TECHNICAL advice

TRAP THAT MOUSE
Does your mouse pointer jump and rush
about the screen for no apparent reason?
Andrew Marsden from Retford suffered
from this, until he developed a solution. To
give your mouse a steadfast, stay-whereits-
put feel, simply open up the mouse by
removing the two Screws underneath and
solder “piggyback style” a 10 (microfarad)
16 volt tantalum capacitor to legs 3 and 12
of the LM339N IC as found in most mice.
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The positive lead to the capacitor is
clearly marked with a + symbol and is ust-
ally the longer of the two. Attach this to pin
3; the other leg goes to pin 12. This is
shown in the diagram above. The capacitor
must be connected the correct way round
and you must make sure that when you
attach it you do not accidentally join any of
the IC legs together with solder.

You can obtain the capacitors from
Maplin Electronics (= 0702 554161, order
code WW68Y, price 28p), although they are
readily avallable from most TV.repair shops.

MAKING MUSIC ON THE STE

w, Patrick Yates from Lan-

" cashire has been busy with

j j his copy of STOS BASIC and

=" has come up with a smart

little routine for playing samples through the

STE's DMA chip, thus enabling you to take

advantage of the STE's setreo sound. The rou-

tine s a modification of the BASIC routine sup-

plied in the Mastersound manual, but with a few

enhancements to get the best out of the STE's
improved design. Here's that routine i ful.
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M Get a better sound out of your STE with this
excellent sample player routine for STOS BASIC
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OFFICE HOURS

RUTLANDéOMPUTER SIEPLIES LTD

30 Buckminster Close,
Melton Mowbray,
Leics, LE13 1E'
Collections welcome.
Please ring first.

9.00am to 7pm Monday to Friday
10.00am to 12 noon Saturdays

PHONE & FAX NO 0664 500878

All prices include 17; VAT

Post and Packing ..£3.50
3 Day Courier ..

Any orders over £100 are sent

* LASER PRODUCTS *
AVAILABLE

TOP QUALITY UNBRANDED DISKS AT DISCOUNT PRICES

by courier for just £4.50 !

(Published Prices Only)

3.5DSDD Disks i label 39p each
3.5 DSDD Coloured Disks inclabels. Sp en(h
3.5 DSHD Disks nc o

AllDisks are Guaranteed 100% [nur Fue
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Banx Boxes to hold 80 3.5 disks.
Posso Boxes fo hold 150 3.5 disks .
Posso Boxes fo hold 70 5.25 disks .

9.95
5.30
15.30

Computer Stationary

2 Meter Joystick Extension Cabl.

15232 Mol ok, el - Fencl, o hnnleﬂ 5(1

Joysmk/Muvse Extension Cable

WE CAN SUPPLY CABLES MADE TO ORDER PLEASE RING FOR A ounr!

Tisfing Paper 11" 9.5" 60gsm 2000 shesi
11"x9.5" 8gsm 2000 sheefs...

M 70gsm 2000 sheets.

L01000/1050.247800.
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IF YOUR PRINTER IS NOT LISTED - PLEASE RING FOR A PRICE
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hints and tips

STOS surgery

Screen addresses muddled again? Need a hand untangling your spaghetﬂ

code? Visit our surgery - two-year-old copies of Country Life not included

70S is a powerful et simple version of

BASIC which has sold over 120,000 copies

on the ST. Idealy suited to producing

games, it has many specialist graphics com-

mands. No need to delve into system calls
to use interrupt-driven sprites and sound - STOS sets
it all up for you. But like all powerful packages, it has
its own little quirks. STOS surgery is here to point
you in the right direction. If you use STOS and can
think of any hints or tips you reckon we ought to
know about, just put them on a postcard or sealed
down envelope and send it along to us.

UPDATE IT
There was some panic when early versions of STOS
were found to be incompatible with the STE. The lat-
est version of STOS (2.6 is now fully compatible with
all TOS versions up to the latest 1.62. If you want to
distribute your programming tour de force in the Pub-
lic Domain, then you must use the latest version,
Mike Goodman of Goodmans PDL has offered a free
update service. Just send a blank disk and an SAE to
Goodmans PDL, 16 Conrad Close, Meir Hay Estate,
Longton, Stokeon-Trent, Staffs ST3 1SW. That's
rather nice of him, isn't it? He also handles the official
STOS Public Domain and Shareware library.

SCROLL ME UP

The scroll command sounds very powerful but can
R SN i bl it svrytiog g
smoothly. Below Is a very simple but smooth screer
o, It bulds up th pl out of sight an a oglca
screen, before copying it to the actual screen. Type in
the listing (the | symbol means no Ine return yet) and
oad In a picture Into bank ten. Run it and enter a num-
ber — how many pixels the picture scrolls. It runs at
about 16 frames a second. If you do everything directly
on the physical screen it speeds up to about 25.

s 1 otk cee

off : mode 0
A AT e
back

flash off : hide J

input SED
Zogi

det scroll 1,0,0 to 320,200,0,-5PD
scroll 1
SeD to

for X=0 to 199 step SED

e logic to physic : wait .J

bl :
100 daeune mw

ogic

STE EXTENSIO
One of the beauties of STOS is that it's expandab\e 5
extra commands and functions can be added as

extensions. STOS comes with the screen compacter
as standard. Mandarin also produce STOS Maestro,
which handles sampled sounds. STE owners have

@ With the STOS sprite editor, you can position the
hot spot - the point the sprite coordinate:

from - anywhere within the sprite by using the pre-
sots on the left or clicking on the sprite. As
default, the hot spot is at the to

been a bit left out — now! ST FORMAT

have got hold of two extensions which

enable you to get at the extra colours,

hardware scrolling, DMA chip and the blit-

ter. Look out for the full interpreter and
compiler versions on the front of next month's
wota-scorcher ST FORMAT. (Tum to page 142 for
details of how to guarantee your copy.)

SCRAMBLED SCREENS
STOS uses three separate screens - physical, logical
and back. It's easy to lose track of what's being
drawn on which screen and which one is being dis-
played. The physical screen is the one you can actu-
ally see. The logical screen is where your ST sends
all the graphics and text. As default, STOS sets up
the physical and logical screen at the same address,
so everything you draw is immediately visible. In
order to get rid of synchronisation problems, you can
define the logical screen as the background screen
or one of the memory banks, and copy swap it to the
physical screen when al the drawing is finished. The
background screen is a copy of the physical screen
without any of the sprites on it. Its used to fill in
areas of screen that sprites have moved over. Other-
wise, they'd leave black trails befind them.

IFTY COLOURS
The manual says that the shit command cycles
the palette through all 512 colours. Don't believe it. It
actually cycles the palette in the same way as art
packages do. That is, each colour runs through the
16 possible ones from your current palette. You can
set the speed and starting colour. For really complex
colour cycling, the £1ash command is more flexibl.

ED
If your program doesn't use sprites and is in need of
a boost, try the autoback off command. STOS
automatically copies graphics to the background
screen, which is used as the background for the
sprites. All this takes time. If you have no sprites
bouncing around - and that includes the mouse - or

if youre using a screendlipping routine with a logical
screen, then turning off autoback speeds every-
thing up. The CLs or the mode command tums
autoback on again

TOO TIGHT
Running out of memory? Always boot STOS from an
AUTO folder, which bypasses GEM and saves you
about 32K. Still not enough? If you don't need the
compacter or want to use floating point numbers,
you could rename the COMPACT.EXA and FLOAT BIN
to something else so STOS doesnt load them ~ sav-
ing another 18K. Don't do this to your master disks ~
always use a backup copy. f your compiled pro-
grams are running out of room, then use the com-
pier options to save you a few K. You can select
which fonts and mouse pointers are loaded ~ one for
each resolution. So, i you're only working in low, you
can save space by deselecting the medium and high
resolution fonts and mouse pointers. Reduce the win-
dow bufer to 8K and allow 4K for each window used.

HOT

Sprites must be put on the screen with the X position
as a multile of 16. A bt limiting, but easiy cured.
Simply use the sprite editor to move the hot spot.
The X,Y coordinates you use to position the sprite
give the point where the hot spot is positioned. For
some reason, STOS doesn't like putting sprites
on the screen when the X coordinate s zero.
You can use the same trick of moving the

st ot spot to fix tis.

OR NOT STOS
“My language is better than yours.” Com-
puter language snobs, eh? STOS has a few
giveaways that you might ke to avoid. The
standard mouse pointer has to go - it's pretty awful
anyway. Draw your own sprite and use the change
mouse_command. The “appear” function seems to
turn up in every STOS program and gets a bit boring
after a while. Why not write your own screen-appear-
ing routines? The standard fonts are rather plain. You
can use other fonts by opening a window, which isn't
always very useful. If you save your new font to the
STOS folder ~ or COMPILER folder if you have it ~
with the appropriate name, STOS uses this as the
defaults. That leaves you with the GEMIike functions.
The menu bar, window borders and file selector
instantly identity STOS. With a litle bit of effort you
could tweak these and it back with a smug smile as
people try and guess if it's assembly or C.

The manual says you need to place graphics on a 16
pixel boundary when using the screen copy com-
mand. You can, however, cut them from anywhere as
long as the graphic is a multiple of 16 pixels long ~
something the manual forgets to mention! stf

HOW ABOUT YOU?

To order ST0S - complete with compiler, Maestro
sound package and over 600 sprites ~ at a saving of
£42, tum to page 118. Or do you already use STOS?
Got some Hot tips to share with the world? Perhaps

rplexing programming predicament sor-

STFORMAT, 30 Mon-
mouth Street, Bath, Avon BAL 2BW.
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STOS

hints and tips

STOS surgery

Come in, lie down, relax and tell me all about it. You can talk to me, I'm a

Doctor. Chris Lloyd peers into the STOS medicine cabinet

rogramming was once the domain of serk
ously serious types. Everything was horrible
impenetrable assembly code. Then came
BASIC - Beginner's All Symbolic Instruction
Code. It was designed to be useable by nor-
mal people o at least, those who don't think in hex.
There are at least half a dozen different varieties of
BASIC for your ST. STOS is designed to make the
production of games and other graphichased pro-
grams a breeze. It handles the really dificult bits for
you with a range of powerful commands. Not supris-
ingly it has sold loads of copies — 126,341. Well,
thereabouts, anyway. Like all programming though, it
isn't all a bowl of cherries — although the manual is
one of the better ones, there's still a lot to learn.
STOS Surgery brings you a heap of tips every month
just for the STOSheads out there.

DISAPPEARING MENUS

The manual tells you how to create menus using the
menus command. What they don't tellyou is that you
can get rid of the options again by using a null string.
You can empty the options or a whole menu.
menus (2)="* would wipe the whole of the second
menu, menus (2,3) =+~ would get i of the second
menu's third option and all subsequent ones.

Having a bit of bother using a menu vith a back-
ground on screen? The trick is to use screencopy
to copy the background picture to the screen, start-
ing eight pixels from the top so it doesn't interfere
with the menu. Now, why didn't | think of that?

HOW BIG IS THE SCREEN?
STOS, wonderful as it is, has a few, er, inconsisten-
cies. Its never quite clear which coordinates to use

when defining the whole screen. When using the
reduce command to compress a screen to half its
vertical size, the horizontal size needs to be 319. If
you capture the screen as a string and want to paste
it down again, the horizontal size needs to-be 320.
Don't ask why.

SPRIT
Athough a sprite bank has s palette saved with it,
there’s no direct command to retrieve it It s possible
with a bit of mucking about though. Try these ines ~
lhe J symbol means no line return yet.
Xehunt (start (1) to J
start (1) +length (1), "PALT") +4
20 for =0 to 15:colour A,deek(X) -

Been gemng miffed because you've been using the

put sprite command and the sprites don't appear?
Its probably because the screen hasn't been updated
yet. The sprite is positioned using the sprite com-
mand, then pasted onto the screen with put
sprite. If the screen hasn't been updated then noth-
ing appears. Use an update command first.

If you want to get rid of sprites you can use the
ot command, but unfortunately this zaps al the
sprites. To get rid of one you could move it to a coor-
dinate off the screen ~ not bad, but rather crude. the
fastest is to use one of the «vaps Try-
dreg (0)=0:dreg (1) = g (2)=0:trap 5
ubstiuig your Sprts numbes for .

PROGRAMMING EXTENSIONS
One of the advantages of STOS is the way you can
add new commands, with a bi of assembly program:
ming and some blood and sweat. Here's a couple of
little tipettes. Rather than saving all the command

WIBBLY WOBBLE

Remember all that nasty trigonometry maths stuff that
seemed to have no use at all? Well, with a little work you
can get sexy effects using sine waves. This ltte listing
takes a section from the top right of a picture stored In
bank 6 and gives it  rpply wibbly effect much beloved by
demo writers everywhere.

Line 10 sets up a blank screen In low resolution. Line
20 reserves a dimensioned array and grabs the palette
fom iy b 6.8 e o i e
With lots of separate ~ In this case, 720: two
complete revolutions uslng dogrees. Lies 30 and 40 do
some horrible maths stuff converting the degrees into radk-
ans, then calculating the sine of the angle. This gives you
a serles of numbers that cycle between 1 and -1 in a

 lady herself going u.m;a- 2 wobbily patch.
Complling the program speeds
For sach frams, your ST moeds to do 497 bits of
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Do LT

Tovely sine-type way. Because we're £oing to use this num-
ber as the pixel offset, t's mutlipied by 20.

Each frame of the sequence is drawn ne by line. We
don't want to see this on-screen so the background screen
is defined as the logical screen and all the drawing takes
place here.

Lines 50 o 70 draw each frame. The Z variable is
used to step through our array. Changing the step value
gives sharper o shallower waves. Line 60 looks daunting
but sn't, honest. It coples lines from the picture In back &
to the logical screen and each line is offset using your
array. The width of the picture has to be a multiple of 16 -
Here the wobbled picture is 96 by 71. The larger you make

, the slower everything runs. This little number really

*'n

as copy 71 separate

multiplied by the sine-waviness is altered.

names when saving a BASIC program, STOS uses a
oken to represent each command. When you'e
putting together the token list with your new inter-
preter commands, the token number 162 doesn't
work because of some bug or other. You can get
round this by adding a space before the number.

Many commands use parameters - these are
variables used in their execution. Each new command
uses a table of parameters. When setting up. the
parameter table for a compiler extension, you can
save yourself some space and effort by directing all
commands with the same parameters to the same
table. Neat, eh?

SORTING SORT

When a dimensioned array is sorted, the whole array
gets sorted - not just the element you've used. If the
array contains numbers, then any unused elements
are zeros. These then come first when you sort the
array. I the array contains strings, then unassigned
elements hold blank lines ~ null strings. If you don't
know the exact size of the array, then you need a
routine to check through the Sorted array until you
get some data, or work out how many valid elements
there are and jump to this point. stF

ME TOO! ME TOO!

To order STOS - complete with com- g R1Z ¢,
it oy b e e |
prites ~ at a saving of
2, tum o pge 126, 0 petons
you already use STOS? Got some |
hot STOS tips to share with the 47 N "‘}
world? Need a perplexing programming
predicament sorted out? Let us know about it In that |
way, you can share your fip vith well over 70,000
other ST enthusiasts and be in the running for our
monthly prize of £25. Write in to the STOS Surgery,
ST FORMAT, 30 Monmouth Street, Bath BAL 2BW.

shows off the power of STOS - try writing anything this

short and powerful In another language!

10 key off : flash OFf : curs off : mode I
0: cls : hide on

20 dim ARRAY(720) : get palette ()

30 for %=1 £0 720 step 1 : ANGH=rad(x)35 .|
ARRAY(X)= (o1 (ANGH) #20) : next X

40 logicsback

50 for 2=1 to 360 step 8

60 screencopy 6, 20+ARRAY (4
ARRAY (4+42) , Y41 to logic,0,¥

70 next ¥

80 screen copy 10gic,0,0,96,71 -
to physic, 115,60

90 next 2 : goto 50

lines of picture. Try fiddling about
change the value that Y is




=) single sided disk to a double sided disk, the copy |
make never runs. Please help - | am getting frus
trated by this.
A Gaunton, Lyme Regis.

stf: First of all it sounds as if you are trying to
«copy commercial games disks. This is illegal.
By doing this you are breaking the law, so
please refrain from trying. Secondly, auto boot-
ing games run because of special code on an
area of the disk called the bootsector. This
code is not visible in a Desktop window because
itis not a file ~ therefore you cannot drag it
from one disk to another. Lastly, with the
exception of the specially formatted STF Cover
Disks up until this issue, a floppy disk does not
use “side 1" and “side 2" in the same manner
as a record or a cassette tape. The data is
recorded alternately on one side and then the
other in the first available tracks and sectors on
the disk. So, to copy two single-sided (SS) disks
to one double-sided (DS) disk, you simply drag
the files from both the SS disks to the DS disk.
You could, of course, create separate folders
on the DS disk for each of the SS disks in order
to keep the files separated.

WHICH DRIVE?

Could you recommend the best exter-
nal disk drive to add to my system and
how much it would cost?

N Craig, Longfield, Kent.

stf: There was a roundup of the best external
drives in STF 28. The Cumana CSA354 Drive
came out on top with a FORMAT Gold rating of
90%. It is available for £69.90 including deliv-

THE K TO TH ROBLE

Please can you help. | am trying to write a utiity

STOS but | am already stuck on the men. | have pr

grammed a routine to check for a keypress of about
s, but | have found that the routine only recog:

s a keypress sometimes ~ most of the time it

Its driving me mad. | wouldn't be surprised if

's something simple | am stil a learner.

Mark Moffatt, London.

stf: This is a cut-down version of Mark’s key-
press routine. (The . symbol simply means that
a single line of listing wouldn't fit on one of our
column lines here.)

Many learners could easily miss the problem
here. This is what the routine should be.

“ then gosub program 1
R e —
then gosub program 3
140 goto 100

ST FORMAT APRIL 19992

ery from WeServe on = 0705 325354. It may
be a little more expensive than other drives but
itis well made and very reliable. Check out
issue 28 to decide for yourself which you want.

1ST WORD PLUS PROBLEM
When | import a READ.ME text file from
a PD disk into 1st Word Plus | can't use
the Reformat option to tidy up the text
prior to printing it out. When | try to
reformat the file, the program seems to treat each
line as a separate paragraph. Why is this and how
can | cure it?

R Holden, Prestbury.

stf: 1st Word Plus uses a control character
instead of a space (ASCIl 32) in its documents
to enable it to format text. Use the Replace
option from the Edit menu and enter a space in
the edit line of the box marked “Replace.” Then
use the down cursor arrow to move into the edit
line of the box marked “With." Press the <Con-
trol> key and the number 6 and a strange char-
acter (ASCIl code 30) appears in the edit line.
Select the “All” option in the Scope field and
click on OK - all the spaces in the file are
replaced. You should now be able to reformat
your Read.Me document with no trouble.

DODGY KEYBOARD
I have recently started having problems
with my keyboard. Sometimes some of
the keys on the right hand side seem
not to work at all, and at other times
they work perfectly. It has become very frustrating
when | am trying to produce a letter or other docu-

Notice that the version Mark should have done
is i fact very similar to the one he actually did.
The difference is that the second version is
using a while loop on the very fist line, so
when a key is pressed the program then checks
to see what key was pressed. The reason
Mark's version didn't work is that STOS stores
all the keyboard presses into a buffer. The
inkey$ command is a pointer to that buffer,
and when you use it, it returns the character it
is pointing at in the buffer but then increments
itself to point to the next character in the
uffer

Buffer
Last Character

inkey pointer
Next Character

none.
Notice in this example that inkeys
character a the next time you use the inkey$
command, then increments itself to point to
character B and so on. If you don't want inkey$
to point to the next character, then use the

returns

ment and the keys suddenly pack up. Have | con-
tracted a new and unusual virus?
D Jackson, Whitley Bay.

stf: It's unlikely to be a virus with these symp-
toms. It sounds as if you may have an intermit-
tent problem with your machine’s keyboard
matrix causing some parts of it to “die” at vari-
ous times. Take it to your local repair centre or
send it to WTS Electronics Ltd. They offer a
diagnostic service for £15, after which they
give you a quote for the repair costs. WTS Elec-
tronics are at Studio Master House, Chaul End
Lane, Luton, Beds. LU4 8EZ. = 0582 491949,

MEMORY LOSS

| have upgraded my 520STFM's mem-
@ ory to IMByte using the Power 512k
N5 RAM expansion. The machine seems to

be working properly but | am unable to
instal the RAMdisk from Cover Disk 31 to be any
larger than 256K. How can | check that the extra
memory is working?
F J Fishwick, Bolton.

stf: Use the Free Space utility program which
was also on Cover Disk 31 to show you how
much memory you have available. If you only
have 375K with no Desk Accessories loaded,
this means your upgrade is not working. If it
was installed for you, return it to the people
who did the job and they should fix it for free. If
you installed the upgrade yourself, then you're
likely to have to pay to have it checked. If there
are no local computer repair services near you,
WTS Electronics (= 0582 491949) offer a diag.
nostic service for £15.

clear key command to clear the buffer before
Yyou return to the while loop. Notice too that
the second version of Mark's program is using a
command called gosub.instead of goto which
Mark seems to prefer. It is best to use gosub ~
it makes your program more presentable and
easier to debug.

GOOD HOUSEKE 3
I'm having a bit of a problem with this program I've
witten. For some reason when it's running it stops
for a second. | can't work out why. I've enclosed a
listing of the program.
Tony Blake, London

stf: The details of Tony's program aren't vital
here, but other STOS programmers might be
experiencing the same thing. The problem is
that you have too many variables doing things
they shouldn't be doing and you have variables
that are doing tidily. STOS is garbage collect-
ing. You can get round this problem if you use a
dummy variable and use the free function
aummy - free

This forces STOS to do the garbage collection,
50 if you insert this in the right place you can




THE SKY AT NIGHT
My main hobby is computing and |
would like to be able to incorporate it
with my other hobby, astronomy. | have
searched around all my local ST soft-
ware shops but | have been unable to find any astron-
omy software. Do you have any idea where | can get
any from?
M Kirk, Weston-Super-Mare.

&

stf: The ST Club PD library have a selection of
astronomy disks available. UTI.38 contains Star
Chart, which is based on the Yale star cata-
logue, UTI.39 contains Planet, which animates
the night sky, UTL.40 is Skymap, which shows
and identifies over 1,500 stars but works in
high res only, UTI.48 gives a planetarium view
of the constellations and UTI.49 features Astro-
labium which enables you to draw constella-
tions, star names, meridians and different
grids. Al these disks are great value at £1.45
each. The ST Club are on = 0602 410241.

STEREO STFM?
| have a 1040STFM | use for process-
ing samples and writing programs —
games mainly ~ using STOS and the
STOS Maestro sampler and software.

Is there any way that | can produce stereo output for

my music and samples without buying an STE?

N Henty, Middlesborough.

stf: Yes, you can produce stereo samples but
you need to buy the Stereo Playback and the
Stereo Master cartridges from Microdeal.
Stereo Master enables you to record and mod-
ify stereo samples and Stereo Playback enables

05 garbage collct before you rum
your critical s

PROGRAMMING MUS
| am a dedicated ST owner and | am Lunen(ly learn-
ing to play the keyboard, so | obviously have an in-
terest in creating music for the ST. | own a 520
STFM and STOS. Can you tell me what music p

ages are compatible with STOS et, andif so
does it create music using notation and samples?
Also what other extras do you recommend like mem:

ory, Playback or other hardware or software?
M Shepherd, Co. Durham.

stf: Most commercial music packages are
compatible with STOS, although you're likely to
have to load their machine code playback rou-

sample your own sounds - voices, say - you'd
have to buy your own sampler. The most useful
extra would be a hard drive - extra memory is
invaluable for storing those samples, which can
rapidly get much bigger than you expect.

You to output the results to your hi-fi even on an
STFM. When Stereo Playback was reviewed in
STF 22 it received a rating of 82%. Both pack-
ages come with software routines in all major
versions of the BASIC languages to enable you
to incorporate stereo music into your pro-
grams. Playback is £22.95 and Stereo Master
£39.95, both from Microdeal = 0726 68020,

DESIGNING KITCHENS

| am looking for a reasonably priced
(under £200) CAD package that can
enable me to plan and design fitted
kitchens and other household fittings
for my small business. At the moment | am doing
everything by hand and | am sure that using my
Megad, SM124 monitor, 40MByte hard drive and KX-
P1123 printer would speed things up. A two dimen-
sional package would be fine - for what 'm doing I
don't need a 3D CAD program.

Caswell, St Helens.

stf: FORMAT Gold rated GFA Draft Plus v3.13 is
a suitable comprehensive package for you. It
provides all the standard options found in a
Computer Aided Design (CAD) package and has
a library of over 100 preset symbols included.
You can also design your own customised sym-
bols, then add them to the library for future
use. There is a detailed 225 page manual, and
the disks are not copy protected, so you can
easily transfer the package to your hard drive
following the installation instructions in the
manual. GFA Draft Plus v3.13 costs £99.95 and
can be purchased direct from GFA Data Media
(= 0734 794941).

LEAD SWAPPING
I have an Atari SM124 high resolution
mono monitor for serious use and a
portable colour TV for games sessions.
Is there a way that | can leave both
items plugged in? | am worried about the constant
plugging and unplugging of the monitor lead.

E Hill, liford.

stf: The quickest and easiest way to solve this
problem is to use a monitor switcher box. If you
plug the SM124 into the unit it doesn't matter
that the colour monitor socket is empty when
You switch from mono to colour. You can then
use your colour TV, disabling the SM124. Best
Prices (= 0903 700714) provide a monitor
switch box for £15.99 including delivery.

AMAZING DATABASE
REQUIRED
1 need a database program to store the
@ details of my CD collection. | do not
just need the normal fieds such as
“Artist” and “Titl” ~ | want to go into
much more detail. | would like to select the “Tracks”
field for a CD and have a lst of the songs come up
on screen. Then | would like to select a song title and
have the Iyrics appear. | only have a 520STFM, so
some kind of loading of data “on the fly" would need
to be employed,
R Nettleton, Sheffield.

stf: One inexpensive program that should do
the job is called Hype! It is a Hypertext package

- an information retrieval system based on a
series of nested cards. Each card takes up an
entire screen and can contain graphics or text,
or a mixture of the two. Areas of each screen
can be set up as buttons to move to the next
layer of information (song ttle to lyrics, say) or
back a level. A demo version of the program is
available from Goodman Enterprises (= 0782
335650) on disk GD615 for £2.75. Try it. If you
like it, you can get the full version for £20 by
registering the demo version.

STOS SPRITES

Here is a short STOS routine from

Keith Feeney of Leeds that enables

you to get the colour palette from a

sprite bank loaded in memory. Nor-
mally a sprite bank uses the current colours. The .
sign means don't type a return yet ~ the line was just
100 long for our columns!

ROBOTICS
Andrew Cooper of North Humber
side asks for details on how to con-
struct an interface to control a robot.
The simplest solution would be to use
the ST Input/Output Port from Switchsoft (£26.95,
= 0325 464423). The device has 13 inputs and
eight outputs and is supplied with a manual detailing
BASIC control commands to incorporate into your
own programs. Couple it with Technic Lego and you
should be able construct some interesting robots.
weeks but now we constantly get
bombs appearing every time we start
up the machine and the keyboard and mouse do not
work. We have checked all the connections and they
seem to be correct. The problem happens with all
software, games and PD, and even occurs if we start

the ST without a disk in the drive.
Koolsum Adam, London.

BOMBED OUT
My brother owns a 520STE which has
been working fine for the first three

stf: Your machine has a hardware fault if it will
not boot up at all. It is still under warranty, so
return it to the shop where you bought it and
they should replace it or repair it free of
charge. If you bought it privately, then you'll
have to have it repaired at your own cost. This
s because you buy goods privately at your own
risk ~ if they break down after a while then it
becomes your problem. To be sure of reliable
service and a fair deal, it's always a good idea
to use a recognised repair centre such as Eve-
sham Micros (= 0386 765500, who have a
fixed repair rate of £65. stf

BACK ISSUE

1f you don't have a copy of any of the previous
issues of STFORMAT mentioned in these

pages and want one for further information on
a subject, turn immediately to page 78 for
details of STF’s back issue service.
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| am thinking of getting Stereo Master and Zifi
speakers for use with my STt
1 Do | need any extra peripherals to run and use
Stereo Master?

Can | produce samples like the ones on STF
Cover Disk 312
2/ Can | use Stereo Master without MIDI support?
41 Do the Zifi speakers work with all software
packages (games) or just with music programs?
s Can | ecord the output of the ST onto cassette?

DESKTOP EDITO

R
On ST FORMAT Cover Disk 13 there
was a program called GemPlus to edit
é the Desktop icons, but unfortunately it
Rt does not work on the STE.(which |
ave). Do you know of a PD utity that wil enable me
o do this on the STE? | dorit want a replacement
Desktop program, just some new icons.
Jeremy Holland, Buckingham

stf: The only such program we know of is the
Window Icon Editor. The editor program is de-
signed for high resolution only but does work

More of your STOS programming
queries tackled by Asa Burrows

MUSICIAN
1 own an ST, a MIDI keyboard and STOS. | am inter-
ested in recording and playing my keyboard's notes
and voices to and from a dimensioned array within
STOS. Can this be done, and if so, how?
Graham Elliott

stf: Yes, Graham, and the solution is yours on
this issue's Cover Disk! It's an extension to STOS
that not only enables you to copy what comes in
from the MIDI port but also enables you to send
it through - it would be a bit useless if you
couldn't! Being able to send data to and from
the MIDI ports opens up many avenues - you
could record your masterpiece from your MIDI
keyboard, then play it back again, or you could
program a networked ST game, where you
could theoretically have up to 16 STs con-
nected together! (If you do end up creating
something like this, be sure you let us know
about it, won't you!) Read the document file
MIDI.DOC on the Cover Disk for an explanation
of how to use the commands.

IT'S FULL OF
Is it possible to have different layers of scroling in
STOS BASIC, 50 you could create effects like parallax
stars?

K Cadogan, Leyton

stf: Yes, it is possible to have parallax scrolling
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hints and tips

Stereo Master, some speakers, and my STE

s Where can | buy Stereo Master and ZiFi?
Phillip Eccott, Bristol

stf: 1 No, Stereo Master is self-contained,
with software, a cartridge and a 3.5mm stereo
Jack lead to connect to your input source.

2 Yes, you can.

3 Stereo Master can be used without any
MIDI instruments connected. MIDI support is an
extra feature of the package.

with a mono emulator, and the icons designed
can be used in any resolution. It is on disk
GD928 from Goodman Enterprises (0782
335650) and costs £2.75.

WHICH PITCH?
I'am going to get a colour monitor for
N m mchine, having stuck with a TV for
the last five years. | have narrowed my
choice down to the Phillips CM8833
Mark 2, the Atari 1435 (which is a Philips CM8833
Mark 2) or the Protar Vista C14M (which is a Phiips

within a STOS BASIC program, although it
wouldn't be very fast. You would achieve this by
using the SCREENS command, which automati-
cally overlays the source image in a string with
the destination screen. Look up this command
in the STOS manual for an explanation of how to
use it

ADD
1 am a great fan of STOS BASIC and after reading
your STOS Surgery section in STF 31 | tried the sine-
wave program. s great and works wonderfully.
Could you possibly list in your next issue a program
to show some good style ettering, to scroll along the
screen while the sinewave program is wobbiing in
the background?

Mark Winter, South Yorkshire

stf: This is possible, Mark, although we won't
write a program to do it for you - it is always
best to learn something when you do it yourself.
On the Cover Disk there’s a program called
PROGO001.BAS, which scrolls a string of text
along the screen and that's it. Use the screens
command and you can adapt the program to
work within the sine-wave program and have
the wobbly screen working in the background.
The Cover Disk program works by reading
the text from the data statments into a string
variable (lines 120 and 130), making it easier
to hold all the text in a single variable. The pro-
‘gram then makes use of the SCREEN copy com-
mand's ability to copy graphics from a pixel
offset, rather than from a 16-bit set boundary
as the STOS manual describes. The program
also uses the screen swap technique to prevent

4 Yes, the Zi-Fi works with games because all
of the STE's sound output is routed through the
stereo phono sockets.

s You can use a phono lead to connect your
STE's phono sockets to the AUX inputs or CD
inputs of a hi-fi system and then use the tape
deck to record as usual.

s Stereo Master is available from STF at only
£29.95, saving you £10 - see page 46. Zi-Fi is
£39.95 from Evesham Micros = 0386 765500.

CM8833 Mark 2). It looks as though | will get the
Philips whatever | decide. However | believe that the
monitor has a dot pitch (dot size) of .42mm whereas
top quality colour VGA monitors have a dot pitch of
.28mm, giving a sharper image. Can | use VGA moni-
tors with my machine to produce a better image?

n Lyall, Aberdeenshire

stf: No, you cannot use a VGA (Video Graphics
Array) monitor with an ST. They are designed
for use with the high res output of PC-compati-
ble VGA graphics cards, which is usually 640 x
480 pixels, and although this is practically the

flicker when the system is updating the screen.
Notice that line 170 sets the logical screen
address to the back screen address, prints the
text and then sets the logical screen back to its
original address. This is because the PRINT
command always prints to the logical and back
screen regardless of whether aUTo BACK is on
or off, which can sometimes be a real pain.
You should be able to work from this.

ASTING FOR A TYPE
1 am trying to find some quick method for finding out
what machine a STOS program is running on, so |
can identify STEs and change some program routines
accordingly. | know that the ROM version number is
stored in BCD format in the two bytes at address
$£c0002 but | cannot get STOS to DEEK above
$400000.  This is apparently the highest RAM
address. Attempting to pEEK any higher generates a
bus error. Is there any way to DEEK the ROM?

Paul Vincent, Cardiff

stf: With the STE STOS Extension STF gave you
on Cover Disk 32, you can find out whether
your program is running on the STE or not. You
say you can't ez above $400000. It is actu-
ally possible to address above $400000 if the
address exists, although if you access these
addresses directly your program might not be
compatible with future machines, and it would
have been easier to go through a system trap.

In STF 32 we talked about getting rid of sprites. The
method described does work, but it is simpler to use




the command SPRITE OFF n where n is the num-
ber of your sprite. Thanks to Paul Vincent of
Cardiff and all the other readers who wrote to point
this out - you are all brilliant!

SMOOTH GAME MAKING
1 am writing a game at the moment which has a time
limit n it. This is easy, but when it comes to display-
ing the remaining time onscreen | get a few prob-
lems. At first, | used TocaT® but it made the sprite's
movement jerky, pausing every second and then
200ming ahead to keep up. | then tried to fill in small
segments on my statusbar-type thing with the pATT
command but this was even worse, redrawing the
sprites after each paint. | then tried drawing a bar
showing time left, but this has the same result as
eamwr. Eventually | tried bRaw to slowly cover up
the passed time, but this had the same effect as
x| finally came up vith the following listing,
which delays drawing the line until the sprite is not
moving, but this sometimes causes big delays and
gaps in my bar. My listing is:
100 rem - This part in the main program loop
110 if tiner>41 and movon(1)=0 then gosub 500

500 TIMESTIMESL
510 £raw 04TIME,0 to 04TIME,10
520 timer=0

530 ret:

Isthere 2 better o of dumg this?
Andrew Cooper, H

stf: The problem is not with the initial part of
this program but with its entire structure. This is
because all the options you said you have tried
should work fine. When machine code program-

hints and tips

same as the ST's high res mode of 640 x 400
pixels they are not compatible. The ST's low res
colour resolution is based on the CGA (Colour
Graphics Adapter) standard of 340 x 200 pix-
ls. When a PC-compatible with VGA colour
graphics runs a CGA colour game it emulates a
CGA display, resulting in the same picture qual-
ity as you would get on a CGA monitor anyway.

STILL SINGLE AFTER ALL
THESE YEARS

I have an older STFM with a single-sided
disk drive. | have been using the B.Boot
program from ST FORMAT Cover Disk
5, but this does not work with the new
games | received at Christmas — my machine reads
drive B for a few seconds before reverting to drive A
and crashing. What s the best way for me to modify
my machine to be able to run my new games?
Phillip Orre ‘Shropshire

116 The best thin foryou t do s raplace your
internal drive with model. Al-
though this sounds like a i :nhmon, more
and more software is now being released on
double-sided disks only ~ including ST FORMAT
Cover Disks. Internal drive upgrades are now
very affordable, costing little more than some

mers program a game, they all use basically
the same techniques. When they structure their
programs, they set up a logical and a physical
screen. The physical is displayed all the time
and the logical is sitting somewhere else in
memory, out of the player’s view. This enables
the programmer to display the game in frames
drawn so many times a second, depending on
how much the machine has to do before the
frame is displayed. They do this by drawing the
game's next frame on to the logical, then swap-
ping the physical and logical screen addresses
s0 the logical becomes physical and vice versa.
Before the program actually draws the next
frame it then checks various things like the joy-
sticks, sprite anim, sprite movement, timer, and
50 on. This enables the program to run totally
flicker-free, with all timers and sprites moving
smoothly. The programmer’s main program
loop would look something like this:

Check joystick/keyboard
update sprite
update anim
update baddie L

apolal & s v
draw sprites, timer, and so

neaglogcal e physical it tor ot
repe:

When you program a game with STOSt's best to use
the same technique. You can do this by tuning AuTo
BACK and UPDATE off and setting logical to the back
screen. You can stil use the movement and anime-
tion commands with your program ~ just tell STOS
when to update them instead of leaving STOS trying
to do it every fitieth of a second. Your game then

ST ANSWERS

‘games: Power Computing (= 0234 843388) can
supply a double-sided internal drive (part no
PC7201) for just £35. Full instructions on
replacing your internal drive were in the Desk-
top pages of ST FORMAT 32.

IS THIS ROGER WILCO
ANYWAY?
I own a 520 STFM and like flight sims.
Are there any companies that produce
more realistic sims rather than the ones
that are on the market today?
T Akers, Staffs.

WHO

The most realistic sim you can get is a matter
of opinion - after all, unless you've flown all the
planes how are you to know? ProFlight from Hi-
Soft (£39.95, = 0525 718181) is probably your
best bet, though.

FAILING MEMORY
| have a secondhand 520STM which
has been upgraded to 1MByte of mem-
ory with the extra RAM chips mounted
BerT® piggyback on top of the originals.
Unfortunately the upgrade seems to be incomplete
because | cannot run programs that need more than

works much
more smoothly
and al of your
program’s rou-
tines slow down
in relation to
each other.

To help
you out, PROG
000284 on the
Cover Disk contains two simple timer count-
down routines.

SPEAK UP, CHANNEL 3
Scott Evans from Cardiff is only 16 years old and
is a very good programmer, judging by the many tips
he has sent in. One is PROGOO03.BAS on this issue's.
Cover Disk ~ it's a lttle routine that gets the volume
of the ST's three voice channels. Line 130 is the
important line in this program ~ the line that does the
stuff. poxe $££8800, 348 tells the sound chip to
return the volume of channel 1(8), 2(9) or 3(10). vi=
(PEEK($££8800)+3)  gets the value retumed by
the chip and muliples it by three. The number re-
tumned is in the range 0 to 15 because the sound
chip only has 4 bits for amplitude with each channel.
Thanks, Scot, for that tip ~ its no doubt going to be
used by many STOS programmers! Watch for more
of Scott's ltle gems in future issues.

WATCH THAT SOUND
Graham Cruickshonks from Scotland has sent in
a very nifty little program which displays the sound
wave of a sample from bank 5. PROGO004.BAS is
that program, and it's on this issue’s Cover Disk
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STOS Corner — Asa Burrows tackles your STOS queries

SOMETHING FOR NOTHING

I've got some simple questions about STOS.

(1) Can I have full screen sprite movement and ani-
mation while scrolling the background full

screen -~ for example, no borders?

