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Destiny adventures. In addi-
tion I feel it only fair to point out
that there are some machine
code programs | have been
unable to convert, for example.
programs that add commands
to Basic, eg windows, flash,
write, R G Whittaker's two extra
commands and Peter Whit-
taker's GrafText.

Alll ask for this service is the
odd acknowledgement, some-
thingto coverthe cost of printer
paper, cassettes, postage etc.,
and customers to realise that |
can only do this in my spare
time, so they will have to be pa-
tient and not expect a fully
working and tested program a
week after | have received it.
Please enclose an assembly
listing with all machine code
programs. | regret that | cannot
convert disc software.

Paul Marlow
50 Lime Ave.
Bentley
Walsall

W. Midlands
WS2 0JF

Primesearch
search party

IT would appear that several
errors have crept into my
Primesearch programs in the
November issue of Dragon
User.

Line 180 should read: 180
A1$-ll ”n

The 330 in line 660 should
read 300

Line 710 should read: 710
FLREAD NM$,FROM
RR"80,FOR 81,A1$

LINE 740 and 750 should
each be incremented by 10 to
insertan extraline which reads
740 GOTO 620. | deleted this in
error from the program think-
ing it was superfluous, but it
was necessary after all.

| apologise for any brain
failure caused by the presence
of these errors but hope you
managed to sort them out
yourself. In passing, may |
stress that non-disc drive
usersshould not feel dismayed
onseeing the DOS commands
in the listings, as they may be
easily modified, but at the ex-
pense of being able to test a
much smaller range of
numbers. If any user would like
assistance with any aspect of
Primesearch, then send an
SAEtomeand|will helpyou as
best | can.

Paul Weedon
Summerleys, Alderley
Wotton-under-Edge
Glos. GL12 7QT
And further:

SINCE | wrote my letter to
your letters page about errors
in my Primesearch listing in
November 88, it has come to
my notice thatthere is a further
(printers?) error/omission.
Hopefully it is not too late to in-
clude the following to the list of
other errors in my letter. would
be grateful if you would do this
for me. Thank you.

Yours faithfully,

Paul Weedon.
(Editor looks into envelope.
Nothing falls out. Editor

checks letter again. Nothing
but an expanse of white paper

™)

NEXT letter:

Dear Helen,

| forgot to write what the om-
missions were in my other let-
ter today. Sorry i forgot it in my
haste.

The omission was:

590 r§(i)=x$

My apologies again

Yours sincerely

david weedon (son)

(Thank you for sorting out the
old man, David. As this is all
written in beautiful Gothic
script, it is a little difficult to be
sure of the exact correction, as
the Goths apparently did not
have a symbolfor = or §. Letus
check the original ... esc save
whirr whirr clear click chug
chug whirr read bleep! silence
..too late, it's already been
wiped. | don't normallly wipe
things till I've checked them,
but that doesn’t mean that the
typesetters' translation pro-
gram won't lose something
without me noticing. It does
happen, see Harvey Gray's let-
ter elsewhere on this page. On
the other hand, | can't see
anything in “590 r§(i)=x$"
which the machine would falter
over, and there are one or two
points which bear distressing
evidence of having been, er,
shall we say, misprints. Send
me nice narrow listings with no
smudges, Paul, and | won't
have to retype'em. Deal?)

| ink this
is alright

ITS a bit late to be answering
the query, but yes, | have used

the reinking service of Alladink
of Eyemouth (see Dragon User
September 1988. THe
resyonse was good, the price
reasonable. Of two ribbons
reinked so far, one has come
back as good as new, the other
smudged a little initially, but
seitled down after a few days. |
would have no qualms about
recommending them.
Malcolm Cowen
21/23 Bristol Road
Levelnshulme
Manchester 19
M13 3NU

No indeed, your letter comes
timely after R A Davies’ tale of
disaster in his review. The suc-
cess of this operation depends
to some extent on the type of
ribbon, and using a worn rib-
bon can cause problems which
are only made worse by re-
inking. | wrote off a manual
typewriter like that, once. Be
warned, nct worn. By the way,
you don't know what the OS-9
User Group is up to these days,
do you?

For Pete’s
sake, Paul

NO, | haven't forgotten to in-
clude the disc, | shall be sen-
ding the next lot of copy to you
in plenty of time for your
January issue deadline (Ac-
tually, itarrived on the final copy
date, but as Pete sends his stuff
in on a disc which | can digest
directly, and as it's two days
before his birthday, and as I'm
running late anyway, no
radishes for Pete.) but having
just received and read bits of
the October issue the brain
was diverted away from
penguins and other palatable
puzzles just long enough to
write this letter.

What prompted finger to
keyboard was Paul Grade's
column. The phrase “Atari,
Amstrad, Commodore etc. are
still selling mediocre products
to willing mugs"” was the one
that did it. | regularly use com-
puters manufactured by all
three, none of which | would
regard as being mediocre pro-
ducts. Nor do | think that I'm a
willing mug for parting with my
money.

| use an Amstrad PCW
primarily for word processing,

and it helps some magazines
(including this one) con-
siderablythatlchoosetodoso.
| bought it for just that purpose,
and at less than £400 all-in-one,
it represents a great bargain.
Apart from magazines, | can
easily maintain a healthy cor-
respondence with friends up
and down the country, which |
would be less inclined to do it |
didn't have a PCW.

ACommodore 64 lurks near-
by, andalthough thattendstobe
a ‘games’ machine, | also do
quitealot of programmingonit.
It is now entering its seventh
year, and is still a great com-
puter for its price.

An Atari 10405t belongsto a
friend of mine, and that gets use
by me about once a week for
shared development work on
games. Again, forthe price, itis
amarvellous computer, it most
certainly is NOT amediocre pro-
duct, and |wouldn'tliketo be in
Paul Grade's shoes were he to
call my friend a willing mug
within earshot. Felled by a
single glance, most likely.

Then there is the Dragon,
which | use for playing adven-
tures. All four computers, intheir
ownway, haveajobtodoanddo
it well. Total cost to me, in real
terms, is around a thousand
pounds spread overtwo years of
ownership in sunny Wigan. In
other words, about the price of
a packet of twenty cigarettes a
day, or two pints of bitter at our
northern prices.

So please don't turn Dragon
User into a forum for one of
those meaningless debates on
which computer is best. The
best computer is the one that
you are making good use of at
thetime, and letthat be the end
of it.

PSITwouldbeagreathelpto
meifyou could getany pre-pre-
release adventures, and | could
incorporate everythingintoone
big column, creating a little
adventure fanzine within the
confines of Dragon User.

Pete Gerrard
Sunny Wigan

WELL, | think Pete and friend
would be exempted from
mugdom entirely on the
grounds that they are putting
their computers to constructive
use. The mug is, after all, the
one who is staring at a pile of
hardware thinking, why won't
this do what | want? | agree
about the PCW. If | had more
room on my desk I'd have one
here, and just use it for bashing
out instant letters at the mo-
ment | think of them. No more,
why don’t you write us, Helen?

January 1989 Dragon User 3









http:r:t34.95
http:1:1119.95




New software for review should be sent to Dragon User,
49 Alexandra Road, Hounslow, Middlesex TW3 4HP

Dragonsoft

vantage of working with the
same FORMAT command as
discs) no warning is given. Ex-
press also expects to find
devices /d2 and /d3 in memory
and gives an error if they are
not found. This doesn’'t seem
to affect its use, however, apart
from the status command 's’
which gives rubbish on the
lines which would report on
drives 2 and 3.

So much for the theory, what
about Express in practice? My
review copy refused toload the
XP module, givingaCRC error.
This would, of course, have
been due to nasty things which
the GPO often delight in doing
to our packages, and | only
mention it to highlight the fact
that a phone call to Com-
pusense resulted in a replace-
ment by return of post. This
worked perfectly, doing
everything the instruction
leaflet said it would, with one
exception: the write protect op-
tion does indeed give a ‘write
protect’ error number 242
when you try to delete a file on
a protected drive. However,
when you try to use the COPY
command to write on that drive
you get an error 215 ‘syntax er-
ror in pathlist. Not a serious
problem, but it could cause
some head scratching! | then
set out to see what tim~ advan-
tages were to be gained using
my new Mitsubishi 80 track
double sided drives.

while compiling both Pascal
and C programs. If you usually
make a coffee while waiting for
the compilation, then this
won't grab you as very impor-
tant, but if (like me) you tend to
write programs with errors in
them and have to recompile
several times to find them,
then the time saving is useful.

