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MARK WILLIAMS .
AN ENLIGHTENING DEVELOPMENT
FOR ATARI ST USERS.

stack traceback functions. Over 40

— 2 S

If you've tried your hand at { 4/ :1-\ . Microshell Command Processor
developing applications on the Atari /" . .« i including pipes, 1/0 redirection and
ST, you know the problem. Pro- / A f" :l & ie more. Edit your program with the
gramming too}s aren’t only hard to .-r' = %_"g :‘- bes IOl highly acclaimed MicroEMACS.full .
come by, they're hard to use. One g/ “B e ’ E. j 5 / - screerllhtildlton tﬁcceierat}t}el a}?(iiisgnphfy
might even say primitive. But now i < compiling with make whic S
for some enlightening news: you | tu/"ff @ 7 Q N \3,,\, and recompiles only those modules
can have a;l'the power, portability s /,\,_,\,“_j:(‘ﬁ £ \//"J/} affected by your changes. Then,
and versatility of the C language \ L // LSy Q when you're ready for debugging,
from a leader in professional C pro- ( i @ f call on our db Symbolic Debugger
gramming tools, Mark Williams. K} ( . / with single step, breakpoint and

BRING YOUR
PROGRAMMING UP TO SPEED. e
The Mark Williams C compiler P s ]

produces fast, dense code and supports the
complete Kernighan & Ritchie industry stan-
dard C. You'll have access to GEM's AES and VDI
libraries for programs using graphics, icons and the
Atari mouse. And Mark Williams C lets you take
advantage of the full 16 megabytes in Atari’'s 68000
MiCroprocessor.

STREAMLINE DEVELOPMENT
WITH POWER UTILITIES.

Mark Williams C is loaded with everything you'll
need for professional development. Bring the power
of the UNIX environment to your Atari ST with our

NEW VERSION 2.0 FEATURES

* 50% faster compile time « MicroEMACS Full Screen Editor

* Improved code: 20% faster with commented source code
dhrystone » Make Program Building Discipline

* Full access to AES/VDI libraries = Complete symbolic debugger
now with 200 new pages of « Assembler, linker and archiver
documentation and dozens of « Powerful Utilities Package: one-step
exam.ples . ) compiling/linking with cc command,

* New integrated edit-compile egrep, sort, diff and more
cycle: editor automatically  Over 600 pages of documentation

points to err0r§ including 120 sample C programs
* Source and object code for « Not copy protected

RAM disk cuts compile time
in half
« Complete Kernighan & Ritchie
C plus extensions
» Microshell Command Processor,
a powerful UNIX style shell

MARK WILLIAMS C FOR THE ATARI ST: $179.95
60 DAY MONEY BACK GUARANTEE
*Sieve benchmark from Byte, 1983, done on one double-sided floppy disk and included RAM disk.

) Sieve benchmark*:

Compile and link time in seconds.
Mark Williams C  46.0
Megamax 78.5

commands, including a linker and
assembler, provide a total development
package for your Atari ST.

DEPEND ON A NAME WITH
A HISTORY OF PERFORMANCE.

Mark Williams C for the Atari ST is part of our growing
line of C compilers. A line that includes the C compiler
chosen by DEC, Intel, Wang and thousands of profes-
sional programmers. Now our Atari C compiler is
earning its own reputation:

“Finally a great C compiler that exploits the power
of the ST"-Sigmund Hartmann, President, Atari
Software Group

“The all-around best choice for serious software
development on the ST.”~Douglas Weir of ANALOG
COMPUTING

GET WHAT YOUR ATARI ST HAS BEEN
WAITING FOR.

Mark Williams C is just what your Atari ST was
made for: powerful, professional
programming. So now that you
can have Mark Williams C for just
$179.95, what are you waiting for?

Ask your Atari dealer about
Mark Williams C or order today by
calling 1-800-MWC-1700.*

“In Illinois call: 312-472-6659

nl.m Mark

Williams
Company

1430 West Wrightwood, Chicago, lllinois 60614

© 1986, Mark Williams Company

UNIX is a trademark of Bell Labs.
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ANALOG Computing
on Delphi
, puts you on-line
e with the world.

Users” Group on .Delphl |

a message forum and an extensive

database for up- or downloading—all from

as little as 10 cents per minute from most U.S.

cities, with no additional telephone charges and no

extra charge for 1200 or 2400 bps. We'll use the group'’s
conference feature for electronic meetings with well known
Atarians and, of course, ANALOG staff. Bring on your toughest
questions!

Special rates

Subscribers to ANALOG Computing or ST-Log may join without charge, and will receive
a free lifetime Delphi membership, a Delphi Command Card and $5.00 of line-time credit
applicable to their account. If you purchase the Delphi Handbook—the highly detailed
manual on using the whole Delphi system—for $29.95, you will get an additional $20.00 of
line-time credit. And you can subscribe to either ANALOG Computing or ST-Log directly,
while on-line, to be eligible for these bonuses.

How to connect
First, select a data communications network: Telenet or Tymnet (in the U.S), or
DataPac (in Canada). In the Boston area, dial Delphi direct (617-576-0862). To
determine your local Telenet number, dial 800-TELENET or 703-683-5700 (in
Alaska, 907-264-7391). To obtain a Tymnet number, call 800-336-0149. if you have
difficuity, call Delphi at 800-544-4005 (in Massachusetts; 617-491-3393). Current
subscribers to ANALOG Computing or ST-Log should type JOINATAR] when
asked for user name. When asked for a password, type ANALOG. Those who

'THE #1 MAGAZINE FOR ATARI' COMPUTER OWNERS

I COMPUTING m—

P.O. BOX 23, WORCESTER, MA 01603
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Computers come and go, but the languages remain.

It's anybody's guess what hardware will look like ten years from now, but one thing is pretty certain: if you
want to, you'll be able to program in BASIC on it. Or Pascal, or C, or FORTRAN.

But what kind of BASIC? Languages are changing, even though we're calling them by the same names.
Sophisticated operating systems have grown so fast that the languages have had to adapt willy-nilly. C source
code written to use GEM's windowing and other features almost looks like a new language. The situation is
“worse” with the similar systems used by the Macintosh and Amiga.

We'll be seeing more windows and menus in the future, not less. Will we also see more and more specialized
(and haphazard) language dialects to control them, or will we eventually have environments that look
absolutely “normal” to the programmer? A language system that would let you set “standard output” to
mean “a window,” and then forget about it, would make it a lot easier to write those full-featured word
processors and database managers and wargames we've been waiting for. It's been a long time since
programmers were forced to handle keyboard debounce and scan routines. Is there any real difference
between debouncing a keypress and processing a “resize window" message?

It's interesting to look at the many fine compilers and interpreters available for the ST and see how they've
begun to come to grips with this problem in very different ways. The C compilers have by and large ignored
it. But that's what you would expect from C. After all, if you want to deal with GEM and TOS at this level, you
should be able to. Other languages have taken the same approach, but less appropriately. You might expect
BASIC to show the most innovation in this area, but the exciting things so far seem to have come from a
couple of Pascal packages. Then there are the assemblers. You don't have much choice about how to
interface with the operating system in assembly language—you take it as it is. Which makes it seem all the
more bizarre that almost every assembler available for the ST comes smothered in a package of GEM-based
editor/supervisor programs that end up being more hindrance than help in serious software development.

Not very long ago | learned to program using Waterloo Pascal on a creaky IBM mainframe timesharing
system. It was called WYLBUR, although it usually behaved more like Mister Ed. Things have changed
greatly since then. The ST is a much nicer machine to work with and, since one has it to oneself, practically
as powerful. Whether the same becomes true of languages will depend less on integrated editors and fanciful
extensions than it will on serious efforts at fitting the language to the environment and leaving the
programmer to worry about more important things. If this does happen on the ST, it will be another first for

this revolutionary series of computers.

Douglas Weir
Technical Editor
ST-Log
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e! The Only Thing
4o ePowerfulTh The Boss.

RESIDENT
MEIDE

Analyze! is a powerful electronic spreadsheet Ask for a dealer
that enforces the reasons you have an Atari ST. demonstration of this
fine product, or call
It provides compatible sophistication that re- our Technical
freshes the dreary “monkey see, monkey do” Question Line at
products of today. Controlled via mouse, keyboard, (305) 790-0772

or both, Analyze! will work with the major
spreadsheet programs popular in the work place.

Take your Atari 520 ST or 1040 ST to the limit
with the full featured Macro language, outrageous Sales Order Line: (800) 327-8724
4 or 8 color graphs, sorts and extensive For a dealer near you call: o
mathematical functions. Brown Wagh. Publishing

(800) 451-0900
= @
FRE
MICRO-SYSTEMS <=
SOFTWARE, INC. 2
12798 West Forest Hill Bivd. West Palm Beach, FL 33414

Analyze! is easy to learn, supported by an
informative reference manual and our expertly
trained Technical Support Division.

MICRO-SYSTEMS SOFTWARE, INC. ...7 years of quality software and still growing strong!
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REGULAR FEATURE

Down to BASICs.

Having been a subscriber to ANALOG
Computing magazine for many years
when I owned an Atari 800XL, now that
I'm the happy owner of an ST computer,
I must confess: I'm a little disappointed
in regard to ST coverage.

On occasion, I had to write to ANA-
LOG for help or technical information.
Your staff always answered me promptly,
for which I am very grateful and thank
you for your reader support.

I received two free ST-Log magazines
with my two remaining months’ subscrip-
tion to ANALOG, and I feel ST-Log needs
to improve with age.

I am mailing in a check for a year’s sub-
scription to ST-Log. I'm subscribing to ST-
Log merely based on ANALOG's past ex-
cellent performance. I am subscribing
with the hope that ST-Log will continue
to improve.

Frankly, I don’t care about programming
in C, Modula-2, Pascal, or what have you.
I still enjoy programming in BASIC, and
I feel there are many like myself, who
would like to see more coverage in BA-
SIC programs, short graphics demos and
utilities.

Very few graphics demos have appeared
in any ST magazine in BASIC, or even
tried to tap the excellent graphics capa-
bilities of the ST.

I can buy all the game programs I want,
and wish ST-related magazines would
issue fewer game programs. I believe a
sad mistake is being made by all the ST
magazines in this respect, other than ST

6 ST-Log # June 1987

Applications, which I feel is the best
magazine for the ST. Not all ST owners
are youngsters. Many ST computers are in
the hands of mature adults. Sure, I like
games. . .but I also enjoy good graphics
programs, fancy and interesting titles and
sound effects, as well as good utilities.

I would like to see continued coverage
of GFA BASIC and maybe some short pro-
grams in GFA, so I'll be tempted to go out
and buy. I realize other subscribers have
other choices in languages, and you must
please all segments of your reader popu-
lation. I realize C, Pascal and Modula-2
are here to stay, but, gosh, fellows. . . help
keep BASIC alive. Even a few short pro-
grams each month would be a big im-
provement.

As I previously stated, ANALOG Com-
puting has always been a super magazine
with respect to the 8-bit Atari computers.
Now, with your new ST-Log magazine, I
am hopeful you will expand and realize
a lot of people out here still like to tinker
with BASIC.

There are many features I enjoy in ST-
Log, such as the Reader comment and
reviews sections. I am hoping, by making
myself heard, you will better know what
your audience wants to see more of in up-
coming issues.

Respectfully,

Mario Sala

Torrance, CA

We've tried to provide a good sampling
of BASIC programs for the ST; in our first
separate ST-Log, January 1987, you’ll find
Spellbinder. February brought Appoint-

ment Calendar, and— while our March
“entertainment” issue had only an ST BA-
SIC game—Escher Cubes graced the
April pages. Last month’s BASIC offering
was Music Steps and Triads.

This issue, we begin a column on GFA
BASIC (see page 73). ST BASIC programs
are present, too: PrinterFont and ST La-
belmaker. How’s that for service with a
smile? —Ed.

Cover copy.

Our May staff listing attributed that
cover’s computer graphics to André Moly-
neux. ..wrong! The art was by Vincent
Reynolds. Our apologies, Vincent. —Ed.

Getting in Step.

I'm writing this letter in regard to the
Step 1 articles in the past issues of ST-
Log.

First, let me give you a whole-hearted
thank-you for including a series for the be-
ginner. You would not believe how many
magazines I've purchased over the past
three months (not to mention the count-
less masses of books), in search for some-
thing that doesn’t require a doctorate to
understand all the terminology of the
computer. Mr. Molyneaux’s articles took
the time to explain all the jargon that no
one else thought was important enough
to mention.

My husband and I only recently pur-
chased a 520ST, and both of us are nov-
ices, at best, when it comes to compu-
ters. When we found our first ST-Log, I
honestly thought that it was like all the



EXTENDED HOURS
MON. - FRI. 9A.M.-9P.M. CST SAT. 11A.M.-5P.M.CST

ATARI 520ST_/ ATARI 1040ST
e RS S 5

ATARI 520ST SYSTEM ATARI 1040ST SYSTEM SUPRA
PACKAGE — CALL PACKAGE - CALL 20 MEG
INCLUDING RGB OR MONOCHROME MONITOR, INCLUDING RGB OR MONOCHROME MONITOR, HARD DRIVE
MOUSE, DISK DRIVE,BASIC, MOUSE, DOUBLE-SIDED DISK DRIVE,BASIC ONLY

TOS ON ROM, AND RF MODULATOR
FULL MANUFACTURER'S WARRANTY APPLIES

ATARI SF 314 DISK DRIVE
DOUBLE SIDED/ | MEGABYTE STORAGE

TOS ON ROM, AND BUILT-IN POWER SUPPLY,
FULL MANUFACTURER'S WARRANTY APPLIES

$559

ST MODEM PACKAGE OKIMATE 20 COLOR PRINTER
*AVATEX 1200HC MODEM &

*ST MODEM CABLE '
*ST TALK TELECOMMUMICATIONS PACKAGES ST PIgG N PRINT
199

$145

CALL

BX 800 TO
EX 1000 ————_629

NP-10 PANASONIC 1092i...349

PANASONIC 3131279

FX286E———— 569 ND-15 449 PANASONIC 3151 ——.409
e -To o PN - I - T | —— 539 PANASONIC 1592419
LQ I000. 729  POWERTYPE.———_189 PANASONIC 1595539
LQ 2500. 1149 NB 24/15 (24 WIRE).CALL

MICHTRON

ST ADVENTURES ST EDUCATIONAL

5 1= C— |
Hacker Wl — . —25.95
SUNGog. . 24.95
Black Cauldron_......25.95
Apshal Trilogy.—...25.95
Universe Il . 44.95
The Pawn. . ....29.95
Starglider.....

Dmgoonmaswr____z4:95
Alternate Reality.........24.95

Major Motion.. o 24.95
——31.95
Michtron Utilities._37.95

Mi-Term._.

Colonial Conquest..........25.95
Roadwar 2000........
Wizard's Crown..

Tass Times. 25.95 Cards. 24.95
_____ -24.95 The Animator..—...—24.95
==
Ogre..... S—1 N
Delender of Crown..32.95 Personal Money Mg_ 31.95
- o} KOSRP———— - | Pinball Factory......24.95
Balance of Power.........32.95 Financial Future........24.95
Ultima Il or IV..........38.95 Eight Ball e 18.95
POl i 32.95 Hard Disk Backup.......24.95
Kings Quest 1,2 or 3....32.95 Match-point............24.95
Quest_.__.........32.95 Karate Kid Il....—..24.95
Tracker e e —29.95

Decimal Dungeon..........24.95
Fraction Action._........24.95
Kinderama..—.... .24.95
24 .95

First Shapes.

Winnie the Pooh__....15.95
ADVANCED ORDERS
Read-A-Rama..........31.95
All About America........31.
Adv. of Sinbad............31.95
Arabian Nights_._....... 31.95
WIZIYDO i 25.95
Buzzword.. e .29.95

1st Letters and Words...31.95
Math Talk Fractions.....31.95

ST UTILITIES
Music Studio....... 32.95

OKIDATA 193+.—.__559
OKIDATA 292E. 449
OKIDATA 293E.—-599

INFOCOM ST
Forever Voyaging........29.95
Bally H0O.e 25,95
Bureaucracy.........25.95

HitchiKer e 19.95
InfQ8l e 28.95
Leather Goddess............25.95
Moonmist....