0 Can | have more than 16 colours on-screen with-
oul invoking the Horizontal and Vertical inter-

o Nsa, can STOS make me a cup of tea? Is this.
possible without having to use machine code?
Hew Davies, Bangor

stf: No. If you don't want borders, but do want
flashy colours and a cup of tea, you need to
learn machine code. The only way to incorpo-
rate machine code movement and animation is

on this month's special Cover Disk
can do the job for you. See page 6 and start
learning assembler now. Assemly code. can
easily be compiled into machine code

INTERNAL INJ

1 have started having trouble with my
internal disk drive. | am getting mes-
sages that the disk is write-protected

i
when it is not. If | eject the disk and re-

insert it, it sometimes works okay. This is happening

Write On? Right

(A TRAT plis 3.3
e
Instllaton otes

Jstallation of (Fh DRET plos .13 ento b disk is vy o
prblss ith seting the 2

® Don't worry if you have weird lines in your Write
On printout - simply turn off the comer clock.

WRITE OFF?
| am unhappy to discover that | am
unable to get a correct printout from
Write On from your Cover Disk 33. At
first, | thought that it was something

wrong with my printer or the printer driver, but the

ST FORMAT JUNE 1992

BY YOUR COMMAND
1 am presently using STOS 1.62 on an STE and find
that when | use the Move command — to move a
sprite, for instance — | cannot use a letter for the
speed variable. This makes programming very awk-
ward if | want to change the direction and speed of a
sprite consistently. For example:
move x 1,”(5,5, 0)
If I'could do the latter, it would be a ltte better. Do
you know whether this is possible on a later version
of STOS?
Mr V McClure, Devon

stf: I's not possible to do this on any version of
STOS Basic and it's unlikely to feature in any
Versions of STOS. You can, however, simulate it
m-v.mm by using the sexs command in
this way:

a$=str§(a) : move x 1,”(”+a$+",5,0)"
mlslslunanmumo(yblmcuxamph if you
use the string commands carefully, you should
be able to get it running fairly quickly.

the sackful -

more and more often. Please advise me - there are
not many ST repair centres in Finland.
Juha Toivanen, Finland

stf: There may be a bad connection to your
drive which is causing an intermittent fault, or it

On!

printout was perfect except for some rather strange
lines across the page. They appear over each line of
text. A friend of mine with a different printer and
using a different printer driver had exactly the same
problem. Why are the lines there, and how can | get
rid of them? A word processor isn't much use if it
can't produce a decent output.

William Kent, Oslo, Norway,

stf: This is caused by a Desk Accessory or a
memory-resident program interfering with Write
On - there is nothing wrong with the printers or
printer drivers themselves. Try booting Write On
with no Desk Accessories loaded and see how it
runs, then load Accessories one by one until the

the problem. It is good working practice to
check all memory-resident programs if you
ever have problems running an application.

ABSOLUTE BEGINNERS
I have some questions about STOS.
1. How do you design and make the background
screen?
2. How do you make them allinto a program?
3. How do you move the sprites with the mouse or
Joystick?
4. How do you make the itle screen?
5. How do you make the menus for different things?
Giuseppe Elia, Peterborough

.lﬂ‘ You are clearly a newcomer to program-
. You should go to your local library and

ST05 to begin with, bocause STOS i a version
of the BASIC programming language. There is
not enough space in STF to answer all your
questions in detail, but if you work carefully
through the examples in the STOS User Manual,
it becomes easier to understand and you should
s00n be able to answer your own questions.

Your ST problems have been pouring into the STF office by
Clive Parker and his team of experts emerge
for just long enough to answer these questions

could be the drive itself. See if you can find a
local computer shop or PC repair centre to
have a look at the drive - they don't have to be
ST experts, because 3.5 inch disk drives for
PCs are practically identical to the ST's. They
should be able to sort out this problem for you.

WRITE ON AND
| have a couple of uueslmns about
Write On, on Cover Disk 33.
+ Why was there no manual provided
with the program?
2 Is my copy a fully paid up legal copy which | can
Use as much as | lke?
3 Am | obliged to register the program?
+ Why do | get a £ symbol ith <Sfift> and <3>
when | should get a hash sign (£)?
s How can Write On print out in more than the three
fonts builtn to my printer?
Seth Sonenthal, California

stf: We gave you the details of Write On's oper-
ation in STF 33 and 34, but the official 132-
page manual is available from our mail order
service (see page 60) for £15.00. Write On is a
complete full priced package ibuted under
licence by ST FORMAT and not given away - the
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1 would like to achLeVE horizontal scrolling in units of
less than 16 pixels while using sprites. | have been
able to scroll from one screen to another in units of
four pixels using the Screen Copy command, but
this is too slow. Is there any other STOS Basic
method or a machine code routine? | have Devpac 1
but do not understand assembly language.

Neil Anderton, Colchester

stf: There are many ways of scrolling horizon-
tally within STOS, although all the methods use
the screen Copy command. If your machine is
an STE, then you could use the hardware
scrolling commands contained within the STE
Extension which ST FORMAT gave you free with
issue 32, and you could write sprite routines for
use with the Blitter Extension that was yours on
Cover Disk 33 ~ turn to page 44 to order your
copies now if you don't have them. Alterna-
tively, you couid purchase STOS Tome, which

iables you to create backgrounds with tiles,

copyright is retained by Compo Software. Write
On is not PD or Shareware and cannot be dis-
tributed as such. However, you may use the
Cover Disk copy for your own use without re-
striction. If you register your copy of Write On
with Compo (= 0480 891815; £7.50 for one
year's support or £15 for lifetime support), they
can supply you with the US version of the pro-
gram which solves your £ symbol problem.

Write On prints in graphics mode, so the resul-
tant output has nothing to do with the internal
fonts of your printer.

OH BROTHER
What printer driver do | need to use for
the Brother 2518 and Write On? | do
not have an instruction manual for this
printer.
Mr G Watson, London

and, by using its own builtin commands and
some Screen Copy commands, you can have
fast smooth scrolling backgrounds as well as
many other special features. Tome (£18.95) is
available from Shadow Software, 1 Lower Moor,
Whiddon Valley, Barnstaple, N Devon EX32
8NW and should be part of any serious STOS
programmer’s software collection.

SOUNDS FINE TO ME
Can you get disks full of sound effects for use with
STOS without buying STOS Maestro? If so, where can
| get them? Also, how can | get rid of the menu bar
from the top of the screen?
Tim Plant, Halifax

stf: The best place to find sampled sound
effects is in PD libraries - see STF's directory
on page 38. One of the best PD libraries for
obtaining STOS Maestro samples is Goodman's
PDL (= 0782 335650, which is also the official

BUYER SEEKS GUIDA

m I have had my 520 STFM for over a
(i

year now and use it for playing games.
1am now keen to exploit the ST's music

mimiill copabilties and want to buid 2 smal
MIDI setup — keyboard, sequencer and drum machine
~ and would like to know what to buy. | have a budget
of around £400 and don't mind buying secondhand. |
would like a reply, if oly to stop me walking into the

nearest music shop like a lamb to the slaughter!
Richard Shoemaker, Hampshire

stf: Well, you've started with the right machine
~ the ST is the professional musician's machine

stf: In most cases, either Epson FX or IBM emu-
lators work with any 9 pin printer. Try installing
the program with the Epson printer driver — if
this does not work, try the other drivers until
you find one which does work. Contact Brother
on = 061 330 6531 to check out instruction
manuals,

AZERT YOURSELF
Several people have enquired about for-
eign language versions of Write On,
including Pol Quinet in Belgium, Hans
stavsson from Sweden and Tis
Amor from Villeurbanne, France. They want to
Know if there is any way of geting Write On to work
with the French AZERTY keyboard.

stf: There is actually a French AZERTY version
of Write On available from Compo, which they

STOS library. To get rid of the menu bar at the
top of the screen, use the key off command,
and recall the bar with xey on.

TRACKER
(BOOMA HOOMA CHOOM)
I am thinking of writing a kHz tracker/sampler pro-
gram for my STE. How can | direct a sample through
channels one to eight, to make it an eight channel
sequencer? s there a way in STOS of getting eight
samples playing through the DMA at once?

stf: This is not possible from within STOS itself -
you need to learn assembly language and study
the way that the STE's DMA works (see page 6
for your guide to GFA Assembler). A good place
to start doing this is to look at Atari's DocSup-
port Two Kit ~ New machine Programming
Guides. It costs £29.99 from the Atari (UK)
Spares Administrator on = 0753 533344.

of choice - and ST FORMAT gave you Gajits'
Sequencer One with issue 30. This is one of the
few sequencing programs which works with only
0.5MByte of RAM, 50 you don't have to expand
your ST's memory. (if you missed it, turn to
page 62 and order it now)

Check out our Buyer’s Guide on page 132
before buying anything. Buying second-hand is
a good idea. Most of the music magazines run
readers’ adverts and you can get some good
bargains. The prices below give you an idea of
what you can expect to pay this way.

Inexpensive keyboards usually have minia-
ture keys, like the cheapest of the Yamahia PSS m

can supply when

you register your

ST FORMAT

Cover Disk ver-

sion of Write On

with them; there

are also Ger-

man,  Swedish,

Danish and US language versions avail-

able. You can find details in the READ_E file in
Write On about what you have to do to register.
The registration fee for lifetime support from
Compo is £15.00. Contact Compo Software, 7.
Vinegar Hill, Alconbury Weston, Huntingdon
PE17 5JA England, = 0480 891819. Please
state which language version you require when
You register.

® For special offers to help you get even more
out of Write On, turn to page 60.
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STOS programmers’ surgery

More of your STOS problems
solved by Asa Burrows

NOT SPRITE RIGHT

I can't get the sprite editor to work with the STE ex-
tension (STF 32) installed, so I'm unable to use the
extra colours in the palette. What am | doing wrong?
Andrew Camobell, Midlothian

stf: We have been unable to duplicate whatever
you are doing wrong ~ our machines had no
trouble using the sprite editor with the STE
Extension. The only possible explanation we
can find is that you could be running out of
memory in the sprite editor on a 520STE. More
importantly, the sprite editor wasn't written to
make use of the extra colours in the first place,
so unless you are planning on changing your
program to take advantage of the extra palette
colours in your sprites on the STE, you would
be unable to use the extra colours anyway.

SPEECH THERAPY
Is there any way to get sampled speech within a
STOS program on an STE? If there is, how should |
g0 about it?
Dan Smith, Edinburgh

stf: You can use a sampling package like STOS
Maestro or Master Sound to make samples of
live speech, and then use the STE Extension
commands (on STF Cover Disk 32) to replay
the samples directly through the Digital to Ana-
log Converter (DAC) in your STE without taking
up processor time. This enables other pro-
cesses to continue while the sample is being
played.

TRACKER TUNES
1 need a program to enable me to load and play
Tracker tunes in STOS Basic. Where can | find one?
James Quinney, Fife

stf: There is a PD extension called STOS

Tracker which can do what you want. It is avail-
able from Goodmans PDL (= 0782 335650) on
the disk called BAS 25 and costs £2.75.

SCROLL ON
| am having difficuty scroling through several
screens when | make games. | used Neochrome to
design my picture for the backgrounds. Should | use
this? What am | doing wrong?
Ben Passey, Merseyside

stf: The best method is to use the map definer
you get with STOS. This enables you to create
backgrounds made up of 16 by 16 tiles. In this
way, you can create a series of tiles and place.
them in your program to make a seemingly
continuous background. It is not really a good
idea to use full size pictures created with art
packages such as Neochrome to create back-
‘ground scrolling because this takes up a lot of
memory.

BACKUP PROBLEMS
How can | back up STOS?| tried using the ST's Desk-
top copier as in the manual and Procopy, but when |
loaded the copy all | got is the orange bit at the top
of the STOS logo.
Luke Chatburn, Oxford

stf: The most probable cause is that there is a
problem with your original STOS disk, or there
may be problem with the disk drive on your ST.
Try to back it up on a friend’s machine to check
where the problem is.

STRING QUART

Is it possible to import songs from Microdeal's Quar-
tet into STOS Basic programs? If so, how do | go
about it?

Steven Ball, Manchester

stf: In the directory SINGSONG on the second
Quartet disk there is a small program called
SINGSONG.PRG which you should load into any

STOS and Neochrome

SPRIGHTLY ADVIC
How can | get sprites to move over a background
that | have created in Neochrome?
Martin Wright, Plymouth

f: Reserve a datascreen and load your Neo-
chrome picture into it as follows:

Reserve as datascreen 5
Toad “picture.neo”,5
Use the screencopy command to copy the
picture to both the background screen and
the physic screen.
Screencopy 5 to back

creencopy back to physic
Now set up your sprites in the normal manner
and animate them using the ¥ove command.
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| KEEP SEEING THESE
STRANGE COLOURS
Can you tell me how to stop the writing going red
after | load a background Dl:ture from Neochrome
when | use STOS to make games?
Robert Smith, Dorset

stf: This happens is because the NEO picture
has a different colour palette from the one
used to create the sprites. You have to use
the same palette for creating sprites and
backgrounds in order to retain the original
colours. This applies no matter what package
you are using for the backgrounds. Use the
Palette command to set the desired colours
from within STOS.

of the program banks - apart from the
reserved ones - within your STOS Basic pro-
gram. Load EXAMPLE.BAS from Quartet ~ this
contains a BASIC listing which shows you how
to load and play a song. Follow the instructions
in the Quartet manual and you will be able to
play the song. Don't forget to create your song
with Quartet first.

IMPOSSIBLE DEMAND
Can you' convert STOS PRG files back into BAS
files? Also is it true that TOS 1.4 owners should avoid
nonSTE compatible programs?
James Marson, S Yorks.

stf: It is impossible to convert a .PRG file back
into a .BAS file. It is not true that STOS is not
compatible with TOS 1.4. You should update
your version of STOS to 2.6 so that any pro-
grams you write will work on the STE. Goodman
PDL can supply you with a free STOS language
update if you send them a blank disk. (They're
at 16 Conrad Close, Meir Hay Estate, Longton,
Stoke on Trent, Staffs ST3 1SW.)

KEYPRESS QUERY
How do you determine which function or arrow key
has been pressed? | find that these return an ASCII
value of 0. How do | get around this from within
ST0S?

John McKechnie, Scotland

stf: The keys return O for the ASCII code - you
need to check the Scancode of the keys. You
can do this by using the Scancode command
which is fully documented in the STOS Basic
manual. The rxex command enables you to
jump to a subroutine directly on any function
key o shifted function key.

EXTENSION PROBLEMS
How do | get the STOS STE extensions that were on
the Cover Disk in STF 32 into the STOS folder of the
language disk? I've tried to change the file extension
\EXF but this does not work. The extensions are not
accepted by my ST. What am | doing wrong?

D Rathod, Lancs

We can't tell what you are doing wrong from
your letter, but these are the main points to
check:

1. Have you copied the extensions into the right
directory? The .EXF file goes into the STOS
folder on the STOS language disk and the .ECF
goes into the Compiler folder on the Compiler
disk.

2. Do you have any other extensions using the
same extension .EXF/.ECF? If you do, give
them a different extension name. This name
must be .EXn for the STOS folder and .ECn for
the Compiler folder. Replace “n” with a differ-
ent letter that is not used by another extension
in your folder, but not the letter “B". The letter
for the Compiler folder's version must be the
same as the interpreter ~ .EXF in the STOS
folder and .ECF in the Compiler folder.



STOS and Animaster

STOS

Are we good to you or what? Two brilliant pieces of software grace
the second Cover Disk! STOS is the complete game-creation pack-

age - an easy-to-u
powerful ds. Anil

BASIC p

and animator, enabling you to create professional-quality sprites
and use them in your own GFA Basic programs. Chris Lloyd steps

is a compl

shyly up to the podium and does the honours

READ THIS
BIT FIRST

Get that wonderful second Cover Disk In
the diive and open up the STOS folder.
You can run STOS straight from the
Cover Disk by running BASIC206.PRG
and loading in the example games. In
order to fit the complete package on
the Disk for you, however, we've had to
compact all Accessorles and example
memory bank files into two selfextract.
ing programs. If you want to get into
programming and use all the extras, you
need to make a backup of the Cover
Disk and decompress all the extra good-
lls that you can find there.

First wiite-protect the Cover Disk -
that s, move the litle black tab 50 you
can see through the hole. Nothing can
now be written to or deleted from the
Disk. Open the STOS folder and copy.
the file STOSLTOS onto a new format-
ted disk. Now double-click on the pro-
gram on this new disk to run it and it
decompacts itself Into a mass of files.
Now delete STOSL.TOS from your new
disk o leave room for the next batch of
files, or else you could use another
blank disk and copy STOS2.T0S to it.
Now mn STOS270S and you get
another mass of files. You can then
delete STOS2.T0S from your copy. This
new disk now has all the extras that
come with STOS including the sprite,
music, font, icon and map designers.
Now take another blank formatted disk
and copy all the other files from the
ST0S folder on the Cover Disk ~ ths is
your anguage disk. Don't, whatever you
do, delete anything from the original
Cover Disk itself. You wouldn't do any-
thing drastic Iike that, would you? No,
thought not.

ince its release STOS Basic

has been a roaring success,

putting serious_programming

within reach of usordinary

mortals. Its a language
designed to produce games but can
tum its hand to anything you' fancy.
There are over 320 powerful com-
mands that give you an amazing
amount of control over your ST with
only a few lines of code ~ stuff which
would require realms of wibble using
any other language.

On the Cover Disk is the complete
thing, nothing taken away. In order to
squish it all on we've had to compact a
few things, although the language itself
and the example games are ready to
roll. Open up the STOS folder and run
BASIC206.PRG. Press <F4> to load in
a BASIC listing. Click on either the
ORBIT or ZOLTAR folder and select the

i J i

-

3
¢

package with 320
sprite designer

sprits,muste,
scrling, windows
- you namo !

ress the <Help> key to reach this
memory screen. STOS can hold up to
four full programs in memory at once -
use the cursor up and down arrows to
switch between them. This screen also
ves you access to the Accessori
from the list at the bottom using the
Function keys.

=

relevant BAS files, then click on Return
or hit the <Return> key on the key-
board and in it loads. Type in zun or
press <F6> and youre in action.
Impressed? You should be. Before you

® Orbit - one of the two fabby example games that come with STOS. It's our old
favourite the bat and ball job, and it comes with a few extras like tiles, as well as a
myriad of special effects and a complete level editor. Good one.

DON'T MISS THE SPECIAL STOS MANUAL OFFER ON PAGE 43

ANIMASTER ‘
s, = L

g0 on, it's best to make a fully working
backup in case you spill coffee on the
Disk, it fals on the floor and gets trod-
den on before it somehow it gets acci
dentally thrown out of the window and
the cat runs off with it. Its easy vith
BackUp - see page 7.

When you first load STOS you find
yourself in the Editor window. it's here
that you type in your programs or eter
direct commands. Along the top of the
screen is a bar with the function key
shortcuts. Pressing <Shift> brings up
another set of shortcuts. You can cor-
figure the Editor setup by loading and
running CONFIGBAS. As with most
BASICs, you enter programs by typing
in a line number first and then the com-
mands ~ you can use any number you
like but they get executed in strict
order. Commands typed in without a
line number first are called direct com-
mands and are executed straight away.

STOS has several unique features,
including these things called memory
banks ~ sections of memory used to
store data, which can be anything from
pictures to music. Youve got 15 at
your disposal ~ the command 1ist-
bank gives you the lowdown on the
contents. This mezns there's no muck-
ing about loading i graphics before
you can use them ~ they're already in
memory and hot to trot.

There's so much to the STOS lan-
guage that we cant possbly go
through al the sexy(?) commands here.
On page 43 we've got a rather specil
offer involving the full spiral bound 280-
page manual ~ and the STOS Maestro
Plus sampling cartridge! Then check out
our tutorial series starting next month.
Welll have you' programming stunning
games, swooping demos, rousing sam-
pled symphonies and marvellous util
ties before you know i, probably
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Another of the STOS specials is the
Accessories, which work much like
regular ST Desk Accessories, sit-
ting In memory waiting to be used.
ST0S comes with 16 as standard
and you can easily wite your own.
There are powerful designers for
your sprites, music, fonts - even
one that creates maps for you.
They are loaded in using the
accload “name here.aCs" com: [V}
mand, using the appropriate Acces-
sory name. You can run them at
any time by pressing <Help> and
one of the Function keys. There are
plenty of example data fies to load
in and experiment with. The acc- @
new command zaps all the Acces-
sories from memory.

) Cuprent misic
= Baroqse -

— Black ¢

BE
) Under cursor (-
T

=
=
<P
Xl

you are with the powerful sprite editor in action. You
design and check the animation before saving the sprites
straight into your program’s memory bank.

MY FIRST PROGRAM

@ The music Accessory gives you control over your ST's three
sound channels. You can load in and listen to sample tunes.
Each memory bank of music can hold 31 pieces of music.

VARIABLES

Like leaming any language, leaming STOS is not going to hap-
pen overnight. It is however a damn sight easier to leam than
just about any other programming language, probably. Once
you've got your working backup ready, load up STOS, nsert the.
disk with your MBK files on it, and try out this little listing we.

70 next X
75 music 1: music on

80 sprite 1,0,0,3

90 move x 1,7(3,2,125) (3,-2,125)L"
100 move ¥ 1,7(3,2,85) (3, -2,85)L"
110 move on ¢ wait key:end

Programs use variables to store data - for
‘example, you could use the line X=12 to store
the value 12 in the variable X. Later on you
‘could do the sum x+x=. You would end up with

the value 24 stored in the variable Y. You can

just happen to have prepared earlier.
call variables anything you like, as long as it's

not an existing command word. By default
'ST0S uses whole numbers. To use real numbers
- that is, (with decimal points) - add the sym-

Not completely mindblowing, but damn good considering the
amount of code. STOS has automatically created the correct
Interrupt to move the sprite and play the music without you hav-
ing to dip Into the nightmare of Operating System calls or vector  ZTR RERUTRRRUSREI SR EL PR
trapping. Try doing this in any other language and it would take (SR RETENCIT PRI AT E)
masses of impenetrable code. What a powerful language it Is - CTUERN X USRCEE AT e R IS TN
the game creator indeed] Now get creating.

10 mode 0 : key Off : curs Off : hide
20 load # sprdemo.mbk” 1t Y=2

25 load “music.mbk”,3

30 palette $0,8777,87,$6,85,$4,83,52,51,
40 for X= 180 to 0 step -10 : ink ¥

50 circle 160,100,

60 Y=¥+1 : if Y>8 then ¥s2

Animaster

ne thing that can lft a gaod program into the reaims of excellence is a well

animated sprite ~ that chap in Prince of Persia running and leaping about, or

the marvellous death scenes from Immortal, for instance. Animaster is a pow-

erful tool for helping you create the lttle beasties ready to be whacked

straight into your GFA Basic programs and animated. You can create sprites
up to 128 pixels square and as many of them as memory permits. Animaster can
automatically create the mask files that GFA Basic needs to display them correctly
over the top of a background. A mass of clever tools make the whole process as easy
as its likely to get. Animations are created as a series of frames, which can be edited,
copied, deleted, flipped, scrolled and a host of other flashy things. There's even a
comprehensive test bed for checking out your animations before you start coding
them into your masterpieces. And of course we don't need to remind you that GFA
Basic 3.5 the latest, fastest verson of GFA Basic there is ~ was yours complete with
STF 35. If you missed that, tun to page 40.

@ To got a real feel
! of how things are
going to look in your
programs, Animaster
‘enables you to ani-

plete and working package ~ tum to
‘page 40 quick.

the program EXAMPLES.TOS. The disk

@ The main event - animating a
series of sprites. On the Cove
Disk you can find this animation
of a spinning Atari logo. Click on
Load and select SPIN.ASB. Then

Just click on Animate and select
Loop and then Play. Bingo!
Instant animation.
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BASIC BASIC

Can't let you go without letting you in on a few commands, really. Here's a taster of some

of the simpler ones available. Novices can find more in the ST0S manual -

Direct Commands

These are executed immediately from the STOS front-
end.

Delete - Deletes lines between two values - for
example delete 10-200 would Kill those lines of
code and all between them.

Erase (bank number) - Zaps one of the memory banks

Fload - Loads in a BASIC program. Type it in, followed
by the hl:name in quotes ~ for example £load
“orbit

e e

Lenonsole ~ An entlrely fictitious command which
we've invented to liven up this column a bit.

List - Bit of a surprise, this  lists the BASIC program
currently in memory. Press the Spacebar to pause
the lsting and <Esc> to stop It altogether.

Load “file name”, (bank number) - Loads a pic-
ture into one of the memory banks

Merge - Loading a program into memory clears the ed
tor first, but mexge enables you to merge two pro-

Lines with the same number get

Hode (number) - Changes screen resolution. The num-
ber refers to the resolution: 0 is low, 1 medium and 3
high, Obviously you need a high resolution monitor to

use3.
e - Erases the program currently in memory.
as datascreen x - Prepares memory bank

s a screen bank, ready to load in a picture.

Run - Another surprise - runs the BASIC program cur-
rently in memory.

Systen - Exits from STOS altogether. Make sure that
you've saved before entering this!

see page 43
BASIC Commands

A select few of the johnnies that make up your BASIC
program,

+,=/, * and = - Your basic maths jobs for your basic
maths jobs - for example X=24+124-65/100+26
stores the result of a rdiculous equation In the vark
able X. The asterisk Is the multiplcation symbol
becatse there fs't a proper  and it too easy to
confuse with the ltter x anyway.
£d - Retums you to the editor.
For x(start number) co (end number). .commands
next X - Repeats the commands between the
£0x and the next a set number of times, depending
on the start and end numbers.
Gosub (line number) ~ Send your program off to a sec-
tlon of code called a subroutine.
Goto (line number) ~ Jumps command of the program
to another line.
T¢ (conditions) Then (commands) - The commands
are only carred out i the contions are met.
Tmput. (variable) - Your ST displays a questionmark
nd waits for input which is stored in vax {able.
Print (variable) ~ Prints the contents of the variable

Print “text here” - Prints text to screen.
Return - Pop this at the end of your subroutine and
the program whizzes back to the gosub that called
it, 50 the same code can be used in any number of
places.
Sin, Cos and Tan - All work as you might expect. All
ngles are measured in radians. For example
X#=cos (12) stores the cosine of 12 radians in the
variable x.

EXTEND YOURSELF

'STOS has a wonderful modular structure, meaning that extra com-
mands can be added using extensions to the language. One comes
as standard - the plcture compactor extension, which can com-
press graphics to a fraction of thelr original size, saving space and
enabling you to get more pictures on a disk. It doesn't stop there.
On STF Cover Disk 32 came the STE Extension, enabling you to
use the extra capabilities of your STE in your STOS programs.
Cover Disk 33 had the Biitter Extension, giving you full control
over that lttle speeder-upper chip devil. Cover Disk 34 brought you
the MIDI Extension, for accessing your ST MIDI ports using STOS.
(I you missed any of these and can't live without them, tum to
page 40.) On the Cover Disk of this very issue is a number which
makes producing fast parallax starfelds a piece of cake. There are
more STOS extensions on the way too!

OTHER HANDY BITS

® Pressing <Undo> twice resets the editor to its default
values - useful when things have got messy after run-
ning a program.

@ Pressing <Control>-<C> together stops a program
from running and returns control to the editor.

® A colon (:) can be used to separate multiple com-
mands on the same line.

® To move about the editor you can use the cursor keys
or click with the mouse. <Backspace> and <Delete> work
as you would expect. Pressing <Shift> and <Delete>
2aps a whole line.

@ Pressing <Insert> toggles the writing mode between
Insert and Delete.

Thc ll
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the Disk to got you going in GFA

s Programs using the sprites you've lovingly created with Animaster.
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& window = the sprite you're working on
! sizo. Move the mouse over it and a box
‘appears. This is the magnified section that
‘appears in the edit window. You can draw.
freehand by holding down the left mouse but-
ton. Clicking with the right mouse button
“locks” the position of the edit screen, and
clicking again releases it. You can aiter the

Edit window = a 16-pixel square. ml.rgemnnt of
part of your sprite. The

i o1 e e 1 i i et
updated as you draw. The right mouse button

grabs a colour - Just click on the colour you want
to draw with

(1] T 7 T I Y
[(r—— e—E— ]

EIs
palotte - just click on one of the 16 colours
15 i Nt . o chmnig a lcr salact tha Bux

Paintbox = click here to bring up the painting tools. —

As well as the basic pen which draws one pixel at a |

time there are lines, filled and unfilled boxes and

circles, fil, airbrush and copy. Hold down the mouse |
on and drag to define the areas. If you make a

click on Undo or Clr to zap the

sprite sizo
that this affocts all the loaded sprites.

Load picture = click on this number |
toload in a picture to use as a back- |
drop for your animations o to cut
sprite frames out of. Animaster can
load PI1, PC1, NEO, IFF, ART format
pictures and screens croated using
GFA Basic’s Get: command. After you
select what you want the screen
for, a box pops up to select the file
type, and then you get the fil
selector to load in your graphic.
There's an example called SHIP.PI1

black and white never change. If
you're cutting out frames a little

box appears oy

Sk pd
S |

#

entire odit window. Select Exit when you're dons

at the right and up pops a box
with colour sliders. Each colour Is made up from
red, green and biue. Click on the sliders or the
arrows to either side to change the values. For ordi-
nary STs the numbers range from 0 to 7, giving a
palette of 512 colours. STEs use numbers from 0 to
15, giving a grand total of 4,096 avallable colou

o) e

« Animation = now It's starting to get Interesting.

This enables you to animate your frames. If you
select Background the animation gets displayed
over your loaded backdrop. Select Loop and the
sequence Is played over and over - click with the.
right mouse button to exit. Reverse displays the
frame Teiheties d aduy

L
t%

1 ]
Ky, Just slliCavestho sactionyou | [0 SRR LS [ e

want. fyou sloct Autoafergrab- |y iceiiva ||| iiaad or savetho spte
e e | T ||| pemmmmem
frames across anddowninagrid | forgtograbmore | | | ondingin.ASB. Thoro aro a fow
fashion. | famesteomt | | | ontenisktoryoutotakea
shows the current frame mumber of the sprte | 1 o el

ory you're asked if you want to

frames with the mouse: utton Increases
the number, the right one. Splsitinsii i
tion delay is the time each frame is on screen for.
Once it's all set up, click on Play and off you go.
As usual the right button exits.

Soquionce - the bast bit, this - tak
‘work out of testing animation sequenc
define a series of animation seqences, each with
its own start and end frames. Click on Load and

‘whack in the example file called SHIP.SEQ on the

eing sdfted: ilok on the mvowa o maave Homgh the purtest
The right mouse button moves in steps of five. If you go past

the last frame you're asked If you want to create a new empty
framo. To enter the frame number directly, click on the current

savo the sprite mask fllos as.
to use the

|| o e

programs. If thers isn't enough

with dif.
Dbl el
this enable you to add, delete, edit and clear the

S P e
a

number and type him in.

Fiip = from here you can flip the frames vertically
or horizontally or scroll the sprite within the frame.
The littie button with a cross In it contres the.
sprite In the frame. To move a sprite around, you
noed areas of black around it. Click on Undo to get
everything as it was if you've made a blund
your ST has a biitter chip fitted you can tum the
little blighter on and off from here as well.

memory you can use the sepa-

sequences. To play a sequence click on Play and
e 0

the Disk to
you when you want to use the
sprites in a program.

Insort - Inserts a frame at the current position.
All frames after this are moved one forward.
ot - you can delete the current frame or
or all of them. If you zap one all the subse-
quont framos move back to fil the gap.

| | fetcagam cowenteRg
|

Seq, u 1o enter
R e

On the loft is the film recording matrix. This stores
a serles of soquences. Click on Play to see the
example series. To add a sequence select a box
and click on Add, then =lmuu a sequence from
ot e o Foe e
e & e s e
fling around to sult. To copy a sequence i e
source, click on Copy and then click on the destl-

Copy = click and up
copy any frame to any frame. You set the source frame
~the frame you're copying from ~ and the destination

frame - the frame you're copying to - by clicking on the

Merge puts
the new frame on top o Copy can also use
a buffer to temporarily store a frame ~ useful for copy-

Follow the same
click on Swap and the contents of the two posi
L

ing frames between

s at zero, click
once with the right button to select the buffer.

‘what they say with
e
filoname extension SEQ.

WYY
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and tips

) and al the adverts for external drives all seem to
function as Drive B, without a through-port.
Jon-Scott A Allen, Caithness

| have a 520 ST with external drives A and B. The
problem is that my old Atari drive no longer works
and | cannot get a replacement mechanism for it.
While your magazine is very good with regard to
upgrading internal drives, you have never mentioned
the problem | am having. Do you have any sugges-
tions?

Barry Aldous, Suffolk

stf: Ladbroke Computing Ltd can supply the
Golden Image 3.5 inch Floppy Disk Drive for
£69.99. The drive includes a throughport and
digital track counter. Phone Ladbroke on
= 0772 203166.

COME BLOW YOUR HORN
Is it stil possible to obtain the Casio

Digital Horn and can it be connected to
the STE?
A Harland, N Humberside

stf: The Casio Digital Horn is a MIDI controller
operated by lip pressure - it resembles a minia-
ture sax, but is made of silver-coloured plastic.
This is no longer manufactured, so your best
bet is to look in music magazines or to tele-
phone music shops to see if they have any left
in stock. It connects to the MIDI In port of any of
the ST range and can be used to input MIDI
information to any ST sequencer in the same
way as a keyboard is normally used.

CAN’T HEAR FOR THE NOISE

° When using Sequencer One given away
on STF Cover Disk 30, | get so much
distortion that | am unable to hear the

music. My friend has the same prob-

% STOS Surgery
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READERS' TIPS

SPECTRE TIP

7 o st el f cov
7 o for s with he

ac.
R in MacPaint format.
X o st

% ot a PC emulator to conert

format and resave to the flopP

(@ Use the Transverter proge
GCR to copy th

d In S
@ when the disk is Use! s
:;)w haatho corrct icon and works Pe

5 format Spectre disk-

lem. s the Disk faulty or are we missing something?
L Lon

lack, Edmonton,
and R Hammond, Wi

don
Il, West Midlands

stf: | assume that you are talking about the
playback quality of the .IFF samples which you
load into the palette. The result is rather noisy -
the answer is to upgrade to Sequencer One
Plus (Gajits = 061 236 2515) on which this par-
ticular feature has been greatly improved.

COST OF COMMS

How much does it cost to run a
modem? Is it the same rates as a nor-
mal telephone call? Is it cheaper after

6pm and at weekends?
Daryl Lay, Suffolk

stf: Once you have paid for the modem and
your comms software, all further charges are
made at BT's normal rates because the modem

Y. appled ith Spctr®

ectre or on a Mac it

is plugged into a standard telephone socket.
Some services such as CIX and CompuServe,
however, charge you for time on-line to the ser-
vice, and payment is usually made quarterly for
actual time on-line plus a standing charge.

SCROLL ©

When | “show” a document from the
Desktop in either medium or low reso-
lution | seem to lose lines of text when |

scroll the screen. | have a 520 STE.
Kevin Garrad, Avon

stf: This problem occurs on the STE or on
machines with TOS 1.4 if the screen is scrolled
by pressing the left mouse button. This scrolls
the screen up by 27 lines instead of 25 lines. If
you press <Space> to scrol the screen it per-
forms the scroll correctly.

WEIRD TRI
I have been told about a program called
@ Trip-a-Tron by a friend, who said it was

a light synthesizer. What does. this
mean and where can | get it from?
C Gasper, Ewhurst

stf: Trip-a-Tron s another masterpiece from
Jeff Minter, he of Llamatron fame (STF Cover
Disk 24), not to mention Revenge of the Mutant
Camels (Cover Disk 31). The program is de-
signed to produce a “light show” on-screen, the
visual equivalent of a piece of music. It consists
of a suite of subprograms enabling you to set
up sequences of events, program different
parameters to produce effects of your own de-
signs, trigger events from a MIDI keyboard and
a video sequencer, giving you control over the
screen and enabling you to perform all sorts of
TV style special effects. The more advanced
features need 1MByte of RAM, although the




hints and tips

basic program runs on a bog-standard 520 ST.
Trip-a-Tron costs £34.95 from Llamasoft
= 0734 814478,

MOVIE MOGUL IN WAITING

Q | am interested in producing amateur

video films and | need a decent video
them from?

titing program and a text scroll pro-

gram. Do you know where | could get
Fred Olen Grey, Hammersmith
stf: In STF 35 we reviewed Video Titler ST v2
(£34.95) from Laser Distribution and awarded it
a rating of 79%. Contact Laser on = 0579
82426 for details. Alternatively you could try
the Video Master disk from Budgie Productivity
Software. It is available on disk GPRO20 from
Goodmans International and will set you back
£3.95. Call Goodmans on = 0782 335650.

MONITOR MAYHEM

| have an opportunity to purchase a
ﬁ ; ; with my STE? If so where can | pur-
chase a cable?

Fujitsu M3 5038 monitor. Can | use it
Jim Rodger, Stowmarket

stf: Without more details of the monitor we can-
not give precise details on connection. If the
monitor is an RGB type then it may work with
your machine. Generally PC monitors cannot be
used with an ST or STE without internal modifi-
cations to the monitor. There are hundreds of
different brands of PC monitor available, and
each one is likely to require different modifica-
tions. That said, any competent TV service engi-
neer should be able to connect the two. Contact
Meedmore (= 051 5212202) and give them full
details of your monitor - they are lead special-
ists and should be able to offer you a solution.

could try this: load your sprites and then save
them using the BSAVE command. Clear memory
and then reserve a bank with the amount of
memory you require for the sprite file. Then try
loading the sprite bank into it using the BLOAD
‘command.

_ STOS NOVICE
In STF 32 you gave a STOS extension free on the
Cover Disk and the instructions in the magazine said
that you have to put the files into the compiler folder,
but | have only got STOS, ORBIT and ZOLTAR folders.
What do | do and what does STOS stand for anyhow?
John Dunsmore, Ayrshire

mvmmm;nlnmmngasros-mmmn

can be any legal character.
Where you have an .EX file this has to be put
into the STOS folder on the language disk, while
.EC files have to be put into the COMPILER
folder on the compiler disk. If you don't have
the STOS Compiler then you don't have to Worry

1S IT SAFE?

I have an STE with an extemal floppy drive. Both my
diives can format to 84 tracks and 11 sectors, not Just
the normal 80 tracks and 9 sectors. How far is it safe to
format a disk?

W Hart, Mid-Glamorgan

Usually a disk should not be formatted beyond 80 tracks
and 10 sectors because a normal double density disk Is
only designed to accommodate these parameters. How-
ever most good branded disks can happily format to 82
tracks and 10 sectors. To format a disk beyond these lev-
els s risking data loss or comuption,

ATA DILEMMA
When I try to copy files or make backup disks | am often
presented with the message “Data on disk A may be dam-

WHICH IS BETTER?

Which is the better printer, Canon's BJ-
G 10ex or the new Star SJ48? The prices
o) are similar but what about the output?
Niall Moran, Argyll
stf: Both the Star and the Canon printers use
the same mechanism, so the output is virtually
identical. Both printers can be obtained from
We Serve (= 0705 325354) by mail order, the
Star $J-48 for £229.00 and the Canon BJ-10ex
for £235.00. Both printers are supplied with
cable and paper included.

SPLIT PERSONALITY
1 have bought a lead to connect my
- N\J Hewlett Packard colour monitor to my
STFM. Al the colours are okay in both
medium and low  resolution but the

about the .EC file. Simply copy the .EX file into
the STOS folder on your language disk.

S extension.
need only copy it into the STOS ioldlr ln Hlsu
cases, you will be unable to compile any pro-
grams which use the new extension. STOS
stands for ST Operating System.