A very noticeable effect was
the reduced head movement
of the drives while loading pro-
grams and indeed a frequent
loading of commands without
the drive light coming on at all.
This is much quieter and must
lead, as claimed, to less wear
on the drives and discs. If, like
me, you have 80 track or dou-
ble sided drives, or both, then
you can have all your com-
mands and programs on one
system disc. In this case use
the -W and -C commands on
drive 0, and don’t remove this
disc. It is probably safer not to
use the -C option on drive 1 as
you will be reading and writing
data so you cannot use the -W
to safeguard your disc. (/ am
againstusing the same disc for
system and work files, for
numerous reasons, each one
small in itself but adding up to
lost files and other inconve-
niences over a period of time.
Ed.) IfI had only 40track single
drives | don’t think | would use
the -C option at all, since the
danger of forgetting to do an
XPR when changing discs far

' Timings using Mitsubishi 80-track drives

Job undertaken

Load Stylograph
Load Dynacalc

Compile short C program

Compile longer C program {(grep)
Compile short Pascal program (del)

Load times for Stylograph and
Dynacalc are increased by 1
sec if -C option is not used.
Compusense say that their
Dragon Data drives took 17
secs to load Stylograph, and
that this was reduced to 12
secs for the first load and 5
seconds for subsequent
loadings. Well, we won't argue
over one second for the final
loading. It is evident that the
original Dragon drives were
slower than mine, so that the
potential benefits are greater.
Even so, my loading times
were halved and there was a
very substantial time saving

' _Without XPE_:

ing. If you normally boot up
straight into Stylograph or
Dynacalc, and stay in them un-
til you save your final file, then
the extra time and memory
takeninloading Express is pro-
bably not worthwhile. In any
case, Compusense are to be
congratulated on an im-
aginative and welcome addi-
tion to the OS-9 armoury, and
so deserve five dragons for
what must be the most useful
software addition for some
time. It also makes the
DragonPlus board an even
more attractive add-on for the
Dragon.

David Rothery

dddded
o S IR
New games

new faces

Title: Mandragore

Supplier: Kouga Software, 94
The Oval, Firth Park, Sheffield
Price: £4.00

MANDRAGORE is a new ar-
cade type game from a new
software house, which just
about symbolises the
metamorphosis of the Dragon
market recently. Gone are the
old stalwarts like Microdeal
and Quickbeam to be replaced
by new producers such as

_With XPR using -C_option

' _First time_ ! _subsequent_ |

I2s

lés
(copyg) i & min @s
119 min @s

i 3 min dEs

outweighs the one second
time advantage.

Is it worth the £17 price tag?
If, like me, you got your OS-9
stuff at the sell-off prices from
John Penn then paying almost
as much for a speed-up com-
mand as for a C compiler
seems expensive, but if you
consider the original Dragon
Data prices for 0S-9, it seems
cheap. And remember that
Dragon Data prices were much
cheaperthan comparable soft-
ware for other computers ... If
youdoalot of compiling, oruse
the system commands a lot,
then it has got to be worth buy-

lgs ! Es
11s | es
min 12s |
min 42s
1 min 49s

Dragonfire, Orange and in this
case Kouga.

With 'gore’ tucked away in
the title it would appear that
this would be a shoot
everything game. Not quite the
case, as you play a more tac-
tical role. “You' in this instance
are Mandragore, an explora-
tion robot sniffing about in an
Egyptian pyramid.  Unfor-
tunately for you, a complex
defence system is set off, with
all kinds of creatures and ob-
jects lurking and loitering with
intent.

To complete the game you
have to conquer two levels

each composed of five floors, a
floor being like a level in Kung-
fu, where you progress either
in an Easterly or Westerly
direction while the screen
scrolls in the appropriate
fashion.

As for the game's objective,
that seems to be to avoid
hazards or to shoot them and
not only that but to get to the
end of level 2 with one your
precious five lives intact! |don't
know what happens then, as
it's a difficult game. The first
floor is relatively easy; you
move upanddownthe pyramid
lanes shooting mutant aard-
varks portrayed in excellent
graphics and which transform
into  equally impressive
skeletons once shot. Although
once dead they can no longer
spit venom at you, to touch
them is still deadly, unfor-
tunately. Other objects on the
first floor include a fairly tame
mummy which fires the odd
bullet and small pyramids on
the floor which block your way.

In fact there is no aspect of
the graphics | can criticise.
Once the first floor is com-
pleted other well drawn objects
and creatures appear, such as
swooping eagles and ants
which fire relentlessly at you.
All this is portrayed in hi-res
green-black, which | always
think is less visually effective
than the Dragon's only other
real option, black-buff, but is
perhaps less strain on the eyes.

Joysticks are in action again
here, with traditional Dragon
sticks being more effective
than my Atari favourite, as
small taps on the stick are
needed for up-down move-
ment rather than big lunges.

With Mandragore and Lucifer's
Kingdom being the last two new
Dragon programs |'ve looked at
| can safely say that quality soft-
ware isn't drying up. Man-
dragore is one of the best
graphic games | have seen for
the Dragon; it's quite fun to lose
a life to see yourself fall into a
pile of ashes while your cap
spins round in the air before fall-
ing to earth. The only problem is
that | don't find it the most addic-
tive game I've ever played - not
quite as addictive as say
Lucifers Kingdom, but any pro-
gram so well written can only
deserve the accolade of five
Dragons. Philip Stott

déddd
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Introduction to Dynacalc

J B Slinger introduces the spreadsheet package Dynacalc.

THERE was a request in the July issue of
Dragon User for someone to write about
Dynacalc. Dynacalc is a spreadsheet
package. A spreadsheet is a big table with
lots of ‘boxes’, called cells, arranged in
rows and columns. A spreadsheet pack-
age is a computerised version which has
been partially pre-programmed. In use, a
user completes the programming to suit
the particular need of the moment. Putting
it another way, a spreadsheet package is
anultra-high level language for programm-
ing tabular calculations. | could have said
that at the outset but didn’t for the reason
that spreadsheet packages are always
described to potential purchasersinsucha
way as to minimise the programming
aspect. Quite senior managers write or
build computer spreadsheets, which they
would not do if they thought of the activity
as programming! (Yes, it's true. At first
business executives wouldn't use com-
puters because they thought it was typing.
True!) In truth, the language is so high level
that the programming is minimal as will be
seen.

Locked in cells

The programming consists of typing
items into the various cells. The items may
be text, or figures, or expressions (for-
mulae). The first two are self explanatory;
expressions are given in terms of cell
references rather than variables but, this
aside, will be understood by any Basic pro-
grammer. Thus a cell which contains
‘+B3*B4’ will contain the product of the
contents of the two cells known as B3 and
B4. Note that if the contents of either of
these cells is changed, the computer
spreadsheet will instantly recalculate to
showthe new product. Inaddition thereare
a great number of preprogrammed func-
tions; for instance '@SQRT(...)" will evalu-
ate the square root of the expression in the
brackets. Traditionally, cell references are
given with the convention that a capital let-
ter is used to denote the column and a
figureis usedtodenote a row: cell B3would
be the second cell from the left, and 3 rows
down.

At this point is is worthwhile to introduce
theword worksheetto describe acomputer
spreadsheet; this is common jargon and
obviates any possibility of confusion bet-
ween apaperspreadsheetand acomputer
one.

As atiny example of a worksheet, look at
listing two. The meaning of each cell will
be obvious although the overall objective
may be obscure. So before describing the
programming, | shall digress to explainthe
objective, which is to solve Gordon Lee’s
September puzzle.

Briefly, the September puzziewastofind
a vulgar fraction which is a close approx-

imation to the fourth power of pi, the cir-
cular constant. From this vulgar fraction
we had to produce an approximate value
for pi which | will call ‘Indian pi' in
deference to the man who discovered this
approximation. Indian pi had tobe accurae
enough to give an error of less than 1 inch
in the circumference of the earth when
compared with the value calculated from
the accepted value of pi. | chose to set up
myworksheet tofollow this statement ofthe
problem. For further exemplification of the
worksheet's method | give a Basic program
ofthe same method; see listing three. The
degree of precision of the Dragon’s Basic is
barely adequate for the problem but the
method should be clear enough. | calcu-
late the diameter of the earthininches, and
thence the circumference of the earth, in
lines 30 and 40. | also calculate the 4th
power of pi. This has be be converted to a
vulgar fraction by trial and error. |
multiplied the value of the 4th power of piby
various trial integers (trial denominators)
and rounded-off the products to trial in-
teger numerators (see lines 70 and 80).
Each numerator/denominator pair was
then converted to a trial value of Indian pi
and the trial circumference was calculated
and compared with the true value. | used
the same method in the worksheet except
that the trial denominators were put into
cell B1 individually. Because Dynacalc is
accurate to 16 significant digits, the proce-
dure gave an acceptable value for Indian pi
and the vulgar fraction.