Trinity

Wishbringer ... —11.95
L1 [ —— —25.95
7 £, ¢ 3 R —25.95
Zork Il or lll..c...28.95

Hollywood Hijinxs..........25.95

ST LANGUAGES
Personal Pascal.............49.95

No surcharge for

Master Card

800-558-0003

ORDERING IN FORMATION + Please specify system. For fast delivery send cashier’s check or money order. Personal and company checks allow 14 business days to clear. School PO!'s welcome. C.0.D. charges
are $3.00. In Continental U.S.A. include $3.00 for software orders. 4% shipping for hardware, minimum $4.00. MasterCard and Visa orders please include card #, expiration date and signature. WI residents please include 5% sales tax. HI, AK, FPO, APO, Puerto
Rico and Canadian orders, please add 5% shipping, minimum $5.00. All other foreign orders add 15% shipping, minimum $10.00. All orders shipped outside the Continental U.S.A. are shipped first class insured U.S. mail. If foreign shipping charges exceed the
minimum amount, you will be charged the additional amount to get your package to you quickly and safely. All goods are new and include factory warranty. Due to our low prices all sales are final. All defective returns must have a return authorization number.
Please call (414) 357-8181 to obtain an R.A. # or your return will not be accepted. Prices and availability subject to change without notice.

Rings of Zilfin.... s Time Link.... 31,95
SINbad. i Joumey to the Lair......32.95 Middiplay . 32.95
Golden Path........ GFA Compilef ... 48.95 Micro C 32.95
Phantasie 1,2 or 3.......25.95 Realtizer. .o 149.95 (o740 /(- [, NE—— 69.95
ST ACCESSORIES ST PRINT UTILITIES .
Flip'n' File 1I- Micro...19.95 Rubber Stamp.............24.95 Write 90 18.95
DL Call PlUS...... 24.95 hest — ;_‘I:g
3.5 Drive Clean Kit.—....16.95 M fort ST 24 .95 J
Mouse Pad.......8.95 At Galley 1 or 2. 18,05  VideoWizard______ 39.95
Mouse House____..6.95 Typesstter Elite........31.95 K-Switch . —27.95
6 Way Surge PM Interface..___18.95 DeskCart ... 72.95
Protector. ... 19.95 Ceortificate Maker—.....31.95 CASIO KEYBOARDS
Anti-Glare Screen.......19.95 Library 1/Certificate CZ 10 i Ol
6 FT SF 354 Cable.—...19.95 Mkr. et 1< 95 CZ208 iy Call
ST TELECOMM ST WORD DESKTOP PUBLISHING
ST Talk Ver 2.0..........18.95 Drawrite...........99.95
(-1 Vo p—— | R Pxoorf"Essonfa 95 Publishing Partner.....99.95
r|sasThaR """"""" gz :g Wordwriter ST......48.95 HIPPOPOTAMUS
i T T Thunder.... Call for items and prices

ST DATABASES

DBMan... 96,95

Superbase Gem...........94.95

CANON A-60.———_349

SEIKOSHA
SP-180 169
SP-1000A 199

SP-1200 e — 209

EPSON STAR MICRONICS PANASONIC OKIDATA CANON BROTHER
(X 86— 213 NX-10 CALL  PANASONIC 1080199  OKIDATA 182_.__._249 CANON A-50.____279  BROTHER 1009 ___139
FX86E—— 399  NL-10.. PANASONIC 10911.—259  OKIDATA 192 __369 CANON A-565.____389  BROTHER 1509 ___379

BROTHER 1709 ——-489
BROTHERHR 35749
TWINWRITER 5839

ST ARCADE GAMES

Winter Games................24.95
Rogue. — 1
_____25 95

—25.95

Famous Course Disk......14.95
5. 95

S—

i 098

Flight Simulator Il.....33.95
Champ. Wrestling-......24.95
World Games .. ......24.95
Video Vegas. . ——.24.95
Strip *Poker........25.95

Litle Computer Peo......11.95

JOUSt

Star Raiders.............20.95

Chessmaster 2000........29.95

Tenth Frame.............. 25,95
_____ —25.95

3-D Helicopter............33.95

Micro League Baseball..39.95
WWF Micro Wrestling..39.95

ST BUSINESS

VIP Professional..............Call
Swiftcalc ST..............48.95
Isgur Portfolio. ... 124.95
Financial Cookbook.........32.95
DAC Payroll.... e 32.95

DAC Easy Accounting......44.95
Dollars and Sense.........64.95

Sylvia Porter.— .. 48.95
A-calc Prime..........39.95
Logistix Jr............64.95
LOQIStX: B, ociiiiiinid 89.95

ABACUS

fo:;{ﬁzztd?bt lity.

PO. Box 17882, Milwaukee, W1 53217

ORDER LINES OPEN

Mon-Fri. 11 a.m. -7 p.m. CST © Sat. 12 pm. - 5 p.m. CST

TELEX NUMBER 9102406440

(ANSERBACK = COMPUT MILW UQ)

No surcharge for

F-15 Strike Eagle.......27.95
High Roller Simulator..32.95
Two on Two Basketball..25.95

The Wanderer ............25.95
Champ Baseball '86.....25.95
GFL Football... e 25.95
Harrier Srike ........31.95

Space™ Stat/Protector....25.95
Sub Battle Simulator.._24.95
Arctic Fox.

Psion Chess....38.95
ST GRAPHICS

Degas Elite........ed Call

Easy Draw..............48.95

Cad 3-D.........

Graphic Artist....

Paintworks.....

1st Cadd.

Aegis Animator..........—48.95
Art | /Aegis Animator...21.95
Neochrome.

S X ]
Stereo Cad 3-D...........67.95
DISKETTES
Sony 3.5 SS/DD
(10 PK).oe e 13.05
Sony 3.5 DS/DD
(10 PK). e 18.95

Note: Buy Diskettes at these
low prices when added to any
other order.

Visa

For Technical Info, Order
Inquiries, or for Wisc. Orders

414-357-8181

CIRCLE #103 ON READER SERVICE CARD




rest. . .until I found the introductory Step
1. It helped me start understanding what
everyone else is talking about.

I'm proud to say we're now subscribers
to ST-Log—so we won’'t miss an issue.
Please keep these and other articles like
them in future issues.

Sincerely yours,

Jennifer Coleman

Chula Vista, CA

Mail-order mayhem.

I would like to first say that ST-Log has
been a welcome addition to my reading
library. I have found ST-Log very inform-
ative and hope to possibly see some arti-
cles on, or using, Personal Pascal.

Now. . .There is a practice among some
of ST-Log’s advertisers to advertise a prod-
uct or program months before it is ready
to be released. I have two such products
ordered at this time. One has been or-
dered since November 1986, and the other
since February 1987. Both of these orders
have been paid, and my money has been
tied up for months.

Both vendors are prominent in the ST
products line and have produced some
very good programs and utilities for the
ST. However, I feel that this practice is un-
fair to the public. Maybe all advertisers
should be required to put an availability
date in their ads.

I realize that prerelease info is impor-
tant to sales, but the public should be in-
formed as to the availability dates. Due to
the lack of local support by Atari Corp.
or Atari dealers, I must buy most of my
programs mail order. It should be kept fair
and aboveboard, for those of us who must
mail order.

Sincerely,

George R. Millward

York, PA

We understand —and agree with— your
point of view. To be fair to the mail-order
companies, though, you should know that
ad copy is sometimes submitted three
months before you finally see it. They rely
on release dates given to them by the soft-
ware producers and distributors. And, as
any software author will tell you, Mur-
phy’s Law rules programming. Most mail-
order companies are as reliable as possi-
ble. We hope they (and producers) are
listening—and trying to improve matters.

Oh—you may enjoy Animation with
Pascal on page 17. —Ed.

Promoting Atari—us?
I have been an ANALOG Computing
subscriber for over three years. Since the
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Reader comment continued

introduction of the STs, I sometimes won-
der if ANALOG Computing and ST-Log
have just become Atari rags, similar to the
new Infoworld.

In the past, the problem with ANALOG
Computing was the lack of current news
and developments in the Atari world.
When Atari underwent many changes,
I—and probably many owners—had to
read Infoworld (the non-Apple/IBM ver-
sion) for the latest information. ANALOG
Computing was simply too slow in deliv-
ering the information. Currently, this
problem is corrected, and the magazine
is bringing the latest news and develop-
ments.

However, since the introduction of the
STs, ANALOG Computing has become
more like a promotion rag of the new
machines. ANALOG Publishing has never
emphasized the problems and limitations
of the STs, nor have the magazines been
very critical about Atari Corp.

First off, Atari Corp. simply goofed in
choosing the microprocessor for the STs.
It should have been National Semiconduc-
tor's 32016 or 32032. The problems of

memory management and floating point
would have been solved. In addition, ST
owners would have the benefits of virtu-
al memory. A graphic chip should have
been in the ST in the first place, as well.
A system based on the NS32000 series
would have outgunned the Amiga and
IBM PC AT (with floating-point option).
Who would buy such a system? Engineers,
hackers, programmers, students and busi-
ness people are just some of the possible
consumers. The cost of such a system
would be a maximum of a couple hundred
dollars more than the present ST prices.
ANALOG Computing and ST-Log have
never pointed out the limitations of the
vaunted MC68000.

Second, ANALOG and ST-Log never
emphasized the problems of GEM. GEM
is horribly coded (great for compatibili-
ty, but not on the MC68000, which does
not support high-level languages) and
pathetically slow, not to mention very
buggy. GEMDOS is in a sad state. The ST
disk I/0 speeds are pathetic. Part of the
problem may be attributed to the IBM for-

(continued on page 64)

WHAT IS

ST-CHECK?

Most program listings in ST-Log are followed by a table of
numbers appearing as DATA statements, called ‘ST CHECK-
SUM DATA.” These numbers are to be used in conjunction
with ST-Check (which appeared in ST-Log’s issue 11).

ST-Check, written by Clayton Walnum, is designed to find
and correct typing errors when readers are entering programs
from the magazine. For those readers who would like copies
of the article, you may send for back issue 11 ($4.00).

ST-Log
P.O. Box 625, Holmes, PA 19045




ASSEMBLY

Each processor has its own assembly lan-
guage, describing the operations it can
perform. Assembly language uses names
and syntax not too far removed from the
forms which the machine handles direct-
ly, but which are, at the same time, much
more easily understandable to human be-
ings. By a relatively simple process, assem-
bly language is translated into machine
codes—the only language the machine
understands—and describes the only
things the machine can really “do.”

BoSOKA oo /c/sinn eainieis s hiatiis el biears $34.95
The Catalog
544 Second St., San Francisco, CA 94107
(415) 957-0886

ASSOMBION = S Tl e ke el tare e $59.95
(requires Pecan P-system—$99.95)
Pecan Software Systems, Inc.
1410 39th St., Brooklyn, NY 11218
(718) 851-3100

ASSOMBRO T st o el e $59.95
Abacus Software
P.O. Box 7219, Grand Rapids, M| 49510
(616) 241-5510

AS68 Assembler ................ $300.00
(included in the ST Developer’s Kit)
Atari Corp.
1196 Borregas Ave., Sunnyvale, CA 94086
(408) 745-2000

DOVPacST . i L ot T s s, $129.95
HiSoft
The Old School, Greenfield
Bedford MK45 5DE, U.K.
(0525) 718181

GO A o o ey $59.95
The Catalog
544 Second St., San Francisco, CA 94107
(415) 957-0886

MCC Macro Assembler............ $79.95
Tenchstar Inc./Metacomco
26 Portland Sq., Bristol BS2 8RZ, U.K.
(0272) 428781

0S/9 Assembler Linker Debugger. . .$150.00
(requires OS/9 operating system)
Microware Systems
1900 NW 114th St., Des Moines, |IA 50322
(515) 224-1929

Cc

C is the result of an evolutionary process
(B was an immediate ancestor) at Bell Labs
in the early 1970s. It combines many fea-
tures of a Pascal-like high-level language
with others which make it seem at times
more like a very powerful assembler. C was
designed as a convenient and easy tool for
operating system development, although
nowadays it’s used for just about anything.
AICYON GVt s s el e e s T $300.00

(included in the ST Developer’s Kit)

Atari Corp.

1196 Borregas Ave., Sunnyvale, CA 94086

(408) 745-2000

SPECIAL FEATURE

Language overview

GSTC Compiler .................. $79.95
The Catalog
544 Second St., San Francisco, CA 94107
(415) 957-0886

Eattlce Ch il i st sl s $149.95
Tenchstar Inc./Metacomco
26 Portland Sq., Bristol BS2 8RZ, U.K.
(0272) 428781

Mark Williams C ................ $179.95
Mark Williams Company
1430 West Wrightwood, Chicago, IL 60614
(312) 472-6659

Megamax € @ ::.<kcnmsnsrosnnesis $199.95
Megamax, Inc.
Box 851521, Richardson, TX 75085
(214) 987-4931

0819, Gy e et $500.00
(requires OS/9 operating system)
Microware Systems
1900 NW 114th St., Des Moines, |IA 50322
(515) 224-1929

FORTRAN

The first FORTRAN (FORmula TRANsla-
tion) compiler appeared in 1956, and is
thus the grandaddy of all compilers. The
original design was greatly influenced by
the scientific and mathematical needs of
its developer and users, and this bias has
remained despite the addition of string
processing and other services. FORTRAN
is preeminently a “scientific” language. For
example, a coding error in a FORTRAN DO
loop reputedly enabled a NASA space
probe to miss Venus sometime in the
1970s.
ACIEORTRAN! ... v iy $199.95
Absoft
4268 N. Woodward, Royal Oak, M| 48072
(313) 549-7111
FORTRANTZ : .i%. vl Slhdss $149.95
(with UCSD Pascal)
TDI Software, Inc.
10410 Markison Rd., Dallas, TX 75238
(214) 340-4942
EORTRAN 7750057 ot it o s £ N $79.95
(with required P-system $99.95)
Pecan Software Systems, Inc.
1410 39th St., Brooklyn, NY 11218
(718) 851-3100
OS/9 FORTRAN 77 .........00n0un $750.00
Microware Systems
1900 NW 114th St., Des Moines, IA 50322
(515) 224-1929
Pro FORTRAN-77 vi15 ........... $199.95
Prospero Software
190 Castelnau, London SW13 9DH, U.K.
01-741-8531

Much has changed since the early days of microcomputing, when BASIC
and assembly were all that programmers had to choose from in the way of
languages. An ST owner can explore artificial intelligence with LISP or PRO-
LOG, draw on three decades’ worth of scientific programming expertise with
FORTRAN and its libraries, or chase pointers with C and a copy of Kerni-
ghan and Ritchie. Here’s a list of all the languages we could find currently

available for the ST series. For the
most part, only products available
through a U.S. distributor are listed,
though there are a couple of excep-
tions. We've also included thumbnail
sketches of the more common lan-
guages.

LISP

LISP is an acronym for LISt Processing.
It's a much older language than it looks,
dating back to 1959, when it was first im-
plemented at MIT. LISP programming
technique is heavily dependent on recur-
sion, and the programs are unusual also
in that they’re built up of (and are reduci-
ble to) LISP data structures. The language
is easily extensible.
Cambridge Lisp 68000 ........... $199.95
Tenchstar Inc./Metacomco
26 Portland Sq., Bristol BS2 8RZ, U.K.
(0272) 428781
LIsPas liST . .0t o s e eaoils $162.70
TommySoftware
Mainzer Landstrasse 147,
6000 Frankfurt/M., 1/West Germany
069-736917
D T R Public Domain
Written by David Betz, Christopher F. Chabris
15 Sterling Rd., Armonk, NY 10504
(914) 273-8828

PROLOG

PROLOG (from PROgramming in LOGic)
is a relatively new nonprocedural, object-
oriented language—which means that it
looks quite different from what most pro-
grammers are used to. PROLOG is being
used more and more in artificial intelli-
gence applications, among them the pub-
licized “Fifth Generation Computer”
project in Japan.
oL T o e e LA T b A ey 8 $39.95

Rational Visions

7111 W. Indian School Rd., Ste. 131,

Phoenix, AZ 85033

(602) 846-0371
MPROLOG! Z 5, i 5t o we s et oo $199.00

Logicware

Park Avenue Atrium

237 Park Ave., Ste. 2136, New York, NY 10017

(212) 551-3536
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BASIC

BASIC is the most popular language on
microcomputers, mostly due to its simplic-
ity, ease of use and wide distribution. In
its simplest form, it uses line numbers to
organize program statements, and thus is
highly lacking in structure. BASIC, most-
ly suited for novice programmers, is easy
to learn, but in most cases is severely re-
strictive. There are exceptions, however,
particularly GFA BASIC and Fast BASIC,
which are more fully implemented lan-
guages, allowing easy access to GEM and
other special features of the ST. In fact,
some consider these new BASIC “hybrids”
not to be BASIC at all.