NON-COMPATIBILITY
I have STOS v2.5 which | use with a Mega ST. The
nmgrams)createwllhltdonotmmlohe STE com-
patible. What can | do to rectify thi
Tim Putnam,

mVourpmMsmnummmnsmszum

STE version of the ST oper-
ating system, TS 105, There is & somvorao
program available for £2.75 from Goodman

v2.6, is yours with this issue of STF anyway!
Also included on our Disk is a handy little pro-
gram called CONVERT.BAS, for converting your

§ g& Delve into disk data

‘aged. You must use the right kind of floppy disk or con-
nect your hard disk correctly.” Wha! is going wrong? |
don't have a hard drive with my S1

Simon Mower, Norfolk

Do you have problems loading your games? If you don’t
then this message usually means that the floppy disk you
are trying to copy has become cormupted in some way, but
there s a chance that there may be a problem with your
disk drive Itself. Try formatting a new branded blank disk
(in other words, not a cheap one ~ cheapies often prove to
be a false economy for this very reason). If it formats with-
out any problem then your drive is probably okay. If you do
et the message while formatting then your drive may be
at fault. Call the ST FORMAT Soup Up and repair service
on @ 0480 890787 and they will quote you a price for the
repair. Remember though that you cannot copy commer-
clal games disks - they give this error if you try.

icons appear down the middle of the screen and the
picture runs off the righthand side of the screen and
reappears on the lefthand side. Does this mean |
cannot use this monitor?
Frank Cullen, Sussex

stf: It sounds as though the horizontal sync
needs adjusting - that is if it is connected at all!
Lug the monitor and your ST to a TV repair
shop and they should be able to sort it out for
you.

TOS UPGRADE WANTED
1have a 1040 STE. s there any chance
of obtaining the new Mega STE TOS for
my machine?

Carl Brown, Suffolk

stf: A switchable TOS 2.06 upgrade is available

programs from early versions of STOS to ver-
sion 2.6.

ANOTHER OLD VERSION
ST0S loads fine on my 520STFM upgraded to
1MByte of RAM but not on my friend’s STE 520 —
bombs out on loading. | am using STOS version 1.03.
1 2150 have the STOS Game Maker's Manual, and on
page 21 there is a Sprite Experimenter program. |
have typed in the listing only to find that when | run it
there is a movement declaration error in line 70,
Could you please help? | have written to the author of
the book and received no reply.

J Goodman, Plymouth

mVaumumblnoussyourvorslnnnfs‘ros
on your friend’s machine because you have an
old version of the program. You can solve the
problem by using version 2.6, the version that's
yours with this issue of STF. The sprite program
does work, but you need to type in the parame-
ters for horizontal and vertical movement in

exactly the same way as you would for using the
MOVE command in a program.
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Getting the program

Don't look but now but here comes
a programming tutorial - it's no
good hiding, it's seen you and is
coming over for a chat. Quick! Run
away before you get caught along
with Chris Lloyd in the fascinating
undersea world of STOS Basic

omputer programming is easy — oh, alright
not all that easy but its a darn sight simpler
than you might think. All a program consists
of is a series of instructions which are car-
tied out one by one. In the heart of your ST
these instructions are in binary - there are masses of
0s and 1s which aren't exactly simple to use but
they're all your ST can understand. To ease the strain
on these two keys and make ssible

il list +l1st
i
ZOLTAR
Part of the §T0S Basic

Dhl(s hJ D. H[Lachlan
1988 Jawx / Hand
9/8/19

lu(ate 1 18 (en

Press any key :(1ear y i vait key
S Nunber of alxen sprites in the b‘{
of f

dirs= dirsfHf9: previous Rf16:off

only work on a colour nonitor!"
default ! end

curs off i mo cls lo

£ i e ic
Kol chos b 35 St s e s

here’s where you type in ye
Al

for those of us who think in colour rather than black
and white there are computer languages. These con-
vert the computer's language into something that you
can use

Step forward STOS, a brillant and powerful lan-
‘guage that puts you quickly and easily into the driving
seat. Even better - it was yours with last months ST
FORMAT. If you had your head in a bucket last month
and missed it, turn to page 40 and order yourself a
copy - you know it makes sense. Armed with STOS,
some patience, imagination and hot coffee, the world
of programming opens up — games, demos, applica-
tions ~ anything that takes your fancy. BASIC has
never been so powerful or 5o easy.

STOSiis an interpreter ~ that i, it takes one com-
mand, converts it into something your ST under-
stands, then executes it and moves on to the next
one. Programs are typed into the editor as a series
of lines, each with a number. Each line can hold a
number of commands separated by a colon and are
executed in numerical order. Commands typed in
without 2 line number are executed directly — these
are called direct commands. Got all that? Right then,
let's get coding,

PUTTING THINGS IN THE
PICTURE
One of the more seriously impressive feathers in
STOS's cap is the graphics handling capacity. Getting
graphics from your art package and into STOS ready
to be manipulated in various strange and wonderful
ways is a piece of cake. You don't have to muck
about allocating memory and examining file headers
to extract the palette — STOS does all that for you.
You can load Neochrome or Degas Elite pictures
straight into one of STOS's memory banks. You can
have up to 15 of these areas of memory holding any
kind of data you like. To load a picture into your
STOS program, you need to reserve a bank. Entering
the direct command - reserve as datascreen 6
~ reserves bank 6 for a picture which is to be saved

on expense:

loam to cope with bugs and take

oag the top e e fumclen iy rhonunl, you can click on these directly

‘with the mouse too. Press <Shift> to access another set of

along with your program. Reserving something as a
screen rather than a datascreen is temporary and is
lost when you save the program. Now all you have to
do is load the picture straight in — load ~PIC-
TURE.NBO" , 6 ~ POPS a picture into bank 6. To get it
up on screen try —

10 key off
20 get palette(6)

30 screencopy 6 to physic
40 wait key : default : end

curs off : hide : mode 0

Line 10 sets things up - it zaps the function key
strp, cursor and mouse and switches to low resolu-
tion if you're using a colour mornitor. It also clears the
screen. You're now ready to strut your stuff in the
visuals department. First thing is to grab the palette ~
there’s no mucking about decoding headers, one sim-
ple command can switch you to the palette of any
picture held in a memory bank. STOS uses three
screens - physic, logic and back. The physical one is
the screen that appears on the monitor, anything
sent here appears onscreen. The logic screen is
where the graphics are drawn, by default this is the
physical screen, but you can define the logical screen
as a memory bank instead. This way you can con-
struct graphics out of sight and only display it when
its ready — there's no annoying flickering.

The background screen is an exact copy of the
physical screen minus the sprites — this is used to fil
in the gaps when the sprites move. Line 30 copies
your picture in bank 6 on to the screen. Line 40
waits for you to press a key then resets the editor
and exits the program. You can break out of a pro-
gram using <Control> and <C> together, then reset
the editor by pressing the <Undo> keys twice but it's
easier to pop a line at the end of your code so that it
exits cleanly for you.

COLOURING BY NUMBERS
Clever use of colour can improve otherwise drab dis-
plays no end. STOS has a few swish commands for
manipulating the colour registers. Hang on, there was
a techie word in there — what is a colour register?
Your ST is capable of displaying 16 colours on the
screen at once in low resolution. These colours are
held in what programming types called “registers”
numbered 0 to 15. Colour 0 is the background colour
~ the one that appears around the border of your
monitor and is normally left black. The colours are
described using a three digit number suffixed by a $
sign. The numbers represent the amounts of red,
blue and green in the colour in the same way art
packages do. These values range from 0 to 7. The
simplest command is the colour command which
changes the value of one register — colour 3,5700
would put a viid red into the fourth colour ~ remem-
ber, the registers start at zero. You don't want to
type in 16 colour commands to set all the colours.
Cue the palette command - that sets all 16 regis-
ters at once -~ palette $002,5700,8456 and So
on for all colours. A quick way of setting up the
palette of a picture you've already got in a memory
bank is to grab it directly using get. palette (n)
where n is the memory bank number. Right, that's
got the colour in place. The command ink is used
to set the colour register that any drawing com-
mands use. Try these few lines after you've set up a
blank low res screen. The -J symbol means no line
return yet ~ the wide lines wouldn't fit in our columns.

10 palette $0,$700,$730,8750,$770,J
§570,$370, 5070, $073,$075,$077,$057,
$037,$007,$307,$507,$707

20 c=1

25 for X=0 to 319 step 2

30 ink C : draw 160,100 to X,0
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® 35 dnc C : if C>15 then C=1

40 next X
45 for X=0 to 199 step 2

50 dnk C : draw 160,100 to 319,X
55 inc C : if C>15 then C=1
60 next x

65 for X=319 to 0 step-2

70 inc € : draw 160,100 to X,199
75 inc C : if C>15 then C=:
80 next X

85 for X=199 to 0 step-2
90 inc C : draw 160,100 to 0,X
95 inc € : if C>15 then C=1
100 next X

500 wait key

Line 10 Sets up a rainbow of a palette to work with.
The rest of the program is made up of four small
100ps that draw fies from the centre of the screen to
each of the edges, then colour of the ink is
increased by one each time unti it hits the top
colour, then the variable ¢ which holds the colour
register is reset to 1. Have a look over there to the
tight and you can see the effect of doing this - it's
not bad, but it can souped up with the adion of the
groovy shift command which cycles through the
colour registers ~ colour 1 becomes colour 2, colour
2 becomes 3 and so on. Try adding the line —

130 shift 2

The number is the delay in fiftieths of a second
between changes. A second parameter can be added
indicating the colour register to start the rotation
from. The effect is smart, but not very controllable.

The flash command enables you to change
individual colour registers. The command flash
2,"(700,4) (770, 4) ~ flashes the colour 2 between
the colour values 700 and 770 - red and yellow — at
the speed of four fiftieths of a second. The list of
colours to be run through can be as long as you like.
One colour can be set flashing through the spectrum
‘while all your other colours are fixed.

Next on the list of snazzy colour controls is
fade. Like shift and flash it works using an interrupt
— that is, the command continues to work while your
program goes on to the next line. You just have to
set things in motion. Try adding —

STEAL ME A SPRITE - I'LL BE BACK
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create beautiful screens togother.

105 fade 4
110 wait 50

115 fade 4,50,5077,$067,$057, $047,$037,
5007, $307,$407, §507, $607, $707, $606, 1
$505,$404,$303

The first face command fades everything to black,
changing each register by one red, blue, green value
each four fiftieths of a second. To fade the colours to
another colour, just add the new colour values to the
command. Line 115 fades all 16 colours to new
colour - amild blue and purple mix before the colour
shift starts and siowly turns your mind to jelly. There
is o excuse for a dulooking STOS program with
easy and powerful colour handiing stuff lie this

LET'S LOOP TOGETHER
One of the fundamental cornerstones of program-
ming is the loop. I's highly uniikely that you only need
to perform each command once, and to save endless
typing and sily listings, the three main loop com-

L poun
“oRofBAK. %

mands were born. They are common to almost all
modem computer languages and appear in every
program ever — except two and we don't mention
those. The commands are for..next,
repeat..until and while..wend. They all do
similar things but with important differences.

The for..next loop repeats a series of com-
mands the number of times Set by two variables. If
you wanted to print “hello mum” 30 times on the
screen, you could type the relevant command into
the fisting 30 times, but it's a damn sight easier to
oop the command 30 times. Like so -

10 for X=1 to 30
20 print “hello mun”
30 next X

Line 15 set the number of times the commands
between the for and next are executed by using
two variables. Each time the text is printed x is
increased by one until it hits 30, then the program



tutorial

continues. With some fiddiing you can use the vari-
able within the loop. To draw a series of circles
across the screen try

10 for X=20 to 300 step 40
20 circle X,100,15
30 next X

The step command alters the rate the variable X is
changed as it goes through the range 20 to 300.
Each time the loop is executed, the circle is drawn
further across the screen as it uses x as one of
coordinates of the centre. The other two loop com-
mands are different because they endlessly repeat a
series of commands until a condition is met. The
repeat..until loop checks this condition at the
end of the loop and the while..wend checks at me
begining. The main difference is that

repeat..until loop is executed at least once. Try

10 repeat
20 if mouse key = 1 then plot x mouse, -l
y mouse, 1

30 until mouse key=2

“This enables you to scribble with the left mouse but
ton until you press the right button. There s no way
to avoid the loop. With wendthe condition is set at
the start and the loop only executed if it is met. Try

10 input “What’s the magic word? *;AS
20 while A$<>"ST"

30 input “Wrong, try again “;A$

40 wend

50 print “Well done”

The commands between the while and wend are
never executed if you enter the correct letter first
time - otherwise you're stuck in the loop until you get
it right. Almost every game or application has a few
loops i it, so it's important to get the hang of this
loop thing before you start next year's big thing.

FLIPPIN’' HECK
Screen flipping is your friend ~ its an invaluable tech-
nique for getting your graphics moving smoothly and
to escape any flickering. Normaly graphics are
drawin directly on the screen and, although it's quick

© 5705 at its best, Bullet is one of

you can achieve with just a small spot of good coding.

if you draw large obiects or use big sprites, you get a
flicker. The trick is to draw things out of sight and
display the screen when it has finished drawing your
sprites and scroling has finished. Load _the
SPRDEMO.MBK into memory bank 1 with the direct
command load “sprdemo.mbk”, 1 and try this -

10 repeat
20 ink rnd(15)

30 X=rnd(160)+80 : Y=rnd(100)+50
40 circle X,¥,rnd(100)+50

50 sprite 1,%-32,Y-15,3

60 until mouse key<>0

This draws randomly-coloured circles over the screen
with a big STOS sprite in the middle unti you hit the
mouse button. Everything works but it suffers from
synchronisation problems ~ it's flickercity. STOS
sends graphics to the logical screen address, by
default this is the same as the physical screen  that
is, what you see. To send them elsewhere you need

to redefine the logic screen. Add these lines to
smooth it out -

creen 10 :
screen swap

15 reserve as
55 wait vbl :

logic=10

Memory bank 10 is reserved as a graphics screen
and then set as the logic screen address. All grapf-
ics are now drawn on this screen rather than on the
visible physical screen. Line 55 swaps over the logi
cal screen and the physical screen. The wait vbl
stops things for a fraction of a second unil the moni-
tor hits a vertical blank. The display is updated 50
times a second - this command waits until a screen
is complete before trying to display another one.
Without this, the sprite lags behind the circle by a
fraction. Unless your program uses very simple or
static graphics you need to suss out a screen fipping
loop to get things moving gently and smoothly.
Finally, prepare to tum yourself into a programming wiz by

taking a peek at the STOS special offers on page 114. stf

FOR AFTERNOON TEA
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> ZOLTAR - AND WHAT YOU CAN DO TO IT

One of the best ways to leam the basics s
to dissect someone else’s code and leam
how it was nalled together. With STOS
come  couple o exanpe ares g
the shoot-em-up Zoltar.

Yo cothl it Yo o e
carer with a few alterations. The program
starts by initialsing everything In lines 10
to 1000. These set the variables and
unpack the graphics. The title screen is
held in memory bank 5 and the big baddie
that appears at Level Five Is n bank 6. The
graphics are put into strings using the
screens command. A few subroutines are
called to clear and reset the screen, draw
the games screen, set up attack wave and
Initalise the movement data. The menu Is
sot up and control passes to the menu rou-
tine on line 11005. If “Play” s selected
the program goes into the main loop at
line 1100.

fow possible changes to
‘experiment with in the comfort of your own
home:

Line 1100 holds the variable

which stores the initial numbers of
lives, appropriately called LIVES. You can
change this in order to make things harder
or easler.

Line 10505 is the scoring system

‘each alien scores 200 plus a ran-
‘dom number between 0 and 100. You can
fiddle with this and set-up a new system.

The Game Creator

S

If you have the Stars extension

installed from last issue you can add
a parallax scrolling starfield as the back-
ground without any problem. Try adding
these lines—

55 set stars 50,1,0,0,319,192,1,3
56 stars wipe on

10200 go stars 0,1, logic

10202 screen copy 10,0,192,.)
320,200 to logic,0,192 ¢ return

Tum off that “interesting” music

by searching for the misic 1 com-
mands. Search for a command by typing
search “music 1,” ~ the first occurrence
Pops up. To find further occurrences just
type in search again.

Load In the sprite editor and have

a fiddle with the sprites. Redraw
those aliens as members of the cabinet or
something, and give your ship decent buk-
lets things..

The palette Is on line 10060, you

could set up different palettes for
each level. A good start s changing the
‘awful cycling colours used for the score ~
they're the last three.

With some effort you could add
new types of levels, groups of alien

with different attack waves, new big bad-

dies - whatever takes your fancy, really.

SPEED IS OF THE ESSENCE

Good zappy games need zappy
code. There are lots of ways of
going about algorithms - some a
darn sight faster than others. Once
a program’s doing what you want
itto, it's a good idea to have a
good look at it and try to optimize
things to squeeze that extra bit of
speed out of things.

@ That nm favourite the
if..then command is faster
than the B\mlean algebra.

Use inc and dec if you only

need to alter numbers by one
rather than A-A+1 use inc A~ it's
about 25% faster.

@ Avoid too many commands
that work under interrupt.
Playing music or samples during
sections where speed is crucial. If
you're using menus, kill them
when they're not needed. The
mouseoff command from the Misty
extension zaps the mouse com-
pletely, freeing up more valuable
processor time.

Keep those sprites small and
keep the numbers on-screen
down if you can. If something

LET’S SCROLL ANOTHER ONE

The Game Creator

i
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doesn’t move for a bit, then why
waste a sprite on it?

If you do any division or mul-

tiplications by numbers that
are powers of two, then use the
ror and ol commands instead -
they're a lot faster.

The background screen

holds an exact copy of the
screen on display minus any
sprites and is automatically
updated - this is useful but slow
and not always needed. Use the
autoback off command at the
start of your programs to speed
things up. If you use sprites, it's
faster to set things up using the
screen copy command.

Use the actual values rather

than variables for constants

Possible, a=a+12 s faster then
A<A+CONSTANT.

If your program uses com-

plex equations during your
l00ps, work them out first using
Iook-up tables - these are usually
in the form of data statements or
arrays that you generate at the
start of your program.
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THE ICONS

)

comms
 keeping your ST
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yors
can'tget enough.

2 @

they.
cease to exis? Panic!

PRINTE!

Blame your printer.

PROGRAMMING

Aaq

I query (or ten)

1 am going to start college in
September and | want a PC emu-
lator for my ST. Could you please
answer a few questions.

1. Is there an emulator that is compatible
with a 486 or at least 386 at 25MHz?

2. Can I plug in a PC hard drive to my ST?
3. Can | use Windows on an emulator?

4. How do you access the emulator from the
sT?

5. Can | use PC programs without prob-
lems?

6. Can PC games run from the emulator?

7. Does the emulator need soldering?

8. What graphics modes are available? Can |
use a Super VGA monitor?

9. Is the PC's sound output by the ST?

10. What is the fastest 386 emulator on the
market and how much does it cost?

Nathan Peacock, Bucks

stf: To start at the beginning, then...
1. There is no 486 emulator available. The

STOS CORN

Billy Allen tackles your STOS
queries

Musical ST formats

I'm writing a demo in STOS, but | don't
think much of the STOS generated music.
Can | play chip music if it's stored in the
Quartet format?

Richard Nichols, Bedworth

stf: Quartet music is created purely
from sound samples. As you rightly
Ppoint out, STOS chip music is pretty
crap on the whole. Unfortunately
almost every ST musician uses their
own music format, so, to play back
music by different people, you need to
create different routines. Mad Max
music is by far the most common, how-
ever, so here’s a routine to play it back
from within STOS:

10 reserve as work 10,30000

20 bload mus”, 10

30 dreg(0)=1 : call start(10) :.
rem> Initialise music #1 <

40 loke $4D2,start(10)+8 : rem> .I
Play on interrupt <

Just how long have you had your - er, problem? Have
you had to suffer quietly, hoping no one would
notice or that it would go away of its own accord?
Worries be gone! Write to ST Answers, ST FORMAT,
30 Monmouth Street, Bath, Avon BA1 2BW stating
the nature of your difficulty. Con

dentiality denied

Vortex 3865X running at 16MHz and s the
fastest you can get. The Vortex is available
from HCS for £330 in both STE and Mega
STE versions. HCS can be contacted on = 081
777 0751.
2. PC drives cannot be connected directly to
the ST.
3. Windows can be used on a 386 emulator,
although 4MBytes of memory and a hard
drive are recommended.
4. The emulator is switched on by software
control.
5. PC programs generally run without prob-
lems on an emulator.
6. Some games will run, but EGA and VGA
colour games are not supported.
7. It depends on your machine if soldering
s required. Generally older STF and STFM
machines need emulators soldered in and
STEs and Mega STEs can have emulators
plugged in.

The Vortex supports mono, Hercules,
CGA and mono VGA graphics modes. Only
the ST colour or mono monitors can be used

50 wait key
60 loke $4D2,0 : rem>
Disable interrupt <

Irregular movements

When writing a game in STOS, I cannot get
my sprite to move for the same length of
time as | hold down my joystick. Can you
help?

Daniel Moss, Kendal

stf: Well, that's what comes of using
STOS sprites. We assume you are using
the MOVE command to move the sprite.
Try defining an X and ¥ variable and
controlling them yourself rather than
using WOVE. Try this routine:

10 X=0 : ¥=0
20 repeat

30 if jleft and X>0 then dec X

40 if jright and X<288 then inc X
50 if jup and Y>0 then dec Y

60 if jdown and Y¥<168 then inc ¥
70 sprite 1,X,¥,1 : wait vbl

80 until fire

If you are designing a game then it is
best to avoid using STOS sprites



— PC monitors cannot be connected.

9. The PC's beeps and burbles are fully sup-

ported by the ST.

10. At the moment the Vortex is the only

option available when it comes to 386 emu-
tors.

Very hardcard
1 have a 40MByte Western Digital
hardcard from my old (dead) PC-
XT. Is there any way that it can
be connected to my ST?

Athanasios Kitselis, Sheffield

stf: A hardcard is a hard drive mounted on a
PC expansion card designed specifically for
use in a PC compatible machine. Because of
this it is impossible to connect it to the ST.

Data-basics

1:am having problems with Data-
base Master One. | cannot print
out a single index card from a file

but | have to print the entire
thing. Is there a program that can just print
one card at a time? Can | transfer my files to
the other program to save re-typing all the
information?
KR Martin, Hants

stf: If your program can save the database
as an ASCII file then it can be imported into
practically all other database programs. Try
Supercard 2 from BWare Software which we
featured on Cover Disk 35 - it is a Shareware

program with all the features you would

(pect to see on a full price database. It has
an extensive filter feature which enables spe-
ific files to be searched for and displayed,
and has a single card print option. The pro-
gram is well worth the £15 registration fee
and is supplied with a good 76 page man-
wal. You can contact BWare on = 0455

613377

B This is it, Supercard 2. If you haven't got it
then nip back to page 58 and order a back
issue of ST FORMAT 35 - you'll find it on the
Cover Disk, guys!
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| have a 520 STFM and a Mega
STE which | use with the Philips
CMB8833 monitor. The monitor

has a SCART connector and an 8-
pin TTL RGB input and the manual says that
the TTL 8-pin input takes priority - that is, it
turns off the SCART linear RGB input if there
is an 8-pin TTL RGB input. Can I plug both
machines into the monitor at the same time?
1 don't want both machines running at the
same time, | just want to avoid constant

HELP :
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plugging and unplugging of the leads.
Fatty, Consett, Co Durham

stf: The RGB output from the ST is linear
RGB and is not directly compatible with a
TTL RGB input, so you should not connect
cither of your machines to the 8pin port.
However, if you must have both machines
connected at once then you can get a 2 to 1
SCART adaptor from Maplins _Electronics,
part number ZB29G, for £9.95. It is not rec-
©ommended that you connect two outputs to
one input in this way because you could
damage the monitor if both machines are
switched on - it could happen accidentally!
Maplins can be contacted on = 0702
554161,

8 or 9 chips?
1 have been offered some cheap
1MByte SIMMs from a PC. The
problem s that they have 9
chips, not 8. Are 9 chip SIMMs

compatible with the STE?
Frank Melady, Dublin, Eire

stf: 9 chip SIMMs are compatible with STEs -
you can install them without any worries.

Hardened killer
have several Public Domain
virus killer programs which seem
to work very well. Is there any
dvantage to buying the Ultimate
Virus Killer? | am reluctant to spend £10 on a

»
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Brains and the rest of the International Rescue squad
are here this month, ready to come to your aid at a
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moment’s notice. Clive “Yes,

m’lady” Parker dives

headfirst into the mailbag and sorts out those tricky
technical problems. Write to ST Answers, ST FORMAT,
30 Monmouth Street, Bath, Avon BA1 2BW
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Simple scanning
What are hand scanners and how do

they work?
Mark Herbert, Bristol

stf: That's what we like, the simple stuff. There
are two ways to answer this question: the easy
way and the techie way.

1. A scanner is a small device that plugs into
the cartridge port of the ST and enables you to
copy pictures from paper and photographs and
convert them to a computer image.

2. Hand scanners are opto-mechanical devices
which contain many electronic _components
crunched down and combined into a single
chip. This chip is called a gate array. When a
scanner is activated and moved over a drawing
or a picture, light shines on to the paper from a

More of your STOS queries answered by
Billy Allan

A changing environment

Please can you tell me what the EXV command
is for since I can't find it in the STOS manual?
Also, why dun'l the STE or Misty extensions

rk i
Mark wenguard, Johnshawen

stf: As far as we know, changing the screen
colours is all the Exv_ command does. Neither
the STE commands or Misty work in high res
because the authors of these programs don't
have mono monitors and so could not test
mono commands.

We want information

g a disk copier in STOS and want to
know 1. How can | check the disk format (for
example, how many tracks there are) and 2.
How to format individual tracks with the For-
mat program from the STOS compiler.
Jill Markham, Woodley.

stf: 1. The format information is stored in the
bootsector of the disk, which is the first sector
of track zero on side zero. This routine can
give you the required information ~ note that
the I signs means no line return yet; the line
Jjust wouldn't fit in our narrow columns.

10 reserve as work 10,1024
20 DRV=drive : floprd.|
start(10),1,0,0,1, DRV

2,1 STOS CORNER

line of LEDs built into the head of the scanner.
Depending on the colour and tone of the paper,
light is reflected at various intensities back to a
convex mirror in the head of the scanner.

e mirror concentrates the light and
directs it through the lens on to a light sensitive
component called a Charge Coupled Device

CD. This converts the light into digi-
tal signals which are converted to a visual dis-
play by the scanning software. And that's all
there s to it.

Fantasy island

The other day | mentioned to a friend
that | was going to buy a modem for
use with my 1040 STE and his advice
was not to bother. He has told me
that we are changing to a “System X" telephone

30 S10=start(10) : poke S10,peek(510+20)
40 poke S10+1,peek(510+19)
50 NOMSEC-deek (S10)
60 SECTRK=peek(510+24)
70 NSIDE-peek (510+26)
(NUMSEC/NSTDE) / SECTRK
90 print “Total sectors =*;NUMSEC
00 print “Sectors/track =";SK
110 print “Sides =”;NSIDE
120 print “Tracks =";NIRAK

2. You can't. It only formats disks from track
zer0 to a given number and automatically
installs the bootsector. You have to access the
XBIOS function floptnt:() yourself.

Short of memory
Every time | try to load the droid sprite files,
the sprite editor crashes and says “Not enough

memory.” Do you think I need to upgrade my
520 STEM?
Nicky Haley, Milton Keynes

stf: You can only load these files on an ST
with 0.5MByte of RAM if you have TOS 1.0
installed. This is because later versions of TOS
are larger and occupy 32K more RAM space,
leaving less room free for b It would
be worth your whi ing a memory
upgrade since they can cosr as little as £40 for
the STFM. We have a 25MByte memory
upgrade on our development machine and we
usually have the STOS compiler located in a
RAMdisk; we can then compile a STOS Basic
file to GEM in seconds.



exchange which will enable me to plug my STE
directly into the phone socket.

Could you let me know what cable and
software | need to connect my machine up? |
have not heard of this system before but my
friend is an electronics lecturer and has a Mas-
ters Degree in Science, so he must know what
he is talking about.

G F Boote, Lancs

stf: Just because someone has an MSc does not
mean that he is necessarily sane or has a com-
plete set of The Home Computer Course tucked
away. Most of the people who work on STF
have degrees and it doesn’t mean a bean.

it the moment the only way a standard
computer can interface with a telephone line is
by means of hardware, most commonly a
modem. Some more advanced machines with
extra hardware - such as the Falcon with its
DSP56001 processor ~ can interface with the
telephone lines just using a software modem.
This is not possible with the 1040 STE no mat-
ter what kind of exchange is installed by BT
because it just does not have the hardware to
process this kind of data.

Newcomers’ corner
1My friend has a 1040 ST for sale for
@ checked to make sure that it is OK.
and worth the money?

£150. Should | get the memory
2Can I play games on a 1040 ST?

Extend yourself
1. Is there a book available on writing STOS
extensions?

2. Where can | get STOS extensions from?

3.1s it worth getting STOS Maestro Plus?

John Rice, Leeds

stf: 1. We learned STOS extensions from the
Game Makers Manual from Sigma Press
(= 0625 531035 £12.95). However, you need a
fair understanding of assembly language
before you can create extensions.

2. Most good PD libraries stock these exten-
sions. Try Goodman'’s International on = 0782
335650,

3. It all depends on what you need - Maestro is
useful because it’s specifically created for
STOS and comes with the Maestro extension,
however, it doesn't have the features of sam-
plers like Stereo Master which gives stereo
sampling.

Perfect timing
1 am writing a timing program in STOS Basic
where | wanted to show large numbers and let-
ters on the screen, | found that the large char-
acter sek in STOS is very blocky and sprites take
to0 lon, lay - I need to be able to show
Ui by hundrethdaf s e e A
you help?

Bill Giggle, Dublin

stf: If you want to count in hundredths of a
second, then the sxopy command from the
Misty extension (on ST FORMAT Cover Disk

3 What is an HD?

4 What are the best flight simulator and football
management games available for the ST?
Michael Jones, Herts

stf: 1. The chances are that, if the machine
works at all, the memory is fine because 1040
STs have their memory installed at the factory.
If you can run software without problems, don’t
worry. £150 is a reasonable price for a second-
hand 1MByte machine.

2. Yes, you can play games on a 1040 - in fact,
many games are better on a 1040 machine
because they can load in extra graphics and
sound effects.

3. An HD usually refers to a hard drive - this is a
hardware device that can store many times
more information than a floppy disk, typically

38) is the only command which enables you to
draw up large characters in such a short space
of time.

Try the following routine if you have your
numbers as a 64 x 64 sprite bank:

curs off :.
hide on : mouseoff

20 reserve as screen 10
dim ADR(9),TH(3)

10 mode 0 : key Off :
ide

P+ (X/2) +(¥*160)
70 skopy 1,1ogic, 0,0, 64,64, )
a:m<10>+mmw 0,0
80 if Bl
X=X+64 : if X>256 then X=0 : Y=Y+6d
90 next T
100 sprite off :
110 for T=0 to 3
120 logicsback
130 repeat.
240 for
150 skopy 1, start (10)+ADR(TH(Q)),
0,0, 64, 64,10gic,0%64,0
160 next 0
170 T™M(3)=TH(3)+2 : if TH(3)>9
then TH(3)=0 : inc TM(2) :-
if T(2)>9 then THM(2)=0 :.l
if TM(1)>9 then

update

180 screen swap
190 until inkey!

HELP
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30 to 100 times as much. Hard drives are also

much faster at loading and saving data than
floppies, but are also much more expensive.
Hard drives are used mainly for “serious” com-
puting purposes but they are dropping in price

all the time - a 30MByte drive can now be
obtained for £239 from First Choice Computers
on = 0532 319444.

4. Our games guru, Andy Lowe, recommends
both F-19 Stealth Fighter from MicroProse and
Thunderhawk from Core Design if you want
action-packed flight and fight simulators. Cham-
pionship Manager from Domark is beir
reviewed in issue 42 of STF, barring unnu!u!ﬂlly
sunny days or other circumstances beyond our
control. It looks as if it's going to be a blast.

p
The basic principle of fast
sprites _on-screen is called

one image of a sprite and
scrolling it around before.

utting it on the screen as the
normal SeRTTE command does, we hold 16
images in memory and each one is scrolled to
the right of the last. This means that you can
place the correct image immediately without
any time-consuming scrolling to get through
first.

Unfortunately, holding 16 images of a
sprite takes up a lot of memory. Therefore we
sometimes hold eight, four or even just two
images of the sprite and round off the screen
co-ordinates to the nearest two, four or eight.

To calculate which image to put on the
screen you have to divide your coordinate by
16; the remainder is the correct image number.
STOS has a command to do this called op. So,
for instance, 165 MoD 16" returns a value of
five and “18 10D 16" returns a value of two.

Itis usually best to use the SCREENS com-
mand to draw the sprites rather than SeRITE,
This is because SCREENS is much faster and it
doesn't slow down when two sprites are on
top of each other.

On this month’s Cover Disk are some
example BASIC files for you to experiment
with. They show the basic techniques of “pre-
shifting” and also how to simulate the various
STOS commands like 1ovE and coLLIDe.

pac



HELP!
ST ANSWERS

‘em

THE ICONS

)

comms
‘Are you fascinated
by the world of
‘modems and commu-
nications? Check it
outh

this icon here.

PRINTERS

it neods counsalling
o can hlp, relax.

PROGRAMMING

ST ANSWERS

‘and woally, come hore.

Budding w:n Disney...

am interested in making short car-
e fong
using my STE. The characters are 2D
Mickey Mouse style animations. Is
this possible on the STE and how can I transfer
them to video tape? Do you think it would it be
easier to use a Falcon?

1 find it very awkward drawing with the
mouse, is there a better pointing device for the
ST that feels like a pencil?

Colin Brunger, Kent

stf: Yes, you can produce excellent animations on
the STE. The program you are looking for is called
Deluxe Paint from Electronic Arts (= 0753
549442), this program enables 999 frames of ani-
mation to be created. We created a 300 frame ani-
mation that used about 800K of disk space — this
should be ample for your needs. The length of the
animation is limited only by memory size and disk

Billy Allan tries to sort out your STOS
programming queries

It's the size that cous

1 have written a backup. pmgnm which backs up
new or updated files on my hard drive. The prob-
lem is that when | BSAVE the file, its length is
rounded to the nearest 256 bytes.

Wayne Carrol, New Zealand

stf: We suspect that you are saving out the filelike this:

10 bsave “Aile.dat”, start (x).l
to start (x)+length(x)

The problem is caused by STOS always reserving mem-
ory banks in multiples of 256 bytes, so you need to do
something like this to get the actual leng!

10 open in #1,"file.dat” : J
e
20 bsay o.at", start (x) to start(x)+1

which ought to solve the problem.

Random problems

In 1st Basic there is a command called RANDOWIZE
ToMER which mixes up the ST's clock 5o that the
random number routine works properly. Which
command does the same in STOS?

Mikko Ranta, Finland

stf: STOS doesn't need o nitialise the random number
routine before you call RD(X) to get a random num-

Questions, questions, questions, that'’s all we get
here in the ST Answers department - and we love
You tell us your problem and we’ll give you an
answer — address your queries to ST Answers, STF

30 Monmouth Street, Bath, Avon BA1 2BW and state
the nature of your problem on the envelope

space - the more you have of each, the larger the
animations can be.

Another point to consider is how complex the
animation is going to be, if you have a vastly
detailed background then each individual frame is
going to take up more space. If you have a simple
background, then not so much memory space is
used by the animation.

rd your animation to video tape, a
standard STE to SCART TV lead should do the trick.
Do not use a STE to monitor SCART lead because
this does not work with a video recorder since moni-
tor leads use RGB signals, while TV and video
recorders use composite video signals. You can get a
STE to SCART TV lead from Meedmore (= 051 521
2202) for £8.80.

Finally we come to your drawing device. Your
best option is to get the Golden Image Brush Mouse
from Ladbroke Computing International (= 0772
203166) which was awarded an STF rating of 88%
in issue 37. This is a replacement mouse shaped like
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ber. You can, however, greatly improve the ra
rel e by randomising the TRER iiaris
as well:

10 for T-1 to 100
20 timer=rnd(50000) : print md(100)
30 next T

Nice front end
1 would like to have point-and-click interfaces in my
el e check for the mouse dlick-
ing on a box on the screen? Also, when | try and
link scrolling frames, as in video titling programs, |
astop in between. Please help.

jones, Holyhead

stf: To check for collisions with the mouse and a box
use the SET ZONE and ZONE(X) commands. This
should demonstrate the basic principle:

10 set zone 1,0,0 to 32,32
20 repeat : z=zone(0) : memouse key :.J
until Z=1 and Me1

Since you have an STE, you can use the enhanced
hardware to solve your scrolling problem. Assuming
you have three pictures you want to scroll through,
this ought to work OK:

10 reserve as work 10,4*32000
20 1oad “pici.neo” : -
screen copy logic to start(10)
30 0ad “pic2.neo” :
copy logic to start(10)+32000
40 20ad “picd.neo” :



 Another animation created by Deluxe Paint. We

front screen from a vanishing point at the
back of screen and assemble themselves into a
complete picture.

a rather thick pencil - it sounds like being just what
you want, and a new higher dpi version is now
available. The Brush Mouse costs just £19.99, or if
you lash out an extra fiver you can get Deluxe
Paint with it for £24.99.

Bubble trouble
Please could you tell me if | can use
the Star 5]-48 Bubblejet printer with
my 1MByte 520 STE? If | can, where
can | obtain printer drivers for the

programs 1 use? | need printer drivers for Time-

works 2, Wite On and First Word Plus.

David Woodley, Devon

stf: Good news for you, David, the Star 5j-48 printer
can use some of the printer drivers that are supplied
with the programs you mention. If you look at your
printer manual, you can see that it explains that the
printer works under Epson LQ and IBM Pro-printer
emulation. What this means to you is that you sim-
ply select the Epson LQ drivers when you're
installing Write On, and select Epson LQ drivers
from the other programs. The Star Lj-48 can use
both 180 dpi and 360 dpi Epson LQ drivers, so you
can achieve excellent results with all of your soft-
ware. Practically all serious software has Epson LQ
printer drivers included as standard so you can use
your printer with any program.

IMG package required
Is there a graphics package that can
be used from a hard drive and in all
three resolutions? I also need to be
able to save files in .IMG format so

that | can import the files into my DTP software,

1 have tried using Canvas from your Cover Disk

but this program seems to baulk at loading and

saving files to my hard drive. There also seems
to be a problem with .IMG format in Canvas - it
doesn't work!

David G Hibbert, Cheshire

stf: Canvas has never worked properly with .IMG
files although we have never had any problems with
running it from a hard drive. The only program that
springs to mind that works in the way you require is
Hyperpaint by Atari. Both Hyperpaint and Hyper-
paint 2 support Degas and .IMG files in all three
resolutions, and Hyperpaint 2 supports Neo-

ST ANSWERS

chrome files in all three resolutions. You can get
Hyperpaint 2 from Softmachine for £29.95, call
=091 510 2666.

PAL confusion
I have a PALTV and | wish to change
it to SCART, is there a device that
enables me to do this or do | need a

1D Gordon, Edinburgh

stf: We assume you mean you want to change from
using an RF (aerial lead) connection to a composite
video (SCART) connection. Unfortunately it is impos-
sible to convert a TV without composite video capa-
biliy to use SCART connections, the hardware is not
available. SCART in TVs was originally designed to
make a direct video connection between a VCR and
TV to provide higher quality audio and visual repro-
duction than can be achieved by the normal RF con-
nection. To improve your picture quality you have to
get a new TV with SCART capability or a dedicated
monitor.

GFA Draft to GEM-Metafile
Conversion

mouth wrote in and said
that we didn't explain
how to convert GFA Draft
files to GEM Metafiles using the
META.PRG in our introdu
program in STF 34 — we were a tad
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you get s a foud distorted noise. Most
sample software can convert between
the two formats. All AVR samples pro-
duced by the Replay series of car-
tridges are in signed form.

5. Yes.

6. It is always best to contact the
company and the individuals involved
when sampling from the TV to clear
any copyright problems that could
possibly arise. Some companies may
require a royalty payment which can
cither be a one-off fee or a share of
profits if any).

