News/letter

Issue 11/12 STOS User Club

0 Editorial

Ta-da I The biggest Issue yet of the
STOS Newsletter. Welcome to the bum-
per double Issue 11/12. We have reviews
for you of 2 games from a new software
company DIGITAL DIMENSIONS,
extended editions of the Absolute Begin-
ners and Learners series (with Professor
Speck), and 5 ten liners, Including two

arcade games, a puzzle game, a database

and a sequencer ! The second of the
arcade games Is FULLY documented, line
by line so that you can learn how to
write 10-liners |

Richard Gale has sent In a program
listing, which lets you convert STAC
fonts into STOS fonts, and we also have
articles on how to get more than 15
sprites on screen at‘once, and on which
STOS commands are the fastest. Not to
mention, a full Index listing of all the
programs and articles that have
appeared In the newsletter since issue 1!

0 Resubscription

Yes, It’s that time of year again ! All
STOS club members (except for the
winner of our survey competition) need
to re-subscribe to .the STOS Club for
another year.

As with last year, we've got a speclal
offer for re-subscribers, which Is exclu-
sive to STOS Ciub members. A disk
containing nearly 100 extra commands for
STOS (as extensions), glving STOS
plenty of extra power. This Includes
extra commands for the STE glving you
access to ALL the STE’s Joystick ports
(and twin sticks on a normal STFM) and
the DAC -sound chip, the STOS
SQUASHER extension, previously only
avallable with GAMES GALORE, Stallion
Software!/ Rlverdene PDL’s 512 colour
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EDITORIAL

routine from STOS Paint Master, so that
you can use 512 colour pictures in your
programs. Not to mention the USEFULL
extenslon (including source code), Fran-
cols Llonet’s STOS Tracker extension (4
‘channel sampied sound muslc in STOS 1)
and the TOME Junior extension (entry
level verslon of TOME V2.1) . From Issue
13 onwards, we willl be covering program-
ming using all these extensions, and with
no STOS PLUS planned, this Is the best
way of Improving STOS. We willl also be
glving membershlp cards to STOS Club
members with a personalised code, so
that the STOS/AMOS Helpline doesn’t
get Jammed by calis from non-members.
Chris Payne from Mandarin sent the hel-
pline phone number In to New Computer
Express, thus causing problems, as the
line Is only for STOS Club (and AMOS
Club) members. - :

Add a years access to the STOS
Helpline and It's not bad for a mere £10
(15 overseas ) !

You will find a resubscription
form on the back page.

So who won the Reader’s Survey com-
petition 7 (I'll keep you In suspense for a
while!)

Q STOS Paint Master

The excellent STOS Paint Master pack-
age by Stalllon Software (see Issue 10's
review), Is now being sold by Riverdene
PDL instead of direct from Stalllon
Software. So please take note of the
change of address and make your cheques
payable to Rlverdene PDL Instead of
Stalllon Software.

a STOS P.D Library

The P.D Library fs currentiy undergoing
a major transformation ready for. lIssue
13. All the disks are belng converted over
to double sided format (all 9 sector 80
track, no silly mega formats), and all the
programs that can, are being converted

to version 2.6 of STOS (the latest
version). Any programs which cannot be
converted (due to not supplying source
code) or that are not up to date will be
dropped from the P.D llbrary. If you have
any of your programs on P.D, then get
them upgraded as soon as possible !

If you still only have a single sided drive
In your ST, then Sandra willl stlll supply
the programs on single sided disks, but
you wlill have to pay for two disks
Instead of one.

. for further Information, please send a

stamped, self addressed envelope  to
Sandra for a catalogue. )
O Letters

Quite a lot of you have mentloned the
lack of reader’s letters In the newsletter
recently. Most of the letters are along
the lines of “Why can’t”we "fiave “more.
reader’s letters 7”. Unfortunately, most
of the letters | get as requests for help
ask exactly the same questions as In
earlier Issues of the newsletter. As STOS
club members already have these news-
letters, it Is a bit slily to print the same
reply twice, when a different tip can be
placed there. | do want to print reader’s
letters though, so If you do have any new
STOS problems, or a solutlon to one (or
both !) then send them In, I'll be only too
glad to print them, as writing and editing
a newsletter Is so much easler when
someone else has done the writing bit !
Thank you, bye the way, to John Fermor
of Margate, for his second accurate
clock routine.

a Binders

STOS Club Binders have been suggested
by several people who have wrlitten In,
which of course Is a great idea. The’
STOS package should have been supplied
In a folder in the first place | So | am
working on a way of creating a STOS
Club Folder/Binder, that will contaln the
{Continued ox Page 4)
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Digital
Dimensions

Games Review:
Jiggers & Frult Pursult

Digital Dimensions are a.new soft-
ware company, set up to design and
market good quallty ST budget soft-
ware. So far, they have released two
games, Jiggers and Frult Pursuit. Both of
which show that they Intend to make their
prescence felt In the industry.

When bought by STOS Ciub members,
Digital Dimenslons also supply the source
code free with thelr games, a very
generous offer, which Is very worthy of
mention.

The lads at DD are on the lookout for

Fruit Pursuit - A game that
combines the addictive qualities
of a fully featured fruit machine
with the strategy of a traditional

board game.

more games to market, so send In your
games to them for review. Send them to:

Digital Dimersion,
Wisterbourne,
Bristol_

Here follows reviews of Jiggers and
Frult Pursult: :

Jiggers (£5.89)

This game reminds me of some of the
more devious puzzies Invented by that
mad Hungarian, Mr Rublk.