BASIC Compiler..............oc0.n $79.95
Pecan Software Systems, Inc.
1410 39th St., Brooklyn, NY 11218
(718) 851-3100

Fast BASIC o b it o ees $149.95
Computer Concepts, distributed by G-Plus
130 Albert St., Ottawa
Ontario K1P 5G4, Canada
(613) 230-7750

Fast BASIC-M Compiler v1.35...... $129.00
Philon, Inc.
641 Avenue of the Americas
New York, NY 10011
(212) 807-0303

GFA BASIC Interpreter ............ $79.95
MichTron, Inc.
576 South Telegraph, Pontiac, Ml 48053
(313) 334-5700

GFA BASIC Compiler.............. $79.95
MichTron, Inc.
576 South Telegraph, Pontiac, M| 48053
(313) 334-5700

LDW BASIC Compiler ............. $69.95
Logical Design Works, Inc.
780 Montague Expwy., Ste. 205
San Jose, CA 95131
(408) 435-1445

OSI9-BASIC o aie st s ey siar s $275.00
(available soon; requires OS/9 OS)
Microware Systems
1900 NW 114th St., Des Moines, |A 50322
(515) 224-1929

Real BASIC . .o it e ielerire blaneiils $69.95
CCL Computer
516 5th Ave., Ste. 507, New York, NY 10036
(212) 644-2591

STBASIC ..o cvansss Free w/ST purchase
Atari Corp.
1196 Borregas Ave., Sunnyvale, CA 94086
(408) 745-2000

Softworks BASIC . ................ $79.95
Softworks Limited
2944 N. Broadway, Chicago, IL 60657
(312) 975-4030

True BASICI: (oo e sl $99.00
True BASIC, Inc.
39 South Main St., Hanover, NH 03755
(800) TRBASIC
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Language continued

PASCAL

Pascal is a highly structured, compiled
language. Its use of English-like keywords
makes source code readable and easy to
follow. Pascal is a more powerful language
than BASIC, but is more restrictive than
languages such as assembly and C. Though
Pascal is suitable for any level programmer,
it’s especially recommended for novices
who wish to learn structured programming
techniques without having to deal with the
more cryptic syntax of C.

Looking Glass Software
124 King St., N., Waterloo,
Ontario N2J 2X8, Canada
(519) 884-7473

MCC PASCAI': i« ¢ v = mieis sreiains s reis $99.95
Metacomco
26 Portland Sq., Bristol BS2 8RZ, U.K.
(0272) 428781

OSI9iPascal R e e $500.00
(available soon; requires OS/9 OS)
Microware Systems
1900 NW 114th St., Des Moines, IA 50322
(515) 224-1929

PersonalPascal.................. $74.95
Optimized Systems Software, Inc.
1221 B Kentwood Ave., San Jose, CA 95129
(408) 446-3099

UCSDPaBCal .v i s vicinnesasnsssios $79.95
TDI Software, Inc.
10410 Markison Rd., Dallas, TX 75238
(214) 340-4942

UCSD Pascalli - oo sioersiesias $199.95
Pecan Software Systems, Inc.
1410 39th St., Brooklyn, NY 11218
(718) 851-3100

MODULA-2

Modula-2 is a close cousin to Pascal, al-
though it provides expert programmers the
ability to “get closer to the machine.” Most
of the restrictions of Pascal have been re-
moved, providing a programming environ-
ment more suitable for professional use.
ModUIAs2 . . ke aie e srmieis o sinis sisis $99.95

Pecan Software Systems, Inc.

1410 39th St., Brooklyn, NY 11218

(718) 851-3100
MOAUIA-2 ¢ .. civii eiles sieiors s s welaie $99.95

TDI Software, Inc.

10410 Markison Rd., Dallas, TX 75238

(214) 340-4942
MOAUIAED oLty tien e e aire e sies s as $39.95

Jefferson Software

12416 N. 28th Dr. #18-236,

Phoenix, AZ 85029-2434

(602) 243-3106

FORTH

First introduced in 1971, FORTH has
gradually attracted a devoted band of fol-
lowers. It is primarily an interpreted (but
often also compiled), stack-oriented, eas-
ily extensible language. Using this last fea-
ture, programmers quickly develop their
own “version” of FORTH. The name is an
abbreviation of fourth, for “fourth gen-
eration language.” FORTH is quite different
from all the other languages listed here, al-
though it has some similarities to LISP.

AXEOTEN o . L iies o aipcis wates siiats o s $99.95
The Dragon Group
148 Poca Fork Rd., Elkview, WV 25071
(304) 965-5517

Mach 2 (Forth-83). ..a e < vis i u wisreeinisiste $99.95
Palo Alto Shipping
P.O. Box 7430, Menlo Park, CA 94026
(800) 443-6785

MultlEorthi s e e s s $89.00
Creative Solutions, Inc.
4701 Randolph Rd., Ste. 12
Rockville, MD 20852
(800) 367-8465

STEOrthIMI L3, f. .t S $49.95
Abacus Software
P.O. Box 7219, Grand Rapids, Ml 49510
(616) 241-5510

MISCELLANEOUS

APLBB000 .- .. ..ot $295.00
Spencer Organization, Inc.
P.O. Box 248, Westwood, NJ 07675
(201) 666-6011

BOPL o i s e s e e $149.95
Tenchstar Inc./Metacomco
26 Portland Sgq., Bristol BS2 8RZ, U.K.
(0272) 428781

BOS/MicroCOBOL ............... $550.00
BOS National
2607 Walnut Hill La., Ste. 200, Dallas, TX 75229
(214) 956-7722

JEOR .vvivvanenssivmeenaae Public Domain
(Call for information)
Icon Project, Dept. of Computer Science
University of Arizona, Tucson, AZ 85721
(602) 621-6613

STLogo .......... Free with ST purchase
Atari Corp.
1196 Borregas Ave., Sunnyvale, CA 94086
(408) 745-2000



by Richard J. Bourne

No single accessory increases the usefulness of your com-
puter more than a good printer. Atari ST owners recognize
this, and many have purchased high-end personal printers
such as the Epson, Star or Panasonic brands. All these
printers offer a powerful but little-used feature called
“character downloading,” which allows you to create cus-
tom characters and store them in the printer's RAM. Every-
thing from script and Old English to digital fonts and
graphic shapes can be sent to your printer, and used in place
of the default characters.

However, the method described in most printer manuals
for accessing character downloading seems calculated to
discourage its use. You must draw each character on a grid,
calculate each dot value in binary, total up each of nine to
twelve columns as a byte value, and then use BASIC’s
LPRINT command followed by a long series of CHR$ values.
This procedure is repeated for every character. And, when
your printer is turned off, you lose all your work and must
start over!

My solution is a font creation program, PrinterFont,
which allows you to edit your characters on a grid, sized
automatically to your printer’s needs. Toggling dots on and
off is as simple as putting the mouse pointer in the correct
box and clicking the left mouse button. Menu choices —
saving or loading a font set, testing it, or downloading it
to the printer—are also performed with the mouse. The key-
board is used only to enter a filename or select a cell to edit.

How to use PrinterFont.
To type in the program, first load BASIC and disable

buffered graphics—unless you have TOS in ROM or a
10408ST. Select the “edit” window, so that you can make

UTILITY

MEDIUM RESOLUTION

corrections as you proceed. When you reach the debugging
stage, you will appreciate the modular approach of Prin-
terFont. Subroutines are all named in accordance with their
function. Most problems will be easily traceable to such a
subroutine. Also, if certain functions are not important to
you, you can easily scale down the size of the program by
typing in just the subroutine name, followed by a colon and
a RETURN. You can easily add such functions at a later date.

When you run the program, the first thing you’re asked
is the printer type. Once you select from the choices offered,
you cannot change your decision unless you stop and re-
run the program. The reason is that each printer has slight
differences in the grid shape required for editing, as well
as in the total number of characters which can be down-
loaded.

After you choose your printer, a grid will be drawn and
nine main menu choices will appear on the right side of
the screen. Position your mouse pointer on CREATE
CHARACTER SET and click the left button. Your choice will
be highlighted in red. After a brief pause for clearing font
memory, the program will ask you for a character name (the
usual choice would be A or a). Once you press a character
key and RETURN, an edit submenu will replace the main
menu, and a lower-screen message will identify the cell
number and character name. You can now begin to draw
in Cell 1. Move your pointer to any space on the grid, and
click your left button to toggle a dot on or off. ON dots will
appear in color (default = green), while OFF dots will be
the screen color.

There are few rules to follow when designing a charac-
ter. You will normally make letters and numbers nine dots
wide, to match your printer’s standard characters. Letters
without descenders and numbers sit on a “baseline” at the
bottom of the grid (Star) or one row up (Epson, Panason-
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PrinterFont continued

Desk File Run Edit Debug -
i QUTPUT: 0

EPSON PRINTERFONT VL0 by DICK BOLRNE

CLEAR GRID
NEAT CHARACTER CELL
PREVIOUS CHARACTER CELL
SPECIFIC CHARACTER CELL
RESTORE PREVIOUS SHAPE
RENAHE CHARACTER CELL

: PRINT THIS CHARACTER
¢ COPY A CHARACTER CELL
RETURN TO HAIN HEHU

data:

CELL: 1 CHARACTER: A

6] ERFIL

ic). Capitals are normally seven dots high, while lowercase
letters are five dots high. The Panasonic printers, with a
9x8 grid, allow you only a one-dot descender on your g,
j. p, q and y. The Star printers, although they use only a
9x7 grid, allow you to shift characters down two spaces.
Therefore, design descender characters two rows above the
baseline, then click on the up-arrow symbol to the left of
the grid. When it is pointing down, the “descender mode”
will be activated when that character is printed. Epson
printers use an 11x8 grid and allow for a one-dot downshift.
Therefore, design Epson descender characters one row above
the baseline, then click on the up-arrow symbol to invert
it and activate the downshift.

Do not place any two dots side-by-side. If you do, the dot
to the right will not be printed, as the pins can’t fire that
quickly. A little experimentation will help you get the look
you want. At any time, click on the submenu choice PRINT
THIS CHARACTER, and you’ll be able to see your design
on paper next to the default print character.

Once you’ve completed a character, click your mouse ar-
row on NEXT CHARACTER CELL. You’ll see a “saved”
message at lower screen (the character is saved o RAM,
not disk), and you’ll be asked for another character name.
The usual choice would be b or B and RETURN. (You are
not required to maintain alphabetic or numeric sequence
as you build a font, although I find it helpful.) Again, you'll
see a lower-screen identifier for cell number and character
name. The previous character shape remains on the grid
.. .handy for matching the style of one character to another.
You can change E to F with just four clicks! You may select
CLEAR GRID to start the character from scratch, if you
wish.

You can move to a previous character cell to redefine it,
or to any specific character cell (by number or by character
name). If you choose to move by character name, you'll get
an error message if the name isn’t found. If you choose to
go by number, it must be in the range 1 through 40 for Pana-
sonic, and 1 through 96 for Epson or Star printers. You can
actually download 256 characters to an Epson, but I didn’t
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want to run out of ST memory and only allowed 96 to be
stored in RAM. When you move back into a cell which has
been designed, you'll get a nice bonus. . .the 9 to 11 bytes
which define that shape to your printer will be displayed
on the lower screen. You may wish to jot them down to use
in a BASIC program of your own. You'll still need to refer
to your printer manual, to see exactly how to use them in
an LPRINT command. Moving to a new cell or returning
to the main menu automatically saves the cell you're leav-
ing (in RAM).

If after working on a character you decide you liked the
old version better, click on RESTORE PREVIOUS SHAPE
before you move to a new cell. RENAME CHARACTER
CELL prompts you for a new character name for the cur-
rent cell, while COPY CHARACTER CELL asks for a cell
name or number whose pattern is to be copied to the cur-
rent cell. You do not have to design every cell. When you
download your font, the printer will keep default shapes
for any characters you haven’t defined. When you’re finished
creating, return to the main menu.

At this point, it’s wise to SEND CHARACTERS TO DISK.
You’ll be prompted for a filename, which must: be no longer
than eight characters, start with a letter, and contain only
alphanumerics. I usually use names like COMP1, COMP2,
etc., to indicate revisions of my fonts. Once you press RE-
TURN, the extension .PFT will be appended and the font
saved under that name.

Now the real power of PrinterFont is about to show it-
self! Click on DOWNLOAD SET TO PRINTER (a confirm-
ing message will appear in the lower screen). Now select
PRINT CHARACTER SET. Your printer will spring to life
and you’ll get a complete chart, containing cell numbers,
character names in default italics and your character de-
signs. Undefined cells will be indicated by number only.
If you've designed an alphanumeric set, set your printer at
the top of the form and click on PRINT TEST TEXT to see
an entire page of text printed with your font in various print-
er modes: Pica, Elite, bold, double-wide and condensed,
in various combinations. You may cancel your download-
ed shapes at any time by selecting RESTORE PRINTER, or
by turning the printer off and on.

You may wish to go back and fine-tune your designs. Se-
lect EDIT CHARACTER SET, and, once you select the cell
to edit in (by name or number), you'll see the edit submenu
reappear—and you can set to work. The only difference be-
tween CREATE CHARACTER SET and EDIT CHARACTER
SET is that the first clears font RAM memory and starts you
in cell 1, while the latter keeps font RAM memory and lets
you choose the cell to start working on. ST BASIC does not
clear font RAM, even if the program is stopped and run
again (nice to know, especially if an untrapped error stops
it for you). Return to the main menu when you're finished
and resave your font to disk. If you use the same filename
as before, you'll be advised of the existing file and asked
if you wish to replace it.

If you have another font on disk, you may then LOAD
CHARACTERS FROM DISK. As in saving, you do not have
to add the .PFT extension to the filename. You don’t even
have to choose a font created specifically for your printer.



When PrinterFont saves fonts, it includes a byte identifier
of the printer type you're currently using. When it loads,
it checks the font type and, if necessary, converts it to con-
form with the printer you're now using! This is a powerful
feature, as fonts can be shared among ST users with differ-
ent printers (although minor modifications will need to be
made to some characters). Panasonic users, however, will
only be able to load the first 40 characters of a 96-character
Epson or Star file.

A font farewell.

You'll be amazed at how quickly your collection of font
files will grow. Remember that it takes a tenth as long to
redesign as to build characters from scratch. You can get
ideas for font styles from newspapers and magazines, or
from lettering catalogs available from drafting supply stores.
I'm limited to uppercase fonts only, as my Panasonic hasn't
enough memory for both upper- and lowercase. But even
a new set of “caps” gives a fresh look to your printouts. I'm
constantly finding new applications. Using my FAT.PFT font
when listing BASIC programs makes the capitals and num-
bers very thick and dark. My subroutine labels and line des-
tinations then stand out from the other printing, and I can
follow the program logic much better!

Advanced BASIC users will find some useful subroutines,
such as the VDISYS call for mouse control, and the menu
and grid selection subroutines. The speed of the program
is impressive, partly due to the 8 MHz speed of the proces-
sor, and partly due to the grouping of time-critical subrou-
tines near the start of the program. #

Richard J. Bourne, B.Ed., is a television instructor at the
Southern Alberta Institute of Technology, where six DEC
VAX 11s are available to the staff. He also utilizes computers
for videotape editing and for titling. Richard’s love affair
with computers has led him from a TI-994A to an Atari 800,
a Commodore 64 and an Atari 5208ST.

Listing 1.
ST BASIC listing.

i8 ?osub INIT:goto MAINMENL
Ea T T ot T Tt aTata e st atatataRatad

PRINTERFONTER
FHH R
32 U000 BY RICHARD BOUR
NE 3RO R0
#g ' 3BBOOROOO0O000008E CALGARY, ALBER
SRS O
58 ' design and send custom characters
to your Star, Epson
686 ' or Roland/Panasonic printer. Also
allows sets to be
78 ' saved to disk and reloaded from d
isk.
8080 GRID: for m=668 to Z84-(brand=3)*32
step 16
98 linef m,28,m,108+(brand=2)*106
186 linef m—-1,28,m—1,168+(brand=2)%*19:
next
118 for n=28 to 1068+(brand=2)*18 step
i8
120 linef 60,n,2684-(brand=3)*32,n:next
ireturn
136 PEEKMOUSE:poke contrl, 124

148 poke contrl+2,8:poke contrl+6,8
158 bflag=8:mflag=0:vdisys(8])

168 x=peek(ptsout):y-peek(ptsout+2)
170 key=peek(intout):if key=down then
138

180 if key<{>1 then 228

190 if x»320 and x<{646 and y>48 and ¥<

129 then mflag=i:gosub MENUSLCT:goto 2
28

288 if main=1 then 228

218 if x>44 and x<{252 and y»36 and Y{1
48+ (brand=2)*18 then gosub GRIDSLCT
220 down=key:if mflag=l then return el
se 130

238 DRAMWCHAR: gotoxy 12,14

248 print'data: .