Colour me purple
I have a Deskjet 500C
colour printer to use
with my ST but all | can
produce with it at the

moment is coloured text using Pro-

text. None of my paint packages
work with it, | have Canvas, Degas

Elite, AniST, Paintpot and Hyperpaint

and none of them can produce a

printout. All the software supplied

with the printer was for the PC-
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contemptible. How can | get my
pictures printed in colour?
Joyce Marshall, Cumbri

stf: The program you need is called
HPChrome which is a Shareware pro-
gram  designed specifically to_print
colour pictures from  all HP Deskjet
printers. including the Deskjet Plus,
Deskjet 500, Deskjet 500C and SS0C.
The full version costs just £5 and is
available from  Rufus Developments,
PO Box 562, Wimbourne, Dorset
BH21 2YD. The program can print
colour Degas and Neochrome files
and is supplied with plenty of options
— see the review in STF 38.

Get your fax straight
have the Joppa

\,,' Straight Fax software
_ﬁ‘( which was supplied by
HCS. However, I cannot

print out any faxes | receive
because the program is not sup-
plied with GDOS or a suitable
printer driver. How can | get GDOS

and a driver for my Panasonic KX-
P1123 printer?
Mark W Preston, Banffshire

stf: Contact the ST Club on = 0602
410241, they are registered Atari
GDOS distributors and can supply you
with the programs, 24-pin printer dri-
vers and full documentation on instal-
lation. ST Club also distribute
FontGDOS, the updated version of
the program, which has many new
printer ~drivers ~available  including
inkjet drivers.

Michtron programming

ave the excellent

== software from Cover

S Disk 42, but | am a bit

Tost without the manual

because | want to learn how to

write add-on modules in the
Michtron

address of Microdeal so | can send
for the manual?
Robert Hays, Berks

stf: The address was in last month's
issue but here it is again for those of
you who have lost, mislaid or thrown
out last month’s copy (what?). The
manual costs £9.95 from Microdeal,
PO Box 68, St Austell, Cornwall PL2S
4V8, or give them a call on = 0726
68020. There are only a limited num-
ber of manudls available so you had
better be quick.

Tip: Music to groove to
f you would like to hear
some groovy music on the
game Ozone, which was
on Cover Disk 42, simply

persuade the program LISA_4DE.PRG

to boot before anything else in the

AUTO folder.

You can do this by either using

a program like Autosort which was

on Cover Disk 20 or just by copying

the contents of the AUTO folder to the
1ot directory and then copying them
back into the AUTO folder in the order
you want them to boot. Cheers to
David Dickson of Glasgow for that.
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City, Starblade and
Dungeon Master
1. Where can | get a Sim
City Terrain Editor and
2 how much does it cost?
2. Is it still possible to
buy Starblade and, if so, where on
earth can | find it?
3.1 was wondering if there is a
cheat for Dungeon Master?
Cedric Kerr, Mitcham

stf: 1. The Terrain Editor costs £7.99
and is nvmlabk from Infogrames
(= 071 738 8199); 2. Starblade is
being re-released in March by Daze
Marketing (= 071 490 2944), price
£9.99; 3. Yes, there is a cheat for
Dungeon Master. Read all about it
in this month’s Gamebusters section
on page 68.
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Billy Allan drops in to take a
Iook at your STOS problems
and queries

lickery stars

1.1 am writing a game which needs a
3D starfield on the left of the screen
with a picture on the right with the
score and lives. The problem is, my
screen keeps flickering! How can o
avoid this flickering? | am using
screen svas

2. How can | replay other sample for-
‘mats using STOS Maestro?

JP Van der Hoek, Netherlands

stf: 1. If you are screen swapping then
you must copy your picture to both ba.
and physic first. When you flick
between the two screens with screen
swap and you have only copied your
picture onto prysic it constantly disap-
peas and recppecrs ey i You e
the command. 2. You can replay
sample formats by using Maestm’

command. If you had loaded
SOK sample into bank ten of your pro-
‘gram you could replay it like this:

muddy s

Speed me up before 1 go go

1 am looking for a soft-
ware accelerator that
will work with GFA Draft
Plus 3. | have been
thinking of getting either Quick ST
or NVDI. Which one of these two
programs would be best for my
purposes? | am limited to £60.

lan ] Morton, Ellon, Scotland

=>

stf: Both of the programs you mention
would be suitable for your purposes,
although Quick ST has been super-
seded by Warp 9. NVDI is the more
technically advanced of the two,
being a complete replacement for the
built-in VDI (Virtual Device Interface)
routines, speeding up the entire GEM
operating system. Other accelerators
tend to concentrate on just speeding

10 click off : sound init :.
semspeed 1

20 samraw start(10),50000
30 wait key
40 samstop

Key question

1. When | compile my STOS programs
into PRGS using the Compiler, | keep
getting the function key box appear-
ing at the top of the screen for an
instant, even though the first line of
my program contains the key off
command. How can I stop this hap-

pening?

2. When | registered for the Misty
extension, | received, among other
things, some scrolling text demo pro-
grams. When | compile these, the
music no longer plays properly. Do
you have any idea why?

RG Simmons, Studley

stf 1. You can stop this happening by
setting the function key on/off option in
the Compiler to OFF.

2. The music that you are asking about
only plays back once. If you want to

t of ignorance. Send all your
problems - well, not all of them - to ST
Answers, ST FORMAT, 30 Monmouth
Street, Bath BA1 2BW indicating the
type of problem on the envelope

up the screen routines. NVDI can be
obtained from the Atari Workshop for

Wi
= 0753 832212 for more info.

Rubrik’s cube
On the Cover Disk of ST
§; § page 66 for info on how
et a copy) we gave

FORMAT 40 (check out
you the excellent Rubrik's

compile t, then you should not run it
before compilation.

Power corrupts
When using the » (power) S

For instance A=5 :
24 rather than 25. Is this a bug, or am
fidontanating sieagU gl
print give the

G
David Wimbush, Crawley

stf: Vs, xhndtlng though it may be, this

il o her) bug in.
STos. I e a particularly annoying
one though, so you can, [ust ignore it

High speed collisions

How can you make the fastest colli-
sion routine possible? What are the
variables/binary numbers involved?
Alec McEachran, Lichfield

Stf: There are three ways of doing colli-
sion detection. The first is to use the




system. The only way around this was
to set up the Accessory from scratch
each time you boot-up. Simon Har-
vey from Halifax, however, has come
up with a simple and elegant solution
to the problem. There is a Public
Domain program called Divert which
makes your ST think that it is saving
to one drive when in fact it is saving
to~another. Install the program and

type in the following:
Drive to divert from: (]
Drive to divert to: a

You can now save your settings to
floppy disk. Divert s by the Hitchiker
and is available from Goodman Inter-
national on Disk GD1816 at £2.75.
Call Goodmans on = 0782 335650.

PC monitor
I have been given an
dered if | could connect

please tell me the connections and

where | can get the parts to make
15.way D-socket connections  for
your information below.

Amstrad  mono  PC
it to my ST. If I can, could you
the lead. I have listed the monitor
Gordon Murray, Grangemouth

stf: You have failed to provide us with
the model number of the Amstrad
monitor 5o this is inspired guesswork
on our part. From your list of connec-
tions it seems that the monitor uses
composite video rather than separate
RGB. signals. This means that the
‘monitor only works in low or medium
resolutions ~ not in high resolution
‘mono. The only connections required

from the ST are video, ground, H sync
and V sync, although the sync signals
are not usually used with composite
video monitors. Make the lead as
detailed below.

Amstrad PC ST monitor
monitor socket
connections connections

15-pinDplug - 13-pin DIN plug

Pin 2 Video Pin 2 Video out
Pin 5 Selftest

Pin 10 Digital  Pin 13 Ground
ground

Pin13Hsync  Pin9 Hsync
Pin 14V sync Pin 12V sync

Remember, these connections are only
conjecture. Without the model num-
ber we cannot be more specific. Call
Meedmore on = 051 521 2202 and
et them know the model number of
the monitor and they will make you a
lead to order.

ST FORMAT Warning: Never open up
a monitor unless you are 100% sure
of what you are doing. The high volt-
ages present inside a monitor can kill
you even when itis switched off.

Stalling dragons
Gy | recently bought the

game Lure of the
Temptress, but it stalls
after | have given the

potion to the dragon and I'm talk-

ing to Goewinin in the first cave. |

own a 1040STE. What can | do?

Johann Omarsson, Iceland

stf: Apparently there's a bug in the

original version of the game. Simply

S
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send back the Boot Disk and Disk A
with a brief note explaining the prob-
lem to Virgin Games, 338a Ladbroke
Grove, London W10 SAH and they'll
send you some replacement disks.

More professional please
1 am very interested in
DTP using my ST and |
would like to purchase
a program which is
more professional than my current
Timeworks software. Although- this
program is very good, | need more
than it can offer me. | have seen
from previous issues of ST FORMAT
that you highly recommend Cala-
mus v1.09n, but | do not have the
issue with the review. What would
be the minimum system require-
ments to use this software on a rea-
sonable budget?
BLock, London

stf: Right, you need at least 1MByte of
RAM " installed in your machine
because Calamus does not work with
any less. You will be better off with
2MBytes or even 4Mbytes of RAM as
this enables you to create multi-page
documents in memory and store fonts
as well. If you have an STE then
MByte SIMMs can be obtained for
about £15-£20 i you shop around. If
you have an STFM, then an upgrade
board which uses SIMMs s best.
Calamus is designed to run
from a hard drive, but you can use it
on a twin floppy drive setup. An exter-
nal second drive costs around £50-
£60 and 40MByte hard drives can
now be obtained for under £300. You
need a good quality printer. As cost is

a factor in your case, you can disre-
gard laser printers because they are so
expensive to buy, maintain and run.
Output quality s also a consideration,
so your best bet would be an inkjet
printer such as the Canon BJ-10ex or
the Star 5/-48 (both can be obtained
for around £200). You also need a
high resolution mono monitor, a
mono_emulator is just not good
enough for desk top publishing work -
the Atari SM146 s available for
around £120.

Where to get all the ge

Calamus \1.09m from Haleo (= 0734
441525), £140.

Atari SM146 monitor from Evesham
Micros (= 0386 765500), £119.95.
External floppy drive from Evesham
Micros (= 0386 765500), £52.99.
Canon  BJ-10ex from We Serve
(= 0705 325354), £199.

Star 5-48 from We Serve (= 0705
325354), £199.

Progate 40 hard drive from First Com-
puter Centre (= 0532 319444),
£289.99.

2MByte XtraRAM Deluxe for STFM
from HCS (= 071 252 1551), £79.99.
2MByte of SIMMs for STE from HCS
(= 071 252.1551), £44.99.

That's champion
Ficn | have recently bought
é‘ Domark's 1MByte ver-
i< G Gy
1ager and  about

Ity th!ough the first season,
e game crashed out and would
no! let me go any further. |

returned the game and got another
copy, but the same thing hap-




by repeated saving and deleting
over a period of time? | have the
Michtron Hard Turbo Kit which opti-
mises a hard drive by making all
the s coniyiots ot
While ol

my o
Seagate 30May|e dnve it does not
work properly with my n
52MByte Quantum with an 1CD
host adaptor - | get an alert saying
“Serious Error message ~ the FAT
(uwes dn not match.” I'm not sure,
but that the Michtron pro-
gram is ma old to cope with the
newer host adaptors and drives.
Do you know if there is an equi
lent to PC Tools for my ST?
Chris Barker, Thetford, Norfolk

stf: There s an excellent new program
from Hisoft called Diamond Edge

Do you,

which does exactly what you're look-
ing for. It can optimise, back up,
protect against viruses as well as @
host of other functions. If you fancy
g out mote secthe il ey
page 82. You can also contact
NlXoRorl = 0252 718181.
Indiana Jones and the
missing data mystery
G About three years ago |
bought Indiana jones:
the ~Grophic Adventure
and what a buy! A truly
stonking game. Unfortunate  cir-
cumstances, however, meant |
couldn't back up the disks - as it
says to do in the manual. One thing
led to another and, well, Disk Two
i fine until you try to enter the cat-
h point the error

ST

“Data on disk in drive A may be
damaged” comes up. After three
years, | no longer have proof of
purchase other than the original
packaging. Do you know how I can
geta set of replacement disks?
Jamie Wickinson

stf: Unfortunately, Jamie, the only
solution is to buy yourself another

Gold are unlikely to help
‘because your version is 5o old, but you
could still try grovelling by giving
them a ring on = 021 625 3366.

Spanish ayes
Is there any way of
using Wite On for the
Spanish_language and
with a Spanish ST key-
Can ST FORMAT be

board?

ANSWERS HELPY s

translated into Spanish? | under-
stand English but have trouble with
some of the technical words that
You use in your magazine.

Enric Aloy | Bosch, Espania

stf: Write On only exists in Englh'h
and German and  suj ior-
wegian, Swedish, French o Dutch
keyboards. For Spanish, Compo can
give you information on how to con-
figure your own key table. To get this
jou need to_register your copy of
Write On - £7.50 for one year or £15
for life. Write to them at Compo
Software, 7 Vinegar Hil, Alconbury
Weston, Huntingdon, Cammldgesm:e,
pm SJA, United Kingdom.

. e 't e o the
{echnical bits ‘cos we wold hve to
do the same in all other languages.

J\_File Block Type Style Layout Edit Options
Vendor. trt PIAI_TC————Page — ITine  ITi & How lin-

#670007,1072
Atari Corporation
11% Borregas Ave.
P.0.8ox 61657
Sunnyvale, CA 94088

70007,1072 Atari Developer Support (JP)

70007,1135 John Townsend
70007,3240 Bob Brodie
70007,5166 Dan McNamee

guistically
right on is
wr

of
keyboard
settings.

{2, STOS MATTERS

If you keep getting your STOS in a twist,
turn to Billy Allan for the solution

Distorted sprites

When | move a sprite across the screen it appears to
distort when its ¥ coordinate crosses 80. What is
going wrong?

Shaun Callahan, Stochley

stf: The problem is caused by the sprite being displayed
at the same place where the electron gun, which draws
your TV picture, s updating the screen. When this hap-
pens, the part of your sprite above the gun Is still dis
played at its old coordinate, while the part below is
drawn at the new coordinate.

You can avoid this happening by using the SCREEN.
AP command to swap between the two different
screens 5o that your graphics are only updated when
the electron gun is off the top of the screen.

Isitart?

1'am writing an art package but | can't get it to
overlay shapes on a picture without erasing a block
around the shape. Can you help, please?

Ben Riley, Accrington

stf: The solution to your problem is to store the image
You want to display as @ SCREENS block. This listing
should give you the general idea.

10 key off : hide : curs off :
20 reserve as screen 14

30 ain BRUSHS (15!

40 logic-ba

50 WID=80 : HIG=50

60 ink 5 : bar 0,0 to WID,HIG
70 for X=0 to 1

80 BRUSH
to WID+16,H1G)
90 screen copy logic, 1,0, WID+15, HIG

eens (1ogic, 0,0

€0 logic,0,0
ink 0 : draw 0,0 to 0,HIG
next X
for T-1 €0 20 & ink rnA(14)+1
bar rnd(319),mnd(199) to.l
ma(319), 70 (199)
next T
screen copy logic to physic
screen copy logie to 14
repeat:
screen copy 14 €0 log:

50 Xox mouse: (HID/2) ¢ Yey mouse-(H10/2)

croant (107ie,  and SFFFO, ¥) aBRUSHS.

X mod 16)
screen swep : wait vbl
until mouse Key=1

Py problem
l nm wrluen e code program which
i on

e scrsan IR RN rere coro. postion:
Wha s o SRS Sutlilme uhere

structions?
Mike Bernard, Worthing

stf: This occurs because STOS has its own text routine
which is completely separate from the TOS routines, so
any STOS formatting you do to text will be ignored by
the operating system. You can however print a string
by calling STOS's own trap routine like this.

You can find the rest of the trap routines at the back of
your STOS manual. If you want a lst of the 68000

instruction set then try getting your library to get in
Atari ST Internals which is published by Abacu

Floating into the night
1.am writing an accounts package, but STOS seems
to get some of the floating point calculations
wrong. What is going wrong? Also, | am using
# to save the records to disk but | am having
aR 2 e SR g ol ot veca
while saving. Can you help?
Frederick Burnett, reston

1 s O e Lo g
incorrectly you should use the ¥IX cor  the
decimal precision. If you add FIX (15) to your program
it stops this problem re-occuring. To check for the disk
filling up you should use the N ERROR construct. This
litle example should give you the basic idea.

10 on error goto 1000
20 open out #1,"fle.dat”

30 for T-1 to 50000

40 print #1,"HELLO"

50 next T

60 close #1 : end

1000 3 exrnesi chen prtat “pis
1010 boom ume

is fur1i

Compatability

1 have read a lot about the new Falcon computer in
computer magazines recently. Could you tell me if
5TOS Is compatible with

Brian Marker, Bournemouth

stf: We tried STOS on a Falcon and it works faily well,
along with most other software. Remember, though,
you have to disable the memory cache to run these pro-
grams. STOS has the same problems it used to have on
the Mega STE with the mouse corrupting but otherwise
it runs perfectly well.

ivwuoa 1S
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Format a disk and mark it

as Disk B. Go to the
Options menu on the Desktop
and select Preferences, now.
select medium res. Mark the
backup copy of your Cover Disk
as Disk A - place it in the d

dow opens and you can see the
folders, double-click on the

Click on the box at the
top right of the window
and the window fills the screen.
Use the small box in the bottom
right corner to make the screen
narrower and move the window
to the right till you see the icons.

Move the pointer over the

file nearest the Drive B
icon, press and hold the left but-
ton and move the pointer over
the Drive B icon. Your ST starts
copying all the files and prompts
you when to swap disks.

[[2 STOS SELECTION

In desperate need of some
STOS help? Billy Allan helps
where others have failed

Don’tinterruj

Could you tell me how to install inter-
rupt vectors in memory so that they
stay on once you quit to the Desktop?
Shaun Flynn, Plymouth

stf: Unfortunately, STOS does not et
you write this sort of program (called
TSRs). If you know enough 68000 to
write interrupt routines you should be
able to write it in assembly using the
GEMDOS function Ptermres() which
does the job.

Reading directo
ing a program where | need
to read in all of the names and sizes

Hia0uuuquyg
L IaNg
S

Follow the instructions.
€ill all the files have been

copied. Now click on the long bar

on the right so that all the files

scroll up. Drag a hox over the
bottom two rows and drag them
to the Drive

of the files in a directory. My problem
is that the program treats folders as
files and tries to load them in, result-
ing in an error. | am using DIR
FIRSTS and DIR NEXTS to read the
directory. Can you help?.

Brian Scobie, Manchester

Stf: The easiest way of filtering out
folders s to check the attributes which
are returned after a call to DIR FIRSTS
or DIR NEXvs. The attributes are held.
at position 42 of the returned string.
This program reads in a directory, ignor-
ing all the folders.

10 dim NANE$ (112), S1ZE(112)

20 P§=air first$(#*.4”,-1)

30 =0

40 while F§e>"”

50 if val(mid$(F$,42,3))=16
then goto 100

in a folder to the root directory of a
blank disk — Baby Jo on Cover Disk
30 is one example. | am a beginner
and don't know what this means or
how to do this, could you please
describe the procedure?

James Potter, Oxford

Stf: Copying to the root directory
‘means that the files are not in a folder
on the destination disk and you can
see them as soon as you open a drive
window. Remember to use the Backup
program supplied on our Cover Disks
to make a copy of all your disks.
Always work on a backup copy and
not on the original Cover Disk - you
don’t want to lose any of those bril-
liant programs. On a single disk
system the procedure is as shown in
the walkthrough (see boxes, left).

Another DC question...
1 am after DC Showit
from  Double  Click
Software to use with
NeoDesk 3, but | have
not seen any adverts for it, where
can | get it from? | have also heard
that Double Click Software are no
longer trading in the US, does this
have any effect on the availability
of DC utilities?

Ross Burton, Stansted, Essex

s¢f: Double Click have ceased trad-
ing, and, as far as we have been able
to find out, all Shareware is still avail-
able from PD libraries. We do not
know the status of their commercial
products such as DC Desktop, DC
Data Diet and the DC Port, but we do
try to print any news we get concern-
ing Double Click.

STF plea: If anyone has a DC Port
they no longer want then please
contact ST FORMAT on = 0225
442244. We need it to add an
extra line to the ST FORMAT BBS.

60 NAMES () =1e£t$ (F$,12)-"
70 a8 (7§, 13,8))

GDOS bother
| have Timeworks 2
) installed on my hard
drive and | have
encountered ~problems
when using other programs _if
GDOS is installed. | have an STE
and have trouble with several pro-
grams when GDOS is auto-booted -
this includes the VIP Professional
spreadsheet and STDCAT 4; both
programs bomb. Is there a solution
to this problem so that | do not
have to disable GDOS manually and
re-boot every time | want to use
these programs?
John Connors, Exeter

stf: What you need is a boot man-
ager program like the commercial
X-Boot 3 utilty (STF Rating 91% —
STF 45) or Superboot 7.4 from ST
FORMAT Cover Disk 36. Both of these
programs enable you to select which
AUTO folder programs and Desk
Accessories you wish to run whenever
you boot-up your machine. This type
of utilty is vital for hard drive sys-
tems, because if you add a DA or
AUTO program which causes your sys-
tem to crash, it is practically
impossible to access the hard drive to
delete the offending program. X-Boot
3 s available from HiSoft (= 0525
718181) for £34.95 and you can get
Superboot by tuming to page 44
and ordering issue 36, unless you
have it already, of course.

Old man of computing
At the ripe old age of
30 1 have bought a 1040
STE, and although | am
very pleased with the
games | have bought, | would like
to get a better understanding of
the more serious side of comput-
ing. | do not know the first thing
about computers because when |

for the next one during the 4th Kilobyte
of

80 print NAMES (), SIZE(T)
90 inc T

100 F$=air next$

110 wena

No sex please...
I have made a sample sequence from
various looped samples. It plays back
OK in the sampler, but when I try and
use the routine which came with it
for STOS, there are clicks between the
samples. How can | stop these?

B Norton, Malton

Stf: The easiest way is to call the play-
back routine for the next sample in the
sequence just before you would normally.
do so. For instance, if you were playing.
a 5K sample you would start the routine

Extended courtesy

Could you please tell me how to use
the STE's soundchip and how to do
palette-splitting and border-removal?
Could you write an extension to do
this for me?

S Coton, Cornwall

S#F: If you want to o this sort of thing
then you have to learn assembly lan-
guage. There are many free sources of
information about these subjects in the
‘Public Domain ~ have a look on page 90
for suitable PD libraries. We're afraid
that we have one or two other things on
at the moment which prevents us from
wiiting you an extension. Stil, it doesn't
hurt to ask...



was at school, computing was not
a subject available to anyone! Have
you any ideas about manuals or
programs | can buy to help me
understand a bit better? Could you
also tell me why some disks | put in
the drive cause the message “drive
not responding: please insert disk”
to come up? Itis very annoying.

J West, Gravesend, Kent

Stz We're not quite sure if you want
to learn about your ST in particular
or about serious applications that you
can use on your ST. If it s your ST you
want to find out more about, try
Your Second Manual to the Atari
ST from the ST Club (£7.95 = 0602
410241) or The Atari ST Explored
from Kuma (£8.95 = 0734 844335),
they can both help you to understand
your machine. If you want to find out
more about some of the serious soft-
ware your ST can deal with, then turn
to page 18 for our feature on the seri-
ous side of computing on your ST.

Your disk problem s probably
caused by putting non-standard for-
matted disks in the drive, in other
words games disks! Most games disks
are formatted in a special way to pre-
vent copying and can only be read
when the machine is booted-up they
cannot be read from the Desktop by
putting the disk in the drive and click-
ing on the Drive A icon.

Prince of pokes
How do | use the cheat
on Prince of Persia?
< Apparently, it involves

making changes to my
save game file. How and in what
circumstances would | use pokes?
Steve Hill, Middlesex

stf: The easiest way is to make a
backup of your save game disk and
then edit it using a disk o fle editor,

Speed freak
1.am in the final stages of writing a
Boulderdash type game, but I have a
problem — the game is very slow. It
currently updates once every 3.5 sec-
onds. The main loop checks through
each element of a 32 by 32 array
‘which is the main reason for the slow-
ness. Would the Compiler speed
things up? Also, do you have any tips
on adding inertia to sprites?

John Levon, Yorkshire

Stf: Get the Compiler (£20.99 from
Mandarin = 0625 859333). The main
speed increase it gives you Is in dealing
with loops 50 your program should ben-
efit. You should also keep an eye out for
@ new extension extremely useful for this

should demonstrate how to add inertia

READ MY TIPS

Sticky business
On reading an ancient
issue of ST FORMAT, |
have h
people  have
removing disk labels. There is a
chemical called Isopropyl Alcohol
which can be obtained from most
chemists for about £3.75 for 500mi,
this is also known as head cleaning
fluid. When to disks. this
Shablcs the bl b remoen o
one piece nine times out of ten, and
you can even re-use them.
P Vincent, Lowestoft, Suffolk

Stf: Just be extremely careful not to get
the Isopropyl Alcohol into the disk cas-
ing when peeling off the unwanted label
— this is not the friendliest of liquids to
treat yoor disk to.

such as MEMFILE 2.0. Alternatively,
you can always check out the tips in
ST FORMAT 37, just turn to page 44
to order your copy. The only other
piece of advice we can offer is that

ST ANSWERS HELF'Q
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On tip no. 4581
Mr  Régis Gronoff of
Argenteuil in France has
thisclever tip for using
C-Font from within Write
-On v1.0 on a 512K machine with the
help of M-Disk (yours free on STF Cover
B als )
y M-Disk onto your working
mpy of your C-Font/Wite On disk.
2. From the Desktop, install a 100-
isk using

Accessory. You now have a sufficient
amount of RAM to convert your Cala-
mus fonts.
5. Use C-Font Accessory.

low you can test your freshly con-
verted fonlx and use them without

of having to leave Write On

every time you want to use C-Font.

pressing <Shift> and <L> enables you
to skip levels. To use pokes you need
to type them into ST Basic and incor-
porate them into a game's PRG file.

STF Warning: ensure you make a

B “Is that the Sultan's scimitar or are you just pleased to see me?” "You're

going to
expens

“Made you

ugh though,

t0 a sprite. It assumes you have a STOS
sprite bank loaded into memory.

10 X=0 ¢ ¥=0 & SX=0
20 Mx=12 ¢ My-12
30 sprite 1,X,¥,1

: sv=0

: update

80 if Y>¥2 and SY>-MY then dec SY.
90 X=X+SX. risY
100 wait vbl : goto 30

TOS problem

written a program in STOS and
1d like to make it run from the Desk-
top. I've made up a disk using the
STOS Copy Accessory and saved my
file as a PRG file, but when I run it |
get an alert box saying “TOS ERROR

21,000 not living

o
e i7"

#35”. What is wrong and what can |
do to sort this out?
Graham Fereday, Reading

StF: The only thing we can think of is
that you have forgotten to copy your
BASIC file into the STOS folder before
running the program. We would recom-
mend that you get the Compiler rather
than use this method though, as your
program runs faster and you don't need
to copy the whole STOS folder around
with your program.

Grout free area

Could you please tell me if there is a
quick way to fill the screen with a
tile? | am currently using SCREEN
copy and a double FOR. . Next loop
to copy each tile up.

Andrew Brown, Leicester

Beware the Snatcher!
David  Dickson  of
Newlands in Glasgow

grol

“The Screen Snatcher program on
Cover Disk 44 works with most pro-
grams and applications but it does
not function with games. To grab an
intro screen from a game, press reset
when the picture appears and then
insert your backup copy of Cover Disk
44 in the drive. Run Screen Snatcher
and then take a picture of the Desk-
top when the program has booted.
Press <F1> to see the picture and use
<CIr Home> and <Insert> to scroll
around to find the picture you want.
The colour palette may not be cor-
rect but this can soon be sorted out
in an art pack: method also
‘works with auto-booting games.”

backup of the .PRG file before you
start messing around with it, other-
wise you could corrupt the data. If in
doubt, don't do .

disks in a normal 720K
from the Desktop? Do | risk data

HD positive?
disk drive if they are
loss or damage to my drives?

@ Can I use high density
formatted as normal
C Charles, London

Stf: Although you can use HD disks
formatted to 720K, there is a risk, as
you said, of losing data. This is
because of the denser magnetic coat-
ing on a high density disk which
cannot be formatted correctly by the
heads of a 720K drive, the magnetic
field generated is just not strong
enough. The disk may well work at
first, but after a while it may lose
data. The drive though, should not be
damaged by the disk.

StF: By fir the quickest method is to
take advantage of a bug (or as we call it
- a “feature”) in the SKOPY command
which is in the Misty extension ~ yours if
you didn't miss STF 38 ‘cos it was on
the Cover Disk. This “feature” means
that if you copy a bit of the screen over
tself, either right or downwards, it
leaves a trail of the image around the
screen. This routine should demonstrate
the principle.

10 ink 1 : box 4,4 to 12,12

20 skopy 1,1ogic,0,0,304,16,)
logic, 16,0

30 skopy 1,1ogic,0,0,320,183,
logic, 0,16

This copies a 16 x 16 pixel block from
the top-left comer all over the screen.
Line 20 drags the block to the right,
then line 30 drags it downwards.

Y ik e
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for the ST, for £1 plus a stamped
addressed envelope they can replace
your non-working program.

Soft TOS?
Is TOS 2 available as an
Auto folder program
rather than a hardware
upgrade - a friend of
i that he knows some-
ane with this program. If there is
such a thing available, where can |
get it from? If it isn't, where can |
get a hardware upgrade from for
my STE?
Douglas Sopp, Bournemouth
stf: There was a pirate pre-release

version of TOS 2 circulating on disk a
few years ago and this sounds like
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what your friend has. Because it was a
pre-release version of the operating
System, it is not complete, that means
that there is a high risk of data loss
when accessing hard and floppy dri-
ves. There is no offiial software
version of TOS 2.06 available from
Atari. If you want an excellent TOS
2,06 hardware upgrade for your STE
then we recommend the T-Board 68

Compo Software (= 0480
891819). For more information, check
out our feature on TOS 2.06 upgrades.
starting on page 31.

Screen savers
I have seen a number of
screen savers that blank
the screen on the ST,
but | have seen none to

compare with the offerings on my
friend's PC which has logos and
lines whizzing about when it idles.
Is there anything similar for the ST?
P D Burkin, Hockley, Essex

Stf: There are screen savers around
for the ST, several of which we fea-
tured in our Matching Tie and
Handkerchief Desk Accessory feature
in STF 44. The four we featured were
Rubriks (on Cover Disk 42) which
turns the screen into a sliding puzzle,
Idle which turns_the screen into a
starfield with a bouncy Fuji Symbnl
wandering ~ about,

Starstruck which both turn the screen
into a small version of the Starship
Enterprise viewscreen with stars rush-
ing toward you from the centre of the
screen. All of these are available from

any of the PD libraries featured in the
directory on page 95.

Dark torch
1 have an ST and a
r,/
=) Although | can print
text perfectly from
print graphics from art programs
such as Degas Elite and Deluxe Paint.
all 1 get is a dark band, what is the
problem?

Seikosha SL 92 printer.
within word processors, | cannot
When | press <Control> and <Help>
A M Gomes Sousa, Portugal

StF: Your first problem is that you're
using the wrong key combination, it’s
<Altemate> and  <Help>,  not
<Control> and <Helps>. Secondly, this
only works as a screen dump when
used in combination with 9-pin Epson
printers. Have a look at your printer
manual to see what emulations your
printer is capable of and set it up for
Epson or IBM emulation, this is usu-
ally done by altering DIP switches. All
Seikosha printers have Epson emula-
tion. builtin. You can then use the
print option from within your graph-
lcs program to select the appropriate
Epson driver and produce a printout.

Unknown to mankind
A friend has given me
an old printer made by

model a parallel 9-pin dot-
‘matrix printer but | cannot get it to
work with my 1040 ST. | know the
printer works because | have tested
it on a friend's PC, why won't it
work on my machine? | have no
manual to help me. Do you know
where | can contact Transtal?

R H Johns, Plymouth

Stf: After extensive enquires, includ-
ing hiring a private detective (well
not quite), we have been unable to
trace Transtal. However, your best bet
s to find out what printer driver your
friend is using on his PC and choose
the same driver from within your
applications. If this fails then all you
are unfortunately left with is the
process of trying all printer drivers
until you find the one that works.

Missing ch-u
Luse 1t Word Plus v2.02

my Spanish assignments.

In 1st Word, all the characters
1 need to use are all displayed in a
large box, although this is present
in Tst Word Plus, the characters |
need to use are not. | also need the

medium resolution fix for my STE.
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» Syntros
Could you please give
me the address and
phone number of the
the people responsible

for the Syntronix Editman Super
VHS you mentioned in STF 447
salomon Bomberg, Amsterdam

stf: Syntronix are based at Burling-
ton House, Prime Industrial Park,
ShaftsburyStreet, Derby DE3 8YB.
Their number is = 0332 298422.

Musical labels
f Is there a program that
prints labels for music
cassettes? | have some
D software but it only
ts cassette inlays. | need to

name of the band and the title of
the mus
John Cox, London

Stf: There is no program available
that does this as such, but there is a
simple solution to your problem. All
you need to do is write a small routine
in GFA Basic (or similar) using simple
Lorint commands. The distance
between the top of one label and the
next is usually 12 lines, all you need
to do is experiment until you get it
right. You can use printer control
codes (lsted in the printer manual) to
set enlarged, bold and italic text or
the printer’s internal fonts using
Lprint Chré(x) commands, where
x is the Escape code. The routine
should look something like this;

r a=1 to 100
(the number of labels to print)
Lprint

(blank line at o, of label)
ng Dogs”

round the block”
(title of tape)
Lprint  (blank line)
Iprint  (blank line)
zprint  (blank line)
Lprint (blank line)
Lorint  (blank line)
Lprint “produced by.J
coras”
(info line)
Lprint (blank line)
Lorint (blank line)
Lorint (blank line)
Next a

Dead machine

1 have a 520 STFM that
no longer works. When |
switch it on the drive
doesn’t run and the
screen fills with garbage. | can't
really afford to get the machine
fixed professionally, is there any
cheap way of getting it fixed?

Mike Oakes, Devon

StF: Unfortunately not. There are no
shorteuts to fixing a dead ST unless
you're very technically minded and
know exactly what your ST's made of.
Most repair centres have a fixed
repair rate, with certain Vimifariam,
S0 you're going to have to save uj
Ladbroke ~ Computing ntematione
have an excellent repair service with a
minimum charge of £35.25 plus parts.
Call them on = 0772 561071.

True colour?
Is it true that by using a
standard VGA or SVGA
colour monitor 1 can
obtain all of the Falcon's
resolutions and colours? Do | have
to worry about things like multi-
sync or s this mode standard in a
'VGA monitor?
Steve Davies, Mid Glamorgan

Bouncey bouncey

1 am trying to produce an effect
whereby a control panel | “falls”
from the top of the screen down
to the position | want it to|be on,
but | cannot get it to work, Please
could you help.

Brett Grace, Australia

Stf: Try this little routine. It makes
a 320 by 48 pixel panel bounce

from the top of the screen and come

to rest at the bottom of the screen.

key Off : hide : .
curs off : mode 0
as screen 14/ :.l

cls 14
cls start(14),1,0,0

logic,0,0LDY
oLpy=y

stf: A colour VGA monitor displays
all of the possible Falcon resolutions
including the three standard ST
‘modes, although at the highest reso-
lution (640x480) only 256 colours
can be displayed on-screen at once.
VGA monitors are not multisyncs and
should not be confused with them — a
multisync monitor is designed to be
switchable between many frequencies
while a VGA monitor runs at a single
fixed frequency. This means a multi-
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90 if SY<12 then inc SY

110 if Y>DESTY then Y=DESTY.J
: SY=1-SY : if SY=0.
then end

120 screen copy

14,0,0,320,48 to logic,0,¥

130 screen swap : wait vbl

140 goto 70

Audio problems

1 have recently purchased Audio
Sculpture, but | cannot get the
replay to work in STOS. Whenever
Lrunit | get a bus error.

David Turner, Longleton

Stf: I'm afraid to say that there
isn't a ot you can do ~ all of the
replay routines supplied with Audio
Sculpture are faulty. All we can do is
suggest that you write directly to
the authors of the program or else
try something like the STOS Tracker
extension or The Gap tracker replay
routine, both of which you can get
from most PD libraries.

The missing extension

I have written some games in
STOS which | now want to com-
pile, but whenever I try all | get

sync operates with different output
rates making it compatible with differ-
ent machines and graphics standards.

Small and hard
How do | format my Fal-
con's internal hard
drive? Can | do this
from the Desktop or do
1use a program supplied by Atari?
Mick Farren, Co Durhar

ge

Dumping ground
1 am using GFA v3.5 to learn and develop pro-
gramming skills. As a beginner to programming
I find the command poue very useful for
debugging but | have some questions about it.
Is there any way to hold the screen to pre-
vent the list scrolling out of sight? Can I direct
the poMP command to place the output to the
printer? Is there any way of removing from the
D lsting variables that are no longer used?
lan Pentland, West Sussex

Stf: Well, lan, we have been unable to stop the
scroling ourselves. We get around this problem by
writing the information to a file which is then writ-
ten to disk, use the command, DBMP O
“A: \DUMPINF . DMP"

Jsr rommAaT 1ssuE 48

Then we can read the result in a text editor, or
send it to a printer. The command to send. the
result from the Dowe command straight to the
printer is, DM 4 70 “:

Yes, you can remove variables from the e list-
ing, if you save your program with the SAVE.A
command, then WERGE it back into the interpreter,
all redundant variable names are then erased per-
manently.

Time waster?

1 want to write a program which involves load:
ing 40 or more compressed Degas pictures, di
tized from video. These need to be loaded
memory, then each screen needs to respond to
MIDI note on/off messages to call up the pi
ture. | have TMByte of memory. How many
compressed Degas screens fit into 1MByte of
RAM? Because of the number of pictures

involved in my program, would there be any.
room to program a simple type of MIDI file
sequence player?

Robert Sixsmith, West Yorks

S#f: The number of compressed pictures that fit
into 1MByte of memory varies, it's a bit like asking
“how long is a piece of string.” Compressed Degas
file differ widely in size, from as ittle as 6K to over
24K per picture, making the memory needed any-
thing from 240K to 960K for the number of pi
tures you want to use.

As for the MIDI file sequence player, the
answer s the same, MIDI files can be any size
depending on the amount of data stored in them.
The best way to plan a program is to sit down,
turn the computer off and work it all out on paper
first. Everyone likes to go straight to the coding,
but working everything out on paper before hand
saves time. For example, if you have graphics to be
drawn in your program, put them down onto




an error saying “Extension not
present in line 10,000.”
Derek Payne, Codsall

Stf: This error occurs when you
have an extension installed in your
STOS folder, but not in the Compiler
folder. There should be a list of files
in your STOS folder with the exten-
sions “.EX?" and a matching set for
the compiler with the extensions
“EC?" 50 it should be a simple mat-
ter to find the missing Compiler
extension and put a copy of it into
the correct folder.

Hidden information
Are Mandarin going to be produc-

Would 1 still be able to load them
in from 5T0S?
Colin Ballantyne, Balloch

Stf: It is allittle difficult to get any
specific information from Mandarin
Software, but we have heard a
rumour that a Falcon version of
AMOS Professional, the enormously
succesful version of STOS imple-
mented on the Amiga, is being devel-
oped. You can still access hidden files

Stz When you buy a Falcon with an
internal hard drive it s supplied pre-
formatted and ready to use. Atari do
supply a hard drive utility program
but you should have no need to use it.

If you choose to buy an external
SCSI hard drive it is also supplied
ready to use, but check with the
dedler you are buying it from to make
sure. Hard drive installation software
is always supplied with a brand new
external hard drive.

from STOS as long as you know the
fle and pathname to enter in your
load command ‘cos they won't show
up in fileselectors or a directory listing.

Amusical type
A few issues ago, you printed a
listing which would play back Mad
Max music on interrupt. Could you
tell me how to play other types?
Also, Is there any way to stop my
ST resetting everytime | erase a
memory blank?

Stuart Ferguson, Finhorn

Stf: To play back music you need to
know the correct offset to jump to
every vertical blank. Here's the basic
idea for the most common types

all J
wait vbl

starc(10) :
1oke $4D2, start(10).)