The ldea of Jiggers Is to change a grid
of squares, so that they are all the same
colour. By clicking on a square, It and all

" the squares around It change by one

colour, going one way If the left button is
pressed, and another If the right button Is
pressed. Eventually, you will end up with

Only £5.99 inc P&P

One armed bandit
lovers will be in their
element here.

(ST User - Feb 91)

Jiggers - A game of strategy
and quick thinking, that follows
the tradition of all great
puzzles. A simple concept that
hides complex and mind
bending gameplay.

"Only £5.99 inc P&P

Try it. It's definitely
worth the money.

(ST User - Feb 91)

Source code included for all STOS Club members.
Cheques/postal orders to be made payable to Digital Dimension.
To order or join our free club write to :

Digital Dimension, Winterbourne, Bristol,

s

7274

-

Direrisiorn
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all the squares the same colour. Which Is
like saying all you have to do to com-
plete a Rublk’s cube Is to twist It a few
times ! This game Is difficult and Incredibly
addlctlve If you are Into logic puzzles.
Level one Involves 3x3 squares which |
managed to complete after only about
twenty attempts (There is a time limit on
each level). Level two has 4x4 squares,
and level 10 has 12x12 squares and should
be rewarded with Instant Mensa member-
ship If you can complete It !

Frult Pursuit:(£5.99)

So far, every frult machine “simulator”
1o be released on a computer has been
Incredibly boring, due to the fact that
there Is no real winning Involved. Frult
Pursult takes the frult machine one step
further and adds a snakes and ladders
. -type board game to it.

You progress along the board by scor-
Ing polnts on the frult machine (agaln with
a time limit), the different matches of
fruits scoring a varying number of moves.

The frult machine [tself has hold, super
hold and a feature win system, with 6
different features, and you must swap
some of your moves for strength polnts
to pass through the three zones on the
board.

Fruit Pursult can be played as a 1-4
player game and has a little more luck
and reaction time Involved In It than
Jiggers, but fortunately Is Iess of a wear
on the old grey matter. The good thing
about Frult Pursuit is that you can play It
straight away, almost without reading
the Instruction manual, thus making it a
game you can easlly get Into.

The only thing | can fault it on, is the
fact that It has too many pauses for the
player to press things. For Instance,
every go a one button alert box comes
up, which you have to click on, before
you can get at the frult machine buttons.

This box Isn't really needed, and slows
the gameplay down a Iittle, howsver, this
Isn’t a disastrously bad point and the
game doesn’t suffer too much from It, It’s
Just annoying that’s all.

In all, Jiggers and Frult Pursult are very’
good games. Nelther Involves Incredibly
graphics, nelther comes with a free T-
shirt and neither of them has a complete
soundtrack written by some so called
professional musiclan that the music In-
dustry has never heard of (Although both
make good use of sound effects), but
both Jiggers and Frult Pursult are good
wholesome fun, elther as a completely
mind boggling braln teaser, or as a game
to play with your friends llke Frult
Pursult. We should be seeing great things
from Digital Dimensions. By the way, DD
are also offering free membership to the
“Software Plrates Club”; which alms-to
elimnate software plracy by backing
reasonably priced games. the SPC offers
a regular newsletter with up to date
news on all DD’s new software, special
offers and competitions, reviews off
expensive full price software and reviews
of all the hottest PD entertainment
software. | think theyll worry quite a
few people with the name of the club, but
It Is a good way of backing budget
software.

Resubscription

Remember, It’s time to resubscribe to
the STOS newsletter | For another
year's worth of Information packed
newsletters, access to the STOS hel-
pline, and an exclusive free disk with

} nearly 100 new STOS commands !

This Is the ONLY comple{ely STOS
related club with the full backing of the
original STOS programmers !




ABSOLUTE BEGINNERS

Good rews for all you beginrers |

Work has started on a book specifically
written to teach programming from the
ground up In STOS (and AMOS). “the
book” (no titie yet) will be based around
the Absolute Beginners and Learners
series In the newsletters, and will take
you from your first STOS command all
the way up to wrlting your, first arcade
game. As It Is almed at beginners, there
wlll be no annoying jargon or cases of “I
thought you already knew that”, but you
will be able to start at any chapter of
the book If you already have a grounding
In Baslc. So far the plans for the book
. are along the 80 pages + Disk line, with
the programs on the disk belng Interactive
(NOT Just a listings disk). No prices or
release date as yet (I've only Just
started writing It 1), but watch this
space, as STOS Club members will get a
specilal discount on the book.

Right, plug over, let’s get on with the
programming | As you can see, we’ve got
a double helping of Absolute Beginners
here, so I'm going to do some explaining
for those of you who are having pro-
blems with the punctuation marks used in
programming. As the STOS manual
doesn’t cover them and many people have
started with STOS as thelr- first pro-
gramming language, this Is not unusual.
Those of you who are comfortable with
these terms, simply skim through In case
you missed anything and then get on to
the next part of the article which

explains what arrays and the Read and
Data statements do.
Q Punctuation...

Varlous punctuation marks are used In
Basic, for varlous jobs. Usually they
work to seperate parameters like the
comma, and some are used to mark out
particular things, like the Quotation marks
” (refered to simply as “Quotes”), which
are used to mark out strings. Some other
symbols are used, such as the dollar sign
$, agaln used with strings. Here are the
most popular ones, what they are
generally called, and what they are used
for...

