BOX 18477, RAYTOWN, MO. 64133. VISA-M/CARD | Caloke Industries ............ccoomeences (Classified) 56
ACCEPTED., Contsible SOMWETS ..o 55
C-64 POREIGN-AMERICAN Utilities, Graphics, Commodore CouNtry ........ceeevvevuviinieeeeiciieeeeeeenns 55
Hacker, Arcade. 32¢ stamp gets catalog. Home- | COMPUIEr POWEr USEr ..., 13
Spun Software, POB 1064-CW,Estero,FL. 33928 Commaodore World............... 56, Inside Back Cover
Computer Bargairy SIore oo 4
CMD 4MB RAMLink, $250. C-64 games: AD&D all 3 C FtJ Mi gD . € 791328 29 44 459
Zorks, Jet + 3 scenery disks, Sons of Liberty, rea !Ve .ICFO esigns...... ’9’ 3,28,29,41,44,45,
Defender of the Crown, $45. V. Peterson, RRZ2 Box Creative PiXels ..o 55
59, Thompson, IL 61285. Home-Spun Software............ccce..... (Classified) 56
CEOS Publication. The exclusive fonthly GEOS Gatekeeper‘....: ........................................... s 44
publication. Beginning Feb. 1st, rates will be GEOS Publication .......c..cecuverveeiusnes (Classified) 56
$12.00 for one year; $20.00 two years.Write 713 Integrated TeKNOIOHIES «.cuinusinisnvansmmima 5
E. Main Street, Independence, KS. 67301-3726. Intercorp ___________ 5
Wanted - "Pirates" game disk for Commcdore 64. J.P. Products by Mail ..o 44
Donald A. Wilson, 17005 Westdale, Cleveland, OH | LOASIAr ......ccccvmirrieniiiininrimimiiiiiiiieisiienanan 3
44135. Will pay. Mad Man SOftWare ...........ccoeeerereevereireeecreenenee, 47
Wanted - New and mint used commercial games for NOVALBIM oot 55
Apple 2. No public domain. ETH, 2900 N. Apperson PaXIrON ..cuoveereemnrresserunsisnssvusssnssssesssnssssnssnsossenannsss 13
Way Lot #33, Kokomo, IN 46901. SOAK o s eSS e 49
Software Support Int. ............... Inside Front Cover
TeCh Star v 49
cw & RUN BACK ISSUES Thg Undergrount ....cucuanmmaisissmnesiss 55
UNIQUE ...everresssissaimmissssasassansassassssasusarasssssianassssss 55
For years, RUN Magazine provided Commodore Users with a great source RS SN o tscimmonsssm e 44

of information, and now CMD has given you Commodore World. Don't let this
valuable information slip away—fill in the voids in your library now!

cCOoOMMODORE WORLD

RUN Magazine Back Issues

Any 3 issues for $12.00, any 6 for $18.00, ClﬁSSiﬁed AdVGftlSing _
or any 12 for only $24.00 : ' g - : Lo
Commodore World subscribers may place non-commercial
g:-ll:éggg FJabnuary :ggg :mggggg g _Olcltober :ggg classified advertising in Commodore World at a cost of
ebruary pecial Issue :
RMMARBS March 1988 RMJANSO January 1990 $10.00 per issue. Yqur advertisement may contain up to
RMAPR88 April 1988 RMMAYS90 May 1990 150 characters (including spaces). Send your
Emm:: JMav :ggg Em#élég% I;unefdtt;iy 1333 advertisementwith paymentto: CW Classified Advertising,
une ecember . . h,
RMJULSS July 1988 RMJANS1 Jan/Feb 1991 c/o Creative Micro Designs, Inc., P.O. Box 646, East
RMFEB89 February 1989 RMJANS2 Jan/Feb 1992 Longmeadow MA 01028-0646.
RMMAY89 May 1989 RMMARS2  March/April 1992
RMJUN89 June 1989 RMMAY92 May/June 1992
RMJUL89 July 1989 RMJUL92  July/August 1992 - -
RMAUGBS9 August 1989 RMSEP92  Sep/October 1992 Don’t wait until it’s too late...

Shipping: 3-6 issues - U.5. $3.00, Canada $5.00, Foreign $15.00;
12 issues U.S. $5.00; Canada $7.00, Foreign $20.00. Is your Commodore World subscription close to running

out? Here's an easy way to check: look at the mailing label on the front of

your copy. You'll find your subscription number and the expiration issue

number. For example:

RMSEP89 September 1989 RMNOV92 Nov/December 1992 n E“ Ew Enn lY'
B

Commodore World Back Issues
$4.95 each, or any 3 for only $12.00

CW1 Issue 1, Volume 1, Number 1 CWT7 Issue 7, Volume 2, Number 2
CW2 lIssue 2, Volume 1, Number2 CW8 Issue 8, Volume 2, Number 3

James Smith 12345EXP16
CW3 Issue 3, Volume 1, Number 3 CW9 Issue 9, Volume 2, Number 4 | “,J”["' ) 111.1; ] SATREBLS
CW4 Issue 4, Volume 1, Number 4 CW10Issue 10, Volume 2, Number 5 { 123 Home Street o
CWS5 Issue 5, Volume 1, Number 5 CW11lIssue 11 Volume 2, Number 6 Grand Rapids, MI 49502-0123