+OFFSET : wait vbl
Tepeat : until inkey$=r “

Jagged edge
| have an ST and a
Canon BJ-10e printer,
but | have never been
able to print a picture
‘without “jaggies” appearing on the
liagonal lines. What can I do to get
better results?
Matthew Hosanee, Kent

Stf: The problem with printing pic-
tures from the ST in low resolution is

60 loke $4D2,0 : wait vbl

The reason that your ST resets when
You erase a memory bank is that the
music keeps track of the address of
the next notes, but when you erase a
memory bank all the other banks are
moved around to fill up the freed
memory. This means that the adress
the music thinks the next note should
be at is just a random piece of mem-
ory, and playing these usually
crashes your machine.

Slow blitter

©On one of your previous Cover
Disks you gave away the STE
extension. | had assumed that
using the BLITTER chip was faster
than using normal STOS com-
mands, but | have now discovered
that the BLITTER chip is slower
than some existing STOS com-
mands! Do I have a slow BLITTER
chip or is STOS extremely fast?
Andrew Macmillan, Aberdeen

Stf: Neither actually... Even using
the BLITTER chip it's still possible to
write slow commands.

Using the DA chip
1 am writing a game which uses a

that each individual pixel displayed
on-screen is quite large. When the
image is transferred to paper, you are
copying an image that is only 320
dots wide across a width of 205mm,
making each pixel over half a millime-
ter in size  leading to the grainy
effect you were talking about. Even
though the BJ-10e has a printing reso-
lution of 360 dpi, it cannot improve
or enhance the original image. To
achieve better results you can either
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lot of samples. Although the game
runs on a normal ST | want to add
“enhanced” features for the STE.
Can | play back samples using the
STE's DMA chip?

Henry Rawlinson, Brighton

Stf: Yes, it is actually possible to
play back samples on the STE by sim-
ply poking a few values into the DAC
(Digital to Analog Convertor) chip.
This listing plays back a 25KHz sam-
ple from memory bank 10:

Um0
s12

=25.0, 3=50.0 <
25 rem> set start address <
30 poke $FF8907, peek (varptr.!
(BDR+3))
40 poke $FF8903, peek (varptrt
(ADR+1))
50 poke $FF8905, peek (varptr..
(aDR+2))
55 rem> set length <
poke $FF890d, peek (varptr.i
(s12E+3))
70 poke $FF890F, peek (varptr.
(STZE41))
poke $FFE911,peck (varptr-
(ST2E+2))
90 bset (7, FREQ)
100 poke $££8921, FREQ

print out smaller pictures or use a
high resolution drawing ~program
which has twice the resolution. For
this, you are going to need a high res-
olution monitor or a mono emulator.

Cue playback
I have an STFM and |
am getting the Quartet
% sample sequencer. What
is the Playback Stereo

‘graph paper then you are able to transfer the coor-
dinates straight into your code. It does work.

Users fonts

| was pleased to find the GFA listing in
ST FORMAT issue 41 for loading GDOS fonts
into GFA Basic, but regret to say after countless
attempts and configurations | am still unable to
Ioad the fonts, please help! Also, once I am able
to load in the fonts | want, how do I display
them on the screen?

M Nicholson, Cambridgeshire

tf: When you install GDOS you must also
mcludt the fonts in the folder GDOS.SYS on the
disk and also include ASSIGN.SYS which informs
GDOS which fonts are available for the particular
resolution you are wnrkmg in.

A quick way of doing this is to use the GDOS.
installation from Nyperpamt which uses GDOS,

‘and sets up fonts to be used. Then run the GFA Edi-
tor and load the program from issue 41. The pro-
gram also demonstrates how to display them on
the screen using DEFTEXT and TEXT or ATEXT.

Atari windows?

1 am writing an Accessory program for text
input using GFA Basic. But having tried
XBI05(21) and CHRS (27)+"E”, | cannot enable
the cursor. Could you tell me how to do this?
Albert Halliday, Glasgow

Stf: You are comect to use XBTOS(21)
PRINT CHRS(27)+E" but the GFA manual states
that the VT2 Control codes, which you are access-
ing, can only be used for screens that do not con-
tain windows. These control codes work perfectly
well outside a window. The small listing we have
included below shows you exactly how they work
outside a window.

s
PRINT CHRS(27)+"e" | enable cursor
~XBI0S(21,2,15) ! set blink rate

R £=32 TO 128

BRINT CHRS(£); 1 print ASCIl character(f)

nuss 20 1 Slow down loop

If your program needs to run within a window,
here are a few options you may wish to consider.
Make your own window and confine the cursor
and text within this box. On selecting your Acces-
sory, you take a picture of your screen using GET
1,1,639,399,A%, and clear the screen. Once fin-
ished with yaul program replace the original
screen with PUT 1,1,3$.

To save memory you can just grab the area
where your window or box is and then replace it
afterwards. If you still want to use a window,
tialise your own cursor and print it in front of the
text being displayed.
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programs then obviously it's a total
waste of money.
Alan Hawker, Barry

StF: A quick check with Commodore
confirmed that the MPS1270 sup-
ports both Epson LQ and IBM Pro-
printer emulations, all you need to do
is select the Epson LQ printer drivers
from within Protext, Timeworks ant
First Word Plus and away you go.

TOS switchers
| want to upgrade to a
Mega STE from my

= STFM but | am worried
about software compat
lity, how much of my software is
incompatible? Can 1 install a TOS
switcher into the Mega STE to retain
compatibility?

Dan Saunders, Oxted

stf: Some older games are not TOS
2.06 compatible and do not run on
the Mega STE. Generally, all serious
software such as word  processors,
DTP and MIDI programs work with-
out any problems. Mega STEs are no
longer manufactured, so you may

find it quite difficult to get hold of
one now. There is no TOS switcher
available for the Mega STE.

1 want to be a PC

1 have heard about the
Macintosh and PC emu-
lators being developed
for the Falcon, can you
install both emulators and be able
to switch between them freely?

Returning backwards

1 am writing an address book/diary
and word processor. Can you please
help me with some queries?

In issue 34 ynu Indmud a listing
on how to the <Backspace>
key. When uslng s Vet get the
<Return> key to work. How can |
make the text carry on to the next
line when 1 hit the far right of the
screen? Also when using the
when | backspace to the point
S S S
saying “String to large.” How do |

Aaron Gibbs, Devon

sef: The annotated nmng below
should help with your g
“String to large” message e
when you are deleting a character you
are not deleting your pointer to over-
write the deleted letter, o the pointer
would have been pointing at the next
letter and eventually you would reach

the end of your string length.
counterg=1 | line counter

20

al=me() ! wait for keypress
IF al=s ! backspace

Billy Alian

your sTOS ,:t:;ﬂ <

1€ a myster,

Can 1 run

STOS progra

selves 5705, program:v e
S Lewls, Weymouth

SEF: Unfortunately poy,
great mysterjes of gy
should be, b

died in the forthcoming syppr s 705,

Tracking mu.
Lot pomh:e

ot o
-ewis, Seve, m o5

s your
the Spacebar i presseg " PO untl

om i tl-e cold

Program whm

1
oL want

ing a
e 10 ent
the computer

Will | be able to play PC games?
Matthew Chequer, Wiltshire

stf: The two emulators that are
under development both use the inter-
nal expansion slot inside the Falcon,

PRINT CHR (8);” “;CHRS (8); !

delete chrs.
SUB counters,1 t  decrease counter
IFal=13 t returnkey
BRINT ¢ new line
e
IF al>=32 ¢ printlegal chrs
PRINT CHRS (al);

ADD counters, 1 ! increase
counter
ENDIF
IF counters>=80 ! check end
offine

reset counter
new line

counters=l !
mDIE
T00P (put your exit condition here)

Out of sorts
How can | sort some addresses into
alphabetical order and save them?
William R Mogg, Gloucestershire
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Programs from a compiteq
e not them.

1€5 one of the
time why  this
but this s going o be reme.

10 play a 78 Trgee,

SEE This programm shoulq e
3: !nput . conss

e Copr2g

40 unti1 copeg-copgs

Musically chaje,
1 am interes

sory which come:

David johnstone, Langhotm
St oy g

Compiler from

e music an e
Tt
are good exam /T"Mad

Cleanin,
1 have wrig

k, but
£oem to function properly, el
aurence G Withers, calco

St This fisgj,

ing deetes o o
matchinga give e g o 15
folders on the current drive; L

S0 you cannot install them both at the
same  time. ing PC compatible
games depends on_how fast the PC
emulator runs and whether it sup-
ports. the screen modes required by

stf: The annotated listing below
should help you sort your array(s) into
alphabetical order. Bear in mind that if
you' are using a pxmed statement for
more than one dimension, that is DT

10 key o s
cura o,

60 or$x"n"
70 for 1o ¢o
OB (T)=rgo o
:a gosub 199 5t
0 OFS (1£v) ~aj.
r firsts
mn rsisru:v: E
Mr firses (rm ay,
zzo while = -
F§csnn
130 FSuaty o
ext:
140 £ leseg(pg, )

S an

-1
OF$ (LEV) and.
Ur nexts

S

LEv) s
S Lertsing 1z 0
2 L+ gomun 19

goto
100:0% pen

=" then prey
OFS (L&V) g, g, : evious
1EV>=0 =

JO%0 10 elae eng

or goto 200 |,

ine
‘usx
oot S KiaL mag 5

00 reuum 210

a on e
0 on error goto 23 ,

220 eng return

230 print erm, erpy

the game, the latest news we have
about Falcon Speed from Compo is
that it only runs in colour when using

the  popular

IF a$(pointerk)>as (pointerarl)
temp$=as (pointers)
f place a$ (pointers)
in temp storage

§(100,7), more Do
required, and texps$ has to be e swap as+1 into as
as temp$(1,7) and you have to pro- a8 (pointers+1) ztemp
gram the swap for all seven fields. + place temp$ into as+1
ENDIE
DI 28(5)
FOR £21 70 5 20D pointerk, 1
' 1 increase pointer
LooR L pointers=>al
S + loop until pointer >=al
INPUT 2§ (£) al,1
NEXT £ 1 see text
crs pointergs1
BRINT “Unsorted array” + reset pointer
FOR £-1 10 5 Looe o a1
' Print names + end recursive sort
PRINT “Sorted array"
PRINT 2 (£) R £ 0 5
NEXT £ + print sorted array
PRINT PRINT a$(£)
PRINT NEXT £
R
“** We are reducing a| by one as after
recursive sort routine the initial pass we know that at position
a$(5) is held the string with the highest
al=s ASCIl value and we have no need to
o compare it again with the other strings,
Do hence the name recursive sort.

-1

< wena

Microsoft ~ Windows.
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sef: The Atori SCI435 monitor
works with al STs - and tht includes
the Mega STE.

Compression
by
G2 e ot win
s wite on gves srange
o
pitures .rm . m e
Hyp

jperpaint, they come out com-
presed homnm:l\y vmylxmm

Cover Disk 40~ to createyour graph-
fesand import them into Write On.

Doubl switching
m 3 sicher o
which  could

bothjoysick pors at the same time?
This and tear on
the joystick ports.

John D Chamberlin, London

There s no such device aval-

puter stores lke Tandy.

Dead mouse

1 have a problem with

Some-

times the buttons don't

work and the_mouse
ot oo colai

ports
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[2/4 STOS STUFF

e you stuck stallng o just

aiousty
starts answering your sticky
TOS stinkers. Phew!

An author write
i the une s 5 st romwT
You stated that the text viewer
I ko scree of the s 2053

‘e The part of the ntroscreen we
were reering to when. we said it
was wittn in assembly was in foct
the srlig rsers, ot the st of
the program. 1 hape that anyone
e e
did it wil take up your oferand buy
the sourcecode from you.

You can't come i
1 have written an .\ddreu pro-
gram, but | want to have a pass
ord sstem where the program

more for curent prices and more
Tmaton an =051 521 3208

Sticky solution
' ST FORMAT 46 it was
uggested hat opromyl

itworks fine.
Graham Smee, Dublin

seF: The problem here lis with the

mouse cable isel, the conductors
break after repeated movement. The
answr s to throw i o

new mouse, many compnies supply
replocement mice and Gastener
Technologies (= 081 365 1151) can
provide riginal Atai mice for £5.

1 own a Falcon and have.

Peter Bradiey, St

: Meedmore have SCSI1 o SCS12
leads in stock, part no Ki216. The
price s around the £25 mark, call

move disk. labels, 3
ather meny procedars. An sasr

resets if the password s not
enteredwilinacrsntme, Can

St ymaa

sef: This lsting ought to help. It

ST you e-enablet.

Pasewora® : Cinl
inece0.

30 print “Enter password:;

0 Geinkeys + f ogar"

«©
cemtonagro ek 86

Compiler a

Uhe w..m.\ L small pro-
ams which 1 have

e B e

BIS e s

folder around, which takes.

s ot of i space. Doss

546 9575). There is @ standord
charge of £60 and they also arange
courier collection and delvery.

the Compler genrte one fle o
Kis programs? Al do | e &
Yo s ey of e programs o
e e e
tibuted?

David Sykes, Halifax

e heCompls s ot BASIC
Ko i
then

bound to make its way around with:
out your help.

It now seems very lhely tha o ver.
oo S prfesona” (e
Amiga version of ST0S) will be com:
ing ot or e Fkon,uopress o

Software (= 0480 891819),

am having a problem

Var
) with the 1MByte version
of Liomatron when run-

ing fror

m my Gasteiner

M5 drve

the ST just

o o s B
enandhelabl implypls vy

somwors i, The 1Bt el
also crashes when | run it from
e e

Longley, Manches
Liamasoft were unable to g
J G anyadvice
STEM running TOS 1.2
Colon Watson, Dundee
Ker-aashh!

1 have a problem with

@ thevideo chipof my ST(1
iink) wheniegeishotic

come T e

fixed locally but nothing seemed to

e changed

Geofirey Harrison, Stalybridge

s Youshoud s your machine
e
55 e Anctogic Computs (= 081

matters
1 find that the editing
softwaresupplied with
my scanner is too fim-
ited, | need to be able to

edit and adjust the size of a prnted

image. What do you suggest?

eorge Merriman, Nottingham
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» Cover Disk problem

Iuse my Falcon for music
with Notator Logic. My
problem is with the
Cover Disk, only Prism
Paint and the sequencer work. Is this
a problem with my machine or is it
the Cover Disk software itself?
Fryderyk Babinski, Poland

stf: Because of the radical differ-
ences in the new version of TOS for
the Falcon, many ST programs do not
run, particularly PD or Shareware
software, and the software on our
Cover Disk is designed for use on the
ST. You can see that we're now ind
cating whether Cover Disk software is
Falcon compatible in the Disk pages.

Cache and carry
If youwish to disable the
Falcon cache then you
have to edit the
NEWDESK.INF file in a
text editor and change some of the
settings as described below. You can
also enable overscan mode to give
your Falcon a larger screen area.

TOS 4.00

Change the lin

#E F8 03 00 06 01 2A 00 00 00
0

to
#E F8 05 00 06 01 2A 00 00 00.)
00

to enable overscan mode

or

#E F8 03 00 04 01 2A 00 00 00
00

to disable the cache

TOS 4.01
Change the line:
#E F8 03 00 06
to

#E F8 07 00 06
to enable overscan mode

or
H4E F8 03 00 04
isable the cache

T05 4.02

Change the following line:

#E 18 02 00 06 00 2B 00 00 00.
00

to

#E 18 05 00 06 00 2B 00 00 00
00

to enable overscan mode

or
#E 18 02 00 04 00 2B 00 00 00.)

00
if you want to dlsable lhe cache
Peter Joustra, He

Stz Thanks for that, Peter.

Length problems
Ihave been havlng afew
problems with setting
the page length in Write
On.1am unable to set the
page length in lines, only in inches.
Do you know if there is any way to
set the page length in lines since
that's a bit more convenient?
Glynn Trow, Hants

Got a hassle with STOS? Then
send in your probs to Billy
Allan who can sort them out
for you, no hassle

Printer printing

Is there a way to print a document

from disk to the printer from STOS,
ut using the TRA2 command?

Graham Third, Kilbirnie

text to that channel. This ls
how to do it.

ing shows

10 Féufile selects(#*.*,"Load.!
a coc to print,4)
20 4f F$="" then default : end

StF: Many of the features of Write
On are not obvious when you look at
the screen; you can, in fact, set the
paper length by the number of lines
from the Page Layout option of the
Layout menu.

You can customise individual
lengths in the dialog box by clicking
onthem once, the cursor then moves
to the relevant figure and you can
then edit it.

What isn't so obvious is that
you can also edit

the method  of
measurement. If
you click on the
word “inch” in the
line “Paper length:
11 inch” it changes
m !hul it reads
“ dlick there

it easy when you know how (and
have a manual handy). Clicking on
the bits and bobs of the page layout
dialog box enables everything to be,
configured down o the last pic.

@ MUSIC AND MIDI

Need something sorting with
the world of sounds? Andy
Curtis is your man

One foot in the stave

1 have used different sequencer pro-
grams on my STE with a score edit
feature. When | try to use this feature
there is an awful mess of notes on it
which doesn't resemble my music at
Bk e gt
get th v to list my music
pmpmy lnﬂea(l of just giving me all

Chuck M..rpny, usA

Stf: It is important that, before score
edit s used, you hard quantise the music
to be edited. This is because your perfor-

seeing s

the sequencer, By using the quanise fea-
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ture you correct notes to the nearest
selected measure. Now when you enter
score edit, things should look rather
more clear.

You may be able to enhance the
diplay futher without afecting. the
music by using a display quantise fea-
ture. This simplifies the music score fur-
ther stil and makes it easier to read. If
you fiddle around with all these proce-
dures you should be able to get the
results you want.

Quadraphoni
1 have been using a Soundtracker pro-
gram on my ST for over six months
and it seems as if it's got four sound
channels. If this s so, why are there
only two outputs on the back of my
ST for sound?

Shouldn't there be four to cover
each sound channel? At present, it

in and you can
see it changes rom “lines” to “em."
All of the measurements can be cus-
tomised and then stored by using the
Save Layout option.

e ey
out of each out
Malcolm nm:ngnon, Guildford

St A standard stereo hi-fi system has
only two channels, the left channel and
the right channel, as does your STE. No
matter how many channels are repre-
sented on-screen via your software there
are still only two actual sound output
channels. Even in a large recording stu-
dio where there are dozens of channels,
each one is always mixed into a two
channel stereo output. Your STE is no
different in this respect.

Natural progression

use a Korg SQD1 hardware
sequencer. My problem is that | want
to save my songs as MIDI files. | have
access to a 1040STE and have tried to
send information from the SQD1 into
Sequencer One, but it doesn't work. Is

2,4 STOS CORNER

30 open in #1,7$ .

open #2,"prt”

repeat.

line imput #1,A8 :
print #2,a8

watil eof (#1)

close #2 : close #1

goto 10

Follow the leader
1 have seen some demos which fea-
ture screens where a lin
B e
head of the line

Can you tell me if there is a
quick way to do m ST0S
el
in a game I'm writing?
James Scott, Hastings

0dd Ata
1| have switched to the
@ STE from the PC and | am
keen to find out where
the PC-style ST, pictured
in issue 48, came from. Although |
like the ST 1 do miss the separate key-
board and base unit style of the PC.
Geoff Eklund, Notts

StF: The ST featured in the picture is
the Mega ST, which is no longer man-
ufactured. Atari later released a newer
two part machine which is called the
Mega STE, also no longer available,
but you may be able to get a dis-
counted machine if you shop around.
The only other alternative is to
re-house your ST in a new case. The
company to contact is System Solu-
tions, they supply tower cases for all
the different STs enabling all sorts of
add-ons like hard drives, extra floppy
drives and tape streamers to be
mounted in the main case with a sep-
arate keyboard. The Lighthouse Tower

it possible to do the above? If not, are
there any sequencing packages that
can do this for m

Martin Warhurst, Cleckheaton

StF: The best way to o the transfer is
to use a sequencer which can accept
incoming MIDJ on more than one chan-

Breakthru (avallable via STF Mal Order
see page 98).

There is a way which you might try
with Sequencer One but it s a great deal
more fiddly. Put Sequencer One into
External Sync mode and then hit Record.
Select the correct track and channel to
record on and play your piece with every
part muted except the fist. Repeat this
process until all parts are transferred
and.you can then save the result as a
DI file.




#f= The simplest method, as used in
this listing, is to copy the old X and Ys
down through an array, replacing the
first X and Y with the new postion of
the head sprite.

Then you just display one sprite for
every three or more X and ¥ co-ordi-
they look as if they're

smoothly following the head sprite.

10 key Off : hide : curs off i
mode 0 : update off
Dednin

art (1) +1ength(1) -
e
aim X(9),%(9)
T=0 to 9 step 3
sprite T+1,X(T),¥(T),1
xt

for T=9 to 1 step-1

costs £219.90 including the keyboard
kit and i relatively simple to assem-
ble, _contact System  Solutions on
0753 832212 for their latest prices
and details.

Slow mouse

1| have a problem with
my mouse when | move
vertically-and no-it's
not the Ghost Virus! The
problem is that the pointer move-
ment on-screen occasionally slows
down toa crawl no matter how fast |
move the mouse, and sometimes
the mouse only moves in one direc-
tion. | have checked for viruses and
my floppies are clear although my
mouse is rather old.

Marcus Lund, West Yorks

StF: It would seem to be a hardware
problem rather than a virus, and it
could be one of several things causing
the symptoms. If you have a joystick

MIDI and STOS

Best value sequencer

e aibinne o ST campiiy
and | own a 1040 STE. is
best medium priced music software
for my STE, and would it work a lot
better if | upgraded my RAM? 1 read
your Breakthr review and was very
impressed by its potential, but |
would like a recommendation on dif-
ferent sorts of software within the
price range £100-£200,

David Watkins, Dyfed

StF: If you are looking for something

to control sound samples, as well as
MIDI  instruments, then Breakthru is
quite unique in s price range. It's a
fine MIDIsequencer with marny
advanced features and yet it retains an
unequalled level of control over sound
samples. Check out our special offers on
page 98 if you're interested in getting

X(0)=x mouse : ¥(0)=y mouse
update : wait vbl

if inkey§<>" # then goto 30
default : end

Explosive question

Could you tell me how to make an
explosion like a firework in STOS? |
want to have a big explosion of dots
‘when a ship is blown up in a game.
Patrick Harvie, Manchester

Stf: The actual routine Is faily easy to
write, but you may find that it Is too
time-consuming to_include in the main
loop of your game, especially if you are

connected, make sure the auto-fire is
switched off. This can cause  mouse
and keyboard related problems.

I it's not the joystick then it
could be the mouse lead. The conduc-
tors in the cable tend to break where
it enters the mouse body, leading to
intermittent faults. Also, give your
mouse ball a good clean along with
the rollers inside the mouse, muck can
build up here leading to erratic and
sluggish movements. It could be the
actual mouse socket itself, borrow a
friend's mouse to see if it has the same
problem on your machine. If it does
prove to be the socket then the con-
nections need to be re-soldered, a
local computer repair shop can do
this, or if there isn't one handy con-
tact Ladbroke Computing Interna-
tional = 0772 203166, they have an
excellent repair service.

New mice can be found almost
anywhere costing between £10 - £15
for a sturdy model, try the Truemouse
from  Evesham Micros = 0386

hold of the package. If you are pre-
pared to forego the sample features
then the scope widens somewhat. Yc

576911). This is a cut down version of
Cubase and features the superb Cubase
arrangement window.

For incredible cheapness and good.
value have a look at Concerto (£39.95
from Microdeal = 0525 713671). This
is a great beginner’s package which
even has score and drum edit features.

If you are going to run Breakthru
then the more free RAM you've got the
better; 2MBytes of RAM should leave
you an abundance of room for all the
samples you're ever likely to _use. The
RAM supplied in your 1040STE should
also be quite sufficent to enable you to
oot e

e thats given you some idea of
whats ovilable

ST ANSWERS HELP!

going to have one of these explosions
when every ship is blown up.
10 key off : curs off : hide i
20 palette $0,8777
ain  X(22),%(22),8K(22) )
s¥(22)
40 ain 0X(22),0¥(22)
50 Logle-back
70 (300)+10 +
Y=rnd (100)+50

8Y(T)=rnd (14)-10
100 next T

110 repeat

120 for =0 to 22

130 4€ 0¥(7)<200 then plot.)

765500, it's a 300dpi mouse and
costs £14.99.

Information wanted
I'am a programmer and
1 am thinking of writing
programs in assembler
for the Falcon. The
problem is that | need informati
about the various new hardware
bits and pieces in the machine
know from experience that Ata
not exactly drown their customers
with documentation, do you know
where I can get the kind of infor-
mation | need?
Matthew Tomlinson, Kent

StF: You can get official developer’s
documentation from Atari for the Fal-
con, they have a package called Doc-
Support 6 which is Falcon specific. It
contains information on_MultiTOS,
the clipboard protocols, the internal
expansion port, the video port, the
DSP, the audio subsystem and the
parallel and serial ports. All new
XBIOS calls are listed, a DSP assem-
bler and linker guide isprovided
along with a disk containing a DSP
Debugger and DSP Toolkit program.
The kit costs £49.95 direct from Atari
Technical Support, Atari House, Rail-
way Terrace, Slough SL2 SBZ. Another
useful source of information is the new
book that HiSoft are including with all
the Falcon versions of their program-
ming languages, including Devpac 3.
The book is 256 pages long and cov-
ers all aspects of programming for the

ox(m),0%(),0

1€ %319 J

XX+SX(T) ¢
then

4F X<0 then X=319
if §7(T)<12 then inc S¥(T)
Y=Y4SY(T) : if Y199 1

then =200
4F ¥<200 then plot X,¥,1 i
alse

screen swap : wait vbl
11 Fag
inkey$="" then goto 60
default : end

Falcon, including MultiTOS, SpeedoG-
DOS and the DSP chip. The book can
also be purchased separately for
£24.95, call Hisoft = 0525 718181.
Superbooting with
XControl
Superboot and XControl
@) are both excellent util-
ties,it's ashame that you
can't use Superboot to
seect which CPA o load.There s
way around
1. Place al the CPX files in a folder
called Control
e path from within
the XControl panel to the Control
folder and save the settings, this
creates a file called CONTROLINF.
3. Edit the CONTROLINF file in a
word processor, moifying it 5o the
search path reads A:\CONTROL\*.-
CPS instead of ACONTROLL- L.

5. Run the Superboot Construction

Set and configure “Other” file
types. Enter .CPS files as type 1 and
set the directory to A:\CON-
TROL\*.CPS. Now save the Super-
boot settings.

6. When you reboot you can select
the CPXs you wish to load from the
“Other” file menu and XControl
loads them as normal.

Ben Irwin, Sheffield

stf: Brilliant ~ what a useful thing
to be able to do - that'll make lots of
people’s lives so much easier.

deed! All you need is the XControl Panel, Superboot, a

-anly load those pesky CPX modules like nobody’s business.
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Connecting CD-ROM:s, curing viruses, PC
compatibility and many other questions
are expertly fielded by the ST Answers crew
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rdibly
high speds, so something's
‘wrong with them
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HARD DRIVES
1t's hard,very fast and can

peper gets i
black blobs start spparing.

PROGRAMMING
Whatevar l
ST FORMAT wo have the
experts to tackle your paticu:

nightmare.

ST PROBLEMS

#ST FORMAT ISSUE 52
)

908 and is becom-

nguage you use, ot

Co-processing
am  considering
@ addlng a 68881 co-
§o==> processor to my Mega

STE and have a few
questions to ask. Would all soft-
ware benefit from it or would the
program have to be specially writ-
ten? Does the co-processor speed
up the screen updates in Calamus?
Where can | buy the 68881 co-
processor that was mentioned in
the news article in ST FORMAT 507
Philip Hough, Newport

Stf: Co-processors are only used by
specially written software, if a pro-
gram doesn't know that the 68881 is
in your Mega STE then it can't use it
Unfortunately Calamus fall into this
category, it no  co-processor
option. The 68881 costs £52.88 and

uSadly, the Chaos
Engine demo didn't
work on some older
STEMS. It's still a
iant game though,
0 go and get it.
the 68882 costs £76.38, from CGS
ComputerBild on = 081 679 7307.

Chaos chaos
Is my Cover Disk faulty?
1 have tried to decom-
press the Chaos Engine
demo from issue 49 and
it doesn't work. The demo resets
my ST in a few seconds when I run
it. | have a TMByte STFM.
LD Sanderson, Peterborough
stf: No, your Cover Disk is fine.
Unfortunately our Chaos Engine demo

doesn’t work on some older 1040
STFMs and upgraded 520 STFMs. The
full version of the game works per-
fectly on all 1MByte STs including
STFMs, 50 you can buy it.

Keyboard killer
1 have a problem with a
@) virus inside my STE. |
can only use the first

five keys on each line of

the keyboard, the other keys either
don’t work or display random ASCIl
characters. | have tried various virus
killers but they don't work. They
deal with infected disks and not my

124 5705 CORNER

Stuck on your STOS? Billy
Allan provides the solutions

‘Sound techniques

Could you please tell me how to get
ST Speech to work from within STOS
and whether you can play Quartet
music from within STOS? How do |
fun animations from STOS? 1 own
Animaster and Cyberpaint.
Maximillian Worth, Bognor Regis

stf: There is a PD disk which shows
you exactly how to use ST Speech, it
includes a special version of ST Speech
for STOS. You can get it from Flop-
pyshop (= 0224 586208) on disk LAN
75. There is PD program by 22D which
nables you to play Quartet music, also
available from Floppyshop on disk num-
‘ber MUS 3687. We don't think there is a
program which displays SEQ files from
STOS, though If anyone has one then
please et us know!

Interzone inc

I have recently come across an
unusual bug in STOS. When you use
the crear. command in an ACB file
and you try and call it for the second
time, a row of black holes appears
down the left side of the window and
e e Seiing oaram 5%

o

ithat o
e e

though this s usually impossible! Do
‘you have any suggestions?
A M Marsh, Kent

StF: Wel, you certainly get the prize
for “Most Obscure Bug of the Month"!

Unlimited edition

How do I make one of those “infi-
nite” sprite screens. I'm sure there s
abit of cheating going on!
Lawrence Bender, Inverclyde

Stf: “A bit of cheating” is an under-
statement! The way they work is to
draw the sprites without restoring what
was underneath them before they were
drawn, as normal. If you then Keep flick-
ing through a series of different screens
in a loop it appears as all of the trails
left behind by the sprites are in fact
moving! This hiow to do it

10 key off : hide : curs J

50 Depalt(start (1)) : wait vbl

70 fil1 start(10)
to

EThe sprite is not erased when itis
moved, giving the impression of
multiple images on-screen.

92 SCR(5) =start (10) +96000
100 CNT=0 : GI-15 : MRK=0 :.
Gifi=rad(61)
110 rem> MATN 10O
120 logic=SCR(CNT) .
c CNT i if QND>5

130 x.n()ﬁ'lin(@l"i o
+¥#*cos (G1#))+150.0 &
Y= (X##co8 (G1H) -/
¥h*sin(GH)) 480

180 inc GL : 4f G1>359 o

b ifesdc)

80 X#=25.0 : v#=30.0

‘SCR(4) =start (10)+64000

*2
e w.w;.mna(m-:n

180 bob logic, start(1),0,X,¥,0
190 physic=logic : wait vb:

200 if inkey$e>” “ then

goto 120
210 default ¢ end
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i Wordflair in action loading an IMG
file. Wordflair is another amazing
Cover Disk give-away on

ST FORMAT 52, turn to page 47 to
order a copy if you missed it. How
do we do it?

B in Image file format (IMG) or Degas
high resolution format (PI3). Protext
can only read text files, it is not capa-
ble of loading graphics. If you want to
be able to read your scans you have
to use a graphics program or use @
DTP or document processor that can
import IMG or Degas PI3 files. Try
Wordflair from Cover Disk 52, it can
read IMG files directly and has a util-
ity program to convert PI3 pictures to
IMG files. You can get a copy of
GDOS from the 5T Club for £4.25, call
them on = 0602 410241,

Writeable CD-ROM?
| am considering adding
’ a hard drive to my ST
o setup and | am inter-
ested in getting the
Link and a non-Atari hard drive.
What should | look for when buy-
ing a hard drive to use with the
Link? Would | be better off getting
a CD-ROM drive? | have seen them
advertised for £269.99, if | add that
to the cost of the Link it adds up to
a reasonable price,
| understand how a hard drive
is partitioned and formatted, but
how do you go about formatting a
CD-ROM disk and how much is a
blank CD?
W M Black, Brighton

stf: Er, you are suffering from a mis-
understanding about CD-ROM drives
and how they work. A CD-ROM disc is
already full of data when you buy it,
up to 650MBytes of information can
be stored on a disc depending on the
type of data. You can't buy blank CD-
ROM discs. The reason it’s called a
CD-ROM is because you can only read
data from a disc, you can’t save infor-
mation to it. ROM stands for Read
Only Memory, exactly the same as the
ROM chips in your ST which store the
TOS operating system.

If you want to buy an ICD Link
and add a "foreign” hard drive to it
you must make sure that you buy a
3C3I hard drive, this is the only type of
drive that works with the Link. Exter-
nal SCSI drives are available for
Apple, PC and NeXT computers, so
you may like to shop around for a

Billy Allan sorts out some of
the mysteries that surround
the world of STOS

A bit of escapism

Is there any way of recognising the
<Esc> key from within a STOS Basic
program?

Irzhad Azmutally, Luton

stf: Yes, try REPEAT : GS=INKEYS.:
S=SCANCODE : UNTIL S=1.

Synchronicity

| have heard that it is possible to do
hardware scrolling on an S5TFM. Is
this true, and if so am | able to do it
from STOS?

Robert Engles, Swansea

stf: Yes, it is possible, it's normally
called “cheap” hardware scrolling. This
is achieved by adding and subtracting
1280 bytes from the screen address
which moves the screen up or down by
eight pixels, using this command.

PHYSIC=PHYSIC-1280

In a ste-w

I am trying to write an art package in
5705 and | wish to make use of the
5TE's extended colour palette. Unfor-
tunately, whenever | save the picture
OF use GET PALETTE the palette is
lost. Is there any way around this?
Alan Mandle, Clenrothes

stf: The only way around this is to
store your palette in an array. Whenever
you want to save the picture you have
to copy the contents of the array to the
palette area of your screen bank (the
screen’s address plus 32000 bytes). If

you want to set the palette you could
then do something like

LOK $45A, START (X)+32000

where X Is the screen bank.

bargain. Several companies sell the
Link with SCSI drives, try System Solu-
tions (= 0753 832212), they sell a
42MByte SCSI drive with the Link for
£359, an 85MByte drive for £379, a
120MByte drive for £399 and a
170MByte drive for £429.

More POV problems

| have successfully ren-
A dered the Pacman pic-
ture wusing POV from
Cover Disk 49. | then
tried to render the Palace picture
but the program crashed on line
61. | haven’t tried again because
the pictures take so long to render.
| used exactly the same formula for
the Palace picture as | did fnr the
Pacman picture;

tgatrace 320 200 palace

palace.tga

#2 STOS CORNER

Handy hint

If you are going to be copying the
values from one array to another, to
store the old co-ordinates for you

~ sprites for instance, you can use the

coPY command to move the whole
lot at once rather than a FOR. . .HEXT
loop to copy each value individually.
For example, the two routines below
achieve the same thing, but the sec-
ond is over B0 times faster!

10 rem> The slow method <
20 dim X1(9999),X2(9993)
30 for T=0 to 9999

40 X2{T)=X1(T)

50 next T

10 rem> The fast method <

20 dim X1(9999),%X2(9999)

25 Vlisvarptr(X1(0)) : J
Vilsvarptr(X1(9999))+4 : 4
V2=varptr(¥2(0))

30 copy V1,V11 to W2

Palettical correctness

After drawing a map with the
MAP.ACB program, | cannot seem to
get the palette. | have tried the nor-
mal H=HUNT (START(1)...) but it did
not work. Please help.

Andrew Tucker, Milton Keynes

stf: Have you octually loaded the
sprite bank into bank one before getting
the palette? This is the only thing we
can think of which would cause this
error. Try entering ;
load #gprites. mbk”,
l:loke $45A, hunt(start(l) to.
start(1)+ length(l),”PALT")"

ond that should work for you.

Assembly pointers

Each time | try to call an assembly
program from STOS | get an address
error. | am calling itfike this;

ragarre ag work T7,10000

Is this correct?
lan Smitherman, Suffolk

stf: You are doing everything cor-
rectly. We have managed to duplicate

your problem on one of our office 5Ts.

Your problem is caused by your floppy
disk running out of room to store the
picture as it is created and saved one
line at a time. By running on a floppy
based system then there is only
enough room for a single 24-bit
Targa image on the disk with the POV
software, because the image size is

load “FILE NAME.PRG",7
call 7
Tim Lloyd, Birkenhead

stf: The correct way to load assembly
programs into STOS is to load them
directly into a memory bank without
reserving it first — load “FILE NAME
.FRG",7. 3TOS automatically reserves
a bank as PROGRAM and loads it in.
CALL should then work as normal.

Super STOS

I recently sent off for the 5TOS acces-
sory disk. All | got back was an enve-
lope saying “Gone Away.” Can you
please give me the address of a com-
pany which stocks this disk? Also,
could you tell me if it's possible to
erase a memory bank from within a
running program and whether | can
have more than 12 screens stored in
memory? | have read that a Super

STOS is being developed for the Fal-

con. Can 5TOS games run on it?
Keith Preston, Dunboyne

stf: We are unaware of anyone who
would supply you with just the acces-
sory disk. Europress are no longer sup-

porting STOS and refuse to give the

rights to anyone else so we can only
suggest that you try to get hold of a sec-
ond-hand copy. If anyone’s got a copy,
send it to us and we can pass it on.

Erase memory banks from within
programs by using the ERASE command
as you would in the editor. You can
have as many screens stored as you like
assuming you have enough memory. 12
screens take up about 384K — more than
you are left with on a normal 512K 5T.

Details of FALCOS are very sketchy.
The details we have is that a French
company called Brainstorm are writing
it and that it may be bundled with the
Falcon. It seems that it is to be a Falcon
version of AMOS Professional, which
means that it should be possible, with
some work, to convert old STOS listings
to the new style.

B if you don"t have too many
spare disks to store your POV
pictures on, try rendering
them at a smaller size.
Iinstead of entering 320 200 as
the picture size, enter 160 100.
This results in a Targa file a
guarter of the size, this
rendering of the Palace POV

8 file only takes up about S0K.

just under 200K. Every time you create
a new picture, copy it to a blank
floppy disk and then delete it from
your working disk. You can fit three
Targa images on a 720K floppy disk.

In control
Can you tell me where |
can get a copy of
XCONTROL.ACC, | have
accidentally deleted my
working copy and | no longer have

Cover Disk 25. | am also interested B
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Is sTOS tmuhllng you? Then
take Billy Alla
expert e

A taxing problem
Do | have to be a certain age before |
can release Shareware software, and
‘what forms of tax do you have to reg-
ister for?

Matthew Cottier, Merseyside

you can release Shareware

your Shareware you won't have to worry
about tax.

Track me dow

Is there any way to read the joy-
stick/mouse_ while using the STOS
Tracker routine?

Matthew Heard, Bristol

Stf: It is possible, although a little
unrelable. TRACK XY returns a value
when the joystick Is pressed, each direc-
tion and fire having a different value. To
test for these you have to use the BTST
command in much the same way as you

same problems, and the people |
bought the program from say |
may have copied it and refuse to
refund my money. The Pagestream
manual says that the program
works on a 1MByte ST with two
disk drives - which is what | have -
but | cannot get it to work.
Kristofer Meadway, Surrey

This sounds like a software

clash of some kind - there is
no reason why Pagestream 2.2
shouldn’t run perfectly on your setup.
Disable all Auto folder programs and
Desk Accessories on your boot disk
and then run Pagestream; it should
load and run without any problems.
Now enable each Accessory and Auto

contains the next one. Check the first
a one indicates 16-bit FAT

simply multiply it by two and add it to
the start of the FAT. The word at this
address, after the bytes are swapped, i
the next cluster for the file, or end of
file— see the FAT Entries boxout.
are more_compli-

cated. Multiply the previous cluster by

add this to start of the FAT, ignor-

ing, the decimal, byte s e
stored
e <thati 1

clus

finally mask
f the four
igh  bits,
With  the

would for J0¥. Unfortunately, certain
keypresses conflict with the joystick and
change the values, but you should be
able to work around these.