., Comma_. Used to seperate parame-

. ters for functions and commands, e.g:

A=max(A,3)

Normally, anywhere a command or func-
tion needs more than one parameter, they
will be seperated by commas. Sometimes
the TO word Is used, for instance in the
command..

for A=1 TO §

or '

screen copy 1 TO 4

but most other commands use commas...

" Quotes_.. Used to declare strings,
for Instance, when and printing to the
screen anything in quotes Is $ String out-
put directly. e.g

Prist ““Hello There™

You must make sure that there are
quotes on both ends of the string (STOS
compensates but It can cause problems)

Normally In the English language, two
types of marks are used (Sixty Sixes and
Ninety Nines as they are commonly
known), however, In programming, only
the one type of mark Is used. SHIFT 2
glves you a quote.

Generally, anywhere a string parameter
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Is going to be used, you either need a
dollar sign $ to show that the varlable
being used Is a string, or quotes are used
around the direct string. For example, the
FLIPS function requires a string to be
used, this can either be a string varlable
(using the $ symbol) or a constant string
“with quotes at elther end. e.g

AS=Flip$(““Hello There™) - rem
erehT olleH Is stored Ia AS$
or

A$=Flip$(S$) - rem whatever
string I3 In the varlable S$ Is
reversed and stored In AS.

Note that when speaking to other pro-
grammers, the $ Is pronounced as
STRING, as It Is only ever used to show
strings. The only exeption to this rule Is
when the § itself Is to be printed out. e.g

Priat °“$20,000.00 is a lot of
money””

where the symbol Is being used to show
money rather than strings (otherwise the
American economy would become rather
tangled )

# Hash Used to show that a varlable
Is a Floating Polnt or “real” varlable (l.e
It needs to be able to store fractlons).
eg
A#=12.586

As STOS basic has been optimised for
.speed, any calculations are normally done
In Integer form (numbers are rounded
down) unless you force them to be

" floating polnt. Note that the hash Is only
used with varlable names. When making a
constant floating polnt, you simply need a
decimal polnt inft. e.g -

Print 12.6+3.4

A 'floatlng' polnt varlable or constant
anywhere In an equatlon will force STOS
to do the whole calculation In floating

point mode.

~ Power This symbol (Shift 6) Is used
to show “to the power of” In an
equation, such as 5 to the power of 3,
which would be 5°3 (this Is effectively
5X5x5). :

Note that Hashes are also used when flle -
handling, but we’ll cover this in a later
Issue.

! Divide and * Times As the normal
divide and multiply symbols used In
and maths look rather llke the + symbol
and lower case x on most screens,
different symbols are used In program-_
ming to show these functions. Note that
the “Bottom left to Top Right” slash is
used for divide (the one next to the right
shift key). Please excuse the bad English
In calling the multiply function “Times”,
but It Is a lot easler to hear A equals B
times three, than A equals B multiplled by
3.

( ) Brackets These are the standard
brackets used (the round ones above 9
and 0. ALL Functions use brackets
to mark out the parameters, and arrays
also use them to show the Index (see the
later part of the article). Normally, in
conversatlon, the line:

A=SGN(B)

would be spoken as A equals SGN
brackets B, as a quick way of saying that
the B should be In brackets. Basically
though, all Open ( brackets should have a
matching Close ) bracket after them In
the equation, so:
A=Max(0,Min(3,A))

Is legal, wheras:
A=Max(0,Mie(3,A)

would glve you a syntax error...

The Square and curly brackets are not
used In STOS commands.

: Colom Used to seperate commands In
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[an—

alisting, e.g

A=B+3 - Prialt A

not to be confused with little brother ;

semi-colox, which s not used.

Hopefully this gulde will have helped you
get over some of the annoying confusion
Involved in first learning to program.
Remember that there are more detalis on
what Varlables, Commands and Functlons
are in kssue 7’3 Absolute Beginners article.

. Now for some more on STOS Basic's
commands...

‘Using Reéd,Data and
Arrays

A littie bt of history here.. The. READ

and DATA statements were Intended to -

be used in Basic listings to replace the

INPUT command. When writing out your

Baslc program In the days of yore (up to

a few years ago) for the program to be

typed In at some distant technical col-

Jege, you had to write down a list of
_ data to be entered into the program K

you were going to use INPUT. A typical

listing went thus:

¥ Isput A

20 Isput B

30 For C-1 to B

40 Priat A-C

50 Next C

data §5.,12

The computer operator who had just
typed In your program would then run it
and type In the data values. You would

"“then get back a printout of the results
-about a week fater (I did my ‘O’ level llke
this 1). Obviously, this meant extra work
for the operator, and the possibliity that
an error would occur when typing In the
data. This was In the days when the
“oops wrong envelope” bug used 1o

1

ocur, as the homework envelope of CBM
Pet listings was often sent to the tech by
mistake. As the operator tried In vain to
type an advanced (at the time) version of

" Basic Into'a very primitive mainframe, all

sorts of syntax errors would appear. |
remember a printout coming back from a
several hundred line PET Baslc with
syntax errors on almost every other line,
yet the operator still tried to run the
program |

Obviously, It would be usefull to be able
to enter data into the program without
typing It In, preferably by making It part
of the program. Thus READ and DATA -
were born..

The READ Instruction works exactly

. llke the INPUT command. It can accept

all types of variables, and ltke Input can
read in more than one variable at once.
&g
READ A,B,C.D$ A#

(remember that A# Is a completely
different varlable from A)

The values to be read In, are stored In
the order that they are to be read, as
data statements_eg

DATA 1,2,8."Hello™, 3.1415

Note that Data statements can have
multiple values after them, or they can be
split over several statements. e.g

DATA 1,2
DATA 3,Hello™
DATA 31415

as long as the data matches what the
READ statement is going to read in...