Now to return to the mechanism for pro-
gramming the worksheet. | use Flex, so |
have to boot the operating system first and
then load Dynacalc. Actually | do both at
the same time since my Dynacalc disc has
the operating system on it as well and |
wrote a startup file to load the package
automatically. When loaded, Dynacalc
displays an empty worksheet with the
default column width of 9 characters. This
is OK for most purposes, but | had decided
that 20 characters width would be more
appropriate for my present purpose so |
had to change it. This was done by typing
‘/AWW20Enter". The slash key / signifies
that | want to type a command. The A
meansthat|wanttochangean ‘attribute’ of
the worksheet, the first W signifies that |
want to alter a window (Dynacalc has win-
dows!), and the second W that | want to
alter the width. There is a question then
asking me how many characters wide and
the figure 20 is the answer. Entering infor-
mation into the worksheet is simply by
pointing to a cell with the cursor keys, typ-
ing the entry and pressing Enter. If the con-
tents of the entry cell are used in an
expression in another cell, the worksheet
will instantly recalculate itself to reflect the
change. Magic!

Well not quite magic because there are
three subtleties. Thefirstoneis that certain
formulae only need to be evaluated once.

For example in listings one and two, the
diameter, the true circumference, and the
4th power of pi are really calculated con-
stants. | chose to leave these as formulae
for the purposes of this article, but in a real
situation, to save memory and for speed of
recalculation, | would want to evaluate
them once and for all time. This can be
done by entering the expression for the cir-
cumference in the form ‘+72*1760*3960!".

Exclaim and vanish

The exclamation mark causes the formula
to be evaluated (and to disappear) and
then pressing the Enter key stores the
result in the cell. The second subtlety is
that recalculation of a worksheet follows a
definite order,; it is by column or by row
(selected by /JACO for column-wise or /AOR
for row-wise recalculation). Whichever is
selected, the worksheet recalculates from
the top left (cell A1). If any cell has a
reference to a cell which has not yet been
recalculated the cell will not evaluate cor-
rectly. There are situations where forward
references have to be used, such as where
one is doing an iterative calculation, but
one should try to avoid forward references
if at all possible. If there are forward
references, one can cause recalculation
by pressing the exclamation key several
times until the values stabilise. The third
subtlety is my own, Listing one is the
natural or default formatin that it shows the
figures not the formulae. However, | prefer
to build a worksheet in the format of listing
two2. You can switch between the two for-
mats with a toggle command, /WD. There
is supposed to be a way to have some cells
in formula mode and some in value mode
but | have not found it; also there is sup-
posed to be a way to protect certain cells to
prevent inadvertent corruption of a work-
sheetand | have not found that either. Both
of these features are desirable as it is as
easy to corrupt a worksheet as it is to build
it. Pay attention to this if you build a
worksheet for someone else to use.

Good presentation

I should now like to review the advan-
tages of using a worksheet. | have already
mentioned the 16 digit precision. Itis quick
to set up a worksheet; the specimen pro-
bably took less time than reading this arti-
cle will take you. It is easy to get a good
presentation of a calculation; think how
niceitwould be to putthedata, themethod,
and the results all in one table for a
research report. Irrespective of the calcu-
lation feature | know secretaries who use a
worksheet simply because it is the
quickest way to type a table (trival but time

January 1989 Dragon User 9



http:Dynaca.lc

is money!). There is a rudimentary
graphing feature which might be useful. If
you have figures in a wide column, /WFP
will convert the figures into a horizontal bar
chart with a hash sign for every integer
value. A specimen is given as listing four.
There are many built-in functions, see
listing five; note | have only tested those
used in this article. There are sorting and
copying facilities too. These are extremely
useful in programming a worksheet. | am
preparing afurther article in which they will

be demonstrated. It is not necessary to
type similar formulae into dozens of cells.
There is a definite art in using worksheets;
what to do is usually obvious but thereis a
substantial amount of ‘show-how’ involved
in doing it with the minimum of fuss. For
this reason | am unashamed to advise
anyone who is seriously interested by this
article to read a good book. There is a
strong family resemblance between
Dynacalc and the most successful spread-
sheet package, Lotus 1-2-3. There are

LISTING 1; FIGURES

books about the latter. | have the first edi-
tion of Using 723 published by the Que Cor-
poration. Tryto borrow a copy fromalibrary.

| am willing to reply to specific questions
if anyone cares to write to me; my address
is 17 Taplin Way, Tylers Green, High
Wycombe, Bucks. HP10 8DW. Next month
(orthereafter) | hope to continuewith a sim-
ple example of how to construct a
worksheet.

| 9-8-88 PAGE 1
DENCMINATOR 22
Y 3,141592653589793
DIAMETER IN INCHES 501811200 1@ PRINT#-2, “LISTING 3; BASIC PROG"
‘ REAL CIRCUM 1576486373, 429078 12 PRINT#-2,"CALCULATION OF INDIAN PI*
13 PRINTH#=-2
| ,4TH PCWER OF PI 397, 40309102340024 14 PRINTH-2, “DENOM NUMER DIFFERENCE"
ROLND NO? 2143, 000002748053 28 Pl = 3.1415926535
| NUMERATOR 2143 30 DI = 72%176@%396@:?DIAMETER
INDIAN PI 3, 14159265258265 42 CR = PIXDI:'CIRCUM IN INCHES
DIFF OF CIRCUMS . 585385770072337 S0 P4 = PIXKPIAPIAP]
6@ FCR DE = 15 TO 25:’DENOMIN,
| LISTING 2; FORMULAE 7@ X = P4XDE
| 9-8-88 PAGE 1 88 NU = INT(@.5+X)
| 98 [P = SGR(SAR(NU-/DE)) ' INDIAN P]
| 18@ DF=CR-(DIXIP): 'DIFFERENCE
DENOMINATOR 22 185 PRINT #-2, DE;" “;NU;" *;DF
110 NEXT
Pl 3.141592653589793
DIAMETER IN INCHES  72%x1760Xx3368
REAL CIRCUM B3XB4
,4TH POWER OF PI B3XB3XBIKB3
ROUND NO? B1%B7
NUMERATOR @INT(.S5+B8) o . ,
INDIAN PI @SART(@SART(BS/B1)) EéE;&E:T?éNBgilgNETgE -
DIFF OF CIRCUMS BS-(B10xB4)
DENCM NUMER  DIFFERENCE
LISTING 4; DYNACALC GRAPH 15 1461 36783.5
9-8-88 PAGE 1 16 1558 -114932
17 1656 -1@818.5
18 1753 81745.5
1 8 13 1851 -48394
5 w4 20 1948 36783. S
& R 21 2046 -78813.5
4 HEBE 22 2143 -.5
23 2240 21971
6 #d#ans 24 2338 -30650.5
8 Haspusus 25 2435 36783.5
10 Husss88884
8 Husuusus
B HuHEHSE
4 #uus
2 H#4s
| 2 a4
LAA__¥44'V 1 4
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THIS Monitor program was
written to aid me in examining
the contents of my computer's
memory and performing
various tasks on it. | am very
new to Machine Code and |
own Alldream from Grosvenor
Software. Although this has a
monitor | found it was very
tedious to load the whole thing
ineachtime lwanted touseon-
ly the monitor so | decided to
write my own.

| realise thut Peter Whittaker
published a monitor written in
machine code in May 1987, but
| find one written in Basic more
convenient not only to type in
but to leave more memory
space for the machine code
which is the subject of your in-
terrogation, and it is quicker to
LOAD off cassette.

Whenyourunityouwillgeta
title page and then will be ask-
ed if you want to load some
Machine Code off cassette.
After that you will be asked the
width of your printer and then
go into the main program. If
you have not got a printer then
just enter 0 to the width.