2508 gotoxy 18,14:if pmicn,id)=6 then r

eturn

260 for m=1 to mtop:if brand=1i then pr
int pmicn,m);:goto 286

278 t=cn:gosub CONVERT:print tvz¥X;

288 for n=1 to ntop

298 bd(m,n)=B:colr=o

3B if pmlcn,mland 2A(8-n) then bdim,n

J=i:colr=3

218 color 1,colr:fill xi+m¥i6+1,yl+n*i

B+l

328 next:next:print

338 if brand=2 then if pmicn,1) and 1

then flip=1 else flip=8

348 if brand=3 then if pmicn,12) and 1

28 then flip=1 else flip=6

3580 if brand<{>1 then gosub FLIPDES

368 return

378 GRIDCLR: for m=1 to mtop:for n=1 to
ntop

3880 bdim,n)=B:color 1,8

398 if brand=2 and m>1 and n=ntop then
4186

400 fi1ll xi+m¥*¥i6+l,yi+n*ig+i

418 next:next:return

428 GRIDTOPH: for m=1 to mtop-(brand=3)
438 pmicn,m)=8:for n=1 to ntop

448 pmicn,m)=pricn,m)+Z2A[{(8-n)*bd(m,nl
450 next:next

468 if brand=2 then pmwicn,1)=pmicn,1i)+
bd(1,8)

4708 return

488 GRIDTOTC: for m=1 to mtop—-(brand=3)

498 tdati(ml=6:for n=1 to ntop

580 tdati(ml=-tdati(ml+ZA(8-nl)¥*bdim,n)

5168 next:next:return

528 CONVERT: tv/cpmit,ml/2

530 tv2zXZ=6:for n=1 to 7:tv2/=tvz/+(tv
and ZA(7-n))X(ZACIN-4)%2))

548 next:return

558 5AvVDATA:on error goto 2688

56080 gosub CLRLINE

578 input "name of file: limit 8 chara
cters";name$

580 if lentname3)=0 then 648

598 if lentname$)>8 then 568

600 nameS=name$ + ",pft"

618 open "0",H#i,name$,128:print #1i,bra
nd

628 for t=1 to high: for m=1 to id

239 printitl, pm(t,m):next:next:close &
648 gosub CLRLINE:return

658 LoaADATA:Oon error goto 2688

668 gosub CLRLIMNE:input ""name of file"
inames

6780 t=1:if len{name$)=8 then 750

680 if rightsSinames,4){>",.pft" then na
meS=names + ",pft"

698 open "I",#1,name5,128:input 8B1i,br
?Bequsub CLRLINE:print " "hrScbra ™
FILE'
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PrinterFont continued

71686 while not (EOF(1) or tXhigh)

728 for m=1 to 9-3I*(br=3):input H1i,pn(
t,m):next

738 input #1i,pmit,id):t=t+1

748 wend:close Hi

758 gosub CLRLINE:return

768 INIT:x1=44:yl1=28:ntop=8:mMenlm=%:1p
=1:hp=11

7786 dim bd(12,8),pm(96,133:fullw 2Z:cle
arw 2:e$=chr$ez?)

788 zS5=chr$(B):o%=chr$til):ré=chr5¢i3y:
color 1,1

798 brSC1)="ROLAND/PANASONIC":brSs¢23="
STAR GEMINI"™:br$(3)="EPSON"

8808 width lprint 255:return

818 MENUPRINT: for t=1 to menlm

828 read menuS(t):gotoxy 40,2+t

838 print menuS(t):next:return

848 data ""CREATE CHARACTER SET

"

8568 data "EDIT CHARACTER SET

868 data '"'SEND CHARACTERS TO DISK

E?ﬂ data '""LOAD CHARACTERS FROM DISK
EBG data "DOWNLOAD SET TO PRINTER
298 data "RESTORE PRINTER

260 data "PRINT CHARACTER SET

218 data ""PRINT TEST TEKT

920 data "END PROGRAM

n

9386 MENUSLCT:if temp=8 then 958

948 gotoxy 48,2+temp:color 1,1:print m
enus (temp)

9508 t=intl{{y-48)/93+1):if tXmenlm the
n return

968 gotoxy 48,2+t:color 2,1

978 print menuS{t):color 1,1i:temp=t:re
turn

980 GRIDSLCT:m=int({x-44)/16):if m>mto
p then return

998 n=intC(y-283/18)-2:if n{l1 or n>nto
p then return

10086 if brand<>1 and m{i then flip=1-f
lip:gosub FLIPDES:return

16186 bdi{m,n)=1-bd(m,n) :gosub FILLBOX:r
eturn

1828 CLRHAT: for t=1 to high: for m=1 to
mtop+i-(brand=3)

1830 pmit,m)=B:next:next:return

1848 FILLBOX:colr=0:if bdi{m,n)=1 then
colr=3

1658 color 1i,colr:fill xi+m¥i6+1,yi+n*
ie+i:return

1668 TESTPRTR: cn=0:temp=0:1print

1676 lprint "“"NAME: ";name$:lprint

1688 for n=1 to high/4:for m=1 to 4
1698 cn=cnt+1l:if cn<i8 then 1lprint *' ';
1i66 1lprint cn': ";

1118 if pmicn,18)=6 then 1lprint "
""::goto 11486

1128 1lprint e5"4"chr$i(pmnicn,1833"
1138 1lprint eS"S"chr$(pmicn,183)"
11406 next:lprint:next:return

1158 CLRLINE:gotoxy 26,16

1168 print"

..
-

1176 gotoxy 20,16:return

1188 SHORT:qS%=left5(q5,1):if qS="¥Y" th
en qs_—_uyu

1198 return

12868 SENDDATA: gosub CLRLINE

1218 print "SENDING CHARACTER DaTA"
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1228 if brand=2 then lprint e5V*“"z§;'c
opy ROM set to RAM

1238 if brand=3 then 1lprint e5":v"z5z5z
$;'ditto

1248 for t=1 to high:if pmit,id)=8 the
n 1356

1258 if brand=1i then 1lprint e$"y""chrsc
pmit,id));:goto 1318

1268 if brand=3 then lprint e$"&"'z5chr
Sipmlt,id)dchr$ipmit,id)); else 1286
1276 1print chr$ipmit,id-1));:g0to 131
8'proport. & descender code

12808 1lprint eS"X'chr$(idchrsipmit,id))

’

1298 desc=8:if pmit,1)/7Z2-0int(pmit,1)/
2)) then desc=1

13808 1print chr$tdesc);'descender code
1Z18 for m=1 to mtop

1328 if brand<{>2 then 1lprint chr$i{pmit
;mldigoto 1346

1338 gosub CONVERT:1print chr$(tvz#);
1348 next:lprint r$%;

1358 next:gosub CLRLINE: print "DATA S
END COMPLETE"™

1368 if brand=2 then 1lprint e$"$"g%;'a
ctivate RAM set

1378 if brand=3 then lprint es“"%"o5z$5;
'ditto

1388 return

1396 CLRPRTR: gosub CLRLINE

1488 print "RESTORING NORMAL CHARACTER
SII

1418 if brand=2 then lprint e$“$"z%5;:g
oto l1446'activate ROM set

1428 if brand=3 then lprint es"/"z5z§;
igoto 1440'ditto

1438 for t=1 to high:lprint es$"z'"chrs(
pmit,idd)d;;r$; next

1448 gosub CLRLINE: print "PRINTER RES
TORED'" :return

1458 TRUNCATE:cS=chr5{pmicn,id)):retur

n

1460 MAINMENU:boxlocate=0:temp=0

1470 gotoxy 25,1: print “PRINTERFONT
y1,00;

1480 print tab(25)"by DICK BOLRNE":gos

ub PBRAND:gosub GRID

1490 Mtop=9- (brand=3)*2:id=mtop+i-(bra

nd=3) :ntop=8+ (brand=2)

1568 gotoxy 5,1:print brS$(brand)

1510 if brand$1 then gotoxy 5,18:print
mn 1

1528 main=1

1530 restore 848:go5ub MENUPRINT

1540 gosub PEEKMOLSE :Mainz=0

1556 on TEMP gosub CREATE, EDCHAR, SAV

DATA, LOADATA

1560 on TEMP-4 gosub SENDDATA, CLRPRTR
, TESTPRTR,PRINTEXT, ALLEND

1570 goto 1528

15806 EDCHAR:ret=8:restore 16706:flip=8

1590 gosub MENLUPRINT:gotoxy 48,menlmtd

1688 if cflag=1 then cflag=d:cn=1:gosu

b RENAME:gosub IDCHAR:goto 1620

1610 gosub SPECHARB

1628 gosub PEEKMOUSE

1630 if mflag{>1l then 1660

16408 on temp gosub GRIDCLR,NKTCHAR,PRY

CHAR, SPECHAR

1650 on temp-4 gosub DRAWCHAR,RENAME,P

RINTL,COPYCHAR, RETLRMN

1668 if ret=1i then main=1i:return else

1620

1670 data “CLEAR GRID
(1]

1680 data "NEXT CHARACTER CELL

n

16986 data "PREVIOUS CHARACTER CELL
(1}



1388 data "SPECIFIC CHARACTER CELL
1319 data "RESTORE PREVIOUS SHAPE
1328 data "RENAME CHARACTER CELL
1330 data "PRINT THIS CHARACTER
1346 data "COPY A& CHARACTER CELL
1358 data "RETURN TO MAIN MENU

1768 NXTCHAR:gosub SAVECHAR
1778 cn=cn+l:if cn>high then cn=1
1780 gosub DRAMWCHAR:gosub IDCHAR:retur

n
1798 PRVCHAR:gosub SAVECHAR
1888 cn=cn-1:if ¢n{l then cn=high
1818 gosub DRAWCHAR:gosub IDCHAR:retur
n
1828 SPECHAR:gosub SAVECHAR
1838 SPECHARB:
1848 gosub CLRLINE: INPUT '"1.BY NUMBER
Z.BY NAME";wh$
1858 on vali{wh$) goto 1876,189%0
1868 goto 1848
1878 gosub CLRLIKNE:input "CELLH®# to EDI
T';cell
18808 if cell{l or cell>high then 1878
else 1938
1898 gosub CLRLINE:input"CHARACTER NAM
E'";char$
1968 found=6: for t=1 to high
1910 if charS=chr$ipm(t,id}) then foun
d=1:cell=t:t=-high
1928 next:if found=8 then gosub CLRLIN
E:print" NOT FOUND'":goto 1846
1938 cn=cell:gosub DRAMWCHAR:gosub IDCH
AR:return
1948 SAVECHAR: gosub GRIDTOPHM
1956 gosub CLRLINE:print "
ER SAVED':return
1968 PRINTi:gosub TRUNCATE:on brand go
to 1976,1990,26186
1978 lprint eS$"z'cS“"character "c5": ";
1988 1lprint e$"g"c$;:goto 2838
1998 lprint e$vSvzS$''character "c$": ";
28680 1print esS"¥"o5cSchr$(bd(i,8));:90
to 2630
2016 lprint e$"s"z$z$'"character '"c$'":
"
?
29?6 1print e5$"&"z5cScSchr5ibdiiz, 1) %1
28);
2838 gosub GRIDTOTC
2848 for m=1 to mtop
2650 if brand<{>2 then 1lprint chr$(tdat
(m)l;:goto 2878
2068 t=cn:gosub CONVERT:1lprint chrs(tv
2%3 3
20870 next:lprint c%
2080 if brand=1 then lprint es$"z"c5;:r
eturn
2098 if brand=2 then lprint es"$"zS;:r
eturn
2188 1print e5"/"z5zS5;:return
21186 COPYCHAR:tempcell=cn
2126 gosub CLRLINE: INPUT "1.BY NUMBER
2.BY NAME 3I.CANCEL";wh$%
2130 on vali{wh$) goto 2158,2176,2760
2148 goto 2128
21508 gosub CLRLINE:input "CELLH to COP
Y FROM';cell
21608 if celll or cell>high then 2150
else 2218
2176 gosub CLRLINE:input"CHARACTER NAM
E'";char$
2188 found=6:for t=1 to high
2190 if chrS(pm(t,id)Y=char$ then foun
d=1:cell=t:t=high

CHARACT

2200 next:if found=8 then gosub CLRLIN
E:print" NOT FOUND'":return

2218 cn=cell:gosub DRAMWCHAR

2228 cn=tempcell:gosub IDCHAR:return

2238 RETURMN: gosub SAVECHAR:ret=1:tem

p=8:return

2248 IDCHAR:if pmicn,id)=8 then gosub
RENAME

2258 gosub CLRLINE: print"CELL:'cn;"
CHARACTER: "}

2268 print chrS(pmicn,id)):return

2278 CREATE:gosub CLRLINE:1p=1:hp=11
2280 print "CLEARING MEMORY":nameSz="';
gosub CLRMAT

2298 gosub GRIDCLR:gosub CLRLINE

2388 cflag=1:gos5ub EDCHAR:return

2318 RENQME:gOSUb CLRLINE:input''CHARAC
TER NAME";wh

2328 if lentwh3){1 then pwmicn,id)=6: r
eturn

2330 if len(wh$)>1 then 2316

2348 pmicn,id)=asciwh$%):return

2350 PRINTEXT:1lprint:lprint "NAME: "';n
ameS:1print:goto STYLES

2368 TEXT:1lprint:lprint"”"THE QUICK BROW
N FOX JUMPED OVER THE LAZY DOGS"™

2370 lprint"The Quick Brown Fox Jumped
over The Lazy Dogs"

2380 1print"1234567890 TEHSAEX(I_+-={+¢
R[1::"'{,>.2/7|\"

2396 lprint:return

2418 BLDOFF:1print e5"F'o%;:return

2428 DBL:1print e5"G";:return

248 DBLOFF:1lprint e$"H";:return

2448 WD:1lprint eS$"W'o%;:return

2458 WDOFF:1lprint eS$"W"z$5;:return

2468 ELITE:lprint e5"M";:return

24768 PICA:lprint e5Vp";:return

2488 SELITE:lprint eS$"B"chr5(2);:retur
n

2498 SPICA:lprint e5"B"o%;:return

2588 CON:1print chr$(i5);:return

2518 COMNOFF:1print chr5¢is);:return
2528 NLGQ:1print eSchr5¢iie):return
258 STYLES:lprint "PICA'":gosub TEXT:g
osub BLD:1lprint"PICA BOLD"

2548 gosub TEXT:gosub BLDOFF

2558 gosub WD:1lprint "WIDE TEXT":gosub
TEXT

25608 gosub BLD:1lprint "HIDE BOLD':gosu
b TEXT:gosub WDOFF:gosub BLDOFF

2578 gosub DBL:1print "DOUBLE'":gosub T
EXT:gosub BLD

2588 lprint "DOUBLE BOLD":gosub TEXT
2598 gosub DBLOFF:gosub BLDOFF

2688 if brand=1 then gosub ELITE else
gosub SELITE

2618 1lprint "ELITE'":gosub TEXT

26280 gosub WD:1print “ELITE WIDE':gosu
b TEXT

26308 gosub WDOFF:if brand=1i then gosub
PICA else gosub SPICA

2648 gosub CON:1print '"CONDENSED':gosu
b TEXT

2658 if brand=1 then gosub CONOFF else
gosub SPICA:goto 2678

2668 gosub NLQ:1print ""NEAR LETTER QUA
LITY":gosub TEXT:gosub PICA

2678 lprint:return

2688 ERRCHECK:gosub CLRLINE

2698 if err=61 then print "DISK FLLL O
R WRITE PROTECT ON!"

2788 if err=61 then close 1:RESUME 846
2718 if err=53 then print " FILE
NOT FOUND"

2728 if err=53 then close 1:RESUME 9248
2738 if err=5%2 then print " INVALI
D FILENAME"
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PrinterFont continued

2740 if err=5Z then close 1:RESUME 848

2750 print ' LOAD ERROR - TRY AGAIN'":t

—48:m=10:resume 738

27608 PBRAND:gosub CLRLINE

2770 input "1.ROLAND/PANASONIC 2.5TAR
3:EPSON";brand$

2780 brand=val(brand$%):if brand<{i or b

rand>3 then 2766

2798 high=96:if brand=1 then high=48

2800 gosub CLRLINE:return

2810 FLIPDES:if brand=2 then bd(i,8)=f

lip

2820 if brand=3 then bd(i1Z,1)=flip*(12

8)+18

2830 gotoxy 5,18:print chr5ci+flip):re

turn

28406 ALLEND:end

ST CHECKSUM DATA.
(see page 8)

16 data 765, 82, 422, 286, 852, 663,
165, 264, 711, 777, 4987

116 data 538, 536, 875, 496, 703, 85
6, 425, 512, 713, 513, 6167

210 data 734, 719, 323, 274, 286, 78
8, 596, 392, 415, 738, 5177

Lewis123 $29.95

Requires a monochrome monitor and TOS in ROM

+The first of it's kind, a fully GEM based
chemistry spreadsheet

+Generate complex molecules with ease

+Lewis structure calculations preformed
automatically:
Number of bonds
Number of unshared electrons

«Formal charge calculator

«Positive or negative ionization of
elements

+All non-transition elements supported

«Statistics on element usage available

+Bond error checking

«Variable line drawing size

«Use Degas printer drivers or save
output to a Degas file

+«GDOS output or save to a metafile
(Pending release of GDOS by Atari)

=Not copy protected

e nnlm. Software, Inc.