Thus, you could write a-program -that
reads In a series of names and tells you
the length of them.

10 Read A$ - Rem read in a
Bame
20 If AS="Esd” them goto 80
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30 N=Len(AS) - rem Len
returns the length of the
string Into N

40 Priat AS;” "N .
characters lomng™ '

50 Goto 10 - rem read In
another

60 End

70 data ““‘Aarom” . "Adam’,
“Peter” ’

80 data .
“Richard”,”Christopher™
8¢ data “‘Framcols™.”Sandra”™
100 data “Ead”

In this program, | have used a “rogue”
value to tell the program to stop. When
the read statement reads In the ““Ead”
data, the check on line 20 stops the
program. Rogue values can be used for
numbers as well, and are usually values
that would not normally be used (-888 Is
a favourlte), so If the normal values used
where 1-12, then your rogue value could
be any number outside this range.

One thing you must make sure of, Is that
your data matches up with the read
statements, otherwise you could get
type mismatch errors, where the Read
statement Is expecting a numeric variable,
and Instead, a string Is being read.

When STOS starts running the program,
it looks for the first DATA statement it
can find, and positions the DATA POIN-
TER on the first plece of data. Every
read done moves this polnter on one.
When It runs out of data on a line, It looks
for the next DATA statement in memory
and starts agaln there. If there are no

more, then you will get an “Out of

Data™ message. . )
You can use the RESTORE statement

to elther point the data pointer to start
on a particular line or get It to restart
from the begining of the data. Using
RESTORE with a line number will tell
STOS to start reading the data from
that line. With no line number makes STOS
look for the first data statement again.

Array varlables are used to store
several numbers within the same varlable
name. For Instance, If you wanted to keep
six numbers In memory, you could do:

10 Read A

20 Read B

30 Read C N
40 Read D

50 Read E

60 Read F

70 data 1,12, 43, 64, 95,26

Thus storing each value In a different
variable. However, this can be awkward
If you want to use the numbers in a table.
Say, for Instance, that you wanted to be
able to Input a number from the user, and
then print out the relevant variable. With
the above example, this could be
achleved using a lot of
IF_THEN..GOTO statements (or an
ON = GOTO). However, there Is a
better way..

In an array varlable, you can determine
how many numbers (or strings) you want
to be able to store. If you Imagine a
normal varlable as a box that you can
store a number In, an array varlable
would be a set of boxes linked together,
that can be indexed by another value. In
our example, we could deflne the array
varlable A() as having 6 values, read all
the data Into the array, and then directly
access any of the values. e.g

10 DIM A(5) - rem this telis
STOS that the A() array will
be able to store 6 values
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(from value#0 to value#5)
20 For B=0 to § '

30 Read A(B) - rem B Is used

as ag Isdex

40 Next B

5¢ Iaput ““Emter & mumber from
0-5 "m )

55 7em the mext two lines
make sure that N Is In the
range 0-S

60 If N<O them goto 50

70 If N>S them goto 50

80 Priet ““The value of
A(5NT) I77;A(N)

80 goto 50

100 data 1,12,43,64,95.26

If you run the above program, It will
read the data Into the 6 seperate loca-
tions In the A() array. When you enter a
value for N, the program willl display the

contents of A() number N.

Array varlables can be used for the
same calculations as any other varlable,
and can be Integer floating point or
string. Note that an array variable with
the same name as a non array varlable Is
a completely seperate variable. So A(} Is
a completely different varlable from A,
and In fact the A variable could be used
to Index A(), although It would look
confusing !

To set up an array, you must use the
DIM command, which follows the syntax:

DIM variable(number of elements)

The number of elements can be practl-
cally any value, and this will be the
amount of seperate values that can be
stored In the array. It Is also possible to
have multi-dimenslonal - arrays,. such as:
DIM A(8.9) : which would set up array

A as a 10x10 grid (remember 0-8), this
multi-dimensioning can be done to almost
any level, although you would be hard
pushed In your program If you had to do:
DIM A( 5,2, 100, 23, 58, 87, 10, 6)

which would be an array 6x3x101x
24x60x88x11x6 values In slze, and would
probably run you out of memory !

To make life easy (and your programs
shorter) you can deflne more than one
array wilth the same DIM statement.
Simply seperate the array declarations
with commas. e.g '

DIM A(12).B(12),C(4,93) etc

Just because this arrays article Is tled In
with the read/data article does not mean

. that you can only use arrays with read

and data. In fact you can use arrays to
do anything that you can do with normal
varlables. For example, the following
routine counts the occurence of the 6
numbers returned by a dice In a series of
20 random throws.

i0 DIM A(6)

20 For T=1 to. 20

30 R=Rad(5)+1 - rem this
geaerates a mumber from 1-6
40 A(R)=A(B)+1 - rem add osme
to the count for thiz value
50 Next T

80 For N=1 to 6

70 Priat N;”” Was
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wSTOCKING
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A bumper pack of 10-liners this Issue,
including an old (old old) arcade
favourite, a puzzler, a sequencer and a
database | These cover a range of
programing tricks, Including sprite manipu-
lation, collision detectlon, -screen manlpu-
latlon,sequenclal & random access flles,
arrays (Including printing them), sound and
several ‘control tricks.

o Brickout....