Operations
The program has eight

|
q gk?NT“ R AR AR

Basic Monitor

Craig Henderson gets inside his Dragon’s memory and operates

operations which are called
from the main menu by press-
ing the appropriate key (the
ones shown in brackets here).
These operations are: (A) Ex-
amine memory with autoscroll,
(C) Copy a block of memory,
(D) Display page (block) of
memory, (E) End program, (M)
Modify block of memory, (O)
Output hexdump, (P) Pokeone
location, (V) Verify block of
memory. (A) Examine memory
with auto-scroll. You will be
asked to enter the start ad-
dress as with all the routines,
andthescreenwillfillupline by
line. The speed of this can be
altered by pressing keys 0-9; 0
is a pause, 9 the fastest and all
othersinbetweenrespectively.
When you enter this mode,
there will be 2-digit hexa-
decimal values on the left next
to the address and on the right
are the corresponding ASCII
characters. These characters
can be made to disappear and
re-appear by the pressing of
(W). To quit the routine and
return to the main menu press
(Q).

(C) Copy of a block of mem-
ory. On calling this routine you
will be prompted for the start

1*****!***!‘*.‘ L
*k ** A MACHINE CODE MONITOR

K *% WRITTEN IN BASIC, THUS #*x *¥ LEAVING
MORE MEMORY *% **¥ FOR THE MACHINE CODE **

o TO BE WORKED ON, o
2 PRINT" % *% HEEA AR
HEEXREEAREN RN AN EE
* ¥ *¥ WRITTEN BY CRAIG D.M *% ¥ HE
NDERSON K *k *%

% JANUARY 3/4 1887 L
3 PRINT" %% * FEEENKAE
AKX R AR Rk p
4 SCREEN 0,1:FOR 0=1 TO 2000:NEXT
5 ' ¥xx LOAD M/C 7 *x%x%x
6 CLS
7 PRINT"DO YOU WISH TO LOAD SOME M/C BEFORE CON

TINUING WITH THE FR

OGRAM 77

8 I$=INKEY$:IF I$=""THEN 8

9 IF I$="N" THEN 186
10 IF I$<>"Y" THEN 8

11 PRINT:PRINT: INPUT"WHAT IS THE START ADDRESS OF

THEM/C PROGRAM TO BE LOA
2 IF 8T<>0 THEN CLEAR 2
13 PRINT:PRINT: INPUT "WH

DED " ;ST
00,8T-1
AT IS THE FILENAME OF THE

ING/LOADING'

‘ M/C TO BE LOADED “;F$
| 14 CLS:PRINT@231, "SEARCH
15 CLOADM Fg
*¥2% SET PRINTER WIDTH #*#%

16 '
‘ 17 CLS: INPUT"WHAT IS THE
"L

ER ;
18 POKE 155,L:POKE 328,0
19 GOTO 22
| 20 1$-=INKEY$:IF I$-"" TH
21 RETURN
22 DIM C(1000)
23 POKE 65495,0:W=0
24 ' *% Fz255 - FAST

WIDTH OF YOUR PRINT

EN 20

andend addresses of the block
to be copied, followed by the
start address to be copied to. A
limit of 1000 bytes at a time is
on this routine which | find
plenty. If you selected this
routine accidently, enter the
start and end addresses as the
same value and you will return
back to the menu. (D) Display
block of memory with only the
address of the byte in the top
left hand corner of the screen
displayed. The address of this
block can be changed by
pressing the UP and DOWN
arrow keys. (E) End program.
This re-boots the machine so
be sure not to use it until you
have a safe copy on tape or
disc. (M) Modify Block. You are
first asked for the start and end
addresses and then if the
same valueistobeputinallthe
locations within the block. If (Y)
then you enter the value and
the computer will do the rest,
butif (N) you are asked to enter
them all individually one after
another and the address is
shown. (O) Output dump in
hexadecimal withchecksumto
screen or printer. The start and
end addresses are prompted
for ,and then if the data is to go

25 ' 4% W=255
26 GOTO 156
27 PRINT"START ADDRESS -

WITHOUT A

5T$):5T=INT(ST): RETURN
28 ’ #4%% 'A’ PRECSED #4#
29 CL3:FRINT' AUTOMATI

0 G

31

SUB

"F=0 THEN POKE 66494

32 IF W=0 THEN P-6 ELSE P-38
33 ADDR=ST:PRINT

34 H$-HEX$(ADDR)

a5 1F LEN(H$)<4

THEN H$-
PRINT"$" H$," :";
FOR O=ADDR TD ADDR+P-1
IF LEN(H$)<2 THEN H%¥
PRINT H$;" ™;:NEXT
IF P=f GD3UE 46

41 IF P=8 THEN PRINT

[$-INKEY$: IF I$<>" TH

to the screen (0) or the printer
(2). Then the data is either
dumped straight onto the
printer or to the screen with
auto-scroll and at the end a
small pause before returning
to the menu. This can be paus-
ed anywhere by using the
usual <SHIFT> and <@ >.
An example of this dump is
shown in listing 2. (P) Poke a
single location with a value.
You will be asked for the ad-
dress and then the value and
then you will return to the menu.
(V) Verify a block of memory.
Following the input of the start
and end addresses, the com-
puter will display the current
location and value at which itis
working. If the location is OK
then it will go on to the next
location, but if there is
something wrong (or that area
is ROM) then you will get a fail-
ed message with details.

I do hope this is of use and
you enjoy using it. If you do not
like the idea of typing this in
then a copy is available from
me on cassete at the price of
£2. Send a cheque to Craig
Henderson, ’'Sanray, 39
Woodbury Avenue, Wells,
Somerset, BAS 2XW.

SCIT ¥
"y *LINE INPUT S5T$:5T=VAL(

*

C SCROGLL LISTING” -PRINT

,0 ELSE FOKE £5495,0
0" +H$:GOTO 35

H$=-HEX$(PEEK(0))

"0"+H$

4R

EN GOSUB

43 1IF 1%="Q" THEN RETUL.N

44 FOR M=1 TO PAUSE:NEXT

45 ADDR-ADDR+P-GOTO 04

46 PRINT" ",

47 FOR O=ADDR TO ADDR+P-1:IF PEEK(O)>:33 AND PEEK(

0)<=122 THEN PRINT CHR$(PEEK(O)); :NEXT:RETURN ELSE
PRINT".", :NEXT:RETURN

48 IF I$="Q" THEN RETURN

49 IF I$="W" AND P=6 THEN P=8:RETIRN

50 IF I$="W" AND P=8B THEN P=6:RETURN

51 IF I$<"0" OR I$>"9" THEN RETURN

52 IF I$="0" GOSUB 63:RETURN

53 IF I$="1" THEN PAUSE=2000

54 IF I$="2" THEN PAUSE=1778

55 IF 18$="3" THEN PAUSE=1556

56 IF I$="4" THEN PAUSE=1334

57 IF I$="5" THEN PAUSE=1112

58 IF I$="6" THEN PAUSE=890

59 IF 1$="7" THEN PAUSE=668

|
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Quick on the Draw

Steve Taylor draws the line — from assembler, fast.

THIS routine is designed to replace the
Dragon's LINE command for use from
assembly language in PMODE 4. | was
prompted into writing it by Brian Cadge’s
reluctance to explain how to use the rom
routine from assembler. Althoughitcan be
done, it's so complicated and messy that |
agree with him entirely — it's not worth the
effort.

The rom routine works in any PMODE,
and in any valid colour too, but this pro-
gram is configured for PMODE 4 only,
although it does work for colour O on 1 or
colour 1 on 0 using either SCREEN 1,0 or
1,1. The reason for this restriction is that
anyone attempting to write graphics pro-
gramsin assembler has only one motive —
speed. Generalising the program for multi-
colour and several modes would slow it
down too much for it to be of any ad-
vantage.

Use has been made of Breshenham's
algorithm 1, which is extremely fast. The
reason forthisis thatthe normalincremen-
tal algorithm requires dy/dx to be
calculated, the result of which must be
stored as a binary fraction to preserve ac-
curacy. Division and fraction handling are
both extremely time consuming and so
Bresenham'’s algorithm uses only integer
addition, subtraction and multiplication by
two (which is achieved quickly by a logical
shift left).

Tousetheroutine, first store the startand
end points in the area LDATA in the follow-
ing format:

where the Microsoft notation is LINE
(X1,Y1)-(X2,Y2). If the line is to be PSET,
then store the value of the background col-
our in the variable BKGCOL (black = 0,
green or white = 1ineither SCREEN 100r
1,1). Storing the value of the foreground
colour in BKGCOL will cause the line to be
PRESET. Then call the routine with BSR
STLINE. All registers used are preserved.

Note that all the coordinates are 16 bit
values in order that negative numbers are
handled correctly — a 16 bit register
should therefore be used to effect the
transfer.

