
STTOS Compiler Help Sheet
Ifyou get stuck using thecompiler then use this informa
tion sheet for initial technical support. It includes the
most asked questions by current users of the STOSCom
piler.

If the problem you have found cannot be answered
byrefrencing thissheetthenfurtherhelpcanbeobtained
viatheSTOSClub (seeyourregistration card)or bywrit
ing directly to Mandarin Software.

If the files on the disc fail to operate as the manual states
then it is highly likely that yon will have a defective disc.
If this is the case then return your disc to its placeof pur
chase and askfora replacement. Ifthisproves toodiffi
cult then return you disc direct to Mandarin.

Q. I am having difficulty compiling some of the acces
sories and games from the original STOSpackage. Many
of them produce errors during compilation, I would
have thought that the games supplied byyourselfs would
be error free?

A. Theerrors thatoccur donotappear in theoriginalBasic
files because STOS only interprets lines which are run. The
Compiler on theother handchecks al[ linesand will therefore
pick upany spuriouslineswith had syntax.

Example:
10 print "This Line is OK"
20 end
30 prunfThis is a bad line!"

Herewesee that line30 hasobviouslybeen incorrectly
typedin. When this program is runfrom Basicnoerroris de
tected. Thecompiler though, willanalyse all three linesduring
compile timeandwillsubsequently pick uptheerror in line30.
This problem occurs when youtrytocompile ZOLTAR orthe
BULLET TRAIN EDITOR. The following alterations will
correct theseprograms:

ZOLTARM line 4165 of ZOLTAR insert a colon after the
MOVE command.

4165 move y Z,"(1,-5,0)e80" : II...

BULLETTRAlNF.DrTOR:Tliis program hasachunk ofcode
which is no longerusedwithintheprogram. Sosimplydelete
theblock by typing in thecommand:

delete 5630-5675

Q. When I try to compile a Gem version of the low-res
Sprite Editor, I always get the message "Disc Error". No
matterwhat disc I use, themessagealwaysappears and
it always occurs when the compiler 'time bar" has en
tered the TRAPS and BANKS area.

A. The 'disc error' which occurs is a Disc Full error. To
avoid this problem, which mainlyhappens on unexpandal
520STsystems, simplyensurethatwhen you compile:

• Only theprogram tocompile and thecompiler itselfarein
memory.

• Thedestination disc (where you compile theprogram too)
only containstheCOMPILER folder.

These two points will minimise the memory overheads in
curred bythecompilation process. At theendofthedaythough,
compilation doesrequire extramemoryandextradiscspace. So
it isfeasible thatyoumaygenerate a program which cannot be
compiled tomemory orwontfiton toa singlesided discalong
with the compiler folder. If you do generate such a large
program wewill bepleased to compile itforyou usinga larger
system.

Q. I have created a Gem runnable version of BULl-FI"
TRAIN but every time I run it, I'm simply returned to the
Desktop.

A. Thereason thishappens is because thePRGfileis being
run from the Desktop. The ST loses 32K of memory when
Desktop is installed. Toavoid this,a compiled program must
take control of the system before the Desktop becomes opera
tive.Thisisachieved byinserting thePRGfdeintoan AUTO
folder onadisc.Wlien thisdiscis 'booted' itwillautomatically
load the game avoiding Gem on its way and thus saving an
extra 32K.

Q. I have compiled ORBIT, everything works apart
from the load and save options. The same occurs with
ZOLTAR and BULLETTRAIN. What am I doing wrong?

A. This problem pointstothewindow buffer sizeofacompiled
program. The window buffer's size can be altered in the
compiler OPTIONS screen. Ifyou reduce thesize below 8K
then anyfiles compiled will nothave enough buffer space to
produce afileselector. This iswhyORBITandthe other games
fail to present theappropriate load andsavefile selectors. Rv
ret urning this buffer toitsoriginal sizeor8K+ youwillbeable
to compile thegamesfully.

Q. After updnti ng my copies of STOS from v2.3 to v2.4
I now find that COMPACT.ACB no longer works.

A. The solution here is to run the CONVERT.BAS file.
This translates any file that used the old double precision
floating point intoa file which is compatible with vIA'sfast
singleprecision routines. Seechapter 6 ofthecompiler manual
formore details obout thisprogram.