Based upon the old arcade favourite,
brickout Is a simple game where you have
to knock all the bricks out of a wall using
a bat and ball. Control Is similar to last
Issues PING game, In that you control the
bat with the mouse (horlzontal move-
ment). Each level, more rows of bricks
wlil appear, making the game more diffi-
cult. Spin can be put on the ball by the
bat being In movement when the ball hits
It .

For this game, you willl
sprites... ,

Sprite 1 Player's bat (32x5 pixels)
hotspot In bottom right

Sprite 2: Ball (4x4) pixels, hotspot In
centre

Sprites 3-8: Bricks (16x8 pixels), hots-
pot at 1,0. Varlous colours.

need some

Once these sprites are done, simply type

In the listing and enjoy !
i
LLJ |
I
.3 .

e g
: it wﬁ

AR
it

LML 'E{

| ATREAREEREORNRREAUAANAROERY

10

10 dim T(18,10) - mode 0 - key o
ff - curs off - change mouse 4:
limit mouse 0,180 to 303,180 - A
=hunt(start(1) to start(1)+
length(1),”"PALT’)+4 - for B=0
to 15 - colour B,deek(A+B=2) :-.
mext B - set zome 125,0,0 to 7.1
98 - set zome 126,312,0 to 318,19
8 - set zome 127,0,0 to 319,7 :
LVL=1 - SCRE=0 - LIVES=3 :
while LIVES>0

20 isk 1 - bar 0,0 to 3187 - bar

0,0 to 7,199 - bar 312,0 to 318
L1889 - for B=1 to LVL - for A=0
to 18 - T(A.B)=1 - set zome B*
19+A+1,A*16+8 B=8+16 to A*16+2
3,B*8+23 - sprite 1,A*16+8,B=8+1

6.(B mod 8)+3 - update - put
sprite 1 -mext A - mext B - K=0
> Y#=185 - X#=12 - DX#=rad
(20)/10.0 :DY#=-1 - locate 0,0
Z paper 1 - pen 0 - priat
“SCORE™ : gosub 100 - repeat

30 XO=X :© X=x mouse > XO#=X#
- YO#=Y# - sprite 1LX#Y#2 =
update - X#=X#+DX#F - Y#=Y#+
DY# - Z=zome(1)-1 - If Z>=0 and
Z<124 then reset zome Z+1 - A=
Z mod 18 - B=Z/19 - T(A,

Eo

Ilm

NP RNy |
::::::::E:?ﬁ:ﬁ:ii'ﬁi’é?ig H
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B)=0 - ixk 0 - bar 16°A+8 16+8°

B to 16~A+23,23+8*B - SCRE= -
SCRE+10 - Inc K - X#=XO#-
DX# - Y#=YO#-DY# - DY#=-
DY# - bell - gosub 100

40 If Z=126 tkex Y#£=YO#-

DY# - X#=XO# - DY#=1 :

shoot K
50 If Z=125 them Y#=YOF - X#=X

O#-DX# - DX#=-abs(DX#) :

shoot

60 If Z=124 thex Y#=YOF - X#F=X
O#-DX# - DX#=ab3(DX#) :
shoot )

70 C=collide(0,15,3) - If C thes
DY#=-1 - DX#=max(-2,min(2 DX#
-(X-X0)110.0)) - bell

8¢ until K=LVL=18 or Y#>185 - L
Vi=LVL-(Y#<=185) :
LIVES=LIVES+(Y#>185) - wend

90 locate 0,10 - paper 0 - pen 4

: centre “GAME OVER™ : end

100 locate 6,0 - paper 1 - pee O

- priat SCRE;” ™; - return
a PWZZLER....

Many years ago, some bored office
executlve invented the sliding block puz-
zZle. Where a grid of numbered tlles (with
missing) had to be slid around to get them
Into the correct order. This version
allows you to load In a picture in elther
low or -High resolution (Yes, this one
works In High rez I). The computer will
shuffle the tlles, and you must re-organise
them. Simply clicking on a tlie with the
mouse cursor will move It into an empty
square If It Is next .to It. There are 2

different levels of difficulty, elther a 4x4
or a 5x5 grid, and you can play the game

with numbered tlles by selecting QUIT
from the file selector. If you do this, the
game will not load a picture, but simply"
create numbered tlles (Tile 1 Is the blank).

No sprites are required for this listing...

10 cls - N$="""" - Input ““Difficult
y Level (1-2) ;D - D=D+3 -
for A=1 to D*D - N$=N$+chr$(A
) - mext A - if mode<2 then
mode 0

2G reserve as screea 5 - key off

- curs off - X=640/(divx*D) :
Y=400}(di¥y=D) - dim B(D-1,D-
1).S$(D*D-1)} - F$=flle select$
(““==".,"Load a Picture (Select
Quit for mumbers)”. 1) - If F$
<" thes load F$,5 - get
palette (5) olse gosub 100

8¢ for A=0 to D-1 - for B=6 to
D-1 - S$(A+B=D)=screen$(S5 A"
X,B*Y to A*X+X.B"Y+Y) - R=max
(1.rad(1ea(N$))) - B(A.B)=asc(mid
$(NS.R.1))-1 - N$=mid$(NS.1.B-
13+mid$(NS,R+1) - mext B - mext
A - If F$O™ ther S$(0)=
screea$(back,0,0 to X.Y)

40 WIN=0 - repeat - C=0 - for A
=0 to D-1 - for B=0 to D-1:
set zome A+B*D+1 A®X.B®Y
to A=X+X-1,B*Y+Y-1 - C=C-
888*(B(A,B)0>A+B*D) - mext B :
mext A