Note also that X2 must be greater than
X1—iealineisdrawn fromlefttoright. This
speeds up the routine. Failure to observe
this notation could produce strange
results.

Verticallines are extremely fast. Usecan
be made of the fact that once the position of
a pixel has been determined, it does not
change horizontally and so all that is
necessary is to move the set point by 32
bytes each time. Todraw a vertical line, first
storethe upper Y coordinateinlocation YU
andthelower Y coordinatein YL, where YL
YU. The X coordinate is stored in XVERT.
Theroutineisthen called with BSRVLINE.
Again, all registers are preserved and the
stacks are unaltered. Note that the vertical
lineis always drawn from top to bottomand
so YU should always contain the Y coor-
dinate which has the smaller value.

Both routines take the top left of the
screen as (00). Although this is an
unbelievably stupid notation, presumably

Subroutines

The subroutine WBYTE returns the ad-
dress of the byte containing the graphics
coordinate stored as (XCORD,YCORD) in
location BYTE using the relationship:

BYTE =
(XCORD/S8)

SSTART + (32°YCORD) +

where SSTART is the base address of the
screen. This is stored by Basic in location
BA (hex) so the routine produces the cor-
rectresultfrom any graphics start page (eg
PMODE 4,1 ... PMODE 4,2 etc) irrespec-
tive of whether or not discs are connected.

The subroutine WPIXEL determines
which pixel within BYTE is being referenc-
edand returns the maskin the Bregister(ie
if you imagine the B register mapped onto
BYTE, then there will be a 1 at the position
of the pixel and a 0 everywhere else).

One further point — neither STLINE nor
VLINE check to see if the line being drawn
is actually on the screen. It would therefore
be quite possible todraw aline from (0,0) to
(65535,655535) although if you try it you
will almost certainly crash your Dragon —
beware!

Finally, if anyone has any problems or
wants anything explaining further, write to
me at 83 Plain Spot Rd., Brinsley, Not-
tingham. NG16 5BG enclosing a stamped
SAE.

References

LDATA : X1 conceived by some particularly asinine
LDATA+2: Y1 wally at Microsoft, it has been retained for 1 Ajgorithm for Computer Control of
LDATA+4 : X2 the sake of familiarity (it also makes pigital Plotter, J.E. Bresenham. /BM
LDATA+6: Y2 calculations that little bit easier). Systems Journal 4(1), 1965, pp25-30.
R KKK KKK KKK K HHHHEHXH LDX HLDATA+2 T
* * LDY HLDATA+6
* PROGRAM ’lines’ * LDD § X
* 3 * CMPD ,Y
‘\ ¥ LINE COMMAND FOR THE DRAGON ¥ BGE SWAPY
* * LDD s
* 19-8-87 * SUBD X
* * STD DY
AT KKK XK KRR XX BRA CONT!
* SWAPY SUBD LY
ORG 10809 STD DY
* LDA HOO
STLINE PSHS X,Y,D,U STA FLAG1
LDX $BA LDD DY
STX SSTART CONT1 CMPD DX
LDA Ho1 BHI YINC
STA IORD1 LDX HXCORD+1
STA IORD2 LDY HYCORD+1
STA FLAGI LDA LDATA+S
LDD LDATA+4 STA FINISH
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LEAVE1
YINC

INIT

BLACK®
WHITES
LOOP1LA

ELSE

SUBD
STD
BE®&
LDA
STA
BRA
LDX
LDY
LDA
STA
LDD
LDU
STU
STD
LDA
CMPA
BE®
LDA

STA
LDD
LSLE
ROLA
STD
SUBD
STD
LDD
SUBD
LSLE
ROLA
STD
LDA
STA
LDA
STA
LBSR
LBSR
LDU
LLDA
CMPA
BE@
(ofuly
ORB
COMB
EBRA
OREB
STB
LDu
LDA
LEAU
STU
LDD
CMPD
BGE
ADDD
STD
ERA
ADDD
57D
LDu

LDATA
DX
LEAVEL
#-1
I0RDZ2
INIT
#YCORD+1
#XCORD+1
LDATA+?
FINISH
DY

DX

DY

DX

FLAGI
HO1

INIT

#-1
IORD!

DYy

INCR1
DX
DEE
DY

DX

INCRZ2
LDATA+1
XCORD+1
LDATA+3
YCORD+1
WBYTE
WPIXEL
BYTE -
BKGCOL
HO9
BLACK®6&
,u

,U

WHITES
,u

U
-1,%
10RD1
AU
-1,X%
DEE
HOGo0
ELSE
INCR1
DEE
NEXT
INCR2
DEE
-1,Y

LDA  FLAG1
CMPA #01
LDA  IORD2
LEAU A,U
sSTU  -1,Y
NEXT LBSR WBYTE
LBSR WPIXEL
LDU  BYTE
LDA  BKGCOL
CMPA #@@
BEG@  BLACKS
coM  ,U
ORE LU
COMB
BRA  WHITES
BLACKS OREB  ,U
WHITES STB  ,U
LDA X
CMPA FINISH
BE@ LINEND
BRA LOOP1A
LINEND PULS X,Y,D,U,PC
*
*==============================*
% DRAW A VERTICAL LINE FROM *
% YU(UPPER) TO YL (LOWER) ¥
*==============================*
¥
VLINE PSHS D,Y
LDD  $BA
STD  SSTART
LDD YU
STD  YCORD
LDD  XVERT
STD  XCORD
BSR  WBYTE
LBSR WPIXEL
STB  MASK
LDD  BYTE
STD DX
LDD YL
STD  YCORD
BSR  WBYTE
LDD  BYTE
STD DY
LDY DX
LTMLP  LDEB  MASK
LDA  BKGCOL
CMPA #0@
BE®  BLACK?
com LY
ORB ,Y
COME
BRA  WHITE?
BLACK? ORB  ,Y
WHITE? STB  ,Y
LEAY 32,Y
CMPY DY
BLO  LINLP
VLEND PULS D,Y,PC  ;RETURN
"
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FERREEEEE XXX XXX XXEHXKXXXHKXKXN ILSFE

* ¥ TEX
¥ VARIABLES & SUBROUTINES * ADDD BYTE
* . 27D BYTE
f EEE KK XXX XK XXX EFEXEX XXX R XX KRR . FULS D,PC i RETURN
* 3
MASK RMB 1 ¥ m==csssmsSSEssS====S=SSS=========
DEE RMB 2 ¥ CALCULATE WHICH PIXEL AND
DX RMEB 2 ¥ LOAD B REGISTER WITH MASK
DY RMB 2 oS TEEEESESSESSRSSSESISESESSE=SEEEES
INCR1 RMB 2 *
INCRZ RMB 2 WRPIXEL RPSHE A
FINISH RMB 1 LDA XCORD+1
SSTART RMB 2 AMDA  HEE” s gagaa1 11
IORD1 RMB 1 STA PIXEL
IORD2Z RMB 1 CMPA H@@
FLAG1 RMB 1 BHI NEXT!
XCORD RMB 2 LDE H$8d  lodadaad
YCORD RMB 2 PULS A,PC
* NEXTL CMPA #@1
BHI NEXTZ2
§};§L 2:3 f LDE  #%40 ; 010060800
% PULS A,PC
NEXT2 CHMPA #HAZ
o Rme 2
XUERT RMB 2 LDE  #$20 ; 001 8GO0
% PULS A,PC
P NEXT2 CMPA #d3
LDATA 223 § ;;i BHI  NEXT4
RMB 2 £ X2 LDE  H$10 ; 30010000
RMB 2 “3Y2
. PULS A,PC
BKGCOL RMB 1 NEXT4 CMPA #H@4
* EBHI NEXTS
Jdmmmmzc=sz=s=s=s===============% I.DB HEAR 1 0001000
¥ CALCULATE IN WHICH BYTE THE % PULS A,PC
¥ PIXEL TO BE SET/RESET LIES * NEXTS CMPA #@5S
==============S======s=========§ BHI NEXTé&
* ' LDB  #s@4 ; 00001 6
WBYTE PSHS D PULS A,PC
LDD SSTART NEXT6 CMPA #H@6
STD BYTE BHI NEXT?
LDA YCORD+1 LDB H$a?2 s dgaaaala
LDB  #32 PULS A,PC
MUL NEXT? LDB H$a1 ydodaaad]
ADDD BYTE PULS A,FC
STD BYTE *
LDEB XCORD+1
LSRR
LSRR
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Show us an
alternative

Ken G. Smith makes a great
Jjourney into the Black
Country to find the
legendary Einstein, and
maybe Dragons.