Size of a Harrier!

Are there any routines or extensions

for STOS which enable you to do

sprite-scaling like in Space Harrier, or
my own routine?

Mike Okuda, Lancs.

St There are rumours of an extension
which does this, but we haven't seen it
yet. Anyone with information on it is
welcome to write

Fade to grey

s s
after doing a

ol Coltton Somersee

Stf: Yes, as long as the original palette
s stored before you call EADE. For
instance, if you load a picture into a
bank, copy it to.the screen then ¥ADE,
You can get the original palette back by
doing elther GET PALETTE (x) or EADE
70 x, where X s the bank number.

folder program one by one until
Pagestream fails so you can isolate
the program causing the problem.

Naksha go away

My Naksha mouse is
broken, the connecting
cable is damaged and
the pointer zooms up to the top
left corner of the screen - and stays
there. I have written to Naksha but
the letter was returned marked
“gone away.” Do you know can | fix
my mouse?

Howard G Angel, Harrogate

Naksha have indeed “gone
away;" they are no longer

start address of the FAT in a4, and the
cluster in di, the following listing
extracts the next 12-bit cluster:

move.w a1,3

asr.w #1,d3 divide by 2

ada.w d1,a3

b (ad,d3.w),a2

a1,83
#1,d3 divide by 2
cluster even
4,0
cluster_even
and.w #SFFF, 42

Once you have the next cluster, use this
to find the next, and so on until you hit
the end of ffe.

Extend yourself
Where can | get hold of the Maestro
and Compiler extensions?

Dave Redpath, Cornwall

Stf: You can still get hold of Maestro
from mail order companies (look
through the adverts in STF). The Com-
piler s rather more difficult. Europress
have stopped selling it, and refuse to
allow anyone else to buy the licence.
Most mail order companies seem to have
run out, but you may stil find one or
two who have a coy

Hishing shamplesh

When | use the routines supplied
Mastersound 2 to play back a sample
in STOS they sound hissy and there is

P Wellington, Longney

StF: It sounds like your samples are
“signed” the wrong way for the replay
routines you have. To convert between
signed and unsigned formats in Master-
sound you can press <Control> <S> or
<Control> <N> depending on which ver-

trading in the UK. There are two
answers to your faulty mouse cable
roblem. You can buy a new mouse
practically anywhere for around £10
or alternatively, you can perform
gy ol ol
juctors in mouse ~cables
tend to brmk where the cable enters
the mouse body. If you are handy
with a soldering iron you can disman-
tle the mouse, disconnect the cable,
shorten the lead and reconnect the
cable to the original connections. On
balance it's better to get a new
mouse, First Computer Centre (= 0532
319444) sell the Golden Image Mega
Mouse for £12.99.

Video killed the radio star
| have a 2MByte STE
and an AOR AR3000A
scanner radio. Where
can | get software to run the radio
using my ST? | know you can get
PC radio software but | don’t want
to buy a PC emulator.
Mike Powell, London W3

Most PD libraries have radio
sections, the ST Club ( = 0602

£1.25 each and every order carries a
£1.25 handling charge regardess of
the number of disks ordered.

Colour drivers
Do you have any idea
where
printer

HPS00C colour inkjet printer?

B Hunt, Worcs

ANSWERS HELP

v

sion of the program you have. Or you
could use the SA4STGN command from
The Missing Link extension which was
on ST FORMAT Cover Disk 51.

Lonely hearts

Is there any way 1 can get in touch
with STOS users? It's difficult to learn
to program without help.

Richard Roth, Paisley

SeF: There is a PD disk magazine called
SEE IO S o]
man _International PDL (= 0782
5356503, I fatures  Condocts secion,

Wrong division

1 am writing a calculator program but
the division function doesn't work
properly. For example, PRINE 5/
returns 1 instead of 1.25.

B Levin, Manchester

St If you want to use get an exact

Which returns the correct answer.

There is no one printer driver

that works with all software
on the ST, each word processing,
desktop publishing and accounts pro-
gram has its own printer driver and if
your printer is not supported then
you're stuck. For printing out graphics
files there are two main possibilties
you can choose from. HP Chrome
enables most of the popular ST picture
file formats to be printed on HP print-
ers, HP Chrome costs £5 from Rufus
Developments, 21 Rowlands  Hill,
Wimbourne, Dorset, BH21 2QQ. The
other option s Imagecopy 2 Colour
from the ST Club (= 0602 410241,
£19.95), this utility covers a wide
range of picture formats .

Oldie but goo:
I have bought a second-
hand 1040 STF for MIDI
nd music, but | didn’t
realise you could play mch good
e by w your
50th ed My query is lhal you
dont mention the STE; you only
mentioned the STFM, STE, Mega ST
and Mega STE machines. Do STFM
and STE games work on my STF,
and should | get a TOS upgrade?
Bas Bartelink, The Netherlands

s

Your STF can use all ST games

except those that are specified
as STE-only — Sleepwalker is the only
STE only game we can think of so you
have no need to worry about compat-
ibility. You may be better off getting a
TOS upgrade if you intend using a
hard drive with your ST early versions
of TOS below v1.4 aren't particularly
good at file handling.
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The problem occurs when

you reset your ST, this also
resets the time. What you need to do
s copy the Control Panel Desk Acces
sory to your Speaking Clock disk and
reset your ST with the disk in the
drive. When you go to the Desk menu
both the Control Panel and the
Speaking Clock are present, set the
time and then  select the Speaking
Clock. Now everything works correctly.

Vision on
Please can you tell me
where | can get a copy
the Persistence of
Vision Raytracer for my ST?
Mark Piccart, Belgium

POV s available from most

jood PD libraries or you can
download it from the ST FORMAT BBS
(= +44 225 465977) file numbers
297 and 298. Alternatively, you can
order a copy of ST FORMAT 49 which
has POV on the Cover Disk using the
form on page 62.

8Yes, with just a simple download
you can be creating pictures like
this on your ST. Persistence of

On the cards
Is it possible to fit both
a Crazy Dots graphics

card and a Vortex
ATOnce 3865X emulator to my STE
at the same time?
tan Simmins, Devon

No, you can't install both of

these cards at the same time
because they both connect to_ the
Motorola 68000 processor. At the
moment no_developer has come up
with an adaptor enabling more than
one 68000 expansion card to be fit-
ted to any model of ST, although
some Mega ST graphics cards have a
through _ connector _enabling ~ two
cards to be stacked.

By the time you added a graph
ics card and any other expansions
cards you need it may turn out to be
cheaper to buy a Falcon and the
FalconSpeed PC emulator.

Billy Allan’s here to steer you
in the right direction

A hard one
I have been running STOS from my
hard drive without any problems, but
recently | upgraded to TOS 1.6
iow whenever I load a file | get a bad
format error What's going

AR Robson, Oakham

Stf: The problem is caused by you still
having the old pre.STE version of STOS.
You can get a patch program which
fixes STOS to run on the STE and most
other STs from any PD library

Bouncer
I am writing a bat and ball type
game, but | want the ball sprite to

the ball look artificial. Can you help?
Brian McReadie, Dundee

S#f: Sounds an interesting game... This
listing enables your sprite to bounce
oy ot left and right of
the

10

1f ¥>184 then =184 : S
wait vbl

if inkey$<>” “ then goto

Fire walk with m
1 am trying to write a qvxme where
the main ship can fire off up to five
lers, o e v lent e
culty in getting pauses between the
bullets so that they don't all come
out at once.

Robert Engels, Liverpool

Justified and ancient

When | use Ist
Word Plus the left
rgin is neatly

aligned but the right margin is
ragged, | thought it was possi-
ble to have both margins
neatly aligned. Can you tell me
if it's possible for me to do this
on the ST?

D Brooks, Leeds

Of course your ST can

justify text! Go to the
Edit menu of 1st Word Plus and
select WP mode, once you are in
WP mode you can heartily type
away and your text is automati-
cally right justified with extra
spaces inserted into the text to
pad it out to the end of each line.
Problem solved.

STOS CORNER

ST ANSWERS HELP!

stf: This listing ought to solve your
problem. It works by using a counter
(FCNT) which is set to S every time you
fire. Only after e has reached zero
are you able to fire again.

Fawr=0

if fire+FONT=-1 then gosub 100

1€ FNT>0 then dec FONT
goto 20

100 shoo

Notice line 20 where we have “if
firesPCNT=-1." This is the same as “if
fire and FCNT=0,” but executes some.
what faster.

All GEMmed up
Is it possible to use GEM windows,
icons, fileselector and so on within
SToS oo Mipot Tl
extension available which enables
youto do this?

Gerald Black, Paisley

Stf: Unfortunately, it isn't possible to
use GEM while you are running a STOS
program. There are no extensions which
enables you to do this, but there is, sup-
posedly, a new extension under develop-
ment which enables you to draw
Windows 3 style windows and dialogs
from within STO:

Anew
Vwant 1o add s bit of 30 text o the
e of a game 'm writing, but
‘t work out how to get it
is receding
into the distance. Huw do | do this?
James Fox, Bathgate

St If you want your letters to actually
move you need to get hold of STOS 3D.
If you want static writing then get an
art package which handles 3D such as
Canvas or Chroma. If you want to do it
yourself you need to use this formula:

“Pa1.0/((2/5W)+1.0)"

ayout

tyle

C:\HARSTRIC HT\TITLEL

where Z is the Z co-ordinate of the point
you wish to calculate, SW s the width of
your screen window (320 standard, but
try lower or higher values “tll it looks
right). F is now the factor which you
would multiply your X and ¥ co-ordi.
nates by before drawing them on the
screen. But as we said, you could always
use STOS 3D.

'm so blue

| have written a program where the
background colour fades through all
of the colours from white through
turquoise, blue and eventually to
black. Unfortunately, th

Elasn s i
and o fade through red
e o i 1 5 1 revtin 0
e e way of
doing this?

lain Patterson, Birmingham.

Stf: Yes, it s actually possible to auto
mate this whole process, as this listing
below demonstrates.

You can make this fade through differ-
ent colours by changing the order of the
G and s in line 30.

FALCOS news
It now seems as though FALCOS, the
be

pulled out of the project altogether

software _pack which would come
th the Falcon

ing_Graphics

COMHON "ﬂ Statistics
N“IE[E
By

4 51\59!‘(
leq ord wrap

Set mark,..
Goto nar-k‘
Goto page

CLE B
The lnion shall set itself the following objectives:
ronote econonic and social nrngr‘ess wl

an irea unhm internal frnnue

iestablishment of economic and m

W you're using 1s¢ Word Plus
justified at the end of each line,

is ?u,nﬁe,\_mg“ rt‘nr\!raning Parties establish anong thenmselvd

[tage in the process of creating an ever closq
as closely as possible to the citizen.
o, the European Conunities, supplenented H
Its task shall be

er States and between their peoples.

WP mode then the text is automatically
ut don't you think you should get something
e up to date than Tst World Plus anyway?

t0_organize, 1n a hanney

ich is balanced and susta
tirough the streng!nemn? of econd
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Music and MIDI

More musical musings from Andy Curtis
and his MIDI therapy group

TCB update

I've just been given ten disks full of TCB Tracker
MODS but they won't load into my copy of Audio
Sculpture. | asked a friend to check them and he says
they are all OK but they won't work on anything
but TCB Tracker. | don't think this is true because
they load into my copy of the ESION tracker OK,
just not Audio Sculpture. Is there something wrong
with Audio Sculpture?

Anthony Simons, Dorchester

stf: TCB Tracker uses a slightly different file format to
the other sound trackers but it is easily convertible. The
ESION sound tracker was specially designed to load
TCB Tracker MODS and convert them, when saved, to
standard format. The program doesn’t tell you it is
doing this, but it is

You were very near to solving your problem, save
all the .MOD files when you have loaded them into
ESION and then they work with Audio Sculpture.

MIDI expression

I have been MIDI sequencing for quite a while but 1
am running into problems with the quantise feature
of my sequencer. | like to play pieces with a lot of
expression, that is, slowing down and speeding up
so | don't like to use the metronome. However,
when | come to quantise the pieces that | have
done the music comes out all garbled. | thought
quantise was there to help me to cean up my
music, so is it really working?

Christine Brown, Cornwall

stf: What you need to understand is that the quantise
feature of your sequencer is not @ magic wand! If only it
were. For quantise to be of use you have to play the
original music as close to the beat as possible, this
means having @ metronome ticking away in the back-
ground. In simple terms, quantise “rounds up™ notes to
the nearest beat. If you are doing a quaver quantise
(also known as eighth quantise) all of your notes are
moved to the nearest quaver beat of the bar. If you
have played without a metronome then your notes
won't be anywhere near the beats of the bar at all -
larly if you are speeding up and slowing down,
this is why you are getting problems.

When working with MIDI it is sometimes necessary
e results in a slightly different way, this means
playing the notes in strict time and then changing the
tempo throughout the piece afterwards. If you work at
it you can produce music with a great feel. If you are
convinced that you cannot work this way then simply
use your sequencer as a multi-track tope recorder, just

don't expect the quantise feature to work,

Fade to grey

| give up! I've tried everything and the only way |
can get my MIDI music to fade out properly is to
edit each individual note velocity using grid edit. It
took me a whole afternoon to organise a nice
smooth fade on my last piece of music. The

got to be an easier way. | use Cubase and I'm g

to get v3. Please can you help!

Bill Titterington, Rosendal

stf: There are several different ways of going about this.
A quick way to get a fade-out is to use the “baton” in
key edit and simply paint the values on. Click on the
“CNTRL" button and a row of controller information

appears at the bottom of the screen. Move your pointer
over the top of the bar until the hand appears and
drag it upwards. You should now be looking at lots of
vertical bars representing velocity. Select the “baton™
using the right-hand mouse button and now you can
paint the values you desire very quickly indeed for each
part, Not only fades are possible, but swells and all
manner of expression. Have fun.

Tuning samples

I have been collecting samples for quite a while
now and I'm trying to make a complete collection
so | can produce soundtracker music to order in any
style. | have bought many samples from Public
Domain libraries and also commercial ones. My
problem is that so few of them are in tune with
each other. When | load them into Audio Sculpture
and play the same note with each sound, different
pitches come out. Do you know if there’s a way that
1 can rectify this?

Julien Deville, Hants

F: This is a tricky little problem and one that needs
patience to solve. The real trick is to use a reference
tone, record a stable note on a tape recorder and have
the tape handy. Using Soundlab (or any good sample
manipulation package), load in the sample. Go to the
tuning section and move the sample’s pitch until it
imatches the tone on your tape. Now, click on the “Con-
vert” (or whatever) button and the sample locks at the
required pitch. Do this with all the samples you wish to
use and they work well together.

You may need to play around a little with the pitch
of the reference tone initially but, once you have it
worked out, this is a foolproof method.

Unblock those nozzles

The nozzles on inkjet

cartridges have a nasty

tendency to become
clogged with dried ink resulting in
streaky printouts, this usually hap-
pens if the printer hasn’t been used
for a while. A quick and easy way to
clear the nozzles is to steam-clean
them, boil a kettle and pour a small

quantity of boiling water in a mug.
Hold the cartridge half an inch over
the hot water for about 30 seconds
or so then wipe the cartridge dry
with a tissue without touching the
nozzles. Install the cartridge in the
printer and try a test print, all the
dried ink clogging the nozzles
should have been removed. If it
doesn’'t work the first time then you

may have to try a longer exposure to
the steam.
Mark Jones, Bournemouth

Thanks for the tip Mark, there
A are a couple of points we
should make regarding your advice.
First, it can be very dangerous to mess
about with boiling water, it's dead
easy to scald yourself if you're not

careful. Second, make sure that there is
no moisture on the electrical contacts
when you replace the inkjet cartridge
back into the printer.

The STF address

Send all your ST related problems to ST
Answers, 5T FORMAT, 30 Monmouth
Bath BA1 2BW. Please indicate

STOS corner

Billy Allan sorts out one more of your
STOS problems...

Data glutton

| am writing a database program, but it takes for
ever to load or save the data using OPEN, PRINT #
and similar commands. Is there a faster way of
accessing the data?

Mary Sweeney, Chester-le-Street

stf; There is a quicker way to do this. By copying the
data from the array it's originally stored in into @ mem-
ory bank then using BSAVE to save it, or conversely,
use BLOAD to load the dato to a memory bank then
copy it back into the array. This listing should give you
the general idea.

10 key off : hide : mode 1

20 dim NAME$(4),ADDRS (4),MON(4)

30 reserve as work 10,32000

40 print “Press <1> to enter data .!
or «2> to view”

50 repeat : G$=inkey$ : until
G8a¥1% or G§="2"

60 if G$="2" then goto 300

70 for T=0 to 4

FORMAT ISSUE 656

B0 input “Name :”;NAMES (T)

90 input “Address :”;ADDRS(T)

100 input “Amount :”;MON(T)

110 next T

120 H=0 : Sl0=start(10)

130 for T=0 to 4

140 ST=varptr(NAMES(T)) : Q=0
150 for Q=0 to len(NAME$(T))-1
160 poke 510+H,peek(5T+Q) : inc B
170 next Q

180 poke 510+H,0 : inc H

190 ST=varptr(ADDR$(T)) : Q=0
200 for Q=0 to len(ADDR$(T))-1
210 poke S10+H,peek(ST+Q) : inc ¥
220 next @

230 poke S10+H,0 : inc H

240 if H mod 2=1 then inc H

250 loke S10+H,MON(T) : H=Hed
260 next T

270 loke 510+H,0 : HsHed

280 bsave “DATABASE.DAT”,510 to S10+H
289 rem

290 rem> VIEW DATA <

291 rem

300 t(10)
310 T=0 : H=0

: bload

DAT, 810

the type of problem on the envelope.

320 repeat

330 P=peek(810+H) : inc H

340 NAMES (T)=space$§(128) : Q=0
350 ST=varptr(NAMES(T))

360 repeat

370 poke ST+Q,P : inc Q

380 P=peek(810+H) : inc E

390 until P=0

400 MAMES (T)=left$ (NAMES (T),Q)
410 ADDRS (T)=space$(128) : Q=0
420 ST=varptr(ADDRS (T))

430 P=peek(S10+H) : inc E

440 repeat

450 poke ST+Q,P : inc Q

460 P=peek(810+H) : inc E

470 until P=0

4B0 ADDRS (T)=left$ (ADDRS (T),Q)
450 if H mod 2=1 then inc H
500 MON(T)=leek(S10+H) : H=H+d
510 Lelesk(S10+H)

520 inc T

530 until Le0

540 for T=0 to 4 : print

550 print “Name : “;NAMES (T}
560 print “Address : “;ADDRS(T)
570 print “Amount :“;MON(T)
580 next T
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possible for me to convert it to run
‘on my 1040STE or should | just get

an ST mouse?
Neill Kirk, Essex

[Tfer ronmar issus &5

ST. Get a PowerMouse from Power
Computing (= 0234 843388), it only

Missing files
I'm suffering from a
weird _problem using
my STFM,  sometimes

when 1 look at the contents of a

disk in the drive window it lists a

set of files. Later when | look at the

same disk, it shows a different set
of files even though | haven't
deleted any or added any new ones
to the disk. What's happening to

my ST?
James Cope, Avon

Some older STs don't always
read the drive directory of a
new disk automatically when you put
a new disk in the drive. The drive

directory is a list of the names and
physical locations of programs and
files on the disk. Your ST should detect
when a disk is removed and read the
new disk when a drive window is
selected or the file selector is called,
Some machines don't do this because
of an error in the operating system.

This means that when you open
the drive window you see a directory
of the last disk to be used, this can
lead to problems because your ST uses
this list to save data to the disk. You
could get over this by overwriting files
on the disk because it saves data to
areas marked as clear on the original
that may contain data on the new
disk. Disks can be completely des-
troyed by this problem.

The cure s simple, a small Auto
folder program called FMC (Forced
Media Change) makes your ST detect
when disks have been swapped ~ it's
available along with many other utili-
ties on disk DMG.23 from the ST Club
for £1.25. Call the ST Club on = 0602
455250 for a catalogue.

Killer
1 have another solution
to the keyboard prob-
lem in ST Answers 53,

where only the five left-hand keys

of each row on the keyboard oper-
ate correctly. This can be caused by

a multi-format joystick plugged in

to the ST with the mode switch in

the wrong position, the Quickshot

QS-130F causes these exact symp-

toms if it is in MSX mode.

John Rogers, Nottingham

Thanks for that information
A\ (o, that's one solution that
got past us. By the way, what's MSX?

Spare part surgery
I need to fix my ST
with several replace-
ment parts including a

keyboard and power supply unit.

Do you know where | can get these

bits, and how much they cost?

Gary Marsh, Bradford

The First Computer Centre

stocks a variety of Atari
spares_including the parts you
need. The keyboard costs £49.99
and the power supply unit costs
£29.99. Make sure you take care
when removing and handiing the

can retain an electrical charge.

Stick the boot in

py | have a new hard drive
PR mechanism for my sys-
Vs tem that just refuses to

auto-boot the first time my STE is
powered up. After the initial failure
to boot up, the drive always auto-




Frank Charlton advances over the
horizon to take over the STOS column

Squash, anyone?

Vimieibcaniy stare g 705 agai o fong
after loading a message tells me

lh.:lSYOSXqum/k s avalable. 1 can't find unyan(

umentation, 5o | don't know how to get it to work,

or what it exactly it squashes! I can't think where |

even got it from in the first place.
Stephen Stockdale, Davyhulme

stf: STOS Squasher is @ packer created specifically for

05 programmers, to crunch files ke pictures, music
or sprites down to a fraction of their size, and to
expand them back to normal when the program ran. It
wasn't sold on its own, but included as part of one of
the carly extensions.

What's the best way to use it? In a word ~ don't!
Squasher is unstable at best, and not particularly effi
clent at packing, either. If you want to use packed files
like this then use the excellent Missing Link extension
we gave i to you on Cover Disk 51— which handes the
standard file crunchers available in the PD. S ee page
92 if you missed i,

elp! | need somebod:
1 am really fed up with STOS. I've got millions of
problems. Is there a number | could phone for help?
Some of the problems include turning off the
<CONTROL> and <C> buttons.
Owen Rogers, Gwent

There isn't an official STOS helpline, unfortu
et if you want to learn is to follow
i STOS features in ST FORMAT, and to look at
of the excellent disk magazines available. Best of
the bunch s the STOSSER dismag - vallabl from ol
good PD libraries ~ which features some informative
tutorials If you're using the Compiler you can turn off
the CTRL-C program interrupting by turning Break
Checks to OFF in the Options Menu.
If you write in with full details of particular prob
fems, we'll do what we can to help.

Your best

Compiler problems

1 have just purchased the STOS Compiler and noticed
that it doesn't contain the Compiler extension for
the Interpreter, yet the extension commands are
listed in the Compiler manual.

simon Trundle, Hull

stf: Check your disk carefully - the Interpreter exten:
sion i the heart of the Compiler, s0 it should be there!
Follow the installation procedure exactly as written in
the manual, rather than trying to install the files from
the Desktop. If you're sill convinced the extension isn't
there, it could be you have a faulty disk - try contacting
the retailer you bought the Compiler package from.

Spectrum is gree:
1 have asked Blackwing Publishing if the Spectrum
512 pictures on the registered copy of SpecCode are
PD, but have had no answer. Do you know where |

there a PD program to convert them to Degas or
Neochrome format?
Bobby Newmark, Leicester

We couldn't get through to Blackwing either, so

e saest woy s to sume that the pctres aen't PD.
e lots of quality Spectrum 512 images available

from PD Hbrares - eheck out our regular PD Directory
listing for addresses. Alternatively, PhotoChrome 3 or 4
converts GIF into Spectrum format. The Shareware
paint package Crack Art does the best job we've seen of
converting the 12 colour images down to a humble 16
colours, but you need 1MByte to use it. Both programs

are available from PD libraries

On the right track

I have the STOS Tracker extension to play Sound.
tracker music, but | don't have many tunes to use.
Where can | get more tracker modules and STOS
Tracker .ABK files? Can | convert Quartet music and
samples to the MOD format to use?

Gary Bambrough, Chopwell

stf: You can find a huge supply of Soundtracker
modules from PD libraries, or available for download
from Bulletin Boards if you have a modem. FloppyShop
224 586208) have a particularly good selection.

You can convert the MOD files to STOS Tracker's ABK
format with the program supplied on the STOS Tracker
fisk. Sadly, Quartet tunes can’t be converted to MOD
format, although it could technically be possible. If any

one’s written a conversion program, we'd love to see it!

Several companies ~supply

the lead you want, contact
Lightwave on = 051 630 5003, they
can provide the lead for £43.36.

Formatting problems
1 am adding my old ST
external hard drive to my
Falcon using the drive’s
SCS! connection. The drive was for-
matted using the ICD utilities, do |
use the ICD software to re-format
the drive for use with the Falcon or
use the Atari HDX software supplied
with the Falcon?
David Soldier, Worcs

If the drive is already for-

atted then you should be

able to read it straight away after
booting the Falcon, the Atari driver

lems_reading the drive then use the
Atari HDX software supplied with the
Falcon and use the Install Devices
command from the Options menu of
the Falcon Desktop to locate the drive
and create a drive icon. Save the
Desktop and the next time you boot
your Falcon the external ~ drive
appears on the Desktop.

A smal

voice
How do lload sound sam-

& plesinto Quarteton Cover
Disk 587

You' don't load the sound

samples  themselves  into
Quartet, you load a selection of sound
samples into the Voices program to
build up a voice set containing @ max-
imum of 20 samples, then you save
the voice set to disk. You can then
load the voice set into Quartet to use
in your compositions. Turn to page 90

9 SAKY 16038
10 WIST 11221

Voice sets of samples

for full details of building a voice set
in our Quartet masterclass.

Password protectio:

R RT a
password program using
text and graphics using

Hisoft Basic which | compiled into
Aft

W Weldon,

prog

You've got to use your voicel Use the Voices pre
v use with Quartot.

putting it into an Auto folder | could
only get a blank screen when |
booted up my ST. | then changed the
program to a PRG extension but it
still doesn't run.
Chris Pawley, Perivale
A Your problem is probably
arising because you are

2%

using GEM objects as

f your program,
any program that uses
GEM - windows, icons,
menus, pointer ~ does
not run if it is in an
Autofolder. This is
because programs in the
Auto folder run before
GEM loads into memory

from ROM. Write your program again
without using any of the GEM library
commands of Hisoft Basic.

Hidden agenda

How do you hide files on
ﬂ‘dlsks? 1'need to know
because my sister keeps

trashing all my files.

Ed Krol, Glasgow
A It's dead easy to_hide files
and safeguard them
being accidentally erased. The best
thing for you to do is to make your
files Read Only, this prevents them
from being erased either by mistake or
i itten by new versions

o to the Desktop and single-
lick on the file you wish to protect.
Now go to the File menu and select
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Frank Charlton chuckles and chortles his
way through the latest batch of STOS
conundrums

Music, Maestro please!

I would like to use some sampled sound in a demo |
am writing in STOS and | was told that | need the
STOS Maestro Extension to do this, but | can’t find it
anywhere. Is there any chance of getting hold of
this or the elusive STOS Sprites, and Is anyone plan
ning to re-publish them?

David Wimbush, Crawley

stf: STOS Maestro and Sprites were both published
long ago and Europress have apparently stopped sup
porting the STOS range of products now. Check
through the mail order ads in STF, you may still find o
company selling them off quite cheaply. A better bet is
to try to get hold of second-hand disks, or better still,
use the excellent Missing Link Extension which we gave
you on Cover Disk 51 - see page 90 if you missed it
that has far better sound sample replay routines, and
you can pick up a cartridge to create the samples such
as MasterSound quite cheaply. The Missing Link is
Shareware though, and you need to pay £10 if you
want to use it regularly in your own work

Screensaver blues

Is there a screensaver which works with STOS? I've
tried loads but they just never seem to kick in. Is it
possible Lo write one in 5TOS as an .ACB? Could |
write one in 5TOS anyway, even if it won't work
within STOS itself?

Graeme Simm, Macclesfield

stf: We tried every screensaver we could find includ-
ing Before Dawn and Rubrik from past Cover Disks, and
ours didn’t work either. Screensavers normally run as
GEM accessories or TSR (Terminate and Stay Resident)

Auto folder programs. They work by sitting in the back
ground and checking regularly for GEM events such as
mouse movement, text oulput or keyboard activity, If
they don’t detect anything going on for a set period of
time, they start working until you interrupt them by
using your ST again

The snag with STOS is that it doesn’t use GEM at
all, so most screensavers won't For similar
reasons, writing one in STOS whether as an ACB acces
sory or a compiled program to run from the Desktop
won't work either, as STOS won't provide access to
GEM to monitor the VDI and AES activity. If anyone has
a screensaver which does work within 5TOS, please let
us know!

work.

Put the boot

I have just bought a second-hand home made hard
drive which runs with the ICD Host Adaptor and
driver software. When | copied my STOS folder to
Drive C and put BASIC206.PRG in the Auto folder,
5TOS loaded as normal, but the mouse pointer
wouldn’t move. What have | done? | have an STE

¥ Having trouble booting STOS from your Hard
Drive? Try setting it as the Autastart Application
in a boot manager like XBoot 3 or SuperBoot.

with 2MByte, TOS 1.62 and | use the XBoot 3 boot
up program.
Lance Nicholson, Edinburgh

sef: We don't think you've done anything wrong, so
we Iried the same thing using an old drive formatted
with the ICD software and the same thing happened to
us. What you need to do is load STOS after GEM has
initialised, that is, not from the Auto folder. With XBoot
3 (or any of the PD boot ulilities), place BASIC206.PRG
on the root directory of Drive C, and select it to be the
autostart application. After everything has loaded from
the Aato folder, GEM starts and STOS boots as normal.
You do lose roughly 32K of memory doing this, but it’s
better than not running at alll If you have the same
problem with a version of TOS older than 1.4, you'll
need one of the PD startup programs such as START

GEM - avoilable from most PD libraries or BBS Systems.

Printer problems

When | want a printed copy of my programs, | use
the LLIST command in 5TOS, but long
to go off the right hand edge of my paper. Do you
know any way to stop this happening?

Paul Broadhurst, Morecambe

Ngs seem

stf: Il your printer supports compressed text, you
could always print your listings out using that. Alterna-
tively, try saving the STOS program as an ASCIl file
which you can then print from the Desktop or a word
processor. A STOS listing is normally saved in a
‘tokenised” format, which just looks like gibberish
Type the line as follows.

SAVE “FILENAME.ASCY
This tells STOS to save as ASCIl. Printing from your

word processor also gives you much greater control of
how your listing looks on paper.

Out with the old

luse Tst Word Plusbut | am
@ thinking about upgrading
to something better

because you seem to think that it's a
bit out of date. Do you think | should
get Protext 67 | need the program
mainly for straight word processing
alongside my DTP software and
Protext 6 could easily handle my
printer’s hardware fonts.

Oliver Hilscher, Sheffield

It sounds as though you
have already  convinced
yourself to get Protext 6 already! 1st
Word Plus is and excellent program

File Edit Block La

it Style Lling
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Graphics Help

S
- - -
A
§ That old classic 7st Word Plus. f you fancy changing your
xcellent head-to-head test

but it is nearly ten years old and look-
ing a bit long in the tooth. Protext 6
is modern, fast and supports hundreds
of different printers - upgrade to Pro-
text 6, we have!

Amstrad? Who he?

| have an old three inch
mﬂ\mslrad rloppy drive
model no FD-1, i

ble to connect it to my STE?
) G Nicholson, Wakefield

Sorry, it’s not really feasible

to connect an old Amstrad
floppy drive to your STE even if it uses
a standard 34-
way  Shugart
connection.
The three inch
drives were
obsolete tech-
nology  when
they were first
used in the
CPC, PCW and
Spectrum +3 8-
bit computers.
It's  extremely
unlikely  that
you can get a
regular supply
of three inch

f. to

disks any more, the last time we saw
them advertised about a year ago
they were selling for £3 each. Get
yourself an 3.5 inch external floppy
drive from Evesham Micros for
£57.99, give them a call on = 0386
765500 - it'll work out cheaper in the
long run.

Nice and cheap

| am after a cheap hard
m drive but | don’t know too
much about them, what's

the cheapest setup | can get includ-
ing adaptors and cables?
Thomas Chappell, Preston

There's no such thing as a

cheap hard drive but the
least expensive we could find are the
FA.ST 52DC from First Computer Cen-
tre = 0532 319444 for £339.99; the
Protar Profile 50DC from Analogic
Computers = 081 546 9575 for

£249.95, the Data Pulse and
170MByte from Ladbroke Computing
= 0772 203166 for £270 and the
Gasteiner 127MByte hard drive for
£269 from Gasteiner = 081 345
6000. You pay your money and you
take your choice.

More Amstrad leftovers

| have just bought an
ml\mslrad CTM 644 colour
monitor for use with my

STE having been assured by the
owner that | could connect it as long
as | get the correct lead made up.
Where can | get the lead?

David Rae, Crawley

Call Meedmore on = 051

521 2202 with exact details
of your ST and your Amstrad monitor
and they can make you a lead to
order, they normally charge around
£15 to make up a special lead.

GOT A PROBLEM?

Send your ST related problems to ST Answers,
5T FORMAT, 30 Monmouth Street, Bath, BA1 2BW. Please
indicate the type of problem on the envelope.
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Is it DOS?

Is TOS an operating sys-
mtem like DOS or is it built
into GEM?

Simon Phoenix, Los Angeles

GEM, Graphic Environment Ranager

CONTROL PR
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ST ANSWERS

Er, TOS is an operating sys-
tem but it’s nothing like
DOS at all. DOS is an old disk based
command line operating system
based on computing principles devel-

B byles used In 21 |len

oL ST RIE

S
L

8 No no no no no no nol TOS Is nothing ke DOS. Okay, some of the baslc
undartying 10 commands might be closely related to thelr DOS originals, but

oped in the '60s for CP/M. TOS is
stored in hardware rather than soft-
ware and has GEM built into it rather
than the other way around. TOS uses
GEM as a tool to communicate with
the outside world, using windows,
icons, menus and the mouse pointer
to initiate actions on screen.

Michtron manual

| have recently got into
ﬂmmms using my ST and |
want to use the Michtron

BBS software, which you gave away
with your Knife ST Cover Disk on
ST FORMAT 42. Where can | get the
manual from?

Mr Holme, East Sussex

All  Michtron  software,
including the Michtron BBS,
was originally distributed in the UK by
Microdeal. All Microdeal software is
now distributed by HiSoft AVR and

als left. Try negotiating with HiSoft on
= (525 71818.

Simply the best

Inspired by your DTP fea-
ture in ST FORMAT 59, I've
decided to buy a colour

inkjet printer and upgrade to
4MBytes of memory. I'm also get-
ting some peripherals such as an
external floppy drive. I'm thinking of
getting the HP Deskjet 310 - is it the
best colour printer in this price
range? And which are the best pic-
ture convertors and programs for
colour output?

James Cribb, London
We're glad you liked the

A DTP feature enough for it to
inspire you James. However, we

should point out that DTP programs
and colour picture files take up lots of
disk space, and you'll be hard pressed

to get much serious work done just &

TOS is totally different. it's got its own, unigue, special character. they have a few Michtron BBS manu-
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Frank Charlton continues to STOS about
in the pages of ST Answers

Fish’'n’Chipmusic

I am a 5TOS owner and I've registered the Share-
ware Missing Link Extension which was given away
on 5T FORMAT Cover Disk 51. My query is about the
MUSAUTO command which accepts chipmusic from
Mad Max, Synthdream and so on. How do | create
music in these formats to play with MUSAUTO in
my own 5TOS programs?

Andrew Nelms, Matlock

stf: Bod news, Andrew — you can't. The chipmusic
formats you mention are commonly used in demos, and
the programmers and musicians who created these
music formats have never refeased editing software to
create your own tunes, Some demo writers recycle the
same music from one demo to the next, and you'll often
hear the same tunes used repeatedly. Disks full of Mad
Max and other music types are available from most PD
libraries, so check with your favourite PD source (there's
a list of libraries on page 57). Alternatively, you could
use a ripper program to extract the music from a demo
50 you can use it. There are lots of these programs in
the PD, aond they all handle Mad Max format and often
quite a few others, too

Palette problems

| am busy writing a game in 5TOS, but whenever |
place a sprite on the background screen it changes
colour, because my background screen and sprite
bank were created with two different colour
palettes. Can | set up two separate palettes for
sprites and screen, or do | have to go back and re-
do some of them?

Jake Shepherd, Bootle

stf: Unfortunately, you'll have to re-do some of your
hard wark. The basic 16-colour limitation of the ST
means youl're restricted to one colour palette per screen
without using special palette switching techniques. The
Missing Link extension from 5T FORMAT Cover Disk 51
(turn to page 90 if you missed it) provides commands
for changing palettes in mid-screen, giving the fllusion
of more than 16 colours, but this technique Is usually
used to provide a separate set of colours for a score
panel at the bottom of the screen. You can't actually
use sprites designed with their own unique 16 colour

palette on top of a back-
ground screen using a dif-
ferent palette.

Rave on!

I'm getting fed up with
the limitations of STOS.
I'd really like to use sam-
ples  in  my games
because | can’t take the
gritty little chip effects
any longer. The sample
playback routine | have
from StereoMaster only
enables me to use small
samples, and the play-
back quality is pathetic
as well. How can | use

huge stereo STE sam
ples, so | could shake the
walls with a few boom- =an use
ing rave soundtracks?

Philip Palmer, Peterhead

B You've ashed often

your Qus

stf: Check out the special STE Extension we gave you
way back on Cover Disk 32 - it enables you to play
samples back using the STE's enhanced DMA output at
6, 12.6 and 25 KHz in mono or glorious stereo, and you
can adfust the bass and treble too, If you want your
games to be compatible with the older STFM machines
you won't be able to use DMA sound, so check out the
Missing Link extension for the best sample playback on
standard STs. Remember both extensions are Share-
ware, so you'll need to register them if you continue to
use them. Hove fun shaking your walls!

Sequence dancing

Is there a STOS Extension that enables me Lo use or
view the SEQ animation format used by CyberPaint?
Michelle Hubbuck, Chester

stf: Nope, sorry. We've been asked this question a lot
over the years, and the answer is still o negative one,
There's not much info on the SEQ file format so no-one
has bothered to write @ STOS extension or routine to
display CyberPaint animations. If you've written o rou-
tine to use SEQ animations within STOS, write to us
and let us know!

enough in the past,

tof tunes

and now the answer

in STOS!

Quartet at last?

| know you've been asked before, but surely some-
one must have done it by now
music from within STOS?

John Spartan, Keighley

can | use Quartet

stf: Yes! The program you want is called STOSPLAY,
and Floppyshop PD (= 0224 586208) can supply it
Give them a ring for ordering details - the disk you're
after is catologued as MUS 3687, It's not perfect,
because you can't access the disk while music is play-
ing, but it works well and plays in stereo on an STE

Back up your disks!
Finally this month, a word to those of you who have
included disks with your letters requesting copies of
everything from PD Extensions to replacement
copies of your corrupted STOS disks - we can’t do
it! We spend so much time producing the magazine
that we don’t have time to copy disks, and we cer-
tainly can't provide new copies of STOS if you've
managed to delete your originals

Never work with an original STOS disk; always
use a back-up copy to avoid unpleasant accidents.
There's a wealth of extensions and bits of STOS
code, all available from almost any PD library.
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#5 STOS CORNER

Frank Charlton steps up to the counter
and faces the shop assistant. “Er, a quar-
ter of strawberry STOS routines please” he
mumbles, staring at the floor.