50 WIN=(C<888) - M=0 - cls back

: for A=0 to D-1 - for B=0
to D-1 - screen$ (back,A"X.,B
*Y)=S$(B(A.B)) : M=-(B(A,B)-0)"
(A+B*D)+M - mext B - mext A =

1



10-LINERS

screen copy back to physic
60 while mouse key=0 - wend - Z
=zome(0)-1 - If Z=-1 then 80
70 A=Z mod D : B=Z/ .
D - If B(A,B)=0 them 80
80 If (Z>M-2 and Z<M+2 and Z/
D=M/D) or Z=M+D or Z=M-
D thea swap B(M mod DM/
D) ., B(A,B) else bell
80 umtil WINOO - screer copy 5
to back : screem.copy 5 to
physic - locate 0,10 - centre
“Puzzie Complete!” - walt key
: ead
100 hide - logic=5 - for A=0 to
D-1 - for B=0 to D-1 - Ink-
(A+B>0) - bar A*X+1,B"Y+1 to
A*X+X-2,B*Y+Y-2 - paper-
(A+B>0) - pean 1+(A+B>0) -
locate xtext(A=X)+1,ytext(B*Y)
+1 - priat A+B*D+1 - mext B -
mext A - logic=physic, - show :
return
o Database...

Just to prove how simple it is to use
random access flles, here Is a full Index
card system In 10 lines. There are no
search and replace facliities, but you can
create new records, edit them, move
backwards and forwards through the
records and also print them, basically
what It would have taken a whole bank of
PC’s to do only a few years ago.

Because It requires a flle to work with,
the first time you run the program, 1t wiil
create a workfile and stop. You can then
run the database normally.

Agaln this program will run In high
resolution (as well as medium), although
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this one uses a simple keyboard menu
rather than mouse control.

Sprites In a database, you've got to be
elther kidding or Douglas Adams ! (Might
be Interesting though !)

10 dim F$(7) : BRN=1 - open #1.”R
" ’DATABASE.DAT” : fleld #1,
321 as RS - If mode<2 then
mode 1

20 or error goto 100

30 get #1.1 - NR=val(R$) - RN=2

- I key off

40 cis - priat ““Record# " ;RN- *
1 - priat ““(f)]";space$(40);”|” :
If RN<=NR them get #1RN : for
A=0 to 7 - F$(A)=left$(RS,40) -

R$=mId$(RS,41) - mext A else
for A=0 to 7 : FS(A)=apace$(4o
> mext A

50 for A=0 to 3 : priat A:”)F$
(A) - mext A - prist ““Q)uit | E)
dit, N)ew ., P)rist™ - A$="""" :
while A$="""" - AS$=upper$(
Inkey$) - wend - If AS="Q"
then R$=left$(str$(NR)+space$
(8360).360) - put #1.1 - close #1

: end
60 If AS="E~ them R$="""" : priat
“Editing Record # ;RN - for A
=0 to 3 - prist A;”)”; : line
input ““”;F$(A) - R$=R$+IeftS(F$
(A)+space$(40).40) - mext A -
put #1.RN - goto 40 o »

70 If A$="N" thea RN=mia(NR+1,R
N+1) - clis : priat “Record #’;
RN : priat ““(f)|";space$(40);”|”

2 R$="" - for A=0 to 3 : priat



A;7)7; - lime Imput ““7;F$(A) :
R$=-R$+1eft$(F$(A)+3pace$(40).
40) - mext A - put #1LRN : NR=
BN : goto 40

80 If A$="P"" thenm Ipriat “Recor
d #;:BN-1 - for A=0 to 3 :
Ipriet A7) F$(A) - mext A -
goto 40

80 RN=max{2 mis(NR,RN-(AS$=
“+7)+(A$=""-""))) - goto 40

100 R$="1"+3space$(320) : put #1,
1 - priat “iInitialisiag Database,
re-rux’”’ - end . :

QU SESQuUErICer.. .

One for the kiddles of music buffs this,
(although some of you might find It
preferable to the STOS music editor). A
simple real time, monophonic (one note at
a time) sequencer program. Including
Record, Play, Save and Load. The pro-
gram ‘uses the ST keyboard to play it,
the notes being as In dlagram 1.

MID! buffs might want to convert It to
work from a MIDI synth Instead of off the
ST keyboard. Read up on how to access
MIDI from STOS (In lssues 4-7 of the
newsletter) and let me know how you get
on, It’s not that hard, although It will
work out at around 15 llnes. If you can
get it into 10 lines without being to messy,
then send It In !

10 dim EV(2000) EV$(2000) - mod
e 0 - key off - curs off - hide
on - priat “10 Lime Sequencer”
: K$ = "ZSXDCVYGBHNJMQ
2W3ERSTEYZUIS00P[=]""" -
C$="RPLSQ” : click off
- OCT=24 : envel 8,20000 :

priat “By Aaror Fotkerglli.