THE question | kept asking myself was “Is
itworth around trip of four hundred milesin
order to attend the first ever Alternative
Computer Show?". | have long believed
that the way forward for us was to form an
alliance with users of another of those
machines that the mainstream of the com-
puter trade ignores. When Emsoft an-
nounced their event to be held in
Birmingham, | feltthat | had to go. The only
problem was that journey. As things turned
out even the morning fog did not get in my
way, and| arrived in Birminghamonlythree
and a half hours after | set out.

| have to say the directions in the adver-
tising left a lot to be desired. Junction 6 on
the M6 may be easy enough to find, but
fromthereitwas assumed that wewouldall
know our way. It wouid not have taken
much to post a few “to the show" signs, or
at least include in the advert “follow signs
for Aston Hall until ... ", | spoke to several
people who had spent half an hour or more
trying to find the Aston Villa Sports and
Leisure Centre. Those who did find it were
rewarded with a great show with over forty
exhibitors, of which unfortunately only four
had Dragon connections. | must admit that
I did find this a bit disappointing, only Oric
and Texas Instruments were less well serv-
ed. However, | think that this was partly due
tothe unfortunate timing, the Weston show
being only three weeks away. The event
was originally conceived as a Tatung Eins-
tein show, and only recently was it decided
toinclude othermachines. Thisalsomeant
thattherewasless timetorecruitexhibitors
from other brands.

Since the mainstream computer press
started treating the Dragon as if it was a
four letter word, we Dragon users became
abitisolated and sometendtothinkthatwe
are the only ones with enough loyalty and
devotion to our machine to keep it going
through thick and thin. Well, if you thought
that, then you are wrong. The TI199/4, for in-
stance, ceased production long before the
Dragon, but it still has an active, if small,
user base and Emsoft, the organiser of the
show, is a software house dealing solely
with Einstein programs. The problem we
allfaceisourshrinkingnumbers. Alone not
oneof usiscapable of supporting ashow of
any size, but together we can manage
something big enough to attract suppliers
of monitors and printers, etc. The Aston
show had about five stands allocated to
such people. Cut price floppy discs were
everywhere. Only when the 6809 Shows
were really packing them in some three or
four years ago did such people attend.

Several groups attended, even regional
ones for the Einstein, one each for the
TI99/4 and Lynx. Even the Jupiter Ace
managed a group. The National Dragon
User Group, however, were conspicuous
by their absence. Of the four Dragon soft-
ware dealers, not one found any cause for
complaint. John Penn said that even if he
had not covered his costs (he thought he
had) it would still have been worthwhile at-
tending. Prestons and Computape
reported areasonable trade, though not as
good as at Dragon shows. The fourthwas a
real blast from the past: Capri Marketing
seemed to sink into obscurity some years
ago, so it was a surprise to see them at the
Aston Show. What was even more surpris-
ing was that they are still selling Dragon
software, amongst other things, of course.

Everyone attending the show got a free
copy of Micro Computer Mart, a fortnightly
magazine mainly designed as a vehicle for
advertisers, but also containing some in-
teresting articles. The free ads for readers
make it attractive and it is a relief to find a
non-aligned magazine that does not treat
Dragoners as if they were brain dead.

| found at least one new friend at the
show, and stayed longer than | had intend-
ed. The organisers are already planning
another, bigger show for the same time
next year. This gives us plenty of time to ar-
range our diaries in order to accommodate
the event. Alone our shows can only get
smaller. Combining with others will enable
us to continue longer and make more peo-
ple aware of the fact that we are still here.

I'think an all-micro show such as Emsoftare
hoping to establish is an excellent idea and
one which will help to give users of older
micros more contact and staying power.
This is the first year that Emsoft have
thought of drawing in other machines, and
the timing, as Ken says, and as | have
pointed out to a number of interested par-
ties, was indeed unfortunate, so much so
that a rumour was started that Dragon
User was ‘boycotting' the show. This was
far from the case, but we had an obligation
to put most of our support behind the
Weston show, to which many Dragon
dealers had already committed their
resources. In future years | have great
hopes that the Alternative Micro show will
prove a suitable forum for the Dragon, and
we will support them if they support us.

(S RPN
Breaking

out in Chains

J R Sutcliffe tackles an old
command.

lexpect many people have tried the CHAIN
command when they first got their disc
drive, and like me they gave up trying when
their programs crashed.

It is a pity, because if you can get it to
work, it allows the possibility of 20K of data

with 100K of program in a 32K Dragon, with
hires screenand DOS, and space to spare.
The limit of the program size is the size of
the disc. My experience with this com-
mand is the result of hours of experimenta-
tion trying to get a quart into a pint pot, ie
converting a program which PCLEARED1
to run under Basic 42.

1) Write a module (PROG1) which clears
string space, and dimensions all strings
and variables, the last statement being
CHAIN"PROG2".

This module may not be very large. One
of the foibles of the Dragon CHAIN com-
mand is that though you can CHAIN
smaller programs from larger ones, if you
trythe otherwayround, they crash. Pad out
allmodules with 256 byte REM statements,
upto, forexample, 4K. If any module gets to
more than 4K, pad out the others till they
are all equal. THIS IS VERY IMPORTANT.
2) Write the menu and other modules
PROG234,n. If when writing these,
another string or variable is required, edit
them into PROG1.

3) Modules can chain any other module in
any order. All data and variables are main-
tained, only the program is changed.

4) Sometimes the CHAIN command takes
alongtime (afew seconds). Inorder to pre-
venttheimpression of asystemcrash, print
something on the screen before you chain
the next module. For example:

100 CLS:PRINT“EDIT MODULE PLEASE
WAIT":CHAIN"EDITMOD"

5) It is recommended in the manuals to do
astringcompression FF=FRES$ atthe start
of eachmodule. This addstothetimetaken
by4,butitis perfectly acceptableto printin-
structionsonthescreen, andthendoit. For
example:

10 CLS:PRINT"INSTRUCTIONS FOR
EDIT":FF=FRE$
20 REST OF PROGRAM

These delays are the penalties which we
have to pay for having so much apparent
memory. CHAIN willnotcrashaslongasall
modules are within 255 bytes of each other,
and works faster when they are the same.
The command CHAIN“PROG" line is pro-
bably best used when expanding an ex-
isting program. If starting from scratch,
less editing of other modules is required
after they are written if all modules start at
the beginning, or make use of a variable
which is passed. For example:

10 IF N=1 THEN 100 ELSE IF N=2 THEN
200 ELSE 20
20 Rest of program

Since only one module is worked on, and
saved at atime, development can be much
easier. Sloppy developmentonly loses one
module if there is a crash.

Now | have outlined the way of using
CHAIN, it would be nice to find a rash of
new programs making use of the new
found space. Spread sheets, CAM CAD,
PCB design, who says you need 256K of
memory to run useful programs?
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Dragonsword!

Paul Grade gets his inspiration from a fruit.

DO any of you remember those stories we
used to read in just about every paper and
magazine, the ones which used to rave on
about the "Age of the Computer" and how
only the current generation of kids would
be able to understand it? The stories aren't
quite so frequent now, and it’s ages since |
last read one about "Superbrat age 9
writes Megagame before breakfast and
signs million pound contract before lunch,
but somehow the belief still lurks that
anyone old enough to buy a drink is too old
to understand computers.

| often wonder how such myths get
started, because if the members of the
NDUG are anything to go by, this one
couldn't be more wrong. We have about
five people under the age of twentywho are
adequate programmers, and a couple of
those are what | would consider to be pro-
fessional class, but we've about the same
number who are over seventy, and while
they may like to think of themselves as
youngsters, | don’t think they quite fit the
image that the media was trying so hard to
push! Most of the ‘professionals’ in the
group come intothethirty to fifty age range,
and although most of them aren't writing
commercially for the Dragon, they earn
their living writing for far more complex
systems, so where does all this rubbish
about Superbrat programmers come
from? And why did it start at all?

Personally, Ithink it began as an attempt
by computer manufacturers to convince
parents that their beloved brats would end
up unemployable and begging on street
corners if they were deprived of a ZX80 or
an Atari 400 on which to learn these new
mysterious skills, which alone could set”
them on the road to fame, fortune and an
Amex Gold card.