P.O. BOX 1216 Lewis123 Rev 3.0
Amherst, NH 03031 Encrypt Rev 2.1

(603) 881-7689 UlitraCalc Rev 2.0

Compuserve PPN #73277,2557

Stone Ag

We accept MC and
VISA. All prices includi
shipping and handling in
the continental US.
COD's add $3.00

CIRCLE #104 ON READER SERVICE CARD
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318 data 847, 655, 273, 606, 487, 35
2, 584, 686, 187, 185, 4862

410 data 968, 959, 642, 332, 783, 11
2, 357, 979, 886, 218, 6888

518 data 962, 386, 366, 112, 978, 32
8, 973, 155, 174, 7, 4293

618 data 733, 131, 956, 331, 923, 57
4, 798, 999, 343, 346, 6126

718 data 1, 688, 336, 189, 336, 928,
366, 376, 981, 581, 4782

818 data 91, 852, 201, 488, 374, 650
, 860, 688, 368, 464, 4932

918 data 255, 767, 944, 341, 678, 33
7, 669, 609, 311, 182, 5093

1618 data 415, 885, 56, 475, 854, 39
7, 165, 322, 534, 246, 4269

1118 data 415, 964, 54, 936, 98, 474
, 82, 417, 449, 655, 4536

1216 data 416, 5, 685, 291, 117, 915
, 91, 419, 381, 887, 4127

1316 data 556, 435, 728, 539, 861, 6
12, 418, 454, 536, 248, 5327

1416 data 883, 541, 159, 817, 963, 2
88, 668, 628, 377, 19, 5247

1516 data 38, 272, 292, 508, 483, 72
8, 572, 686, 189, 817, 4425

1616 data 362, 642, 938, 838, 161, 1
53, 681, 399, 733, 636, 5475

1718 data 838, 594, 499, 529, 465, 6
43, 28, 225, 642, 988, 5443

1810 data 221, 586, 753, 736, 474, 5
87, 743, 683, 18, 582, 5383

1910 data 985, 767, 585, 19, 865, 98
8, 97, 574, 950, 6, 5668

20108 data 151, 547, 423, 552, 486, 4
98, 343, 578, 3608, 653, 4575

2118 data 383, 917, 926, 558, 561, 6
33, 997, 488, 891, 613, 6887

2210 data 538, 836, 436, 766, 198, 1
37, 698, 577, 328, 389, 4727

2310 data 795, 419, 226, 668, 362, 4
68, 432, 726, 248, 875, 5203

2418 data 308, 655, 88, 647, 186, 85
2, 519, @, 46, 188, 3329

2518 data 547, 381, 916, 288, 772, 3
4, 227, 326, 582, 121, 4194

2610 data 591, 988, 689, 976, 716, 3
8, 247, 867, 284, 467, 5847

2710 data 1368, 474, 474, 472, 24, 69
7, 379, 554, 532, 53, 3789

2818 data 196, 949, 986, 76, 2127

SUBSCHIBE
TOOAVY

CALL TOLL FREE

1-800-345-8112

OR USE THE CONVENIENT CARD IN THE BACK OF THIS ISSUE.
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Real-time image animation
using Personal Pascal.

by David Plotkin

Personal Pascal from OSS is a very powerful language,
both due to the built-in GEM libraries and because it al-
lows access to all GEM routines, even those not directly sup-
ported. This article shows you how to use Personal Pascal
to animate multicolored, complex figures—and how to
move them around the screen.

Principles of animation.

Animation in computer graphics is surprisingly similar
to that seen in Saturday-morning cartoons. A series of im-
ages is put on the screen. These vary slightly from one an-
other, and if the images are flashed on the screen fast
enough, your eye and brain will be fooled into seeing
smooth, continuous motion. This is the way movies work,
too. Each image on the film is projected onto the screen,
and your eye “sees” continuous motion.

You have an option—to move your animated figure
around the screen. This gives another range of motion to
your creation.

Animation figures.

The first question we need to address is: where do you
get the data which makes up the series of pictures for on-
screen display? You can generate pictures from graphics
programs, although this introduces a complication—you’ll
need to know the structure of the file produced by the graph-
ics program. This method also makes it difficult to produce
a program for publication in a magazine.

The other method is the one used in the two demo pro-
grams included with this article to illustrate the concepts
of animation. Most Microsoft languages have commands
such as “Screen GET” and “Screen PUT.” Our method
works in a similar way.

First, draw your picture on the screen, using the vari-

with-

Pascal

ous GEM drawing commands. Then pick the data up off
the screen (actually, out of screen memory) and store it in
an array. Later, you can put the data back on-screen from
the array. Your ST can get the data on-screen so fast that
realistic animation is easily achieved.

The programs.

The heart of the animation process lies in Listing 1, GEM-
RAST.PAS. This was written by Mark Rose of OSS, publish-
ers of Personal Pascal. What this program does is use
Personal Pascal’s generic GEM calls to access the VDI func-
tion known as raster__op.

While a complete discussion of VDI’s raster__op is beyond
the scope of this article, it is this function which picks up
and deposits data to and from the screen. Notice that the
GEMRAST listing is compiled separately from the main pro-
gram. Use it exactly as listed and compile it with the “Chain
to Linker” option turned off under “Compile Options.” This
will produce a file called GEMRAST.O. You must compile
GEMRAST separately and place it in “Additional Link Files”
under “Link Options” for your main program, rather than
including the elements of the listing in the main program.

This is because, due to the requirements of VDI, PROCE-
DURE Copy__Opaqgue needs integer arguments when com-
piled, but needs the address of the “Memory Form
Definition Block” when called. This requirement for differ-
ent types of arguments will cause an error if you include
the elements of GEMRAST in your main program, but won’t
give you any problems if GEMRAST is compiled separately.

Listing 2, BLITSCRN.PAS, must also be compiled separ-
ately and not linked. Here, the problem is PROCEDURE
Blit__Screen, which needs a long integer for scrn__ary when
compiled, but an array address (where the data is stored)
when called.

GEMRAST and BLITSCRN illustrate how to access VDI
functions with Personal Pascal. The Port__Inquire call de-
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Animation continued

termines the screen resolution. While there are other ways
to get the screen resolution, Port__Inquire is guaranteed to
work, even if Atari later increases the available resolution
of the ST.

The first of the two demo programs (Listing 3) is called
PAINTBRS.PAS. One of the uses for these routines is to let
you pick up any section of the screen and use it as a brush
in a graphics program or in setting up a screen.

PAINTBRS draws a rectangle on-screen, puts it in the buff-
er, then erases it. Move the mouse pointer around the screen,
and press the left button anywhere you want to put down
a copy of the design. The program is fast enough to let you
paint a continous design if you want to.

The program itself is quite simple. The necessary PRO-
CEDURE Blit__Screen is declared as external, then the de-
sign is painted on the screen with GEM commands and
erased. Note that the mouse is hidden (hide__mouse) before

ST
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any drawing is done. It is an excellent idea to always hide
the mouse before drawing on-screen, since GEM will foul
up the screen if you don't.

The last part of the program is a simple loop for mouse
button clicks and messages from GEM. If the mouse button
is clicked, you put down a copy of the pattern wherever the
mouse pointer is currently located. If you click in the win-
dow close box (upper left corner), then GEM sends the
WM__Closed message, causing the program to fall out of the
WHILE loop and end. Remember, you must pull down “Link
Options” and place both GEMRAST and BLITSCRN in ad-
ditional link files before attempting to compile PAINT-
BRS. This is also true of the next demo.

Listing 4, the second demo, is called ANIMATE.PAS. It
puts four figures on-screen and moves them around to fol-
low the mouse pointer. The figures are animated and will
be familiar to any fan of Pac-Man. The speed of their ani-
mation can be adjusted by pressing the up (slower) and
down (faster) arrow keys on the keyboard.

ANIMATE is similar in many ways to PAINTBRS. The
procedures Draw__Ghost, Ghost and Erase put the four
views of the animated figures on the screen and erase them.
The main program makes the various GEM calls and calls
the procedures necessary to actually place the figures on-
screen and store them in the four arrays. Then it goes into
a loop, looking for the WM__Closed message, a timer event
or a key press. Notice that, even though we aren’t looking
for a mouse button event, the location of the mouse point-
er is returned by the GET__EVENT call. The variable flag
keeps track of which view to put on-screen to effect the il-
lusion of animation.

There are a few things you’ll need to know in order to
use the routines included in this article effectively in your
own programs. The first is that you must provide enough
white space around your figure to erase the previous fig-
ure, when you’re moving a character across the screen. If
the figure can take sizeable jumps (as it does when it fol-
lows the mouse pointer), it’s advisable to have a “blank” ar-
ray, to erase whatever is left behind before drawing the new
figure.

Also, you must ensure that your array is large enough to
hold all the data you’re trying to pick up. If not, you could
crash your machine. To calculate how large you must make
your array, use the following:

(1) Take the width of your figure in pixels, divide by

16, then round up to the nearest integer number of

Words. Multiply by 2 to convert to bytes.

(2) Multiply the number obtained in (1) by the height
of the figure in pixels. This is the minimum size to make
your array so as to hold the data.

You have your instructions—now let’s see some ani-
mation! #

David Plotkin has his Masters in Chemical Engineering
and works as a Design Engineer for Chevron U.S.A. He owns
a 130XE and a 520ST, and is currently a heavy Pascal user
on the ST. His interests (on computers) lie in programming,
games and tutorials.




Listing 1.
Pascal listing.

{SM+,E+)
PROGRAM Gem_Raster ;

{ gemrast.pas - Raster operation support for Personal Pascal library.
The following routines are declared in this module:

Copy_Opaque - Opaque raster copy operations. The source and destination
bitmaps must be of the same color/monochrome format, but
need not be the same device format (7).

CONST
{5I genconst.pas}

TYPE
{51 gentype.pas}

Form_Format = ( Device_Format, 5tandard ) ;
Mem_Form_Def = RECORD

mem ! long_integer ;

pPw : integer ;

ph : integer ;

width ! integer ;

format : Form_Format ;

planes integer ;
resi : integer ;
res2 : integer ;
res3 : integer ;

END ;

Raster_0Op = ( RDP_B: ROP_And, ROP_AndNot, ROP_Replace, ROP_NotAnd, ROP_NOP,
ROP_Xor, ROP_Or, ROP_Not_Or, ROP_Not_Xor, ROP_NotD,
ROP_OrNot, ROP_NotS, ROP_NotOr, ROP_Not_And, ROP_1 ) ;

ctrl_Parms = ARRAYI[O..11]1 OF Integer;
Int_In_Parms = ARRAYIL[68..15]1 OF Integer;
Int_Out_Parms = ARRAYIL[B..45]1 OF Integer;
Pts_In_Parms = ARRAYIO..111 OF Integer;
Pts_Out_Parms = ARRAYIL[O..111 OF Integer;
Inq_type = (Open_Vals, Ext_Vals);

PROCEDURE VDPI_Call{cwmd,sub_cwd,nints,npts : Integer; VAR ctrl : Ctrl_Parms;
VAR int_in ! Int_In_Parms ; VAR int_out : Int_Out_Parms;
VAR pts_in : Pts_In_Parms ; VAR pts_out : Pts_Out_Parms;
translate : Boolean);
EXTERNAL ;

PROCEDURE Copy_Opaque( source_1, source_h, dest_1, dest_h, op,
X, 5Y, sw, sh, dx, dy, dw, dh ! integer ) ;

VAR
ctrl : Ctrl_Parms ;
int_in : Int_In_Parms ;
int_out : Int_Out_Parms
pts_in ! Pts_In_Parms ;
pts_out : Pts_Out_Parms ;

~.

BEGIN
ctr1l?] := source_h ;
ctrli8l source_1 ;
ctrll31 := dest_h ;
ctrlli8] := dest_1 ;
int_inl@l := op ;
pts_inIBl := sx ;
pts_inf1] := sy ;
pts_in[2] := sxtsw-1 ;
pts_in[3] := sy+sh-1 ;
pts_inl[4] := dx ;
pts_in[51 := dy ;
pts_inl6] := dx+dw-1 ;
pts—_in[?71 := dy+dh-1 ;

E"gDI_Call( 189, 8, 1, 4, ctrl, int_in, int_out, pts_in, pts_out, false ) ;

?
BEGIN
END.

{ End of gemrast.pas )}
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Animation continued

Listing 2.
Pascal listing.

{SME,E+)
PROGRAM Blit_Screen ;

CONST
{$1I gemconst.pas}

TYPE
{51 gemtype.pas)

Form_Format = ( Device_Format, Standard ) ;
Mem_Form_Def = RECORD

mem @ long_integer ;

PwW ! integer ;

ph : integer ;

width @ integer ;

format : Form_Format ;

planes : integer }

resi : integer ;

res2 : integer ;

res3 : integer ;
END ;

Raster_Op = ( ROP_©®, ROP_And, ROP_AndNot, ROP_Replace, ROP_NotaAnd, ROP_NOP,
ROP_Xor, ROP_Or, ROP_Not_Or, ROP_Not_Xor, ROP_NotD,
ROP_OrNot, ROP_NotS, ROP_NotOr, ROP_Not_aAnd, ROP_1 ) ;

ctrl_Parms = ARRAYI[O..111 OF Integer;
Int_In_Parms = ARRAYI6..15]1 OF Integer;
Int_Out_Parms = ARRAYIO..45]1 OF Integer;
Pts_In_Parms = ARRAYIO..111 OF Integer;
Pts_Out_Parms = ARRAYILO..111 OF Integer;
Inq_type = (Open_Vals,Ext_Vals);

{51 gensubs.pas)

PROCEDURE Copy_Opaquef VAR source, dest : Mem_Form_Def ; op : Raster_oOp ;
sX, SY, sW, sh, dx, dy, dw, dh ! integer ) };
EXTERNAL ;

FUNCTION Get_Port : Integer;
EXTERNAL ;

PROCEDURE Port_Inquire(Port_handle

Integer; VAR Int_Out
VAR Pts_oOut
EXTERNAL ;

Int_Out_Parms;
Pts_0Out_Parms; which

Inq_type);

PROCEDURE Blit_Screent(x,y,w,h,dir : integer ; scrn-ary : long_integer ) ;

’
VAR
screen,screen—_form : Mem_Form_Def ;
int_out : Int_Out_Parms ;
pts_out : Pts_Out_Parms ;

BEGIN
WITH screen DO

BEGIN
mem (= 8 ;
PW = W}
Ph = h;
width = (pw+i5) DIV 16 ;
format := Device_Format ;
Port_Inquire( Get_Port, int_out, pts_out, Ext_Vals ) ;
planes != int_outl4l ;
resi (= 0 ;
resz := 0 ;
resd := 0 ;

END ;

HWITH screen—_form DO

BEGIN
Mem = scrn-ary ;
PW = W}
Ph = h;
width = (pw#iS5) DIV 16 ;
format := Device_Format ;
Port_Inquire( Get_Port, int_out, pts_out, Ext_Vals ) ;
plages :; int_outr4l ;
resi := ; y .
resz := @ E (Listing continued on page 80)
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Karate Kid 11

Software

on the

Orient Express

_—_-__._-—-——"-‘——-
ot R e
V2 I E Q660G

The Eastern influence in ST gaming.

by Bill Kunkel, Arnie Katz
and Joyce Worley

Just before Australia, and considerably
after England, the Orient (in particular,
Japan) became “hip,” the subject of in-
tense, faddish scrutiny. Black silk dress-
ing gowns, oriental pictographic symbols
on T-shirts, and a surfeit of dragons, gi-
gantic robots and karate-wielding ninjas
characterized the “orient-ation” of the cul-
ture vultures.

If something looked Eastern, it sold.
Chinese cuisine was reborn through the
popularity of Szechuan restaurants, and
Japanese-style tempura/sushi bars sprout-
ed like mushrooms after a rainfall. Har-
ried businessmen studied esoteric martial
arts like kung fu and tai kwan-do. And
everyone bought Sonys and Subarus. One
company, started by an American origi-
nal, even adopted a Japanese-sounding
name before venturing into, and eventu-
ally redefining, the then-burgeoning vid-
eo game business. The American original
was Nolan Bushnell, and his company
was called Atari, from the ancient orien-
tal game Go.

Nothing enters the pantheon of pop cul-
ture without being reflected in the games
society plays, and this oriental obsession
is currently on view in several ST enter-
tainment programs.