10-LINERS

Presz a key” - wait key

20 N=0 - A$=""" - while N=0 - NE
V=0 - cls - priat “R)écord,P)lay
JL)oad,S)ave or Q)uit” - A$=""""
: while A$=""" - AS$=upper$
(Inkey$) - wend - N=lastr(C$.AS)
- wend :- timer=0 - on N goto
30,50,70,80,9¢ - goto 20

30 AS$="""" - while A$=""""- A%=
upper$(iskey$) - wend - EV$
(NEV)=AS$ - EV(NEV)=timer :-
N=Ixstr(K$.A$S) - If N tkem play
1.N+OCT.,0 - Isc NEY - If NEV=
2000 them 20

40 If AS$=" " them 20 else 30

50 while timercEV(NEV) - wend -
N=Iastr(K$.EVS$(NEV)) - play 1,
N+OCT,0 - Inc REV - If EV$(
NEV)<O™ ™ ther 50

60 goto 20

70 show - F$=""" - while F$=""" :
F$=flle select$(*“*_MUS™.“Load
a song™,1) - wend : hide :
open In #1,F$ - A=0 - repeat -
Imput #F1LEV(A).EV$(A) - Isc A =
untll EV$(A-1)=" " =

close #1 - goto 20

8¢ show - F$=""" - while F$=""" :

~ F$=flle select$(""* . MUS™,“Save
a somg™.1) - wend - hide :
opon out #1.F$ - A=0 - repeat
- priat #LEV(A) - priat #1,

EVS${A) - Inc A :- ustil EV$(A-
)= ™ - close #1 - goto 20

80 priat “Goodbye™ - end

13



TESTING.TESTING..

Speeding

Quite a few people have asked me
which ls the faster of the looping com-
mands In STOS. Here are some results
which should stop quite a few argue-
ments. All the tests where run using

programs as short as possible with each

of the looping commands and timed In
50ths of a second (Clicks).

Test 1- Count to 10000 in
variable A_

FOR__REXT (imteger) 33 clicks
FOR__.NEXT (Float) 114 clicks
REPEAT_UNTIL" 141 clicks
WHILE__WEND 146 clicks
IF_THEN (with GOTO) 140
clicks

So as you-can see, even using floating
point varalbles, FOR__NEXT loops run
far faster than anything else (malnly
because all the others need to use an Inc

A command).

Test 2: Infinite loop, sxited after
a count of 10000

FOR_NEXT (with step 0) 187
clicks

REPEAT_.UNTIL 271 clicks
WHILE__WEND 273 clicks
IF_THEN GOTO 276 clicks

so again, FOR__NEXT wins by a con-
siderable margin, however, for this type
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‘of loop, a more direct version of

IF_THEN goto can be used which times
at 140 clicks. For example, the test
program goes llke this for the
FOR__NEXT loop

10 Timer=0

20 for A=0 to 1 .step O

30 lac B - If B=10000 them A=2
40 mext A

50 Prist Timer

wheras with If__ther_goto It can be
shortened to

10 Timer=0
30 Isc B: If B<10000 them 30
S0 Priat Timer

So for large game loops, this Is more

- practical, -especially as It can be Jumped

out of without worry.

Another point to work with If you are
going for speed In your program Is that
multl statement lines run faster than all
the same statements on seperate lines,
proving the spagetti programming polint
of view !

HELP !

If you are stuck and need help with
your programming. Just phone the

STOS Helpline
(Shadow Software)

It Is best If you phone between ipm and
7pm UK Time, as I'm most likely to be In
then.

Overseas members please note il
Check what time it Is In the UK before
you phone, It lsn’t funny being woken up
at 4a.m!
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Repeat_Untll as much as possible In-
stead of using If..then to get out of a
GOTO loop, again, more Instructions can
be put after these loops.

Arrangement__.

A typlcal 10-llner will be arranged In the
following order

Lines 1-2: Initlalisation sectlon, avold
using READ and DATA as the DATA
statement always ends the line.

Lines 3-8: Maln game loop. If Joystick
control Is used, boolean formula can be
used instead gf If thens. e.g

30 If Jleft thea X=X-1

40 If Jright them 'X=X+1

changes to

30 X=X+Jleft-Jright

Line 10 is usually used for your GAME
OVER sequence and getting ready to play
agaln. Once you have worked out where
the sections of your program are going
to go, you are halfway towards cram-

ming your program into 10 lines |
q Practical Lesson

0k, we are now going to write a simple
10-liner and disect each line !

The game wilil be a very simple varlation
of space Invaders. You wiil have only 1
allen, but he will tend to dodge randomly
as It comes down.

SPACED INVADER'!

First of all, Initialisation on line 10

10 mode O - key off - hide onm =
curs off - A=humt(start(l) to st

art(1)+length(1),”PALT ")+4 - for
B=0 to 15 : colour B,deek{(A+B-
=2) - mext B

The Mode 0 - key off : hide on : curs off

Is a standard sequence to go to low rez,

get rid of the function key menu, mouse

cursor and text cursor (curs off also
stops the flashing colour). The rest. of
the line Is a standard routine to get the
colour palette from the sprite bank. The
GET SPRITE PALETTE command In the
usefull extension coming with Issue 13 wiil
replace all of this part!

20 EX=16 - EY=8 - EDX=1 - LIVES
=3 - whiie LIVES>0 - gosub 100
: X=160 - BF=0 - EBF=0 - sprite

off - DEAD=0 - while DEAD=0

Next we set up the start values for the
varlables used. EX & EY are the co-
ordinates for the enemy, with EDX being

the movement vector (changes between 1

and -1). LIVES stores the number of lives

left. We then set the outer loop going

with the while LIVES>0. The loop struc-
ture, by the way, Is going to go like this:

While LIVES>0

re-lnitialise player

While DEAD=0

play game

Wend (wkile DEAD=0)

lose a life
Wend (while LIVES>0)
Lose game
the Gosub 100 updates the score (starts
at 0 and Is stored in the variable SCRE),
then the player’s gun position (stored In
X) Is set to 160 (centre) and the flags that
show a bullet fired (BF) and an enemy
bullet fired (EBF) are set to 0, along with
the DEAD flag (when set to 1, you lose a
ship). Then the sprite off command
removes all the sprites from the screen
and the maln game loop starts, with While
DEAD=0
30 sprite 1,X,190.1 - sprite 2. EX.E
Y.3 - sprite 3,999-BF=989+BX,
BY,2 - sprite 4,899-EBF=898%+

is
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Learners

How to writs 10-liners with Professor
Speck .