It's ille

I have a 520STE and STOS. Every time | try to load the
sprite definer a message appears on the screen saying
“lllegal Direct Mode.”

Tania Wilson, Leeds

stF: Make sure you load the sprite designer as a STOS.

accessory from inside y

load it
from the interpreter prompt and you should be okay.

Wrong side of the tracks

1'am having problems running programs from within
5T0S. The two most recent | have tried are Audio
Sculpture and Quartet. When | call the program code
from within STOS, I get an “lllegal Instruction at line

supplied for other programming languages also fail to
work without a lot of modification. We know its old and.
sometimes quirky, but the STOS Tracker Extension from the
original STOS authors works well with MOD files using the
conversion program supplied. Check your favourite PD
Library and pickitup for the price of a disk. As for Quartet,
you need a program called STOSPLAY, available from
Floppyshop PD (v 0224 586208) — the disk's catalogue
is MUS 3687.

line of
the BASIC listing is. This is happening even with the
REPLAY.BAS listing supplied on the Audio Sculpture
Data Disk. Can you help, because | would like to use

ACCNEW at the interpreter prompt, then use ACCLOAD
“SPRITEACB toload the sprite designer. Press <F1> torun
the sprite accessory. You can't use the larger sprite banks
supplied with the designer on a 520STE because the acces-

Ade Samm, Luton

St£: Good news and bad news, Ade — the STOS source
supplied with Audio Sculpture doesn't work. You're not
causing the fault t just seems that the source was never

sory uses a lot of memory. Never try to load a STOS
A e sioved around to the

CD-ROM Today office and
waved your spec sheets at them. After
a bt of head scratching and mum-
bling they were of the opinion that
your CD player can't be used as a CD-
ROM drive. The DIG. OUT socket on
your CD player is only a single con-
nection consisting of a signal conduc-
tor and a ground conductor with o
provision for any control signals to be
passed to the drive. In fact, the digital
output from your (D player is
designed to be used with DAT
recorders with a digital input socket
or with music hardware such as Akai
sound samplers, and has no connec-
tion with CD-ROM.

No self XControl
¥m having a problem
with the XControl Panel
Desk Accessory and my

hard drive. Every time | try to boot
up with XControl enabled on parti-
tion C my STE goes into a loop of
crashing and re-booting and | have
to initialise the hard drive from
floppy disk. Is_there something
wron

Mick Coltman, Basildon

It sounds as_though you
either have a Desk Accessory
clash or a CPX clash. Disable all your

Desk Accessories and Auto folder pro-  know it? s a right picky I

CONTROL PANEL

\g with my STE(TOS 1.6)orhard | Fenstervieler lei
drive? Everything else works okay. || P
A Moden Setup

aximum of six Desk Accessories. B

§
=2
;

=) ASSEMBLY POINTERS

Tony Wagstaff heads home from his
latest concert and tries to work out exactly
which version of GDOS is installed in his
desk drawer.

Record breaker
Vim writing a program that needs to keep a ist of
records in alphabetical order in the same way as a
database. How do | insert and delete records quickly?
Mark Wright, London SE18

St: Although the records are kept in order as far as any-

record stores the address of the previous record and the.
i 4 o

another. A0 should contain the address of the previous
record, and al the new record:

insert after
move. 1 next._record (a0) 40

Next, we need a routine to insert a record before another.
Again, A0 contains the address of the existing record, and.
al

use zero as appropriate. This saves having to move a lot of

when the user requests it, or maybe when saving.the
records o disk.

First we need to define our records:

roraser

L end x5.1 0
Alter feld]... to match the felds of your records

The following routine willinsert a record immediately after

insert before

move. 1 prev_record(a0),d0

move.1 a1, prev. record (a0)

move.1 a0, next_record(al)

move.1 d0,prev_record(al)
nabef

Finll, a routine to delete a record:

delete record
move.1 next_record(a0) ,al
move.1 prev record(a0) a0
move.1 a1,do

beq clhip:

Unhappy extensions
For some reason any programs | load into STOS con:
taining the command EXTENSION *S produce the
error “EXTENSION NOT PRESENT AT LINE n” and stop
the program. This also happens when | try to compile
the program. Where am | going wrong?

Simon Trundle, Staleybridge

grams except XControl

‘and re-boot your STE. If

you still have the prob-
lem it may

clash ~ some CPXs are

designed for the TT and

icon and won't run

causing

they

sure

able a CPX you need to
change the last letter of
the file extender to Z

move.1 a0, prev._record (a1)

move.1 20,40

beq quit._del

move.1 al,next_record (a0)
quit_de1

zts

With these simple routines, adding and deleting records is
s easy as an easy thing, on an easy day, in Easyto... (Yes,
that'll do—Trent)
move.l #record2,ad *insert record? befora
recoral
move.1 #recordi,at
Jor insert before

move.1 #recora2, a0
move.1 #record3,al

recora

Jsr insert atter

“ingert recordd after

move.1 #recora2, a0
Jor delete record

bes

recora? ds.1 record_end
record3 ds. 1 record end
recordl da.1 record end
Moving screen

When using the Mon debugger, the screen border
often shifts to the left by up to four characters when




s Every Extension you add to STOS has its own alpht

il Esther

7 an
aregiven the le extenders EX? and EC7 respectively, with
h

and the Misty Extension is MISTY.EXM and ECM. No two
Extensions can use the same letter, 50 occasionally when

sa tormington
P oy poure ik of uxmg the ol
APPEAR command to fade a picture on to the sreen. ltuses
SCREEN. COPY to copy chunks of your picture on to the
physical screen as fit was being poured from the top.
Ifyou find it runs a litle fast, you can slow the whole

y
2 i the
b

pr by adding a WAIT command in place of
Anice effect.

ST ANSWERS HELP
SeAmEEERE T

P —

+ load "yourerC.PI1", 6

scarD-1

your lsting contains the EXTENSION command, you'll get
the error you describe. The simple solution is to change all

‘and we'l try to squeeze them in whenever we have space.
Cheers, Mark. We'll be sending you, er, hmm... Well, we'll

the extension from ECS to ECW, jut alterthe offending ines
to read EXTENSION *W.and you'll be away. We suspect
that the STOS listings you tried are the original STOS
Tracker routines, as they use the file extender ECS and EXS
— possibly you or whoever gave you the Extension changed
itfrom ECS? Just change the code, and you'l be okay.

instead of X. You can also crash

your STE or STAM by changing

remlul‘ion between medium and

ontrol _installed,

ammugh it's safe to do this if

you have TOS 2.06 installed. cptre's Lon
Arte

Colour drivers
I'want to use Protext

6, 1t Word Plus and They
Ihat was done an tnem neor 1y 4

text-based
software Panasonic
KX-P2123 and colour kit. How
can | get these programs to
work correctly’
Samuel Davis,
Milton Keynes

other

Riker:

switching between Mon's screen and the output pro
gram. I this a hardware fault with my machine?
Jim Beard, Halifax

st Some clocks that display the time on the menu bar

can cause this problem with programs that have two

screens Degas is another casualty Try removing all Desk

Accesso ies Auto programs and any other memory

resident programs it s probably one of these causing the
problen rather than your machine.

do

Idlike o try some of the new VDI calls for SpeedoGDOS
in asserably? How do | check f its loaded?

Marvin Grange, Southampton

To use t e new features. you need to check first what ver
sion of (DO 1s present using thi vq.gdos call

trap 12

#2,00

DO0.I now contains one of the values in the Which GDOS
boxout To differentiate between Speedo and FSM one fur
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Prmlmg in colour correctly
rocessors
depends on e printer drivers sup-
plied with the software. Your KX-
2123 has an Epson emulation mode,
50 just select colour Epson printer dri
vers from your programs. until you
find one that works correctly. You
should have no problems with Protext
6 but older programs like 1st Word
Plus probably won't have colour d
vers — you'll have to live with mono
output in some cases

monstrates 1t Word Plus®
e ypingup ttonative
Star Trek se I have trouble
s e G odlac tasan:

If the address in (as) contains *.SPD’ then Speedo is
installed.

Which GDOS?
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$5f464e54" FNT
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Mac Marsden, a man barely alive. We
have the technology to rebuild him. We
can make him better, stronger and
faster. He will be, in fact, the world’s
first ever ironic man.

File copy?

I'm trying to write a disk utility program and | have
become absolutely stuck. | don't seem to be able to
find a routine to enable me to copy a file from a floppy
disk to a hard disk.

Bob Jackson, Yaddlethorpe

One method of copying files from one drive to another is
listed below. Remember that it is important to enter the
full pathnames of the source and destination files and dri-
ves like this:

“A:\FORMAT.PRG", “C:\ST\MAG\INFO\FORMAT.PRG"

Do not, whatever you do, try to copy the file to itself,
because this may erase your disk permanently.

PROCEDURE copy (SOURCES, DESTS)
LOCAL block®%
OPEN “I", #1, SOURCES
OPEN ~0~, #2, DESTS
block%=LOF (#1)
WHILE block>32000
PRINT #1, INPUTS(32000,81);
SUB block%, 32000

Sort me out

I'am unable to get to grips with programming a Sort
rouline in GFA Basic. What | am trying to do is to sort
an array of numbers into ascending order. | know this
should be a simple task but it really has got me baf-
fled. Can you please help?

Graham Knee, Ouston

Anything is easy once you have done it once. We've
included a simple listing below to enable you to under-
stand exactly what is going on. The code is known as a
recursive sort, because after the first pass of the outer
loop, you know the largest number in your array is at
a(10) and therefore you don't need to look at that num-
ber again.

DIM a(l1l0) ! SET UP NUMERIC ARRAY
FOR £=1 TO 10
a(f)=RANDOM (50)
WHOLE NUMBERS
NEXT f
counter=9
temp=0 ! TEMPORARY VARIABLE
FOR outer = 1 to 10 ! OUTER LOOP
FOR inmer = 1 TO counter ! INNER LOOP
IF ( a(outer) >a(inner))
temp=a (cuter) ! PASS LARGER NUMBER

! FILL a() WITH RANDOM

TO TEMP
a(outer)=a(immer) ! MOVE LOWER
HUMBER UP LIST

a(inner)=temp ! RE-INSERT LARGER

Moving graphics
| have been using GFA Basic for six months and would
love to begin programming moving graphics, begin-
ning with a line moving on screen and then
disappearing when the next line is drawn. Could you
please print a small routine to do this?

Adrian Robson, Carisbrooke

The trick is to draw the line twice with a slight pause in
action between changing the drawing colours. The listing
below draws a random line on screen, pauses for one sec-
ond, overwrites the original line, and then draws another
line a split-second later.

ag=""
DIM a(4) ! FOUR CO-ORDINATES OF OUR LINE
DO
* CHECK FOR EEYPRESS
a$=TNREYS
* FILL ARRAY WITH RANDOM CO-ORDINATES
FOREf =1 TO 4
a(f) = RANDOM(200)
MEXT P
* SET DRAWING COLOUR
SETCOLOR X,Y,Z
* DRAW LINE
LINE (a(l).,a(2),a(3).a(d))
‘ PAUSE FOR ONE SECOND
DELAY 1
‘ SBET DRAWING COLOUR TO BACEGROUND COLOUR
SETCOLOR X, Y,2
 DRAW SECOND LINE

WEND
PRINT #2, INPUTS(block%,#1);
CLOSE #1
CLOSE #2
RETURN

This month Frank Chariton
resolutely avoids any vaguely
dodgy 5TOS jokes.

Screen-savers again?

In the August issue of ST FORMAT some-
one wrote in asking for a screen-saver
that works in STOS. The Boink screen-
saver is one such program. | hope this
proves useful.

John Henderson, via AdLib BBS

That's great news, John — cheers. Boink
displays a bouncing Atari Fuji symbol
when it kicks in, and it’s quite old now, so
your usual PD library or favourite BBS
should have it in their collection some-
where. We use a copy now at STF too, to
save our monitor during those lengthy
5TOS sessions.

Tandem for two

NUMBER UP LIST
ENDIF
HEXT imnner
counter=counter-1
NEXT cuter

STOS CORNER

your boot disk, and it needs to run
before 5TOS to work.
ljaz Hussain, Birmingham

Thanks for that useful tip, ljoz. Now
you're not limited to using just a few
Extensions crammed on to one disk.

Virtual reality

Would you consider putting 5TOS 3D
on the 5T FORMAT Cover Disk, because
I have heard Mandarin have stopped
producing it?

Sonny Cotton, St Austell

It seems as if Europress Software have
stopped production of the entire STOS
range of products. However, there still
appears to be lots of interest in STOS 3D,
so we've arranged a little special offer. If
you're a subscriber to ST FORMAT (and if
you‘re not, why not?) we have a limited

ber of copies of STOS 3D available at

Here's a tip for using Ext with
STOS. Normally STOS only checks the
drive it was booted from for the STOS
and COMPILER folders, so your
Extensions need to be on the one disk.
You can load them from your external
disk drive if you use the Tandem pro-
gram from ST FORMAT Cover Disk 56
(see page 89 if you missed it). Copy the
STOS and COMPILER folders with the
extra Extensions to Drive B, and
Tandem fools your ST into thinking
they‘re all on the same disk. You need
to copy Tandem to the Auto folder of

the highly reasonable price of £9.99.

Blitter rotation

I've seen some really good 3D rotation
effects on my friend’s SNES console
games - can | do this on my 5T using
the blitter chip?

Calvin Latimer, East Kilbride

Unfortunately not — the blitter is only use-
ful for moving chunks of graphic data
about without using the processor time of

LINE (a(l),a(2),a(3),a{4))
LOOP UNTIL a$<>"" ! LOOP UNTIL A KEY IS PRESSED

We have left the SETCOLOR X, ¥, Z open because you
didn’t indicate which screen mode — low, medium or high

your ST's main CPU. The effects you men-
tion on the SNES are all done with chips
that were specifically designed for that
machine. That's all these chips do, and
theyre very good at it.

Quiz of the week

I've come up with an idea for a quiz
program, and I've written some of the
basics of it. | would like to ask the
player a question selected at random
from a possible 200 questions. I've got
as far as being able to select the ques-
tion, but now | dont know how to
match up a random question with the
right answer.

Adrian Wherry, Kilmarnock

Presuming you're storing your questions
in DATA statements, you can use arrays to
hold both questions and answers. If
you've established the array at the start of
your program with a line like:

10 DIM questions$(200)

add another along the lines of:

15 DIM answers(200)

to store the answers. You can either add
the DATA statements containing the
answers after the sequence holding the

questions, or interleave them like this:

1000 DATA “This is Question

One..."
1010 DATA “And this is the answer
to Question One.”

1020 DATA “This is

Question

All you need to do (at the point in the pro-
gram that reads the DATA statements) is
add an extra line to read each answer as
well. For example:

50 FOR X=1 TO 200

60 READ question$(X)
70 READ answer$ (X)
B0 HEXT X

If your randomising routine chose ques-
tion 65, the question is held in
question§(65), and the answer in
answer3(65). It isnt the most elegant
way to do it, but it's a starting block for
you to work from.

CyberPaint sequences
and STOS

Many moons ago, backin ST FORMAT 62,
(all right, not that many) Michelle
Hubbuck asked if it was possible to use
animation sequences in CyberPaint SEQ
format within her own 5TOS programs.
Tony Greenwood from the inimitable
Stosser diskmag has written in to tell us
that it is possible. Stosser featured this
routine on a previous issue, and you can
contact Tony at: 29 Paxton Street,
Accrington, Lancs BBS 1QQ for details.




resolution — you are using. Pages 251-253
in the GFA manual tell you the values to use
for your chosen screen resolution. Just enter
the correct values in SETCOLOR X, ¥, 2.

Nice but...
What is the DIM statement used for?
James Cope, Bath

The DIM statement is used to reserve mem-
ory within the machine so that numbers or
characters may be held there instead of
being loaded from disk when needed.

Back to basics

What is the difference between an inte-
ger and floating-point number?

David Jones, Northfield

An integer number is a whole number— 1,
5, 15, 100 and so on— and a floating-point
number is a decimal number - 1.232,
3.14952,10.23, that sort of thing.

Please wait

| need a routine that will pause a pro-
gram while it waits for a mouse button
to be clicked?

Stanley Ipkiss, Edge City

One way is to use a simple loop:

o
‘ POT YOUR FROGRAM HERE
LOOFP UNTIL MOUSEK

The code will then continue until a mouse
button is clicked.

Stosser has gone from strength to
str h, and Tony tells us he’s never
missed deadline in 17 issues. There are
some excellent routines ond tutorials to
be found on the disks, and they're well
worth taking the time to read.

The CyberPaint routine was wrilten

by Andy Cato of Newcastle, who's a reg-

B formatted? Is it even designed for
your 5T? You see the problem we
have answering this question. Write
to us again and provide us with full
details such as make, model number,
where you bought it and the soft-
ware supplied with it. It's also a
good idea to let us know exactly
which 5T you have.

SpeedoGDOS

| have SpeedoGDOS for
mmy 1040STE and | am
having a few problems.

Whenever | try to run Hyperpaint 2
or Timeworks 2 | get error messages
such as: “not enough memory for
scratch buffer” and “do not use
special effects”. You have said in
ST FORMAT that you can use

B Now you can use th

CyberPaint animations in your own
STOS programs, thanks to the hard
work of Andy Cato.

ular Stosser contributor, and it's a reet
little smasher (as they say up North).
Cheers, Tony and Andy!

SpeedoGDOS with any GDOS com-
patible program, so what's the
problem here?

David Magni,

Farmborough, Kent

Memory. To run Speedo-

GDOS effectively you must
have at least 2MBytes of memory in
your STE, especially if you want to run
1MByte-only programs like Timeworks
2 alongside SpeedoGDOS. Invest £50
in a couple of 1MByte SIMMs and
install them in your STE to take you
up to at least 2MBytes of RAM. You
know it makes sense.

(ol B U S S

Cover Disk 53 it informs me that |
have 512K in memory bank 0 and
2,048K in memory bank 1, yet | only
have 1,024K of ST RAM available in
total. UVK also informs me that | only
have 1,024K of RAM. Many of my
programs alert me to low memory -
can you help?

Zakaria B Din, Taiping,

West Malaysia
A The problem is probably
cause by a bad connection
somewhere in your installation. Take
a look inside your ST and carefully
check the upgrade against the instruc-
tion manual. If you can't find the
problem then we suggest you take
your ST to a local electronic repair
store — sorry we can’t be of more help.
We contacted Power Computing who
suggested you write to them at: 44a/b
Stanley Street, Bedford MK41 7RW,
explaining your problem — they have
an excellent technical department.

Select me!

| want to unpack the
mMedievaf Chess program
on ST FORMAT Cover Disk

62. | have used your Cover Disk
Menu program but
| when the instructions

i Spellchecker Bptions

[ VRFTRUY  FTTE LETT  TENT  STQUE  SPECTHT  GWJeCt  Coom  UpTIont -

an STE with 41

el —_F 0 gy the file selector is
i ! « Intelliliew Correction r DICTIONNS if) ———— d
I permennt chacking e [ | SuPPosed to appear
i = | the item selector
- L appears instead. This
x IR happens with all of the
[Sw arctienery.... | h
- Spelichecker Dialages = pfograrr]s on the
[ tontinus stugs | T Cover Disk.
LT larity h
1% Bispiog gictisnars smpers S Anthony Youd,
Gateshead,
¢ Spelichecker
[ theck ChPITALIZED _m T)rne & Wear
CBeck words with | Bon't igeere ]

Ah. Actually,
the file selec-

FILE SELECTOR

Directory:

FRTRY

Selection MOLII 105
Ap— o A——

L— 1Y (ar]

Vanishing RAM

| have a 2MByte
m memory board
from Power

Computing installed in my
520STFM, giving me a total of
2.5MBytes of RAM. When | run Knife
ST from Cover Disk 42 it tells me that
| have 2,560K of RAM installed.
However, when | run Sysinfo from

® See this file selector? Well, it's

ily an item selector working

under an assumed name.

tor is just another name for the item
selector - different versions of TOS call
it by different names but it's exactly
the same thing. Just follow the instruc-
tions and use the item selector when-
ever they say "file selector” and you'll

soon be playing Medieval Chess.

ISSUE 64 ST FORMAT



Using icons

| have noticed in the fea-
& tures about icons you say
that TOS 2 icons can only

be used on 5Ts with TOS 2.06
installed. | have been using TOS 2
icons on my STFM with TOS 1.4 for
some time using Teradesk, the PD
replacement desktop.

Colin Thurlow, Canal Side,
Scotland

Yes, 'you can use Teradesk to

display TOS 2 icons. Use
lcon Juggler to sort out a set of icons
and save the file with the name
ICONS.RSC to your Teradesk installa-
tion disk. Teradesk can now use all
the icons in the same way as TOS
2.06 does.

Upgrade misconceptions

What is the best upgrade
m for my 1040STE? | want to
1 upgrade it to 4MBytes so

that | can use Xenomorf 2 but | only
have £100 to spend. When | have
4MBytes will | be able to play
Falcon030 games?
Scott Booth, Co Tyrone, NI
A All you have to do to
upgrade your 10405TE is

remove the four 256K SIMM memory
boards that are inside, and replace

Editor on the STE.

W This is a Falcon030, not an STE. You can add as much RAM as you like to your
STE but it won't magically turn into a Falcon. If it did then Clive would be making
a fortune buying second-hand STEs and turning them into Falcons.

them with four 1MByte memory
boards. You can get 30-pin, 100ns
(nanosecond), 1MByte SIMMs from
almost any computer retailer for
about £25. If you don't have a local
computer shop then contact Marpet
Developments on = 01423 712600,
they can supply you with the SIMMs
you need.

Upgrading your STE to 4MBytes
enables you to use Xenomorf 2 to its full
extent apart from the image display -
your STE is still restricted to displaying
16 colours at most on screen.

*) STOS CORNER

Frank Charlton digs through the mighty
STOS mailbag and comes up with a way to
increase the palette of the STOS Sprite

4. Add the following line:
90 for x=0 to 15
X

5. On line 30, change the value of RGBTX to 7.

: e colour X,PAL(X) :

Upgrading the memory doesn't
increase the STE's imaging capabilities,
although you can still use Xenomorf 2
to create 24-bit images - you just can’t
display them on a standard STE.

You can view images with maore
than 16 colours using Photochrome 4,
an excellent PD image viewer and con-
verter available from all good PD
libraries — see page 46.

Adding extra RAM to your STE
doesn’t turn it into a Falcon030. The
Falcon is a completely different com-
puter to the ST, although it Is

ANSWERS

Clive Parker unplugs himself from FutureNet
and takes a look at this pile of ST Answers.

compatible with some ST software.
While you can run ST software on the
Falcon030, you can't run Falcon soft-
ware on the ST there are just too many
hardware differences. Take a look back
at ST FORMAT 53 for full details of the
Falcon’s capabilities (and if you missed
it turn to page 85).

Fil ter FD wanted!

I am looking for a MIDI
&editing program called
Filemaster FD, designed to

edit files for many different
sequencers. Until recently it was dis-
tributed by Four Minute Warning in
West Yorkshire but it is no longer
available. Do you have any idea
where | can get it from?

Daniel Affleck, Margate
If anyone has a copy of File-

A master FD by Mississippi
Software they wish to sell then please
contact Daniel at: 4 Godwin Bunga-
lows, Godwin Road, Cliftonville, Mar-
gate, Kent CT9 2HQ. Or you can call
him on = 01843 232282,

Which printer?

| have just purchased an
&S‘WM and upgraded it to
1MByte of RAM. | now

want to buy a printer but | don't

if X<0 or X>15 then goto 3545

next

e RGBXT-1,RGBYT+C*

XM, RGBY(C),12 : RGB(C)=X :

: print

Spritely fun str$(RGB(C))-" ";" " : e colour OLDC,C
You can update the original STOS Sprite Editor to work
with the enhanced STE palette, ing you 4,096
colours to choose from instead of the original 512. You 850 for
need to have the STOS STE Exten stalled for this next X

to work. Just follow these steps:

6. Change line 850 to the following:
11. Change the last part of line 3595 to
to 15 : & colour X,PAL(X) =
b 11300 : gosub 11375 e colour OLDC,RGB
7. Alter line 3530 to the following: 12. Change the last part of line 6110 to
1. In the STOS interpreter, load the STOS Sprite Editor
directly - not as a STOS accessory — by typing in the fol
lowing command:

> colour (OLDC) : RGB(0)=(RGE and PAL(X)=e colour(X)

: RGB(1)=(RGB and $£0) /16 :

B(2)=RGB and $f 13. Alter the beginning of line 6115 to

LOAD "SPRITE.ACB"

8. Change line 3535 to: e colour X, PAL(X)
2. Change line 35 to the following:

14. Alter the last part of line 8238 to

35 for x=0 to 15 : PAL(X) lour{X) : next

e colour X,PAL(X)
15. From the start of line 10850, delete these parts:

3. Delete line 60. 9. Change the last part of line 3565 to:

FORMAT ISSUE 65




know which one is suitable. Which
printers are likely to be compatible
with my STFM?
) ) Baker, Ripley, Derbyshire

In a nutshell, any Epson

A_ compatible printer should
work with an STFM. When you buy a
printer — dot matrix or inkjet - take a
look in the manual for details on how
to set it to Epson mode. Most of the
time you can just select Epson printer
drivers from your software if your spe-
cific model isn't actually listed in the
Printer menu.

When selecting software, ensure
that it has a good selection of printer
drivers — Protext has hundreds of the
things — and avoid older programs like
1st Word Plus which only have limited
printer support.

If you want a dot matrix printer, 9-pin
or 24-pin, then you won't go far wrong
ifyou select a Citizen, Panasonic or Star
printer. If you want an inkjet/bubblejet
then choose a Star or Canon model. All
these printers are totally compatible
with the STEM.

Spectrum 512

Back in September 1992
&you gave away the
v Spectrum 512 program on

your Cover Disk. Is it still possible to
get the manual?
Eric Lathewell, Northampton

The manual was available

B for £15 from GST Software

- give them a call on = 01753
549442 to see if they still have any

that any Epson-compatible printer
works with the ST, except
on the second
Tuesdeay of the
month i it's

a full moon.

[ Printers sh? We love "em. Remember

fade 1 : wait 7

Stosser no more!

ST
=

= B

copies. If you still have that back issue
of ST FORMAT then take a look at the
details on the special offer form.

Bookworm

| am looking for the MIDI
& and Sound Book for ST,
apparently it is no longer

in print. If any ST FORMAT reader has
a copy they don’t want could they
sell it to me?

Mr L Russell, Ramsgate

Blimey, someone else wants

% something from one of our
readers — and he’s from Kent too!
Okay, if anyone has a copy of the
MIDI and Sound Book for ST for sale,
write to Mr Russell at: 1 Drybeck
Avenue, Nethercourt Estate, Rams-
gate, Kent CT11 ONX.

You should really send this type
of query to the new ST FORMAT Reader
Ads page - turn to page 82 for details.
Don'’t forget that ST FORMAT reader
ads are completely free. Gratis. They
cost you nothing except the price of the
stamp. And the envelope.

Corrupted disk

Last month | used the new
& Menu program on your
Cover Disk to unpack the

software included. My problem is
that | have ended up with a disk with
half a game and a corrupted Cover
Disk, and | didn’t make a backup of
the disk.

Steve Lewis, Milton Damerel,
Devon

Always, always, ALWAYS

% make a backup copy of your
Cover Disk before you run any of the
software on it, and that includes the
Menu program. Make sure that the

Whic

ANSWERS HEL
P ==

first thing you do when you take the
ST FORMAT Cover Disk out of its little
baggie is to write-protect it by moving
the little tab so that you can see
through the hole.

You didn’t say which disk you
corrupted in your letter Steve. If you
write to the Disk editor Nick Peers
enclosing the disk he’ll send you a
replacement disk.

g
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B Having trouble with your Cover Disks?
Back "em up, we say. Write-protect them
too, and you’ll avoid problems.

Old, old printer

After having no problems
using my Amstrad DMP
=8 2000 printer to print text,

I find that | am now having problems
generating graphics output. All the
instructions in the manual have
examples in Amstrad Basic, BBC Basic
and Commodore 64 Basic. Is there any
way | can adapt these programs to
print graphics using my ST?

Keith Whitnall, Oldham, Lancs

Your main problem is that

® you hove an old, old
printer. The Amstrad DMP 2000 was
specifically designed for use with the
old 8-bit Amstrad computers about
ten years ago. While the control codes
used by the printer are just about [}

are best for reducing the size of my compiled

16. Delete line 10851
One last thing, to use the extended sprite palette in
your own programs, use this line:

A=hunt (start(l) to
start{l)+length(l},"PALT")+4 : for B=0 to
15 : e colour B,deek(A+B*2) : next B

This gets the correct sprite colour palette. Note that
the command:

P=palt{start(1l))
used in The Missing Link Extension doesn't retrieve the

correct STE palette.
Scott Evans, Cardiff

stf: Phew! Thanks for that, Scott — you obviously put
some work into that. Now every STE-owning 5TOSser can
update their sprites. Be warned, though- always do some-
thing like this on o backup, and not the original.

We were going to run a story here about the fact that
Stosser is no more — except that at the last minute we
discovered that it is in fact now to continue - see the
News pages for the full story (page 11).

The magazine has now been taken over by Bo
Goodfellow, who you can contact at: 2a Colvin Str
Dunbar, East Lothian, Scotland. Don't forget that
Stosser can only continue with your support, as one of
our readers pointed out in a letter in our Feedback
pages. Send your STOS routines or any other ideas or
articles to Bob ~ it's your contributions that keep mag-
azines like Stosser alive.

Pick a packer or two
| have a second-hand copy of STOS and the STOS
Compiler, which | use for producing simple games for
my family. | used to use GFA Basic, and | now notice
that 5TOS produces huge files after I've compiled them
to disk.

| want to get each game and its data fileson to a
single disk, because my children can get confused
when swapping them about. I've heard about pro-
gram packers, but there seem to be lots of them!

programs on a 1MByte STE?

Jack Braun, Shelley

stf: Most games and demos written in STOS are packed
using one of three popular packers— Packlce 2.40, Atomik
3.5 or SpeedPacker 3. In terms of overall reduction in size
and unpacking speed, there really isn't that much of a dif-
ference, but SpeedPacker is slightly different in that the
code for depacking isn't attached to the packed program,
which is why they ‘re slightly smaller. You need to put a lit

tle program in the Auto folder to do the job. Any of the
packers will do, and they’re all available from your
favourite BBS or PD library — turn to our Public Sector
pages (page 46) for a list of libraries.

Missing Link registrations
Remember the whizzo Missing Link Extension we gave
you on 5T FORMAT Cover Disk 517 The o al pro-
grammers aren’t handling the registrations any
longer - instead Mike Goodman at Goodman
International PDL is now supporting The Missing Link
and the Misty Extension.

Both shareware fees are the same as before, but
you need to get in touch with Goodman International

ISSUE 65 ST FORMAT
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Starball problems

I'm having trouble with
m running Starball from the
ST FORMAT Cover Disk 64

- the game always bombs out.
When | unpack the file | get a mes-
sage saying that the data is
damaged. Please put a fixed version
un your next Cover Disk.

Rafay Qadin, London
It sounds like you have a

A faulty Cover Disk. With such
a large number of disks duplicated
every month one or two are bound to
be faulty. Just send your faulty disk to:
ST FORMAT November Disk Returns,
PO Box 21, Daventry NN1 5BU with a
padded self-addressed envelope (no
need for a stamp on it) and a note
explaining that you need o replace-
ment disk. Full instructions for disk

RS

problems are included on the Cover
Disk pages every month.

DIY floppy

Can | build an external
ﬁ floppy drive using the
internal drive from a bro-

ken STF? What parts do | need and
where can | get them?
Marco Spelde, Almere, Holland
A You could possibly build an
external drive using an old
internal device, olthough it would
probably work out less expensive to

buy a new external drive. You need a
suitable case, an i

ANSWERS

ST FORMAT s own infobahn warrior, Clive Parker,
tackles your problems, ranging from printer
drivers to the really ridiculous.

power supply unit and a 14-pin DIN-
to-Shuggart cable. We're planning a
feature on building an external floppy
drive in 5T FORMAT soon.

B Starball on Cover Diak 64. Nick, Simon and Trent have hardly done any work this
month, yet again, because they've been playing it so much.

) STOS CORNER

Frank Charlton fires up his steam-powered
Internet relay and shows you how to

extend yourself.

Extension help

With some help from a few friends I'm

er version of th

ems with the
Id him thal

starting to haw
My friend
that many commands in t
didn’t tell us why. What d
Jeremy Caudle, Palmersville
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Jsy writing a

Internet connected!

B It's just as cheap - if not cheaper - to buy a new external drive as it is to build one
from spare parts like some dementad mad scientist (with a fetish for joystick leads).

Radio ham

I am interested in using
@ packet radio with my STE.
Is there any software

available to do this?
Paul Brooks, Downham
Market, Norfolk

Indeed there is Paul, There

are no commercial packet
radio programs that | am aware of
but there are several useful PD pro-
grams you can use. Worli is a pro-
gram designed to enable you to run a
packet radio bulletin board complete
with 150K manual, while Packet is a

P ive general purp

packet radio program. Call one of the
PD libraries listed in our ST Directory
(page 71) and tell them exactly what
you need — they'll be glad to help you

out. Make sure you remember that
most packet radio software only runs
in high resolution.

’

The plot thickens

I have a Hewlett Packard
& plotter, model 7221b.
Can | link it to my STE and

what software can | use with it? Can
| use a standard art package?
Steven Good, Cramlington,
Northumberland

A Almost all plotters use a
standard parallel Centronics
interface, so you can connect it to
your STE using @ normal printer lead.
Your problem lies with software. Plot-
ters are designed to be used with CAD
(computer aided design) software that

me an e-mall message at the address

I thought you might like to know that
he Internet c

¥ to me at
e any questions




«* ) MUSIC AND MIDI

Andy Curtis boldly goes where many

peoplehave gonebefre. Crzy, but

stly coherent.
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KNOW THESE THINGS heart'sconent

outputsthespecfc

The monitor youve been
et oot m:m Rt

s GFA Dratt o
givethem a ring on = 01734 794541
Tor the currnt pric.

eca whihmeans ot o cant
Atari PC monitor gt to o
foebeenaferedan Aar oo o your STE
w00, e omptr o ¥ i g
r STE manua, and they will
replace the PC plug with o 13-pin DIN.
plug using th pinout charts o the
Tony Friend, Maldon, Essex back of the manuol.

but whatis it?
your column ab

NoTOS disks LC-10 printr diver from witin the

program you ae usi

you are using.
printing withyour ST doesn'tuse

with my Star LC-10 print
roblemis that | haven'
original TOS disks, Where can | get
replacement disks?
G5 Richmond, Walney lsland,
in-Furness

your word processor load
and gt printing.

This st as big o problem
s you think because you

don't need the isks that come with

an ST to do any printng. If you want

o g b et 4 vl

pocsroramy

e e

Monitoring the system
Thave a IMByte STFM.
1 am wondering if
can use my Tatung TMOT
monitor wit nuseit, can |
useitin high-resolution mode’
‘GE Cawdron, Balby, Doncaster




the conversions fail. Do you
have a solution?
Brian McNulty, Bridlington

Yes, | do have a solu-

tion for you. There's no
need to convert Calamus to work
with the XtraRAM +8 board,

main program files, and keep the
duplicates in the same directory as the
original. You could make a copy of
REDACT.PRG and call it
REDACTS&.PRG, then convert the copy
with UseXtra. You should then be able
to use the extra 8MBytes of RAM with
all your main software. stf

because it automatically works
with the extra TT memory that
the board provides. This is
because Calamus was designed to
work with the Atari TT030 as well
as the 5T.

Calamus uses an internal
checksum routine to make sure
that it hasn’t been hacked by soft-
ware pirates. When you use the
UseXtra program to
convert Calamus,
the length of the
Calamus program
file is changed. The

internal checksum rou-
tine detects the change
and automatically dis-
ables the program.

The easiest way to
convert the rest of your
software is to make
duplicate copies of the

Send your 5T Answers questions,
hints and tips to Clive either by
e-mailing him at:
cparker@futurenet.co.uk or
clive@netmag.cityscape.co.uk
or post them directly to: 5T Answers,
5T FORMAT, 30 Monmouth Street,
Bath, Avon, BA1 2BW.

P B g
B All high-resolution monitors aren’t
the same, but the differances in pictura
guality are so small that it doesn't really
matter which you choose.

Converting Calamus
| have a MegaST4 with
TOS 2.06 (Compo T-
Board), Marpet XtraRAM
+8, Megafile 60 hard drive, SM144
mono monitor and SLM804 laser.,
My problem is that | can convert
Calamus to work with the XtraRAM
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All the high-resolution moni-
tors that you can get for the
5T give you just about the same picture
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quality. Indeed, many of them are in
fact the same monitors, except with
different names and badges added by
the distributor.

As a basic quide, try and get a
14-inch monitor with sound from your
nearest supplier — you won't go far
wrong if you do that.

+8 using the UseXtra program but
the printer output no longer works
after I've converted the program.
I'm also reluctant to convert
other programs such as Redacteur 3,
Calligrapher or Timeworks 2 because
of the lengthy installation proce-
dures I'd have to go through should

B It's big and it's vaery
clever. You can use the
XtraRAM +8 board to
take your ST up to
12MBytas of RAM,

as long as you ilr-;udf
have 4MBytes and TOS
2.06 insida your 5T.

9 STOS CORNER

Frank Charlton structures a few
commands and reports on a new
STOS Extension under development.

Stricter structures?
I've been playing around with STOS for some time
now, because Hind it easy o use for producing pro
grams that use a lot of graphics and sound samples
for my kids. I must admit Fhave some niggles with it.
I've written a few programs using GFA Basic, and
| miss some of the more structured commands it pro
vides. If | want my program to jump to a selection of
subroutines depending on which key is pressed, do |
really have to use a separate IF statement for every
choice? In GFA L used to use the CASE and SELECT

cominands, which made my programs much easier

to follow when | went back 1o them weeks later. Why

can t AT do anything like this?!
Robin Mitchell, Guernsey

(s brope, 5TOS wasn T designed with sEructured program
ming in mind, The CAM SELECT idea yvou mention makes
your source code much more readoble thon using lots of
Ik statements, especially if you end up nesting them
inside aoch ofher

There is some Qood news thowgh, Robin, Les
Greenhalgh s STOS Control Extension, which is now af
version 3.0, shoeuld be able to frelp you. 1T Introduces
SWITCH COnsircrs

those twp GFRA Bosic commands you miss 5o much

witich give you the power of using

Controd 3 i shorewire, g reaistradion is g merse five
pounds. By now yvou showld be able to prek it up from
your usaal PD Kbrary, and nefsurfing STOAsers can grab
It from the ftp site at fip.uni-kl.de in the pub atori pro
gramming/ ST0S directon

FORMAT ISSUE 67

And even if yvou aren 't interested in these commanids
Controf 3 15 chock-full of other stulf, from border removal
on an STEM to fovely horizontal scrolling commands
and routines thot enable yvou fo access those old four-
player joystick adapltors, whrch you could use with
games like Gountlet 2. This extension is well worth a
look, and Les promises even more in the future for those

who rl.'!..ll"th'l'.

The eagle has landed

| thought you might like to see some details on my new
STOS Extension, called Eagle. I'm still working onit, and
it has over 80 commands including 15 or so MEP inter
rupt routines, which do stuff like animated mouse
pointers, vertical scrolltexts and wrapping screens
around tubes
ished shortly, and |'ll send a copy as soon as it's ready.
David Haylett, Leicester

all under interrupt. Eagle should be fin

Cheers, David - the list of commands you sent [00ks awe
wome. [l make sure it gets the exposure it needs when it s
ready o be unleashed

If anyone else hos writfen Extensions or routines for
STOS, which they 'd like to share with the world, then
please do send them in on disk, As well as giving BRS
users the chance to see them, [ can make sure thot
they re placed on the Internet site | mentroned in the pre
vious answer, 30 that 3TQS peeps all over the globe can
qget al them, If they re really good, vou may éven get o

e Chem on the ST FORMA T Cover Disk = who Kknows?”