The most authentic expression of East-
ern thought in an occidental game is
Shanghai, published by Activision (P.O.
Box 7287, Mountain View, CA 94039 —

(800) 227-9759) and written by Brodie
Lockard. A modern evocation of the an-
cient game of mah-jongg, Shanghai con-
sists of a multilayered game surface with
144 “tiles”—108 suit tiles, 12 dragon tiles,
16 wind tiles, 4 season tiles and 4 flower
tiles. The player removes tiles by match-
ing up pairs, but there's a rub: only “free”
tiles can be removed. Free tiles are those
that can slide from the formation to the
left or right. Tiles are free because they're
either on the perimeter of the formation,
or stacked in one of the higher rows. The
centerpiece tile in the formation, for ex-
ample, constitutes the fourth level. There
are 4 tiles on the third level, 30 tiles on
the second level, and the remaining 109
tiles make up the first level.

Shanghai allows the player to experi-
ence the oriental mindset to an unusual
degree. The game cannot be played at
high speeds, even when working under
time constraints. Patience is Shanghai's
prime requirement. It develops in the user
an ability to see the “big picture,” to con-
sider all the possible moves—and the im-
plications of each. (If you remove that pair
of bamboos, you may never get to liber-
ate the season tiles underneath them.)

Shanghai is a beautiful and compelling
game, crafted with a gentle, poetic sen-
sibility. The tiles themselves are miniature
works of art, whether featuring simple
dots, elaborate pictograph characters or
symbolic representations of the elements.

The gentle side of orientalia has rarely
been captured so well in a computer
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game. More often, quite naturally, a game
creator’s eye falls upon the more active
elements of Eastern culture.

Karate Kid II, for example, does not re-
quire the player to deal with the philo-
sophical question of when violence is
required—if you wanna play this game,
it's necessary. MichTron (576 S. Tele-
graph, Pontiac, MI 48053 — (313) 334-
5700) has, however, provided more than
just another clone of Data East’s Karate
Champ coin-op.

Karate Kid II recreates several scenes
from the popular film, including the ob-
ligatory mano-a-mano between the play-
er, controlling the Kid, and the totally
contemptible bully. This is, of course, the
game’s centerpiece, and it works pretty
well; but the program also includes some
more offbeat challenges. In one, the player
must use the controller to manipulate a
pair of chopsticks in hopes of capturing
a very frisky housefly, while another re-
creates the scene in which the Kid’s aged
mentor takes an ornamental wind fan out
for a spin.

The visuals incorporate several stun-
ning backgrounds and one or two “digi-
tized” renderings that greatly enhance the
graphic realism.

Speaking of stunning backgrounds and
Karate Champ clones, Epyx (600 Galves-
ton Drive, Redwood City, CA 94063 —
(415) 366-0606) has also joined the mar-
tial arts madness with a contest that fits
both characterizations perfectly.

World Karate Championship is a virtual
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duplicate of the Data East program, but
for one thing: it features the most eyeball-
popping background graphics ever seen
on the ST. Whether the combatants punch
one another out in Paris, rumble in Rome
or square off in Switzerland, there’s as
much to see in the background as there
is in the action-packed foreground. Each
new match is fought in a different locale,
and players can leap and thrust and gener-
ally practice the ancient art of the “emp-
ty hand” in all the major cities on Earth.
The nightlights and vivid neon of Paris,
the snowy Alps, the Brooklyn Bridge in
New York City, Tokyo and Mt. Fuji—all
of these and more turn up as gorgeous
backdrops, complete with two moving ob-
jects per screen (not counting the comba-
tants, of course).

The combat itself is excellent, if un-
original. The player uses joystick com-
mands to summon eleven different ma-
neuvers. In addition to the standard com-
bat screens, there are several bonus racks
as well. These include brickbreaking,
leaping and dodging contests that will, as
with most of World Karate Champion-
ship, be familiar to experienced gamers.

Chinese history and legend provide the
material for Golden Path (Firebird Soft-
ware, P.O. Box 49, Ramsey, NJ 07446 —
(201) 444-5700), an action-adventure first
published in the United Kingdom. In this
oriental fantasy, Y’in Hsi, a 16-year-old
novice in the Brotherhood, takes the first
steps down the road to becoming the
Golden Emperor.

The monks send him on the Path of En-
lightenment, so that he may profit from
its lessons. As the hero travels around the
countryside, he solves puzzles, fights ene-
mies with martial arts, interacts with
characters and seeks knowledge.

The mouse controls a Chinese symbol
on the screen. Moving this ornate cursor
away from the hero and clicking the left
button causes the character to walk toward
it. If Y’in Hsi reaches a fork in the road,
the position of the symbol determines
which path he takes. The monk treads the
high road if the symbol is above him, but
takes the low one if it's near the bottom
of the screen.

Other mouse movements allow the
character to pick up and drop objects, kick
or punch a foe, or use objects. The latter
involves a particularly charming visual
device. When positioning the Chinese
symbol on the hero while he has an ob-
ject in his hands, the player may see a
question mark above Y’in Hsi’s head. This
indicates the protagonist is trying to ap-
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Entertainment continued

ply the object to the situation. If he ac-
complishes anything, the question mark
changes to an exclamation point.

The artwork on the numerous, non-
scrolling game screens is appropriate to
the theme and quite good, but its very
lushness might make it hard for some
computer users to pick out small objects.
Some of the items are hard to spot, due
to the profusion of colors used in the back-
ground. Fortunately, the descriptions in
the Book of Knowledge, at the click of a
mouse button, resolve any ambiguity.

Directly below the main visual display
is the Vine. This withers as the game pro-
gresses, to show Y'in Hsi's waning life-
force. Unenlightened actions (kicking an
old man) diminish lifeforce faster. Solv-
ing a puzzle slows the energy drain.

Below the Vine, from left to right, are
the Book of Knowledge, boxes which rep-
resent the monk’s four pockets, and a
small screen which highlights the Path of
Enlightenment in the area shown in the
main visual display.

The Book of Knowledge corresponds to
the room descriptions in most other ad-
ventures. The text, especially the boldface
words, gives the character an indication
of what should be done at that location.

Each pocket holds one item. Clicking
on a full pocket transfers its contents to
the monk’s hands. Clicking on an empty
pocket while the monk is already holding
something puts that object away.

The music attempts to evoke the mys-
terious East. More melodic variety would
have improved the overall effect, but
what’s here is nicely programmed.

As with too many British software
products, the documentation is a little
sketchy. The introductory story is sur-
prisingly readable and informative—a
model for inclusions of this type. The ac-
tual game instructions, though, should
have discussed each aspect in more
depth. They cover most of the essentials,
but examples of play—and, possibly, a
couple of diagrams—would make it ea-
sier to learn.

Golden Path goes one step beyond the
martial arts action quests—it offers the
player a rich feast of intriguing encoun-
ters and situations.

The oriental influence on computer en-
tertainment runs a lot deeper than karate
simulations. Reversi contests, like Mich-
Tron’s Flip Side, are based on the ancient
Chinese Go. Moreover, two of the most
important computer games ever designed
(Taito’s Space Invaders and Namco's Pac-
Man) were created in Japan.

The Eastern mystique continues to
grow, and when our perceptions eventu-
ally move beyond a fascination with split-
toed ninja shoes and silken headbands,
our games will be ready to reflect that,
too. #

Arcticfox

ELECTRONIC ARTS
1820 Gateway Drive
San Mateo, CA 94404
Low resolution $39.95

by Bill Kunkel

Combat tank contests have been a sta-
ple of electronic gaming since Atari’s Bat-
tlezone rolled over the arcades several
years ago, and Dynamix’s Arcticfox (ST
version by Michael Edwards) brings a new
level of excitement to this proud genre.

It seems these nasty aliens have set up
a base within an all but impenetrable
force field in Antarctica, in the year 2005.
Ensconced within, they’re busily recon-
verting our atmosphere to a lovely mix of
ammonia, methane and chlorine gas.

Our scientists have weakened the force
field (I said it was “all but impenetrable”)
at one crucial point, creating a space large

enough for a single vehicle to pass
through. The candidate: the Slye-Hicks
MX-100 or Arcticfox, a beauty of an ATV
especially styled for arctic conditions.
The “Fox” can dig in and bury itself in
the snow, fire missiles, drop mines and,
on iced surfaces, travel better than 100
kph.

The user selects skill level, scenario and
starting location, then jumps behind the
controls. The console is keyboard activat-
ed, with warning lights and speed gauges,
plus six primary controls. The first lets the
pilot reorient the cannon position; the
second lets him toggle between a secon-
dary screen’s radar and rearview display;
the third drops mines; the fourth is a rela-
tive reverse, which works in concert with



Alternate Reality
The City

DATASOFT

19808 Nordhoff Place
Chatsworth, CA 91311
(818) 886-5922

Low resolution $39.95

by Bill Kunkel

Alternate Reality: The City is a role-
playing fantasy contest with science fic-
tion overtones, nice graphics and consi-
derable play value.

The science-fiction pretext has aliens
kidnapping humans and depositing them
in a standard sword-and-sorcery-driven
setting, “Xebec’s Demise.” The player, cast
as one of the prisoners, awakens in a
strange, hi-tech vestibule overlooking the
city. Atop the doorway is a series of con-
stantly-changing numbers, representing
values to be assigned to the player. The
SPACE BAR stops the numbers and sets
stamina, charisma, strength, intelligence,
wisdom and skill.

Alternat

the Cannon Inclination control and lets
the Fox reverse its direction; the fifth fires
missiles; and the final control accesses
the “Dig In” function.

The joystick-controlled cannon fires
tank shells, which are periodically reload-
ed by the system (the gunsight alters to in-
dicate loading status). The guided mis-
siles are also under total joystick control,
from launch to impact.

When the player fires a guided missile,
the secondary display screen shifts to a
view from a camera mounted on the mis-
sile itself, one of the most unique and
visually powerful ideas ever executed in
a game of this type. The result is not only
a weapon that can fire over and around
mountains but one that provides constant

The character moves into Xebec’s De-
mise, seen in a center-screen window.
Player attributes, etc. are listed across the
top of the screen, as well as experience,
hit points (damage he can absorb before
dying), food and water. The current loca-
tion appears above the visual display and
the macro-location (city) and conditions
appear below it.

The city consists mostly of primitive
stone structures. You can visit shops; en-
ter banks for transactions; drop by a tav-
ern; or even get a job. Just walking the
streets, the player will encounter muggers,
maniacs, roving magicians and worse. In-
teraction is handled, as are all game sit-
uations, with menus. In a confrontation,
the player can fight, charm or trick his
way out of danger, based on that charac-
ter’s strength, charisma and intelligence
—or lack of same. In some situations, the
character could be helpless, facing a vastly
superior adversary, in which case the
message No Option appears.

Alternate Reality: The City plays in real
time; you can't wait long to make a deci-
sion, since events continue, independent
of action or inaction on your part.

The visual window presents the charac-
ter's view of the environment, with move-
ment actuated via direction keys or access
to an on-screen, compass-style rosette.
Graphics are impressive and full of vari-
ety, vivid colors and limited animation.
Interiors are all nicely realized.

Robert Mirsky, Jim Ratcliff, Phillip
Price and Steve Hoffman, creators, have
slickly mined territory previously ex-
plored in role-playing D&D-type pro-
grams, but with far more emphasis on
making the game an appealing audio-
visual experience. As The City is, theo-
retically, the first in a series, it is hoped
future installments will move beyond the
all-too-familiar swords-'n*spells trappings
which define this first episode.

The program includes a prelude, an ex-

surveillance information as it moves
along.

The graphics are uniformly excellent,
effectively communicating not only the
gradual white-out conditions during the
onset of a sudden blizzard, for example,
but also the glistening, frosty aftermath,
as even the normally blue ice is coated
with a patina of white crystal.

The topography is wonderfully realized,
with Dynamix living up to their boast that
“We build worlds!"” Arcticfox is internal-
ly consistent. Park your vehicle on an in-
clining hillside and it will roll down.
There are deep crevices from which no
craft ever returns, mud flats (which are
hell to travel over), ridges, rocks, moun-
tains and snowfields. In addition to bliz-

Arcticfox

zards and fog, savage lightning storms oc-
cur with greater frequency as more oxy
gen is converted by the invaders; and
lightning knocks out even radar.

Arcticfox mixes the juggernaut power
and heavy-metal rumble so essential to
these games with a dollop of strategic nu-
ance that keeps it playable for many hours.
Unlike EA’s earlier game of similar title,
the rather soggy Skyfox (which was not
designed by Dynamix), this game delivers
everything the user could reasonably
expect—and then some.

It’s a cold world out there, but you've
got the perfect tank to face it in. #
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tended introductory sequence which not
only visually sets up the kidnapped-by-
aliens motif, but also displays credits in
motion-picture fashion, complete with
theme song (the dreadful lyrics appear on-
screen as it plays). Unfortunately, there
seems to be no way to avoid this wah-wah
on subsequent plays, a traditional annoy-
ance in DataSoft products.

Alternate Reality: The City is a role-
playing adventure for those who've been
turned off by the lack of a visual compo-
nent in earlier contests of this type. More-
over, the ST version represents a consid-
erable improvement, visually, over pre-
vious editions. This speaks well of Data-
Soft’s commitment to the system and
makes one anxious to see sequels pro-
duced with the 16-bit technology in
mind. #

Reviews continued

24500 Glenwood Hwy. ¢ Los Gatos, CA 95030

(408) 353-1836

DRIVE SALE

ATARI CORP.
1050 DISK DRIVE $139.95
SUPRA CORP.

XE 20 MEG HARD DRIVE $699.95
ST20 MEG HARD DRIVE $579.95

1.C.D.
MIO BOARDS, 256K $175 -1 MEG $299

Instant shipping (or as fast as we can). Mastercard & Visa
accepted (no extra charge). Shipping fees based on
weight; min. $3.00. C.O.D., add $1.90. California
customers add 6.5% sales tax. Order by phone (Mon -Fri. -
10a.m.-5p.m. PST). Order by modem (daily6p.m -9a m..
24 hours weekends) from our online TeleCatalog

Prices subject to change without notice

CIRCLE #106 ON READER SERVICE CARD

Sard

A NEW graphics drawing program
for the
Atari ST
Features

* GEM ™ based program with drop down menus
* Too many drawing modes to list in this ad.

* Save & load a whole screen or part of a screen.
* Make a picture from many pieces.

* Works with color & monochrome systems
*TOS ™ in ROM/RAM, 520ST*/1040ST "

+29.95
Instruction manual included as data file on disk, or
add $10 for printed copy of instruction manual. Add
$3 S/H. Texas residents add 5 1/8% sales tax.
(Checks or money orders please)

software

Sherman, TX
(214) 892-0803

“ATARI ST, 520ST. 1040ST, TOS" are registered trademark of Afari
Corp “GEM" 15 a registered trademark of Digital Research Inc

CIRCLE #107 ON READER SERVICE CARD

P.O. Box 543 75090

Golden Oldies

ELECTRONIC ARTS

1820 Gateway Drive

San Mateo, CA 94404
Medium resolution $34.95

by Bill Kunkel

History puts everything in perspective.
We see how far we've come, and how
close we still are to the point of origin.

Golden Oldies is a great idea: a collec-
tion of four classics for the price of one.
These capsulize the early days of com-
puterized entertainment, from the proto-
type adventure (titled, aptly enough, Ad-
venture) to an electronic shrink named
Eliza, a metaphorical game of Life, and
the very first major video game, Pong.

Unfortunately, they must be more than
mere historical benchmarks and curiosi-
ties; they must stand as games. And these
venerable classics crumble to the dust of
antiquity with their first exposure to mod-
ern sunlight.

Adventure was a favorite of mainframe
mavens back when only MIT techies had
access to computer entertainment. Its sim-
ple virtues, have hardly endured the pas-
sage of time. Adventure is a text adventure
so primitive that only historians and so-
ciologists could have any interest in ac-
tually playing it beyond the first five
minutes.

Eliza, the computer psychiatrist, is a
shrewd and knowing parody of the more
witless practitioners of psychoanalysis. A
wag of a programmer observed that many
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techniques of psychoanalysis could be
practiced with only the most passing of
interactions between patient and analyst.
So he concocted a collection of noncom-
mittal phrases (“How do you feel about
that?”) and all-purpose reactions (“You
say [repeat whatever patient said]. Why
do you feel that way?”), to produce a vir-
tual databank of psychobabble.

The result is an amusing program that
drew smiles when displayed on home
computers in the late 70s. Once the con-
temporary user pierces this rather trans-
parent parlor trick, there’s no reason to
continue. Unlike its evolutionary descen-
dant, Mindscape’s Racter—which at least
attempts to create the illusion of interac-
tion with a computer intelligence, albeit
clumsily—Eliza is a parade of cynical
cliches without even the pretense of gen-
uine dialog.