Convincing tale

There's nothing new about that kind of
sale pitch ... it'sawell-proven fact that most
parents will buy their kids anything they
think ‘will give them a better start in life’,
even if they can't really afford it ... you've
only to look at the pre-Christmas TV adver-
tising to see how well it works. Of course, it
is a double edged line too, because most
brats are bright enough to play along with
it, and when they get their new toy (sorry,
computer), they usually make a pretty
good job of convincing parents that they
are brilliant programmers, even if their
ability really only extends to loading in the
latest Wallysoft Hypergame (converted for
PC from the original Vic 20 hit!).

So what am | telling you this for? Not, as
you expected, in an attempt to bore you to
death, but in the hope that someone out
there on the other side of the keyboard
might be able to tell me the answer to the
problem which is steadily killing the home
computerscene. Ifthe brats aren'tlearning

to program, or to write about the subject,
and the 'professionals’ are all engaged in
making money on the far more profitable
‘business’ market, whereis the home com-
puter material going to come from?

No Kidding

I don't think I'm risking Editorial
Disagreement when | say that even user
groups and magazines are short of infor-
mative articles on hardware and software,
and software distributors have reached the
stage where they've virtually nothing new
to distribute. (Far from editorial disagree-
ment. Dragoners are lucky, because we
have some very good people, and a well-
informed following, who come up with a
steady stream of information and com-
ment, evenifitisn'taflood. One magazine of
my acquaintance is finding it so difficult to
find any authoritive information on hard-
ware that it is having to take insults with a
smile. This is because the younger users
aren't learning fast enough, and the ex-
perienced ones are all concentrating on
making a living. However, your comments
on software distributors may be met with a
how! of disagreement as, after a lean time
when everybody was mourning the lack
of colour-packaged mega-conversions,
they've got their act together and are pro-
ducing new, inexpensive material steadily.

Itwould help if schools did more towards
helping kids to learn to use computers pro-
perly, but there doesn't seem much
chance of that happening. Although there
are exceptions, most seem to rely on
teaching the kids which keys to press in
order to run ready-written material, which
is like teaching them to turn on a light and
calling it electrical engineering.

Fortunately, there are still a few kids who
don't believe all they're told at school, and
some of them hack away at their computer
athome until they can make it do what they
want without having to rely on someone
else’s ability, but they are few, and they
usually get little or no encouragement, and
several | know have given up because they
are always being told to ‘stop messing
about on that computer and do your
homework’, be people who can't see that
exam passes merely demonstrate the
ability to pass exams, not aptitude at
anything useful.

What can you do?

Sowhat can youdo? Well, if you're still at
school, you could try teaching yourself,
rather than kidding yourself that ‘Com-
puter Studies’ will teach you everything
useful. If you’re more ancient, you could
stop complaining that ‘I'm too old to learn
that sort of thing’ and have a go at it. (My

father-in-law is 83 and he got his first com-
puter last year. He's teaching himself to pro-
gram. He says the evening classes help a
bit, but what you really learn from is sitting
downanddoingit. Ed.) Youcouldthen pass
on what you know to others of all ages, so
thatthey have someincentive tolearn. A lit-
tle help and encouragement can do a lot of
good.

Computing isn’t a spectator sport. Sit-
ting around playing with some else’s pro-
gram is about as instructive as watching
Neighbours. Learn to write your own pro-
grams, learn to make, repair, and adapt
your own hardware if necessary, and you'll
find the whole thing becomes a lot more in-
teresting.

I'm not suggesting that you shouldn't
buy software, but that you should reach the
stage where, if the program you need
doesn't exist, you can write it for yourself,
and if your Dragon expires in a cloud of
smoke and a screen full of garbage, you at
least know where to look, even if you can’t
fix it yourself in the final eventuality.

Yes, | know, if I'm so good, why don't | do
more about it myself? Fair question, but |
don’treally knowwhatmorelcando. Runn-
ing NDUG takes over sixty hours a week,
I've repaired more Dragons and assorted
peripherals than | care to remember, | do
my bestto answer around fifty or so queries
a week, and write the odd (or downright
peculiar) page for D. User each month.
Generally, | try to needle people into realis-
ing that owning a computer is not quite like
owning a video recorder. It's a two way
machine. It may not make me very popular,
but it gets better results, and it hopefully
stings a few people out of their complacen-
cy long enough for them to start thinking
about what they can do with their own
resources, which in some cases is a whole
new experience for them!

Tell me if I'm wrong

Sothat's why | don't run a software com-
pany, ordo some of the other things | would
liketo do, because |don't have any time left
to do them in! Anyway, you own a Dragon
too, don't you, so why should | deprive you
of your chance of fame or notoriety?

Yes, |dogettired of keepingon at people,
but someone has to doit, and | got elected
along time ago!

By the way, if you are still at school and
think I'm being unfair to your or your
school, and that you really are a good pro-
grammer, and they really are teaching you
something useful, write and tell us, I'd be
pleased to be proved wrong. It isn't really
that | eat people (I'm on a diet).

By the way, every letter that I've had in
responsetothiscolumnhasbeeninagree-
ment with my comments, and we'd like to
hear from those who DON'T agree as well!

(We did get one, Paul. See Letters Page!).
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Write: ADVENTURE

Pete Gerrard slips naturally into a role

NEXT door’s hellhound seems to have sur-
vived the postal strike, judging by the
phenomenal amount of noise it was mak-
ing only the other day. The cause of this
noise is not known, although | note with
some trepidation thatthereis alarge pile of
scaffolding outside the nearby public
house, while no workmen have been seen
for two days. Mind you, precious little can
be seen at all today, it is ideal! role playing
weather.

There is a liberal coating of frost cover-
ing everything, it is extremely misty, thus
rendering the cemetery on the other side of
the road invisible, and it is very, very cold.
Cemetery? Yes possums, a cemetery.
Distinctly spooky it can seem at times as
well, like on dark frosty nights when a low
mist covers the ground and only the tops of
the gravestones can be made out in the
eerie half-light. Someone once remarked
that next door’s hellhound was barking “fit
to raise the dead". | sincerely hope that it
doesn't!

In last month's issue | gave a brief in-
troduction to role playing games, but there
are many other aspects of this fascinating
trend in adventures that have still to be
looked at. Quite a few traditional adven-
tures have had charactersinthem, or ‘pets’
to give them an official name, but these
characters areto be foundin abundance in
role playing games, and just as early
adventures all tried to beat each other by
having three trillion locations, so modern
RPGs are wandering along a similar road
by trying to cram in as many characters as
possible into a single game.

| notice K. Hunter's new adventure, The
Curse of Camarc, is strong on characters,
and includes such delights as an elf, a her-
mit, and a basilisk. Over one hundred loca-
tions as well, which can't be bad, and text
only to boot. Now this would be a good per-
son to write a role playing game, and push
the dear old Dragon even closer to the
limits.

Role playing games

Characters in RPGs can usually be
divided upintogood or bad. Thegood ones
will, at the very worst, ignore you, but
others willundoubtedly help you to varying
degrees. Since most RPGs are, at the mo-
ment anyway, merely slight variations on
the tradition Dungeons and Dragons
theme, something that we'll come back to
later, the good guys are almost invariably
along the lines of wizards and elves. The
bad guys will, at the very best, only put up
a timid fight, but others will be doing their
utmost to destroy either you or members of
your party. Again the Dungeons and
Dragons theme is strongly prevalent, and
the usual assortment of orcs and balrogs

romp around with other, newer, upstarts.
Bartering is usually to be found
somewhere along the way, and the status
of the character that you’re bartering with,
whether they be good or bad, will deter-
mine many things. Not least of these will be
to see if they can be bothered to deal with
you in the first place. They might instead
push you away and ignore you, but even-
tually you'll get round to doing a spot of
bartering with someone at some time.

Careful with goats

There's an important rule to obey when
bartering in an RPG: never be ridiculous.
That is, if an object costs, say, 500 groats,
don't go offering 10 for it. The character
that you're dealing with might be highly
unscrupulous, and at your rank bad man-
ners produce a meat cleaver from
somewhere and effectively end the game.
You might be lucky and escape with a war-
ning, but then it will probably take you
many moons before you're allowed to at-
tempt to barter again. Always try
something reasonable, like 400 groats,
and take it from there. You'll probably end
up paying around 450 for whatever the item
might be, and a saving of 50 groats on the
original price can’t be bad. 10 per cent off,
well worth bartering.