AMOS or not to AMOS?
A friend at school keeps harping on about AMOS, He
tells me how great it is, and that it s much better than

LA Ed
g
1

|

STOS. | know he has an Amiga, and | think it's just §TOS
tor his machine - is that right! Can | get it for my STE/
Can we swap programs we ve written to get them to
work on each other’s machines?

Colin McHugh, Isle of Man

Vou're right. Colin - AMOS is the Commodoare Amiga
version of STOS, AMOS was written after the 3T version
and has gone through a few more versions than STOS,
Since the Amiga and the 5T are quite different. you could
possibly convert your work (o the Amiga, but transform-
ing your friend s stulff for use on the ST could be difficult.

The Amiga has some custom chips inside, which per
torm graphics and sound functions, and AMOS offers
commands (o access these chips. Porting your program
would mean that you'd have to remove any of these
hardware commands and write STOS routines to per
torm the same job. I'm not saying it's impossible, just
don’t exprect it to b sy,

Your friend needs to pick up an Amiga program like
Messy3D or CrossDOS to be able to sove s files (o PC
formatted disks, wihich vou can then read directly in your
ST drive. Tell him to check out his favourite Amigao PD
library, and good luck with the task aheod!

E-mail

' You can e-mail your 3TOS queries
directly to Frank Charlton at:
frank@theshack.demon.co.uk
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ST ANSWERS HELP E

STOS Corner returns in style this month, with more
space and more news. Frank Charlton dons his
special STOS TechnoTrousers once again.

STOS Corner

NO MORE DISKS!
I'min desperate need of a
STOS file called
BASICMJH.PRG, because
I've heard that it will be able to run
the upgraded version of STOS with
the compiler on my STE. I think this
was on STF Cover Disk 41. I have
enclosed a disk and a self-
addressed envelope 50 you can just
easily add the file for me.
Simon Chu, Hamilton

As I've said before, we can’t
deal with personal letters, and
we certainly haven't got time

tocopy disks and send them back. If
you've missed a Cover Disk you should
check out the Back Issues section on
page 76, or faiing that, try placing a
Jree wanted ad (see page 72). The fix
‘you describe will update your copy of
STOS to run on your STE, and if you
contact your usual PD library they'll
beable tossell it to you. Goodman PDL.
havean great STOS collection ~ call
them on = 01782 335650 for details.

TRACKING THE STE
Has anyone written any-
thing to play tracker
modules on the STE using

STOS, because the STE can play

them without any slowdown. If

there isn't one, can somebody out

L Graanhalg's MOO player ~coming
to an ST near y

there please write one!
James Marson, Rotherham

Yep, Ye Olde STOS Tracker
isabit outdated, sn't it?
You'll be pleased to hear that

Les Greenhalgh, who runs the STOS
Mailing List,is currently beavering
‘away finishing his adapted STOS
Extension which uses the Ninja MOD
replay routines to work with STOS.

"ve seen an early beta version of
the interpreter Extension, and very
tasty it is too! Unlike STOS Tracker,
you just use the rormal MOD format
without any fiddly conversion frst,
and the sound quality is a lot better.
As s00n as Les decides it's ready to
release, we'll let you knoto.

SMEAR CAMPAIGN

I've been trying to place a
stationary sprite againsta
scrolling background, but

the sprite leaves a trail on the back-
ground. Addinga WAIT 2

but

LOAD OF OLD TOS?
I'vejust written a demo in
STOS and I want o give it
tomy friends, but some of
them have different versions of
TOS tome. I have an STE, but one
of m ld STFM, and

causes the sprite to flicker.
M Y K Hilton, Manchester

First, if you'restill using the
built-in STOS sprite rou-
tines, you really should take

look at STOS Extensions like Misty
and The Missing Link. I've mentioned
them several times already and with
‘good reason — the sprite routines in The

his cousin has a Falcon. I've tried
the various STOSFIX programs, but
they don't seem to work.

Derek Smalls, Luton

The STOSFIX programs
A work by modifying the cont-
piled STOS program to work

with other versions of TOS. Your best
betis fo pass x/uunumpll('d demoto
STO:

Missin
Chieck your local PD sources for
acopy. Looking through the snippet of
code you sent in, you're completely
missing the WAIT VBL command.
Because a TV picture s built up from
scantines drazon by the electron gun, if
‘you move your sprite or background
while the screen is only half drazon,
you'llsee it flicker. Add a WAIT VBL
command just before you use
SCREEN SWAP to switcl between
the hidden work screen and the physi-
cal one, and you'll lose the flicker
WAIT VBL waits until the electron
guns ready to start drawing a new
screen. TV images are updated 50
timies a second, so you can see how.
quick STOS can be!

S Fix 3,
which we gave away on Cover Disk 67.
Your friends can then use STOS Fix to
fixyour progran to run on their
specific version of TOS although an
STFM should run it without any
changesat all. stf

105 version
Sovaozec L

STOS Fix performs surgery on your
masterwork so that other ST peeps
can enjoy it too.

CASTING THE NET

Since | mentioned the STOS M:
Internet a few issues ago we've seen a

amount of STOS
good source of info too ~ but don
worry if you're not on-line yet,
because I'l be bringing you all the
news from the cybersurfing STOSsers
over the next few months.

Mark Westguard is busy updating
his STOS-written BBS Directory to

‘The STOS Mailing List regularly updates
this list of Frequently Asked Questions
(FAQs) about STOS.

g List on the
healthy
influx of new STOS users there. There's a fair
activity on the Net, and it's a

include a ter

protocols like

al program, 50 you can nip off

for a quick logon to the BBSs in
However, when it comes to getting transfer

2ZModem to work from within STOS

e database.

he's having mnlam, If you've programmed

S, or have any technical

s e e T
the info on to Mark.

/208.2
FidoNet  2:256/502.28
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EHELP! ST ANSWERS

Having recovered from the shock of having Clive’s
wallet fall on him last month, Frank Charlton
bounces back to deal with your STOS problems.

STOS Corner

THAT'S MAGIC!

[ don't have my 5T any
more because [ couldn’t
afford the repairs when it

you think STOS will runonitso |
can carry on with writing games?
Billy Smithwick, Cheshunt

MagicMac will run well-behaved
ST software on a Mac...
Unfortunately STOS isn't all FZ
that well-behaved.

=s Eaze Datei Fenster Inhalt Elnstellun

| jresimEs B jresusEa N Lfmshaws N EapTiPRel (e olw ) Alerall

died. My brother has an Apple Mac,
and I've heard about using this new
MagicMac to run 5T software. Do

like printing to the screen! It
isn't the fault of MagiC or
MagicMac at all, it's just that
STOS itself doesn’t obey the ST
programming rules correctly.
That's why there are STOS fixes
for each new TOS version. Only
correctly written GEM pro-

[ very much doubf it
MagicMac is a wonderful
piece of programming, but it's

not a miracle. 5TOS does
not even behave very well
under MagiC on the ST. We
did try using STOS under
MagiC, and although if
seems to work at first, it

THE BES DIRECTORY::-

SET SEARCH LOCATION
RADIUS BBS SEARCGH
SEARCH FOR ABBS
CODE SEARCH

SHOW ALL

EY TR NI TN (irows a wobbler assoonas  grams will work under
SRR  :/0i: [y a simple command MagicMae, C
which leaves 100/308.2
We gave you the BBS STOS ”;R'I'!'f = Em-z
Directory on Cover Disk 68. out of the run- FidoNet 2:256}’5“2.23
FROMMGEAM INF O Mow take a look at routines F“.”{I,;, S{Jrr_zl,r Dr writE t'ﬂ thE addrE'E-'E on p 52-
EXIT PROGEAM used in the future version about Hhat. age

ANY PORT IN A STORM

| mentioned Mark Westguard's BBS Directory last
month, and the trials of controlling the serial port
from within STOS. Mark was kind enough to send
me the routines he's using to configure the port.

These aren't using any STOS-specific commands,
but use the TRAP and POKE statements to access

The code looks like this:

OUSART=peek (SFFFAZ0)
HEARITY=FPARITY*2

USART= (OUSARTS%11111001) +NPARITY
poke SFFFAZ9,USART

Then use the following TRAP command:
trap 14,15,-1,FLOW,-1,-1,-1,-1

For the next few parts, just remember, 99 per
cent of BBS systems are configured to use a
system known as 8-N-1, which means 8 databits,
no parity, 1 stopbit. This defines the way data is

page

routines held within TOS itself. Be careful about
fiddling with these, as careless use of TRAP
commands can crash your ST. Make sure you

sent over the modem link. Starting with databits,
use a variable called DATL

Again, stopbits is similar, this time using a
variable called STB:

save your work before you run it! Databits Value Databits Value Stopbits  Value

First, set the speed at which the serial port Bbits 0 GEbits 2 1 Bit 1
operates - the baud rate. We've created a 7 hits 1 Shits 3 1.5 Bits 2
variable called BAUD, and given it the value we 2 Bits 3
need as follows: Then, do the following:

OUSART=peek ( SFFFA29 ) The code:

Baud rate Value Baud rate Value which stores the old port register in the variable OUSART=peeak ( SFFFA29)
19200 0 1200 7 USART. NSTB=STB*8
9600 1 600 8 USART= (OUSART&%11100111) +NSTB
4800 2 300 9 NDATL=DATL*32 poke 3FFFAZ9,USART
2400 4 USART= (OUSARTE%10011111 ) +NDATL

Then use the command:
trap 14,15,BAUD,-1,-1,-1,-1,-1

Flow control is the way your ST tells a modem
to hold back for a while, until it clears its buffer.
For speeds of 9,600 and above, flow control of
some sort is essential to prevent errors. In the
same way as BAUD, use a variable called FLOW,

These shift the data to bits 5 and 6, and mask
and replace the original value with the new one.
Finally, the command: poke $FFFA29, USART

does the job.

Setting Parity is very similar. Use the variable

PARITY as follows:

MNow, if you're wondering why we used sensible
names like PARITY for some variables and cryptic
ones such as STB for others, remember that your
variable names mustn't clash with in-built STOS
commands. So, if we'd used STOPBITS instead of
STB, the command:

STOPBITS=3

is be read by STOS as:

and set the value as follows: Parity Value S8TOP bits=3

Off 0
Method Value Method Value On 1 This would halt the program and cause terrible
None 0 RTS/CTS 2 Odd Parity 2 problems. Always check your variable names
XON/XOFF 1 Both 3 Even Parity 3 against STOS keywords very carefully. stf
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GARBAGE, MA'AM?

['ve been working on a
role-playing adventure
game for a while now, and

I'll admit the code is getting a little
spaghetti-like. It's grown out of all
proportion, and now when [ run it
there’s an annoying pause before
my combat routines kick in. I've
been right through, and it's driving
me mad. Where did this pause
come from?

Russ Piper, Camberwell

Russ, ‘a little spaghetti-like’
15 the understatement of the
year. Obviously as the pro-

gram has evolved you've dropped the
use of some variables and introduced
others — but on the way you left a lof of
redundant ones in there, Some of your
routines are initialising and working
with these variables, but they're not
actually being used by anything. When
the memory occupied by variables is
used up, STOS does a “garbage collec-
tion.” With as many variables as you
have, this causes the pause. You can
control this by forcing the garbage col-
lect routines at a point where the pause
won't be noticed. Using a dummy vari-
able (yes, I know you have about 30
already!) and issuing the command
dummy variable = free

will force the garbage collect. Better
still, take a long hard look at your
code and strip all of that redundancy
out. It takes Hime, but it's worth it.
Secondly, considering the size of your
work, you really should intersperse it
with comments. Lse REM statements
to identify key subroutines — it makes
life a lot simpler when you have to do
a major revision like this.

BANKING ON IT

I found a little machine
code program on an old PD
disk to use within STOS

programs, but I can’t get it to load.
The section from my game looks
like this:

ST ANSWERS NalEN:2

Mild-mannered Frank Charlton once again slips
into his Captain STOS alter-ego in an attempt to
stamp out programming injustice, and to answer
this month’s batch of reader questions.

STOS Corner

Sound Lab 111 July 28, 1993
FRANK AYR File: 40K

Offset: 0,000 sec

Hemory Size: 34,175 sec
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SOX5, although it's a non-GEM TTP
program, it converts VOC samples
easily for you.

DREAM ON

I read that a disassembler
can convert machine code
programs back to the

assembly source code — has anyone
written something which will con-
vert a compiled STOS program
back to a STOS Basic listing?
Michael Hunt, Thornaby

No. Since the compiler con-
verts a STOS listing into

SoundLab will swallow almost any sample format without hassle. What's more, we
gave it away on issue 69%s Cover Disk. We're too good to you, we really are.

reserve as work, 6000
logad “"RAINBOW.PRG",7
What am [ doing wrong?
Jesse Morris, Texas

It's a simple mistake, Jesse. In
the case of little machine code
modules, you don’t actually

need to reserve the bank first - STOS
does it for you. Just remove the first line
in your example, and the second line
should do the trick for you. Just CALL
the routine as normal and all should be
well.

SOUND ADVICE

I've just got a second-hand

STE to replace of my bat-

tered old STFM, and I'm
interested in using samples with
the STE's DMA using either STOS
Maestro or the STE Extension. When
[ called my local BBS they had a lot
of samples, but none of them were
in the STOS Maestro format. Most
were in files with extensions like
WAV, AVR and VOC, so how can |
use them?
Jill Armstrong, Sussex

Firstly, Jill - STOS Maestro doesn’t
play samples through the DMA. The
STE Extension does though (it

wouldn’t be very STE otherwise) and
you can easily convert the samples.
We gave you an excellent sample
manipulator on ST FORMAT Cover
Disk 69, called SoundLab. This
attempts to load anything you throw
at it, and succeeds in most cases.
We've tried it with all of the formats
you mention, and with the exception
of the occasional VOC sample it works
perfectly. Check the BBS you men-
tioned for a sample converier called

machine code, and doesn’t
leave any of the STOS Basic code at all,
this is an impossible task. If you knew
assembly you could disassemble a com-
piled STOS program, but it would
produce an assembly listing, not a
STOS one. If you're good enough to
navigate assembly language like that,
there’s little that someone else’s STOS
program could teach you. If, however,
you want to recreate the source code of
one of your STOS programs, you've
learned a valuable lesson. Always keep
a backup of your original source code in
case something happens of it

STOS Mailing List on the Internet.

following routine:

dim a(n),b(n)

copy varptr(a(0)),varptr
(a(0))+n*4d to wvarptr
{(b(0))

Try it. It's ultra-fast. Compare it
with this old chestnut:

for x=1 ton

Bix)=a(x)

next x

When you want to initialise an
array use:

£ill warptr(a(0)) to
varptr{a(0) )+n*d, 0

which fills it with the value 0.

HOME AND ARRAY

Finally this month, a gem of a tip from Les Greenhalgh that came in via the
Les reckons that this can be as much as

40% faster than the usual methods, and that's even after it's been
compiled. So, the next time you want to copy two arrays, just try the

frank@tac hﬁ'ﬂ'ﬁﬁﬁﬁﬁif
NeST 90:100/308.2
AtariNet 51:6/208.2

FidoNet 2:256,/502.28
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|STOS ANIMATION TUTORIAL

STOS @&
tutorial

Assembly-quality games with the 1 B
ease of STOS? You better believe it e e o ausity s i 5705 Bosie o ="
Professional programmer Tony STOS MYTHS

Greenwood shows you the speed

and animation tricks that made
HERO (STF 64, 85%) a success.
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hen it comes to wide. Sprites can only be placed in
speed, it's all a mat-  x positions marked by this grid.
ter of getting your You can't, for instance, display a
ST to do as much sprite at the x position 19 - you
work as possible in the shortest have to modify it by shifting the S e e GRS S o P 5 T M
period of time. That sounds obvi- image three pixels to the left and this m AN h-u guaramuud to hﬂ '“-un
ous, but in order to do it you need display it at position 16. This is compatible.
to find a range of commands, called pre-shifting, because you
routines and tricks that enable you shift the sprite image left or right ; 3
to get the best from 5TOS. By far prior to displaying it. advance planning. As the pro- Animation
the greatest time-saving trick Cleverly, STOS takes care of grammer, you know in advance So let's get straight on with ani-
involves ‘pre-shifting’. pre-shifting for you in real-time, how your sprites are going to mating these BOBs. For a simple
The problem with the way but this has obvious drawbacks move (and how much they need to left and right movement you need
the 5T displays the screen is that it when it comes to speed - it only be shifted), so why not do it before three new variables - let's call
uses a series of strips 16 pixels takes ten or so sprites in motion the game starts, saving enormous them B_R and B_L for the direc-
for STOS to spend amounts of vital — Hons and IMG
all its time pre-shift- rocessor time = for the image.
ing, cauaingp your then it's most You need to find a Your 5'.I'"ID‘5g
game to slow down needed during range of cummands, sprites are num-
in direct proportion the game? ; ; bered starting
to the amount of Tobe hon- rOUtINes and tricks to from 1, whereas
information you est, the 5TOS gEt the best from STQS BOBs are num-
have to display. The sprite routines bered from 0, but
drop in speed isn't won't help all this is taken care
constant, though, that much - they're slow, and of when you convert your sprites
causing an ugly lag don’t give you or the player into BOBs using the extension.
every time you enough control over the display. A A bank of 12 BOBs (the first
move too many of better system can be tound in the six being the left animations and
The STOS sprite editor has stood the test of time. It is still. your sprites. Missing Link extension, using BOBs  the remaining six for the right
needed today for designing BOBs and other background blocks. The solution is instead of sprites. movements) would be numbered

B_L=0 and B_R=6. Your actual
BOB command asks for the image
as one of its parameters, so use the
variable IMG for this. To place
your BOBs in bank 6 and then
show the first image at the current
X, Y co-ordinates you need the

command:
BOB LOGIC,START(6),IMG, X
Y, 0 (all one line)

Having done that, you could
then increase the appropriate vari-
able and assign IMG to it whenev-
er joystick movement was detect-

e ﬁmmemmmmm. i i ed. So the left movement with an
Missing Link extension — we love "em, we do. [T M. € ' overflow error check would look B
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The STOSser diskzine: “No, | think we'll go
with plan B = make it look as far removed
from a programming language as possible.”

B

like this:

IF JLEFT THEN IMNC B L :
IMG=E L : IF B_L>5 THEN

B L=0 : IMG = B.L (oneline)
When STOS runs out of left anima-
tions (that is, it reaches 6) it
restarts at animation 0.

Set animations, such as
climbing a wall, can be achieved
by making a loop that is governed
by the number of animation
frames needed. You then retrieve
the correct animation numbers
from a line of DATA. This is one of
the tricks used in HERO -
although I had over 250 frames of
animation to work with, some
frames were used more than once
tor different effects. With the
LOOP /DATA trick the animations
don't have to be stored in sequen-
tial order and the DATA line
enables you to mix and match
frames from ditferent animations
to create new ones.

Jim never moved!
The biggest illusion created in
HERQ (and, indeed, in many other

EXTRA READING

" and all manner of STOS-related dm.‘: 'plul plun-

Hnwwar. 'ﬂm pII:l does not Inl:lr.!d: !Tﬂs Basic.

commercial games) is to make the
player believe the main character
moves, even though he never
strays from the centre of the
screen. If you hold your finger
over the screen where Jim appears,
then play, he never leaves the end
of your finger! It's only the back-
ground that moves, the obvious
advantage being that unlike the
BOBs used for baddies, you don't
have to use pre-shifted versions of
every frame of Jim's animation,
because he never changes his x
position anyway.

If you've got the Missing Link

extension, you have
commands at your
disposal that allow
you to design large

TEN TO GO...

Here are ten things you can get rid of:
GET RID OF REPLACE WITH EXTENSION
Sprites BOBs Missing Link
CLS WIPE LOGIC Missing Link
SCREENCOPY BLIT Missing Link
PRINT TEXT Missing Link
HIDE/SHOW  MOUSE OFF/ON  Misty
SCREENS QUICK SCREENS Control
APPEAR FADE IN/OUT

Mouse pointer A tasteful one Design your own
STOS music  CHIP/ABK

INKEYS HARDKEY

SPEEDING UP STOS

v.m'g;:n you | 3 faster rmﬁn-.ﬂlm ﬂﬂng: :
DIM A(2)

areas to be used as
scrolling back-
grounds. As these
are made up of
16x16 pixel blocks
that started out as
sprites, you can
apply the pre-shift-
ing method to a
screen full of
sprites, giving the
game's scenery

o aﬂaﬂnﬂn’h Wﬂh!h':’hrmtl‘mnw:l. Two Illﬂl.ﬁﬂl-‘ g
— sive INC commands are faster than x=x+2.

/i
r

“-w"r',t_:_:_wr-_;l gese mw#ﬂ.u-q-i

e .ﬁ&&aéi

1

smooth multi-directional scrolling.

The size of the map created
does not affect the speed - a
640x480 map will be displayed,
scrolled or updated at the same
rate as a 1280x960 map, but the
amount of the map you show on
the screen at any one time can
have varying effects...

A square map of any size
will give you a smoother effect
than any oblong map as the 5T has
the same amount of work to do no
matter what direction you scroll. A
displayed map that takes up the
full width of the screen should be
avoided unless you only intend to
scroll horizontally. For optimum
effect the largest map displayed on
your 320x200 screen should be no
more than 200x200 pixels.

There is an undocumented
limit of 128 16x16 blocks that can
be used in the creation of your
map, but there are other uses for
the blocks beside drawing scenery.
In HERO, the starting position of
both Jim and the baddies are dif-
ferent for every level (an important
aspect of any platform game). This
was achieved using dummy world
blocks. When a map is loaded the

mET FORMAT JUNE ISSUE 71
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Jumping, climbing or just hanging about, Jim never strays from the centre of the HERO screen - so he never needs pre-shifting.

X,¥Y BLOCK command is used to
find the positions of the dummy
blocks, which are stored in an
array to be used as the baddie
starting positions. The REPLACE
RANGE command is then used to
place more usable blocks into their
vacated slots.

Constant loops

As we've discussed earlier, the
game's speed has to be constant. If
the whole thing speeds up or
slows down every time you place
or remove moving sprites, you
won't impress anyone. If your first
level contains only one baddie, but
the fourth level contains 20, the
drop in speed will be as noticeable.
You can combat this problem by
consistent programming.

The first level, with its one
baddie, should still have the rou-
tine drawing the other 19. The
player will never see them and
your routine will not detect them,
but the program will run at the
same speed because it is still draw-
ing them (you can draw them to a
part of the map that is not being
used, or to a dummy screen).
Because you have to draw the bad-
dies anyway, you can animate
them dying or leave them burning,.

Next month we'll be cover-
ing sound and gameplay tech-
niques — see you then. stf

HEROD: “I'm s0 depressed. You go on without

me. I'll just wait here with my sandwiches.”
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Still under the vice-like grip of Frank Charlton, this
month’s STOS Corner features great graphics,
dynamic data transfer and excellent extensions.

STOS Corner
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STOS PROGRAMMING

STOS
tutorial

Following on from last month’s

duction to STOS ani 3 8k maacin (T 70,92 estres ch SAMed

game programmer Tony Greenwood shows you how t0  naude ror 1
detect collisions... and organise some sound effects i

¥ I
to go with them. X

nimportant partof by Count Zero you will find 20
programming i you sound effects and three tunes
choice of music ver SAMpl files are

yund effcts. STOS the most popular. Used in conjunc-
as s own music accessory and. a sampling cartridge
builtin music commands but, as give you fll control over the
with the STOS sound efects,these type,size, quality and speed of the
are not up to today's ing md tc b st 0 your

various alteratives.

Music

Chip music is by far the most ver-

il it o nemptend
S

Sl o your prefeed PO
library, or you could advertis for
Someone owning a cartridge to b
your sound man.

However, SAMpled sour
R

e =T
o Sound effects o 3k and st etin carity.
e T
Tptep et e o advemie e S
Saic srvers auch s your game  proccssbutit  SOMeone OWNing a o e
Tostw i, pmemosi e .
MOD n e kot g pya NODAe b your sound man s vrios Wi ey e o

o o abeays sl s
‘accompanying README files to

EXTENSIONS et 2(:»:,;)« isnot
¥

ovnars accossthe Mot
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Coming so0n...a followp t HERO.
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WORMHOLES

need toincrease the length of
the worm when he picks up
the number, but 'm not sure

how todoit
Ben Pope, Polegate, East
Sussex.

Whatever you want, it can't be done. A gloomy
Frank Charlton fails to complete his ‘missions
impossible’, but gets in a good word for STOS.

STOS Corner
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CUE PLAYBACK...

Lam writing my fist  tines are rather heavy o the ST's
programin S processor,and o' hppily co-
only know some of the :in:’”” cach e ""y:'fy,'f” s L T i

g 57 Answers AN

Iy

Desplte recent attempts to replace him with a

i artificial i

Frank

Charlton is here again to soothe your STOS pains.

TOS Corner

Spectrum 512 picture. Boh ro-
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ot on the heels of
your recent ques-
tions about the
performance of
STOS on the Falcon030, here's
news of two forthcoming
STOS extensions which take
advantage of the Falcon'’s
graphic and sound capabilities.

First up is the STOS Falcon
Extension, currently being
developed by Anthony Jacques
of STOS Mailing List fame.
Anthony’s extension includes
lots of different Falcon-related
commands, including general
stuff like reading the Cookie
Jar and finding out whether a
program is running on an
RGB, VGA or mono monitor,
ora TV set. There's also a
handy command to read a
Jaguar PowerPad.

Sound support is good too,
with nifty commands for play-
ing standard 4-channel MOD
music as well as the multi-
channel DTM modules pro-
duced by Frontier's Digital
Tracker 030. Both use the DSP

There’s light at the end of the tunnel for Falcon
owners. Frank Charlton peers down the track and
takes a look at forthcoming STOS extensions.

STOS Corner

chip for minimal slowdown,
and sound great, Sampling via
the DSP is also catered for —
both recording and playback
are possible via the Falcon's
built-in hardware.

Graphics support is excel-
lent, with commands for
everything from drawing
Gouraud-shaded vector shapes
to displaying 256-colour and
TrueColour images on the
screen. Replacements for the
regular STOS palette and fade
functions are provided so you
can work with the expanded
palettes and resolutions.
There’s even an early version
of a TrueColour sprite engine.

You can contact Anthony
via the STOS Mailing List, by
e-mail at: jacquesa@cs.man.
ac.uk, or by post at: 70 West
Avenue, Oldfield Park, Bath,
Avon BA23LE.

FAB FOUR

Next is a suite of four exten-
sions which is being devel-
oped by Anthony Hoskin to

exploit the Falcon's capabilities
~ the System Control Extension,
the GRAFIX Extension, the
DMA Sound Extension and the
MODule Player Extension.

‘The versions that we saw
were still being developed,
and may well change quite a
bit before they are released.
Anthony intends to make the
interpreter extensions freely
available, but the compiler ver-
sions will only be available to
registered users.

The System Control
Extension currently features 23
‘commands that control the
Falcon’s system features. It
provides some interesting and
unusual functions, such as
switching the processor cache
on and off, and switching the
Falcon’s system bus into STE-
compatibility mode.

The GRAFIX Extension
doesn’t yet support
TrueColour video modes,
although Anthony is working
on it. Currently, you can load,
unpack and display 256-colour
images in the ILBM

HERO FREEBIE

Remember the animated

didn't look, feel or play like a
generic STOS game, and it was.
generally very well received.

Seemingly it didn't sell
massive amounts

size down, Tony has
removed the excellent

sound samples have been

given

the chop. Stil, it a damn fine
game, and well worth looking at if
You want to see just how polished
2 STOS game can be. Check your
PD Library, or pick up HERO from
Ad.Lib BBS on 0191 3702659.

ed BitMap) format
common to the Amiga.
Registered users will receive
image conversion utilities to
help with this. GRAFIX also
provides a healthy helping of
commands to manipulate the
expanded palette and blit text
to the screen using regular
GEM fonts rather than the old
STOS format.

‘The DMA Sound Extension
plays back sampled sound via
the DMA sound subsystem,
and accepts samples in the
common AVR and WAV for-
‘mats as well as raw sound
data. The commands are very
flexible, with every individual
parameter available for
tweaking. You can even adjust

The DMA Sound Extonsion provides a simple
butefactive sampl player program as wol
the gain of each stereo channel
individually,if you want to -
excellent stuff indeed.

Finally, the MODule Player
Extension will replay standard
4-channel MOD files via the
DMA system - there's no DSP
support currently. Sound qual-
ity is good, and it differs from
Anthony Jacques’ player in
that it doesn't need a separate
program to be loaded into a
memory bank first.

For more information
about al these extensions con-
tact Anthony at: 45 Wythburn
Road, Newbold, Chesterfield,
Derbyshire 541 8DP. »

Source code with the MODule Player Extension
shows how to play MOD fles via the DMA.

1.demon.co.uk

(please put
subject line).




This month Frank Charlton bemoans the dearth of
STOS questions. STOS programmers, where are
you? Why don’t you write to us any more?

STOS Corner
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‘and watch out for a review next morth.
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Have you ever
wondered how they
get the stripes into
toothpaste? No?
Then maybe
you've
wondered
how games
are created.
Simon Forrester
explains.

ames are the Spreadsheets and databases

most influential work in the same way - they
driving force display simple text models on
behind any home screen, perform straight-

computer. The ST and Falcon
were originally designed for
leisure applications, because
that’s the main selling point
for home users.

If you're a keen game
player, chances

forward calculations and
occasionally access disks.
Games, on the other hand,
are far more complex — the
material they display on screen
has to be fast, smooth and
graphically

are you've
thought about
creating a game
of your own.

you are of your
favourite title,

It’s easy to create a
perfect game in
However fond YOUT head. It isn't
so easy to write one

pleasing. Their
calculations
work on a
deeper level,
too. Whereas a
spreadsheet
does the bulk

there's always
something that could be
improved. Why on earth did
the programmer use such-and-
such a key, or put the bonus
there, or use that
sery strange colour-
cycling effect? Any
fool knows...
Ah, but it's easy
L to create a perfect
| game in your head.
i Unfortunately, it isn't
quite so easy to write
one. A word processor
only has to shunt text
around the screen, and
any extra functions
simply involve manipu-
lating or analysing
that text in memory.

of the clever
work when the user hits the
Calculate button, a game has
to keep checking where the
sprites are, how they're
moving and whether they've
collided. It must also monitor
everything else on the screen
and work out how it affects
the player, while maintaining a
constant speed and screen
update to avoid getting a bad
review, peppered with the
words ‘slow’ and ‘down’.

The other big problems are
that a spreadsheet doesn’t
have to be fun, and a lot of the
design is left to the user. When
you're writing a game, the
design of each level, the chal-
lenges held within it and the

1 o |
’ ENERGY
already know the path the
player will take. All you have
to do is arrange obstacles. If
you already have a good
scrolling routine, these are
ideal first projects. They're
straightforward to design, but

DISTANCE

abilities of the player’s charac-
ter are up to you, and the end
result has to be challenging,
provoking and entertaining.
Ower the next two months,
we'll be taking an in-depth
look at designing
and implementing
your own com-
puter game. This
month we'll be
dealing with the
design aspect,
because before
you think about
programming you
have to have a
game to code.

planning to write. There are
several different distinct game
styles, including forced

scrolling, platform and sim-
ulation. You'll find more infor-
mation about each type in the [

G, THE KILLER DEES |
o

You need to
decide exactly
what kind of The Dizzy games feature logical problem-solving platform
game you’re action, but suffer from some pedantic gameplay rules.
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panels else-
where on these
pages. Your
first task, then,
is to come up

with an idea
for a game...

Dream
The first qualifi-
cation you need
to design games
is experience.
Ideally you
should be
able to say: “I've
played hundreds of them.”
What type of game do you
enjoy the most? With any luck,
you'll know exactly what kind
of game you want to create. If
you're going to spend several
months designing, coding and
tweaking you'll do well to
work on a game type you
enjoy. Whatever you decide,
ask the following questions:
® Is my idea easy to
understand? One of the (few)
pluses of Escaping from the
Castle of Mystery (STF 82, 20%)
was that each part of the game
was instantly understandable.
The tasks weren't always sim-
ple, but the player knew what
to do. Conversely, Kryptonite
Data (page 26) starts with the
player wandering aimlessly
around the playing area.

Street Fighter 2% special moves, which are activated by complex
joystick waggling, test the player's speed and dexterity.

® Is my idea attractive?
Although Castle of Mystery
players knew what they had
to do, the idea didn't capture
the imagination.

® Does the player have
incentives? There has to be a
point to playing — fruit
machine games are fairly
pointless because they always
do the same things and don't
give out any cash. Be it a grad-
ually increasing difficulty
curve or new levels, there has
to be a reason for playing, and
a reward for playing well.

Drawing board
Though we can break the dif-
ferent aspects of game design
up into distinct sections,

exp
elements of HERO, a platformer
is easy to get to grips with
because it invariably involves
a person fighting gravity. Platform
games tend to rely on timing
puzzles and reflexive action, but
the more problem-solving

elements you can include in your
game, the better.

abilities, they won't be
able to control them
all with the joystick.
Killing Impact’s answer
was for the player to
hold down [Fire], pull
the joystick in a direc-
tion and then release
the fire button. This
wasn't the best
solution, because it
made it difficult to

use a mine or laser
quickly, throwing you
into scrapes unfairly.
When you're designing the
characters and playing environ-
ment, remember the players
are coping with eight possible
directions and a fire button.
Street Fighter 2 came up
with a novel solution to the
control problem: the player
achieves special moves using a

they're inter- series of joy-
elated - your stick les.
lrevel desi";n‘: There has to be a ;;cth::vg‘g z
are dependent  yeason for play“-[g’ fireball, for
on the puzzles le,
vouwantto  and a reward for i
include, which p]aying well down-right,
in turn are and right (in

related to the

abilities of your player’s char-
acter. These abilities are linked
to the player’s control system.

Control system
The first thing you have to
worry about is exactly how the
player is to control their char-
acter. The recent highly-rated
Killing Impact
(STF 77, 85%),
stuck to the
Joust control
system. This
leads to prob-
lems when the
player collects
extra power-
ups, because
the 5T's joy-
stick only has
one button.

If you give
the player too
many extra

sequence), then
hit fire. These moves are a
balance between fluidity and
obscurity - they work in
circular sweeps and use nat-
ural movements but they're
obscure enough not to be used
accidentally. Part of the
challenge of the game is the
mastery of these moves, which
push the player’s speed and
dexterity to the limits.

On the other end of the
scale, SubStation and Frontier
rely on the keyhoard
because the
player has a
lot to control
There's nothing
wrong with this
as long as your
game warrants it
~ SubStation
players rely
on sidesteps,
weapon changes

The platform game STarioLand doesn't have many secret
areas, but it's still a lot of fun to play.

and so on, and there’s a limit
to how much you can cram
on to a joystick.

The increased complexity
is a result of the designers’
attempts at realism. In a game
involving hiding behind walls,
strafing through doorways and
dodging enemies, the more
sidesteps, fast turns and
dodges the player can use, the
better. It takes a long time for
the player to become used to
all this, but if your keyboard
layout is reasonably natural
and the initial gameplay
doesn’t require complete
mastery of the controls, the
interface soon becomes trans-
parent. If you can avoid the
keyboard, though, do so.

Player abilities

So what abilities should your
player have? If you're writing
a flight sim or driving game,
you'll already know the
answer. The same applies for
scrolling shoot-"em-ups - it's
fairly obvious how the player
moves,




games, a genre. encompassing
the legions of puzzle games
and weirder titles such as
Vaccine and E-motion. If you
come up with a completely
novel idea for a game, code it
immediately - the author of
Tetris is currently lying by a
pool in a sunny part of the USA.

so only the weaponry needs
to be considered.

Weapons are important in
action games — if the player is
expected to kill things, it's
your job to provide the means.
Each new weapon should have
a new use. For example,
SubStation gives the player a
knife as well as a gun.
Unfortunately, its weaponry
from then on all follows the
same pattern, g@tfing more
powerful without becoming
more diverse. Where were the
u]tra—puwerful, open-spaces-
only rocket launcher and the
bouncing grenades?

Similarly,

mind the technical demands
of this process.

Each level must have both
a start point and an obvious
goal. Always remember that
the player doesn’t know what
is around the next corner. If Mr
A Perfectgamer walks up to
your game, he should be able
to complete it without losing a
life, because there'll be a
logical, perfect solution to
every problem. Even the nasty
surprises should be fair. If a
piece of floor that looks like
every other piece of floor
suddenly drops away without
shaking a little first, giving
the player no

you can’t drop
someone into a
war zone with-
out allowing
them to duck.
HERO is an
excellent exam-

Mr A Perfectgamer
should be able to
complete it without
losing a life

chance to jump
away, he or she
has every right
to track down
the designer and
beat him up.
It's wise to

ple of a game

with an easily-controlled but
flexible character who'll
co-operate with the joystick
and act fairly intelligently.
STario can duck, and fall for
miles without getting hurt, but
Dizzy, who lived in a world
peppered with large drops and
trampolines, suffered concus-
sion every time he fell more
than half a screen.

Level design

Once you've created your
characters, you need to give
them an environment to play
in. You'll have to fit this world
smoothly into an 5T, so bear in

only design one
level before you start
programming, because that's
when you'll discover all the
glitches. You can then iron out
the bugs before creating the
rest of the levels.

Try not to make the game-
play too linear. Everybody
approaches a problem in a
different way, and if you
deny players the chance to be
creative, they'll hate you. It's
also a good idea to put several
paths into any level, a feature
unfortunately missing from
STarioLand. Providing more
than one path makes the game
more enjoyable to play (there’s
a point to explor-

Hard Drivin’, a car simulation that has you doing loops, jumps

and ramps with relative ease.

ing) and increases
its lifetime,
Players can com-
plete the game
several times,
finding new
things to explore,
new routes to take
and entertaining
new challenges
when they go
through each level
a second time.
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Turn back to page 26 to read this month's review of Kryptonite Data.

Problemo

So, what do these levels
contain? There are three main
types of obstacle:

® Enemies: Whether they're
fighters in a beat-"em-up, ships
in a scrolling shoot-"em-up or
swordsmen in the excellent
platformer Prince of Persia,
enemies provide the challenge
in most games. In order to
progress, the player must
defeat these foes using the
controls you gave them. In a
beat-"em-up, these controls are
specific to fighting, whereas
games like STario have the
player jump on the enemy’s
head using their normal
directional controls.

® Logistical puzzles: At the
other end of the scale you’ll
find games like Dongleware’s
Oxyd which, despite being
essentially action-based, gets
its challenge from puzzles
rather than co-ordination. The
game features you, as a small
black crystal, playing pairs
with blocks. You must navigate
switches, collapsing floors,
lasers, doors, sliding blocks

ssign. Flight sims, for

mple, can't rely on problem-
suMng because the player can
fly around obstacles. Like most
sims, they are mainly foe-based.
From a design angle, you must
also take care to give the player
clearly defined goals - they may
not be stuck to following any
clear path or route, but they must
always know where they're going.

Alternatively, games like our
Jag competition entry Sub Aqua
(see page 38) combine a 3D

system with shoot-"em-up-style

and all manner of other objects
in a bid to match the shapes.

® Reflex tests: The third type
of in-game challenge comes
from reflexive puzzles. Usually
the goal is to survive rather
than win, and these tests tax
the player’s timing abilities
rather than their logical skills.
For example, driving simula-
tors call for reflexive control

of the car.

Time to program

By now, you should have a
good idea what your game
needs to be: challenging,
involving and fun. Next month
we'll be explaining how to
take the game from paper to
the computer !

screen.

stf

control. SubStation and Frontier
neatly illustrate the point.
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Last month Simon
Forrester explained
how to design a
playable game...
this month he
shows you
how to turn
those plans
into code.

Blueprint for fun
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SPACE: BIG AND EMPTY

complete the operation. Your
spellng checker can't take half

because f your game runs too
Slowly, or slows down to cope:
each partof the game's  with those extra sprites, i1l
engine separately,in  be unplayable.
oyt Keep specd in mind every.
o writethem. ite a line of code

36 RTINS




The engine
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vector

makes game writing such
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