Life was another early staple, especial-
ly on color systems like the Atari 400/800.
The player lays down a series of multi-
colored pixels on-screen, then hits a “run”
command and watches as the processes
of life are displayed. Concepts as meta-
physical as entropy (the process by which
all things wear down) can be perceived
in terms of physical reality, as generations
of pixels are born, live and die. The “pop-
ulation” and “generation” are tracked on-
screen.

This is all lovely, educational and even
marginally entertaining, but the Joshua
Light Show it most definitely is not. No
ST owner is going to spend any signifi-
cant amount of time watching these tiny
clusters go through their none-too-eye-
popping life cycles.

Finally, we have Pong, its origins cloud-
ed by litigation (Nolan Bushnel “invent-
ed” the game and gave it its distinctive
name, but only after an assistant saw a
demonstration of a similar program by
Ralph Baer), but still strong in terms of
play value. Unfortunately, the version here
(by Software Toolworks) lacks the
sophistication of the coin-op. It doesn’t
even compare favorably with the dedi-
cated-chip Pong clones which flooded the
home market in the early 70s. Virtually
every family should have a video game
system somewhere in their closet that
plays a better game of computer table ten-
nis than this one, with its limited angles
and easy-to-beat Al opposition.

From a historical point of view, Gold-
en Oldies is an interesting collection of
obsolete forms of computer entertain-
ment. Unfortunately, from an entertain-
ment point of view, it is a gallery of
outdated oddities, bereft of even the
slightest potential for user enjoyment. #




REGULAR FEATURE

From Fleet Street.
[

All in one. ..
[

The third desktop publishing package
available for the ST is brought to you by Fleet
Street of England. Their powerful package
gives users the ability to create multicolumn
newsletters, publications, business reports,
brochures, ads, flyers—or anything else
which requires text or text mixed with
graphics.

Fleet Street Publisher highlights features
such as full-page composition and multiple
columns, text editing in page makeup,
variable-sized text blocks, picture sizing and
cropping, auto-word-wrap and graphics
handling. Some of its many other functions
include: a library of ready-to-use graphic
images, dot-matrix output upgradeable to
laser and GEM compatibility. Fleet Street
Publisher works on monochrome systems
only, with an Epson FX-80 or compatible
printer, on a 520ST or larger.

Priced at $119.95. When laser printer
drivers are installed, the Publisher will be
$149.95. From Mirrorsoft Limited—distributed
through Spectrum HoloByte, 495 Third Street,
San Francisco, CA 94107 — (415) 882-7381.
Reader Service #126.

FLEET ST, PUBLISKER
Legenda| Editing & Page Hake-up Application |ned to
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LOGISTiK combines a powerful spreadsheet
and database with a time and product
manager, plus color graphics capability. The
spreadsheet matrix is 2048 rows by 1024
columns, with many commands. The
database lets you store, sort, find and edit
data, as well as integrate information with the
spreadsheet, graphics and time/product
manager. Other formats—Ilike Lotus, dBase,
ASCII and Supercalc—can be read.

The management end of LOGISTiK can
be integrated with cash flow projections,
income statements, etc. Time planning and
calculation of “Critical Planning” can also be
accomplished. Graphics turn raw data into
easily understood charts and diagrams.

Relational database.

| ] | 8 /. 0 | £ | F

1 HOUSE IMPROVEMENT: A SIMPLE EXAHPLE OF LOGISTIX

1

3 SKILL COST PER DAY

4 Labourer $65

5 Plunber §85

6 Carpenter §75

7 Painter 455

3 Jog SKILL COST PER DAY LEKGTH COST PER JOB COOE

10 Build stairs  Carpenter §15 b $450 BLIS

11 Fit cupboards  Carpenter $§75 3 $215 FIC

12 Fit pipework  Plunber 85 7 $170 PIPE

13 Paint cupboards Painter 555 3 $165 PNIC
U Peint stairs  Painter ' 4 $220 PNIS

15 Rads and boiler Plunber 85 1 $255 RALS

16 Tidy up Labourer $65 7 $130 TIOY

7 st

18 TOTAL: $1,615

19

20

193 File operation conpleted

—

Precision Software of England now offers
Superbase Personal, an easy-to-set-up
database with multiple windows, pull-down
menus and click-and-point selection
“buttons.” Up to 16,000,000 (!) records are
stored per file, as many as 999 indexes per
record. Number of files, file size, open files
and number of fields per record are
determined by the memory of your ST.
Calendar functions with multiple date styles,
13-digit numeric precision and input range
checking are also provided.

Reports up to 255 characters wide can
have time/date stamping and page
numbering, plus multicolumn formats, sorting
and variable-format mailing labels. Note, too,
that Superbase can access a special

“picture reference facility” with data handling,

so a picture/data library can be formed.

Retail

is $149.95. A junior version, without

graphics capability, is $99.95. From
Progressive Peripherals & Software, 464
Kalamath Street, Denver, CO 80204 —
(303) 825-4144. Reader Service #127.

Ficture

Source | Color 1 Pictire 260

inages\rumolan.ing GEM Paint nono readne,as
inages\tiger, 1ng GEM Paint nono inages\vp
inages\ttenap, i <L inages\vp
inages\vapple, Dl‘ Update filter inages\vp
inages\vparrots.| ) e inages\tt
inages\vplan.ing File: PICTIRES (& inagesiva
inages\vpsli.ing text.doc
inages\wps1Z.ing inages\ti
readne. asc inages\ro
text.doc inages\vp

9

¢

[ or

MO EE

The Superbase software works with

medium
resolutio

(color) and high (monochrome)
n monitors.

For more information, contact Precision

Software Ltd., Park Terr.,

Worcester Park,

Surrey KT4 7JZ, U.K. — 01-330 7166.
Reader Service #128.
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ST news continued

Floyd is back!

Other news.

Remember Floyd, your ol" robot pal in
Planetfall? Do you remember Planetfall?
Well, Infocom's latest interactive fiction puts
you on another assignment in outer space:
pilot a spacetruck to a nearby station to pick
up a load of trivial forms. Sound exciting?
Nope, it's not. . .until you arrive at the station
to find it deserted—with an eerie alien ship
in the docking bay and some weird ETs
about. Oh—the name of this latest
entertainment software is Stationfall.

Also released is The Lurking Horror,
which is said (by Infocom) to give you the
flavor of an H.P. Lovecraft and/or a Stephen
King story. Many puzzles, chilling corridors,
strange sounds and shadowy creatures await
you in the damp old campus basements of
G.U.E. Tech. You've heard the myths; now it's
time to explore.

In traditional Infocom. . .well, tradition, the
packages come with goodies and
(intentionally) little instruction. They can be
yours for $39.95 each. Infocom, 125
CambridgePark Drive, Cambridge, MA 02140
— (617) 492-1031. Reader Service #129.

Artworx is shipping its latest program for
the ST. Minigolf, a miniature golf game. The
player can select from the three different
courses, complete with various obstacles
that'll cut down opportunities to make a
hole-in-one.

A score card displays the low score for
each hole and tracks up to four players. In
addition, an editor permits you to create your
own course or modify an existing one.

For $19.95, from Artworx Software
Company, Inc., 1844 Penfield Road, Penfield,
NY 14526 — (800) 828-6573. Reader
Service #131.

The creators of Analyze! call their
program a powerful electronic spreadsheet,
which allows the user to enter any type of
mathematical data—permitting one to keep
track of anything from checkbook records to
a company's general ledger.

Data is entered in rows and columns, and
can then be graphed if desired. Pull-down
menus control commands such as insert,
copy, name, label, erase and lock—to keep a
spreadsheet from accepting additional data.
The same commands can also be entered
directly from the keyboard.

Other features include: sorting; print
functions like boldface, italics and underline;
graphs—pie charts, bar and 3-D; as well as
margin settings with headers and footers.

At $149.95. Contact Christopher DeBracy,
Micro-Systems Software, Inc., 4301-18 Oak
Circle, Boca Raton, FL 33431 — (305)
391-5077. Reader Service #102.

Custom fonts for SoftLogik's Publishing
Partner are available in a series of four

Atari ST Desktop Publishing.

This future release will consist of the Atari
SLM804 Laser Printer, as well as an Atari-
designed “Desktop Publishing Software”
package.

The SLM804 is made up of two parts: the
Laser Printer Controller and the Laser Printer
Engine. The former resides on the hard disk
DMA bus and uses an ACSI device host
software interface. The latter is comprised of
an electrophotographic mechanism with
scanning semiconductor laser. Speed is said
to be 8 pages per minute, with a resolution
of 300 by 300 dots per inch. Letter, legal-
sized and A4 paper may be used, plus
envelopes and transparencies.

Manual feed or automatic, and up to
250-page input capacity with face-down
output are also provided. Separate toner and
drum units, with 3,000 pages per toner
cartridge and 10,000 pages per drum. Status
indicators show ready, wait, add paper, check
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paper path, and replace toner signals. Mode
selectors on the Controller change horizontal
dots/inch resolution and top, bottom, right
and left margins. Mode Sense checks image
width and height, horizontal and vertical
dots/inch resolutions, plus top, bottom, left
and right margins, and fat or skinny pixels.

The software package requires a Mega ST
or 2-megabyte upgrade. A variety of font
styles are available, including: Oldstyle Serif,
Square Serif, Sans Serif and Non-Connecting
Script. The actual desktop publishing
software is still in the works. However, at this
time, Easy-Draw from Migraph works “out of
the box," and the soon-to-be released
Microsoft Write will, also.

The price is tentatively set at $1500.00.
Future products are to consist of an Image
Scanner, Fax Modem, External Frame Buffer,
Raster Image Processor, CD ROM, Page
Description Language and OCR Software.

disks, with three fonts per disk, retailing for
$15.95 each.

Soon to be released is a Clip Art series,
also for Publishing Partner, with over 100
pictures on each $19.95 disk.

For more details, contact The Font Factory
at PO. Box 17422, Phoenix, AZ 85011.
Reader Service #132.

The Pierstorff Company's latest release is
More! Graphics ST, a collection of 128 clip-
art icons, letters and symbols, all of which
can be used in DEGAS and DEGAS Elite,
PrintMaster and PrintMaster Plus,
Typesetter Elite, PM Interface and
Publishing Partner.

The graphics can be added to hard disk
or backed up onto a floppy. Compatible with
monochrome or color systems. Priced at
$14.95, from The Pierstorff Company, 131 W.
Main Street, Woodland, CA 95695 — (916)
666-3530. Reader Service #133.

Micro League Sports Association
announces the release of MicroLeague
Baseball II. Utilizing the ST's large memory
capacity and enhanced graphics, the authors
have revamped their simulation to advance it
even beyond the great original.

Some new features: rain delays, arguments
with the umpire, injuries, pitcher stamina and
tiring factors, and stadium dimensions and
other factors which affect play.

Retail is $59.95, which includes the box
score stack compiler previously sold
separately. Micro League Sports Association,
2201 Drummond Plaza, Newark, DE
19711-5711 — (302) 368-9990. Reader
Service #125.

Watch the pages of ST-Log for more news,
as it becomes available, about these
upcoming products from Atari Corp., 1196
Borregas Ave., Sunnyvale, CA 94086.



The real, true BASIC.

Version 2.0 of True BASIC has just been
released for the ST, developed by John G.
Kemeny and Thomas E. Kurtz, two of the
original authors of BASIC at Dartmouth
College back in 1964. This ST version of the
language is said to offer an unprecedented
level of graphics support, plus modules
(which can be compiled and stored
separately as libraries for use in other
programs) and compilability.

Examples of this newly designed
language's advantages can be found in:
graphics—which can be plotted to your own
coordinates rather than in pixels; speed—
True BASIC is much faster than interpretive
BASIC (before execution your program is
compiled into an intermediate code); external
programs—space is saved by storing
frequently used functions and subroutines
into user-defined libraries.

True BASIC also runs on the IBM PC,
Macintosh and Amiga, giving users
portability between systems.

Additional support for True BASIC can be
found in a number of libraries, also available
from True BASIC, Inc., consisting of a Sorting

Easy-Draw update.

and Searching Library, Advanced String
Library and a Mathematician's Toolkit.

True BASIC's special introductory price is
$79.95, with a fully documented Reference
Guide and Atari User Manual. The separate
library packages are $49.95 each.

Releases to come: Runtime Package, 3D
Graphics Library, Math Series Libary and an
Atari ST Developer’s Toolkit. True BASIC Inc.,
39 South Main, Hanover, NH 03755 — (603)
643-3882. Reader Service #131.
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Continued ST support
from Abacus.

=

Abacus Software has finished the two latest
books in their ST series.

ST for Beginners (first in the series) is
tailored for the person who's just purchased
an ST and doesn't know where to start.
Some of the many topics covered are: an
overview of the ST system, GEM, window
managing, operating disks, ST BASIC, ST
Logo and overall ST usage. The 202 pages
sell for $16.95.

ST Disk Drives: Inside and Out
(thirteenth in the series) is a more technical
look at the ST’s drives. The file handling, data
structures and file programming techniques
are closely examined, as well as the SH204
Atari Hard Disk. Other chapters explain the
RAMdisk, programming a disk monitor, and
machine language utilities for BASIC. The
403-page book is $24.95.

These books make fourteen volumes now
comprising the Abacus library, with still more
planned. Abacus Software, P.O. Box 7219,
Grand Rapids, M| 49510 — (616) 241-5510.
Reader Service #132.

Easy-Draw version 2.0 has been available
since January. The new version will load text
or ASCII files and lets you edit polylines. You
can also flip/slash mirror objects and break
text blocks. Version 2.0 provides a choice of
metric/inch page sizes and ruler

RS232 programmable
interface.

[ ]

The Spider is a new piece of hardware
that's a completely programmable RS232
interface, capable of supporting as many as
eight simultaneous RS232 devices.

Utilizing recently introduced technology, the
interface can individually drive each of the
eight ports at an their own baud rate—with
sixteen available, from 50 to 19,200 baud.
The standard 256K of RAM is expandable
up to 4 megabytes, and can be used as a
buffer for serial peripherals.

The Spider can also be used as a stand-
alone system to run multiline BBSs, etc.
The Spider comes complete with
documentation covering use and technical
aspects of the unit.

Retails for $349.95. Nite Lite Systems,
PO. Box R, Billerica, MA 01821 — (617)
663-4463, or modem hookup at (617)
663-4221 (300/1200-baud, 24 hours).
Reader Service #130.

measurements, and much more. Also
included in the update is a new manual.
For an update, owners of earlier versions
should send their two original disks (master
and drawing), with $26.00 plus $3.00 for
shipping/handling (not $3.00, as reported in

the May Reader comment of ANALOG
Computing).

Readers can contact Migraph, Inc., 720
South 333rd Street, Ste. 201, Federal Way,
WA 98003 — (206) 838-4677. Reader
Service #108.

Advanced Business System.

The nice people at Beckemeyer Development
Tools, well known for their excellent line of
“software tools” in the ST world, have
announced a line of business products.
Multiuser/multitasking systems for the
business world provide up-to-date sales
charts and graphs, accurate financial
statements, cash flow management, inventory
control, order entry and customer files.

A cash-register and point-of-sale system
allows you to enter the quantity and item
number or description of a sale, which
permits the computer to record the sale, print
the invoice and adjust the inventory. An
additional feature even tells you which items
are moving the fastest and which are slow.
Mailing labels and customer tracking are also
available.

This software package sells for $2,495.00.
Additional products available: General
Ledger Accounting software for $395.00; a
steel, auto-open cash drawer at $295.00; a

bar code reader to speed up checkout time,
$635.00; and a color touch screen
workstation which eliminates the need for a
keyboard, $2995.00.

Contact Beckemeyer Development Tools,
478 Santa Clara Ave., Ste. 300, Oakland, CA
94610 — (415) 452-1129. Reader Service
#110.

Advanced Business Sysiamc
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The ins and outs of menu bars.

by Clayton Walnum

Now that we know everything there is to know about di-
alog boxes (well, maybe not everything), it’s time to move
on to menu bars. Second only to windows, menu bars are
one of the most characteristic features of GEM. Because
they're an excellent way to organize the large number of op-
tions complex programs offer the user, virtually every GEM
program uses them.

You'll be surprised to hear that menu bars are actually
much easier to program than dialog boxes. In fact, they're
so easy that we’ll be able to cover them in just one install-
ment of C-manship, rather than the two it took for dialog
boxes.

Another RCP tutorial.

Before we can go any further, you’re going to have to load
up your Resource Construction Program and create the ob-
ject tree for the sample menu bar. The following steps will
guide you through the entire construction process. It’s not
as detailed as the instructions I gave in the last RCP tutori-
al; you should be familiar with using the RCP by now. I can’t
hold your hands forever—they get too sweaty.