Another rule applies just as much in
RPGs as it does in adventures: always
save your position before trying anything
dangerous or foolish. Inns and taverns
usually pop up in an RPG, and there you
might be offered all sorts of delights to
tempt your palate. Grog and mead are in-
evitably there in one form or another, but
it's probably safer drinking water. I've
played one RPG where if you try and have
toomuchstrongale then you getdrunk and
cannot perform anything effectively.
Reasonable enough, you might assume,
but in this particular game it was not only
the character who got drunk. So did the
computer! At first | was convinced that the
blessed thing had crashed, but as my
character gradually recovered from the ef-
fects of his session sodid the computer. An
interesting experience.

This getting drunk in taverns lark is just
one area where RPGs score over tradi-
tional adventures, because there seems to
be a much closer link with reality. You geta
more vivid impression of actually being
there because your character gets hungry
and thirsty, or tired, and needs to find food
and water and possibly a bed for the night.
| know that some adventures have tried to
do this, but it never seems to work in the
middle of an adventure game when you're
trying to puzzle out how to get across a
yawning chasm. There is less concentra-
tion on problem solving in RPGs, or so it
seems to me anyway, and more effort is

spent on convincing the player that they
really are there, trying to work out how
much money they've got and whether they
can afford an expensive single room or a
cheaper communal one and thus run the
risk of being robbed in the night.

That is not to say that problems don't ex-
ist, because they most certainly do, and in
great quantities as well. It is just that the
problems are, generally speaking, of a dif-
ferent nature from the standard “insert
yellow card in slot and pull lever” variety
beloved of the adventure game writer. The
problem of a room for the night, for in-
stance, as mentioned in the previous
paragraph. Checkingin at the wrong place
could be a potential disaster, althoughitis
something that can be done rather than a
problem that prevents you from getting any
further on in the game until it is solved.
Therein, methinks, lies another great vir-
tue of RPGs: there'’s always something to
envisage doing, you can always have a
roam around and see what lies beyond the
next corner, you're not stuck in front of a
yawning chasm without a clue as to how to
get across.

Time marches on

RPGs often tend to play themselves as
well. That is, if left to their own devices and
the player doesn't press any keys and in-
itiate any actions, the characters withinthe
game willroam around of theirown accord,
time will pass, and various events depen-
dent on time will also happen. Inns will
open and close, and if you fail to get a bed
for the night and have to sleep out in the
open then that's your look-out. Once
again, this sort of thing has been tried in
more traditional adventures, although it
always seems unfair to me that time mar-
ches merrilyon while you're STILL working
outhowtogetacrossthatwretched chasm.

But here we come back to what | think is
the one major problem facing RPGs at pre-
sent, and it was a situation that early
adventure games went through and to
some extent are still facing themselves.
Just as early adventures seemed to be
nothing but copies of the original Colossal
Cave (and | was as guilty as anyone else
when writing them) so nowadays do many
of the more popular RPGs all look
remarkably the same. They're not the
same game, you're not in front of the same
situations all the time, but there is a clear
resemblance from one to the other. All the
comments made so far about bartering,
good guys and bad guys, taverns and inns,
could apply to any one of a hundred RPGs,
and it is to be hoped that someone (you?)
with abitof ingenuity can manage to break
out of the mould and come up with
something completely different. We might
look at a few ideas next time around, but
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first, the news.

Our beloved editor hath spoken, and
foolish be the man who ignores her word.
So, from next month onwards, there won't
be two separate columns as there is be the
moment, butinstead there'll be one big col-
umn. This makes sense, because there is
often a cross-over from one to the other,

| seem to have stirred up something of a
Dragon's Lair with my comments in the
September issue of Dragon User when
suggesting the setting up of a nationwide
Dragon adventure swap-shop. | received
an extremely pleasant (and extremely
long) letter from our old friend Jim Finley in
Romford on the very topic: letter written on
2nd September 1988, answered personal-
ly as soon as possible, but only now
reaching the glorious pages of our (and |
must stress the OUR, meaning all of us)
magazine. Such are deadlines, the bane of
any editor’s life, and any editor who can in-
clude in one of her letters the amazing
comment “we can take some of our newly
acquired snails and introduce them to the
Welsh marches” can only be admired for
putting up with these things.

Swapping or piracy?

But back to Jim's letter on the subject of
swapping adventure tapes. It's good to see
someone else putting Romford Brewery
advertisements in their place, let me tell
you. The company who put the bullin John
Bull, nowonderittastes nothing like beer. A
minor digression. The topic of swapping
tapes and “piracy” is, by its very nature, an
awkward one. | don't agree with piracy any
more than Jim does, | would never copy a
tape or disk with the express purpose of
making money for myself. | never have
done and | hope | never will. On the other
hand, if someone sends or gives me a
piece of software that they have no other
use for, then | will use it. If they have also
kept a copy for themselves, on the premise
that they might one day want to look at it
again forwhatever reason, then thatis their
business.

However, the crux of the matter lies with
the vexed question of are we robbing peo-
ple of money by copying and swapping
games that are on the market and readily
available through mail order schemes, and

items that appear in the Adventure Trail
could equally as well appear here, or vice
versa, sofrom next monthit'llallbe lumped
together but probably still called the
Adventure Trail. Now here's where you
comein. Ifthere's anything you'dliketosee
in this new section, please write and letme
know and I'll do my best to incorporate the
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ADVENTURE

TRAIL

that by doing so are we then making poten-
tial new suppliers of Dragon software think
twice about coming into the world of the
Dragon? Let us, in the honourable British
tradition, arrive at a compromise. If an
adventure game that was once produced
by a thriving company exists beyond the
commercial life of that company and
becomes impossible to obtain, then we
can assume that unless the author
decides otherwise we are free to make
backup copies and swap them amongst
our friends. Such a program, along with
programs that are put into the world of
public domain software, will then once
more become available to the Dragon
community. If that program is subsequent-
1y re-marketed by another, existing, com-
pany, then it no longer becomes one that
can be swapped in the aforementioned
manner.

Tosumup, then. Ifaprogramis nolonger
being marketed in any way, shape or form,
then we can make it available to all
members of the Dragon community. If at
any time it is either being marketed, or so-
meone else takes up the marketing of it,
then we can’t. Sounds simple enough to
me, and | trust that Jim and others will ap-
prove. So, if anyone has any Dragon
adventures that are not being marketed,
not being sold anywhere, and they would
wish to share those adventures with other
Dragon users, let us know. If | or anyone
else subsequently discover that the game
1S being marketed, the boys will be around
to do unspeakable things. Failing that,
Helen and her snails (assuming they sur-
vive the Welsh marches) will transform
your life into a nightmare.

Classics

By the 'eck, that were all reet serious,
‘appen.Butitisaserioustopic,sothanksto
Jimand his letter | hope we've managed to
geteverything sorted outtothe satisfaction

cleaner, wittier, better, suggestions. What
you get will thus, to a large extent, depend
on what you want, so please put pen to
paper or finger to keyboard and drop us a
line. Oh yes, and if you've any suggestions
for ingenious ways of quietly disposing of
hellhounds, then I'd love to hear them. Un-
til next month then.

of all concerned. And now, back to Dragon
adventures, and two classics.

Yes, just two for the rest of this column.
Readers with exceptionally keen eyesight
will have noticed a map attached
somewhere near this column, but we shall
come back to that later. To begin with, a
friendly letter from Andrew McBride (and a
quick hello to another letter from Peter
Hawes, the 16 year old adventure genius in
September of 1987 who is now the 18 year
old adventure star of 1989 — hello there)
concerning the game The Final Mission.

The Final Mission

Now beware, ever vigilant readers,
because what you are about to get is the
COMPLEAT SOLUTION, as some famous
fisherman or other might have spelt it. Yes
indeed, the 100% this is what the final
message reads solution. Minor drawback,
you havetocheat. BUT, the gameis written
in Basicand sothatmakes matters simpler.
| shall quote Andrew’s letter to you:

“About two months ago (four now, postal
strike still operative at the time — PG.) |
wrote to Incentive Software and asked fora
solution sheet to The Final Mission. |
received a solution sheet and thought it
would be easy to complete. WRONG! For
some reason there is no acorn, and you
need to drop the acorn so to kill the spider,
| have searched everywhere for this acorn
but have had no success. About two days
ago (months now — PG.) | found out that
the Ket adventures are indeed Basic. This
is what you have to do:

Load the program as normal, when the
computer goes ‘click’ (signalling thatit has
finished loading the program and is now
loading the data) reset it, then type the
following:

0 GOTO 9999

You then must EDIT 4210, press X and
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