““What Is all the fuss about 10 line
programs 77 you might ask. Well, there
are several reasons why 10-liners are
popular and generally good examples of
programming.

1) They are short and fit nicely Into a
newsletter. :

2) They are exellent examples of Spa-
gettl Code.

3) They encéurage compact and effi-
clent programming.

Basically, unless you can program effl-
clently, utilising all the STOS language,
you wlill find It difflcult to program a
10-line game. So, | wlll be using the 10-liner
as the basls for the Learners series for a
couple of Issues.

Basics If you've read my Spagetti Code
article In Issue 8, 'you will realise that
commands like rem (aargh 1), goto,
If__Thea and Retura will effectively end
a programming line. When you are restric-
ted to 10 lines this Is obviously going to
be a major concern, so you must work

out ways of getting around this problem.
Q Tricks

The usual command that causes pro-

blems Is If__then, as it is 3o often used In
" a game. However, any If_thems that

produce purely mathematical results e.g

20 If A=B them C=C+1

can be turned into a booleam formula
eg
20 C=C-(A=B)

as the = <,> symbols are also mathema-
tically used. When the line

20 If A=B them C=C+1
Is processed, STOS first looks at the
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equation A=B, If A=B the result Is -1,
otherwise the result Is 0 (This Is a
boolean function), so by subtracting the
result from C (a negatlve times a nega-
tive Is a positive) we end up with the
same result, and the line can be continued
afterwards. More complex lines can be
used, for example, this line out of Skys-
trike:

60 SP#=SP#+TURBO®2+TH*
0.1+DY(R,0)*0_15-0_1-((16-
Y*0_1)+AL*16)=0_01-UC*=0_03-
max(0.FRE)/4+(AL=0 anmd Y>=154
and SP#<4)*0_4+STEAM -
SP#=(0,min(MXSP+TH/
3+max(0,DY(R,0)/3)+ TURBO*2-
UC,SP#)) - If SP#<0.3 and
.LD=0 and CL=0 them ST=18

This line handles about half of the speed
formula for player's alrcraft in the game.
For those of you crazy enough to want
to work out what’s going on. SP# Is the
speed of the ailrcraft, TURBO |s the
turbo boost flag (0=off, t=on), TH is the
throttle value, DY() contalns all the Y
vectors, R Is the rotation of the alrcraft,
AL Is the altitude In screens , Y Is the Y
co-ordinate on the current screen, UC Is
the undercarrlage flag, FRE Is the Flre
flag (1+= alrcraft on fire), STEAM Is a
flag set when the alrcraft is fired from
the steam catapult on the aircraft car-
rier, MXSP Is the maximum airspeed, LD
Is the landed flag, CL Is the crash landed
flag, and ST Is the Stall variable. Notice
also that | have avoided a great number
of dlvide Instructions by multiplying by
fractlons (l.e *0.25 Instead of /4) which
works out slightly faster. If this line was
done as a traditional textbook formula,
with one calculation per line, It would
take up somewhere In the reglon of 50
lines !

Another trick Is using For._Next and

R



Goodman Enterprises &
The Official STOS Library
Present The

STOS

Programmers Competition

The competition is split into two catagories, one for games,
and the other for applications, with THREE main prizes
for EACH section.

ist Prize
A copy of the forthcoming STOS 3D donated by Mandarin
Software Plus £50 cash.

2nd Prize

A copy of STOS Paintmaster donated by Stallion Software plus a
copy of *Introducing Atari ST Machine Code’, the great new book
and disk set from Roger Pearson.

3rd Prize

A copy of TOME donated by Shadow Software

All programs submitted stand a chance of being accepted
to the exclusive special licensed title selection from
Goodmans’ and the STOS Library, so you may even earn
extra pocket money, without even winning.

For your entry form send a S.A.E. to either Goodman
Enterprises or the STOS PD Library at the usual address
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EBX,EBY,2 - wait vbl

This line (belng the first in the maln loop)
handies all the sprites. Sprite 1is used for
the player’s ship (fixed at .Y=130) using
Image 1. Sprite 2 is the allen ship (image 3),
and sprites 3 and 4 are for the player’s
bullet and enemy bullet. Note the way the
999-BF*999+BX used as an X co-ordinate
for the bullet means that when BF Is zero,
the bullet will not be plotted.

A walt Vbl is done at the end of the line
to synchronise things.

40 BY=BY-BF*4 : BF=-BF*(BY>=-
8) : EBF=-EBF*(EBY<200) :
EBY-EBY+EBF*4 - EC=btst(lcol
lide(4.8.8)) - C=btst(2.collide(3,
8.8)) - If C them SCRE=SCRE+10
0 - gosub 100 - EX=16 - EY=
min(160,.8+SCRE/25) - boom

This fline handies bullet movement
(BY=BY-BF*4), checks to make sure that
the bullet Isn’'t off the top of the screen
(BF=BF*(BY>=-8)) and does the same for
the enemy bullet (but checking for off the
bottom of -the screen), then It does a
collision detection between the player’s
bullet and the allen ship, and between the
enemy bullet and the player’s ship (the
result Is stored In EC for checking on the
next line). If they have collided, 