So get to work, and I'll meet you after Step 24.

Steppin’ through the menu bar.

Step 1: Click on the “New” selection from the file menu.
A window titled NONAME will be opened. Just like when
we constructed our dialog box a couple of months ago, this
is where we’ll work on our menu bar.

Step 2: Drag the menu icon from the left of the screen
into the newly created window. A dialog box will appear,
prompting you for the name of the menu tree. Press RE-
TURN to select the default name of TREE00. The menu tree
icon will appear in the work window.

Step 3: Double-click the menu tree icon. The beginnings
of your menu bar will appear in the work window.

REGULAR FEATURE

Step 4: Give the desk menu selection (on your menu bar,
not the RCP’s) a single click, then press CONTROL-N. The
dialog box for naming objects will appear. Name this ob-
ject DESK.

Step 5: Repeat Step 4 for the file menu selection, nam-
ing this object FILE.

Step 6: Drag the word TITLE from the parts list and place
it to the right of the file title. Double-click this new menu
bar title. A dialog box will appear. Change the text to two
spaces followed by the word Options, followed by another
two spaces.

Step 7: Place the mouse pointer on the lower right-hand
corner of the title’s shaded area and, holding down the left
button, expand the shading to the right, centering the title
within it. Click once on the options title to select it, then
press CONTROL-N and name the object OPTIONS.

Step 8: Set up another menu title in the same way, enter-
ing the text as two spaces followed by the word Selections,
followed by two more spaces. Name the object SELECTS.

Step 9: Give the desk menu selection a single click, then
double-click the “Your message here” entry. Change the text
to two spaces followed by C-manship info. . . and press RE-
TURN. Press CONTROL-N, and name the entry INFO.

Step 10: Give the file menu selection a single click, then
place the mouse pointer on the lower right corner of the
QUIT object. Holding down the left button, reduce the
length of the object by dragging the corner to the left. You
have to do this to uncover the menu box beneath.

Step 11: Place the mouse pointer on the lower left corner
of the menu box and, holding down the left mouse button,
drag the box downward, enlarging it so that it can accom-
modate three more entries.

Step 12: Place the mouse pointer on the QUIT object and,
holding the left button down, move the object to the bottom-
most position of the menu box.

Step 13: Drag the word ENTRY from the parts list and
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. C-manship continued

place it in the top position of the file menu box, making
sure you place it as far to the left as it’ll go. Double-click
it and change the text to two spaces followed by Load. . .,
followed by two more spaces. Name the object LOAD.

Step 14: Create another menu entry below LOAD. The text
should be two spaces followed by Save. . ., followed by two
more spaces. Name this object SAVE.

Step 15: Drag the ---------- icon from the parts list and
place it below the SAVE entry, all the way to the left. Then
move the QUIT object just below it and name it QUIT.

Step 16: Reduce the menu box to its smallest size using
the same method as when you enlarged it (Step 11). Add
enough dashes to the ---------- object (by double-clicking on
it and changing the text) to extend it to the right-hand mar-
gin of the menu box.

Step 17: Single-click the options menu title and enlarge
the menu box to accommodate three entries.

Step 18: Drag an entry icon to the top of the options menu
box. Set the text to two spaces followed by Option 1, fol-
lowed by two more spaces. Before closing the dialog, set
the CHECKED option in the attributes list. Name the ob-
ject OPTIONT.

Step 19: Create two more entries in the options menu box,
named OPTION2 and OPTIONS, and place in order below
OPTIONT. The spacing of the text will be the same as in
Step 18. Do not set the CHECKED attribute for these two
objects. Reduce the options menu box to its smallest possi-
ble size.

Step 20: Single-click the selections title, then stretch the
menu box to accommodate five entries.

Step 21: Create an entry in the selections menu named
ONOFF, and enter into the text field five spaces followed
by On followed by five more spaces.

Step 22: Drag the ---------- icon to a position below the
ONOFF entry. Add two dashes to the already existing ten
in the text field.

Step 23: Create three entries below the dashed line. The
entries should be named SELECT1, SELECT2 and SELECTS.
Their text fields should contain two spaces followed by Se-
lect n (where n is the entry’s number as indicated by the
names above), followed by two additional spaces.

Step 24: Reduce the selections menu box to its smallest
possible size.

The program.

Now that you’ve got your version of the menu bar saved
in a resource file, type in Listing 1 and compile it. If you
use a compiler other than Megamax, you may have to make
some slight changes to the source code.

When you run the program, the menu bar you created
will come up on the screen (make sure you have the
MENU.RSC file on the same disk as your .PRG file). First
pull down the desk menu and click on “C-manship info. . .”
An alert box should appear, giving you a little information
about C-manship (very little, actually).

There are two GEM menu conventions used here. First,
you should always place the “Info” selection of your menu
bar as the first choice of the desk menu. Second, any menu
entry that will lead to a dialog box of some sort should be
followed by three dots.
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If you had any accessories on your program disk when
you booted it, they should also be available on the desk
menu. Go ahead; check them out.

Now pull down the file menu. There are a few more con-
ventions to take note of here. If you plan to allow the load-
ing and saving of files from your application, this is where
the appropriate menu entries should go. Ditto for QUIT
commands. When you follow these conventions, users will
always know where in a menu bar to find these basic func-
tions. Any other disk handling activities, such as DELETE,
should also be located here.

In our sample menu, clicking on LOAD or SAVE just
prints a message to the screen. QUIT, of course, returns you
to the desktop. Note that the load and save entries are fol-
lowed by three dots, even though, in this case, they don't
lead to a dialog box. Why? Well, when you use them in a
real program, they’ll almost certainly lead to a file selector
box, right?

Now we get to the options menu. The three entries found
here may be turned on and off by clicking them with the
mouse. Any options that are active will have a checkmark
next to them. You can have as many of them active as you
wish (especially considering, due to the stripped-down na-
ture of the demo program, they don’t really do anything,
anyway!)

Moving right along, we get to the selections menu. The
top entry will toggle between the words ON and OFF each
time it’s clicked. When the entry is “on,” the selections be-
low will be selectable, and will print a message to the screen
when they’re clicked on.

When the entry is “off,” the other selections will be
“grayed out.” This means they have been disabled. No
amount of clicking on a disabled menu entry will give you
the slightest response, except removing the drop-down
menu from the screen. This is why we can get away with
those dashes separating different sections of the menus.
Since they're disabled, the user isn’t going to be able to do
anything with them.

Menu bars in your program.

Now that you've had a chance to fiddle with your crea-
tion, let’s see how the program works. All the action is in
the function do__menu(), so let’s skip over all the other stuff.
You should be familiar enough by now with how to initial-
ize GEM.

First, we declare menu__adr, a longword that’ll contain
the address of our menu tree. The actual code begins with
the initialization of some flags we'll use to keep track of the
status of the various menu options. Then we set the mouse
pointer to the arrow form.

Next, we load the resource file from disk, using rsrc__
load(), which I described last month. If the MENU.RSC file
is missing, we warn the user with an alert box, then return
to the desktop.

If the resource file loads okay, we find the address of the
menu tree, using the rsrc__gaddr() call—which we also dis-
cussed last month—storing the returned address in menu
__adr.

To display our menu bar, we call:

menu_bar (Wenu_adr, flag);



Here, menu__adr is the address of the menu’s object tree
and flag is a Boolean value indicating whether the menu
should be displayed (a nonzero value) or removed (a zero
value).

A nifty message system.

Up until now, we’ve been able to get our user’s input with
either specific calls to the mouse or keyboard, or by using
dialog and alert boxes. We've now gotten to the point in our
GEM programming careers where the simple calls just won’t
do the job. Why? Well, first of all, what if we want to be
alerted to more than one form of input? What if we want
to know about the mouse and the keyboard at the same
time? More to the point for this month, how do we know
what the user is doing with the menu bar?

GEM supplies us with a single function call that will mon-
itor the entire system for us and tell us everything we need
to know about the user’s actions. Are you ready? Take a deep
breath, because you’re going to need it. The call (as shown
in the Megamax manual) is:

eunt_multi (Mmflags,mbclicks, mbhask,
mbstate,mmlflags, mmix, mmly,
mulwidth, mmiheight, mmZflags,
MMZX, MMZY, MMZWidth, nMZheight,
MMgpbuff,mtlocount,mthicount,
MMOX, MMOY , Wmobutton, mmokstate,
mkreturn,mbreturnl;
Sheesh! Didn’t I warn you? But before you burn your com-
pilers in frustration and open your wrists to end it all, you
should know that, at this point, there are only a few of the
above parameters we're interested in. We'll be discussing
this function a lot in future installments of C-manship, and
we’ll cover the parts we need bit by bit.

For this month, let’s just say that you don't need to use
all the parameters. We can send 0s for any outgoing
parameters we're not interested in, and supply dummy lo-
cations for any unneeded information being sent back. In
our menu bar program, the evnt__multi() call looks like this:

eynt_multi (MU_MESAG,9,8,6,08,8,08,
9,0,0,0,08,0,08,M59_buf,n,n
&dum, &dun, &dum, &dum, &dumn, Edum ¥
MU__MESAG is the event we want to watch for (in this case,
a message event), and msg__buf is the address of a 16-byte
message buffer where our messages will be stored.

There are six event types we can wait for. To wait for more
than one type of event at a time, we just OR the appropri-
ate flags together. For example, to wait for a message event,
a keyboard event and a mouse button event, our first pa-
rameter in the evnt__multi() call would be:

MU_MESAG | MU_KEYBD | MU_BUTTOM
Here, MU__MESAG has been defined as 0x0010, MU__KEY-
BD has been defined as 0x0001, and MU__BUTTON has
been defined as 0x0002. This sets the proper bits, as shown
in the following table.

Set bit # Event
g Keyboard
3 Mouse button
e I I I T T Mouse event 1
P Mouse event 2
4o Message event
B s iR AR AR R A Timer event

Note that, even though we'’re not using the call this way in
the sample program, since we're only waiting for one type
of message, evnt__multi() returns a word value that will have
bits set based on the events that occurred. These bits fol-
low the same format as the table above. It’s possible to have
more than one event detected by a single call to evnt__
multi(), so it’s up to the programmer to check each bit in
the returned integer, in order not to miss events. If you're
checking for more than one type of event, your evnt__multi()
call should look something like this:
event = evnt_multic...);

Here, event is the integer that will contain bits set based
on the events detected by the call. Of course, the ... in
the parentheses will be replaced by that horrendous param-
eter list.

When we make the evnt__multi() call, everything comes
to a stop until the event we're waiting for occurs. If the event
is a message event, information about the message is stored
in the message buffer. In our program, we've set up the ar-
ray msg__buf[] to do this duty. The type of message will
be returned into msg__buf[0]. There are thirteen possible
messages, but the only one we're interested in right now
is the menu selected message, which has a value of 10. When
the user makes a selection from the menu, therefore,
msg__buf[0] will contain 10.

Since this is the only type of message we're waiting for,
we don’'t even have to check msg__buf[0]. We can just as-
sume that that’s the message type we've received.

If this is all getting confusing, you might not be sure of
the differences between an event and a message. They are
not the same thing. A message is only received when a mes-
sage event—one of six different events—is detected.

Enough of this event junk.

Now that we have an idea of how evnt__multi() works, the
program’s workings are fairly simple. The object number of
the chosen menu title is stored in msg__buf[3], and the ob-
ject number of the chosen menu entry is stored in msg__
buf[4]. Once we have that information, we set up nested
switch statements to perform the appropriate actions.

The outer switch tests msg__buf[3] to see which menu ti-
tle was selected. In the sample listing, you’ll see that there’s
a case for each menu title. Within each menu title’s case
is a switch to test msg__buf[4], the object number of the
selected menu entry. This is the best way to handle menu
messages—the code looks very much like the menu bar it
represents, and so is clear and easy to follow.

Now, let’s look at this code in a little more detail, start-
ing with DESK. Since we have only one action we have to
take care of, we really didn’t need the inner switch state-
ment; we could have used an if, but I wanted to keep that
“menu-looking” structure I mentioned before. Here, if the
user clicks on the C-MANSHIP INFO. . . entry, we just call
up an alert box. Simple. We don’t have to handle any desk
accessories the user might run; GEM does that for us—
almost. I say almost, because, if a desk accessory is called
up, it’s up to your program to redraw the screen after the
accessory has done its thing. Since we don’t have anything
special happening in the sample program, we can ignore
this bothersome detail.
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C-manship continued

The file menu selections don’t do anything fancy, just
print a message to the screen. But look at the case state-
ments. Where’'s QUIT? Wasn't that part of the file menu?
Yes, indeed. And you’ll find it at the very bottom of the sam-
ple listing. We're using it to break out of the do. . .while loop.

The options selections must handle the checkmarks that
indicate active options. We use the call:

menu_icheck (Wwenu_adr, OBJECT, flag);
Here, menu__adr is the address of the menu’s object tree,
OBJECT is the number of the entry you wish to check or
uncheck, and flag is a Boolean value that indicates if a
checkmark should be drawn (a nonzero value) or removed
(a zero value).

In our menu__icheck() calls, we're not only taking care
of the checkmarks, we're also handling the flags—reversing
them within the function call with the statement below as
the flag for the call:

opl=topi

How does this work? First, the flag is changed to its op-
posite state with the NOT operation, then this new value
is passed as the flag to the function. This is one of the ad-
vantages of C, being able to nest assignments and ex-
pressions.
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In the selects menu section, if the ONOFF entry is select-
ed, we must first change the text in ONOFF, then either
enable or disable the other selections. To change the text
of the entry, we use the call:

menu_text (menu_adr, OBJECT, s5);

Here, menu__adr is the address of the menu bar’s object tree,
OBJECT is the entry’s object number, and s is the address
of the string you wish placed in the object. You should make
sure that you've left room in the menu for the largest string
you'll be using. Otherwise, you'll mess up the desktop. Also,
you must make sure that the string is statically allocated;
that is, it’s global, not declared within a function. You never
know when the user is going to activate that particular menu
selection, and if your string isn’t available globally, it may
not be there when the menu is displayed. What a surprise
that’ll be.

Finally, we use the flag on to determine if we should ena-
ble or disable the rest of the menu entries. To perform this
function, we use the call:

menu—_ienable (menu_adr, OBJECT, flag);

Here, menu__adr is (you guessed it) the address of the menu
tree, OBJECT is the object of the entry you wish to modify,
and flag is a Boolean value that indicates if the entry is to
be enabled (a nonzero value) or disabled (a zero value). In
the sample program, we're using the same trick we used
with menu__icheck() to handle the flag, but since we have
three calls to menu__ienable(), we only reverse the flag in
the first one.

When the user moves the mouse pointer over a menu
selection, the title of that selection is highlighted, and the
associated menu drops down. Once the user has clicked
on an entry, the drop-down menu is removed, but the title
remains highlighted. The highlighting reminds the user
which menu selection is currently being processed. By leav-
ing the title highlighted even after the user has made his
selection, we can perform the actions required by the user’s
choice, then turn the highlighting off when we're ready. We
turn off the highlighting with the call:

menu_tnormal (Wenu_adr, title, flagl;
Here, menu__adr is the address of the menu tree, title is the
object number of the menu title we wish to unhighlight,
and flag is a Boolean value that indicates if the title is to
be highlighted (a nonzero value) or unhighlighted (a zero
value). The value for title will be the value found in msg__
buf[3].

And, last but not least, once we're through with the menu
bar, we must remove it from memory. We just use the
menu__bar() call discussed previously to do this. Just change
the flag to false.

Another lesson learned.

Your repertoire of GEM programming tricks is building
fast. It won't be too long before you’ll be ready to put to-
gether some professional looking pieces of software. Learn-
ing to handle menu bars is an important step in that di-
rection. Without them, you can’t really consider yourself
a GEM programmer.

Of course, there’s still a lot more we have to cover before
we can consider GEM a challenge met. But we're getting

there. #



Listing 1.

C listing.
/AR RO R HR B ERAHRERREHREBHDOHOREHBHRRRRR0N0E/
C-manship, Listing 1 */
5T-Log #15 *®/
Developed with Megamax C */
7/

Hinclude "'MENU.H"
Hdefine MU_MESAG 8x00618

Hdefine ARROMW 3]
Hdefine R_TREE o
Hdefine TRUE 1
Hdefine FALSE )

/¥ The usual required GEM global arrays */
int work_in[11],

work—_outis?zl,
pxyarray[iel,
contrli2l,
intin[i128]1,
ptsin[i128],
intoutlCi281,
ptsout[1281;

/% Global variables ¥/
int handle, dum;
int msg_bufl8l, opl, op2, op3, oOn;

char *alrt = "[1]1[C-manship, Issue 15|by Clayton Walnuml [Okayl";

char ¥on_str = " on LU

char ¥off_str = " Off s

main 