CWS6 Issue 6, Volume 2, Number 1 CW12Issue 12, Volume 2, Number 7 : = f
o U, ard Basaia b o o bk e ob Jim's subscription will run out with Issue 16 as indicated by the

ng: U.s. an . {v’ a, S 3 - . . " 3 y
s,,&?'pf, additional .si:is_a; Foraign rgs',oo'pf: .S:ui_ EXP14 in his subscription code. Jim would be wise to re-subscribe

TO ORDER CALL 1-800-638-3263 early to avoid missing a single issue of Commodore World!
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-To Subscribe

Commodore World is the publication
that will keep you informed in these times
when up-to-date information on
Commodore computing is so hard to find.
Published by Creative Micro Designs, the
industry leader in development of
Commodore-related products for over six
years, Commodore World will supply you
with information on what's new, what's still
available, and above all else—where to
get it. If you felt you had nowhere to turn
to for Commodore support, turn to the
pages of Commodore World for a wealth
of resources ready to help you get the
most from your computer!

You'll find Commodore World feature
articles informative and easy to read;
what's more, they're written by leading
authorities and experts, many of whom
have written for other Commodore-related
publications in the past. And Commodore
World has something for everyone,
whether you're a novice or an experienced
programmer.

INMOUCH!
1*B0D’63B 326

‘)

And while our feature articles help to
cover different subjects in each issue,
regular columns provide on-going insight
into topics of interest to most users. You'll
find columns that cover BASIC and
advanced programming, and even a
column for GEOS programming. And if you
prefer being a GEOS user to being a
GEOS programmer, you'll find another
column devoted to helping you get more
out of GEOS. If you want to learn more
about using and programming the various
peripherals on your system—you guessed
it, we've got a column for that as well. Even
first-time Commodore users will find a
column devoted specifically to their needs.

And there's even more. Departments
that cover news, telecommunications,
reviews of available hardware and
software; even news of what's happening
in other Commodore-related publications!

So, if you really want to get the most
from your Commodore, there's no better
way to get it than Commodore World!

U SV al TIPS .o aanS T T

Just For Starters - An introduction to the C64/
128 by Steve VanderArk

Foreign Exchange - An inside look at the market
in Europe by Joseph Gaudl

Graphic Interpretation - GEOS, GEOS and more
GEOS by Steve VanderArk

geoProgrammist - GEOS programming
techniques by Maurice Randall

BASIC Instincts - BASIC tutorials and type-in
programs by Gene Barker

Jim Butterfield's ML Column - Probably the best
known name in our industry, Jim covers every
aspect of programming in ML (coming soon)
Peripheral Vision - Technical insights to C-64/128
hardware peripherals

Carrier Detect - Exploring every facet of the
Telecommunications experience

Over The Edge - Editorial covering various
computer related topics and news

Departments
From The Editor « BackTalk « On The Horizon
Just Asking * The Connection = Top Tips
User Group Connection » Commodore Trivia
BBS Spotlight « Classified Ads

i
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C-6% anD C-128 OwnerRs!

SHOOT FOR THE STaRs WiITH CMD's

CMD SuperCPU’s are designed to maintain an optimal level of speed and compatibility in a -
package that makes using it as simple as possible for the average Commodore user..

The SuperCPU is a cartridge port module that contains
a new high speed microprocessor (65C816S) for your
C-64 or C-128 computer, built-in JiffyDOS, pass-thru
port and a compllme f switches for easy on-the-fly
configuration. Toy ___sgr, this means that your
software runs as {_J_jJ;Jr ‘as 20 times faster — that’s
right — 20 million“cycles per second (cps) versus a
stock C-64’s 1 million cps. Not only does the SuperCPU
speed up your computer’s ability to crunch numbers,
it will enhance screen updating, printing, disk access
and any other function that utilizes your computer’s
processor. In short, the SuperCPU will help your
computer bridge the gap between the Commodore and
today’s ultra-expensive computers, without sacrificing the
many programs that are familiar to you!

To use the SuperCPU, just plug it into your C-64 or C-128 cartridge port and you’re off :
like a rocket! Make your favorite software explode into the 21% century and prepare yourself
for the exciting new titles that will appear in the coming months! Don’t wait, place your
advanced order today! '

All specifications and prices subject to change without notice. Deposits will lock in at projected price. ‘m ;

PP’ T

s my $50.00 deposit for CMD’s all newSupsrCPU!
24 (20Wlhz) Q Super CPU 128 (20Mhz)
fatall Price: $199.00 Aetall Price: $299.00

MAIL ORDERS To:

creative Micro Designs
T P.0. Box 646
il ________ State/Prov. E. Longmeadow, MR 01028

Country Z|P/Postal Code
PHONE ORDERS:
1-800-638-3263

Payment: ~ 'J CreditCard d Money Order J Personal Check 1 COD (9:30 AM - 5:30 PM EST Mon. - Fri)
Credit Card # Exp. Date_ Bank Name

Home Phone Day Phone

We prosecute anyone placing fraudulent credit card orders



