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FAGE 2
THE EDITORIAL

HELLO AND WELCOME ,
to  the September issue. Just as spon as we get into
the Summer ,and it seems to be all over,as thoughts turn to Autumn.

At least it will be cooler fto sit down at the old keyboard.

OQUMDISC #3 did not go out with the last issue as promised. The update to
COLUMNSG arrived,and © thought it would be wise to include it on the disc
for those that had purchased Nick’'s classic. However,l again ran out of
time ,due in part to trying for a couple of days to get my car back on the
road. Two days a week is about all I can now spare on  the Oric,as 1 am
regularly doing 2 Discos a week, and of cowrse I have a ‘real’ job.

The amount of Oric related items appearing through the letter box has
been tremendous recently,so please be patient.

I will be away in Spain for the latter half of September to soak up the
gun  and re-charge my batteries after an extremely hectic yvear. Therefore
there will be no October issue, but a double November issue. MAriticles for
inclusion in this shouwld reach me by October 20th at the latest.

And s to this issue, AND WHAT AN 18SUE!
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THE COVER -~ courtesy of Jon Hawor th

THE EDITORITAL
NEWS
fode LOOREING AT CLASEIC GaMEs (Ft.1.8) - Afrnt Brik Isaksen

o BAVING YOUR CINSECT INSANITY " HI-S8CORES To DISK - Denis Bonfield
Fega /77 == MEARBMALL S MUSTE (FL.11) ~ &lly Scott dogs the honours.

P&/ - WRITING A GAaME IN  BABIC - Steve Marshall + A& BASIC RBOMEER’
LISTING from Swecden.

F1a/1) —~ MACHINE CODE FOR THE ATMOS (FL.39) - Feter N Bragg

FLE -~ FEEDRACKE - & look at queries raised in previous 1ssUes.

13 = READERS LETTERS - a selection from the postbag.

Fla — ALTERNATE MICROS - a round-up of &ll  the gossip on the Oric's
competion.

LB~ HE082 BEMULATOR -~ Mike Brown.,

Flé —~ MORE READERS LETTERS

FL7 = THE MHI-SC0RE OHART -~ an article from Bteve Marshall

Fig/s19 - HOBBLING IN  THE  ROM  (FE.63) « Jon hasn’'t lost his sense of
MO .

FEO - THE BACEK FAGE

H

COMFETITION

THE FRONT COVER SHOWS A CABTLE AND AN ORILC. WHAT I8 THE RELEVANCE. MAME
THE  TITLE OF THE SOFTWARE THAT IT ALLUDES TO AND THE SOFTWARE COMFANY T
WIN & PRIZE. ONBWERS TO THE EDITOR BY QUTOBER lst.

ORIC USER MONTHLY - THE ONLY THING THAT HAS BEEN NUMBER ONE LONGER  THAN
LLOVE I8 ALL ARDUND ® BY WET JWET WET
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MONTANA FATTENCE

FROM NICK HAWORTH COMES "MONTANA FPATIENCE . THIS COULD BE THE GAME TO BE
"HOOKED ' ON FOR A FEW MONTHS. IT I8 AVAILABLE NOW ON OUMDISC #%
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NEWS - . NEWS - NEWS

CHANGE OF ADDRESS
Adrian Matthews has moved again. HMe was in Bmurnemmuth,but now resides in
the land of Steve Marshall & Alistair Way. Adrian is now at: 7 WATSON
CRESCENT (1F2), EDINBURGH EMII 1HD.
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Arnt is kindly donating all profits from his MIND MADNEZ to OUM funds.
Prices are now as follows: 3" disc -~ 3.80, 3.5"W/5.85" - B.EO
Cassette version not available.

COLUMNG

The updated version of COLUMNS has both known bugs fixed 1. - the illegal
guantity error and the one vegearding the timing of {the hi-score on the Flash
CARMmE
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BLOWLY RECOVERING
The intrepid Jon Haworth is recovering graduwally. He can  now  walk  BOD
metres,and is able to sit for half an houwr. As his nearest pub is about 150
metres away,he is just able to sit down for 4 or 3 pints in his allotted 30
minutes. YES —~ things are basically back to normal!
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WiELL  DONE TO NICK HAWORTH FOR GETTING ¥ PASBES AT GRADE A7 AND 4 AT BRODE
EOOIN HIS G.C.B.E EXAMES.
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WHAT I8 DRORAY UF TO THESE DAYS?

ACCORDING TO ARTHUR CRAWFORD ,THE FOLLOWING: "I had & discussion with Ray
about speeding up data storage in Sedoric. He proposed a method from the top
pf  his  head that unfortunately 1§ found to have severe limitations in my
applications. However,we have had further discussions and Ray is working on
the problem. A further discussion I had with ray at the Meet was about use
of the COMFILER and circumventing the limitation that it does not support
Sedoric OFEN statements. It seems that the way forward is to use WORDSFEED
o change the memory address of complled program sections,and use them with
unsanpiled sections  (this problem may be solved anyway by the data storage
methods that Ray is cwrrently working on and in the long term Ray said that
he is intending to update BASIC Sedoric data storage).
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LOOKING AT CLASSIC GAMES

with Arnt Erik Isaksen
Part 1.2

This month we start to look at a real
favourite for many home computers back in
1984. Did you guess? Manic Miner.

MANIC MINER. Software Projects 1984.
Collect the keys on 32 different screens and
move Miner Willy to the exit door. Beware of
hitting moving creatures or poisonous plants,
or of falling to high. The music is very good
in this game - especially in the intro where
you can see the Oric plays on a piano. By the
way, the music played during the game is
composed by a Norwegian, Edward Grieg, and is
called “Dovregubbens hall”.

This game was especially popular for the
Commodore 64 and the ZX Spectrum. Manic Miner
was also a popular game for the Oric - number

11 in Your Oric’s last charts...
O: %* %k s:***** G:**** A:*****

HARRIER ATTACK. Durell Software 1984.

This game brings you into a war - where you
are sent on a mission. Start at your harrier,
fly to the island, shoot the enemy’s jets and
bomb its tanks before you return. Fast action!
Far from as good as the Commodore 64 version -

but is still an OR game.
Osk¥*4 Sakkk Gehkk Askkkok

SCUBA DIVE. Durell Software 1984.

Dive into the sea and bring pearls and/or
corals back to your boat. Look out for sharks
and other baddies and don’t run out of air.
Popular game for the ZX Spectrum - the Oric
version is however not as good. An original

piece of software.
O: * Je dk de S:**+ G:***+ A: % %k Kk k

SKRAMBLE. Microdeal 1983. Rita Jay.

This is one of the very few commercial Oric
games ever to be written by a girl/woman. That
is however no reason to get Skramble as the
graphics and sounds are far from good. Similar
to Harrier Attack as you must shoot or bomb
everything that moves or stands still. This is
certainly not my favourite - and it should not
be your favourite either. Microdeal released
this game for the Dragon too, but I don’t know
if the Dragon version is better.

Qe ** Sas**x Ge** Ark*

LIGHT CYCLE. P.S.S. 1983. A.J.Clarke.

Have you ever seen the film called “TRON”.
This game enables you to control a light-
cycle. You must make your oppononent crash -
either a human or your faithful Oric.
Different speeds. Similar to Snake Venom {FGC
Software), but not as good or fast, even
though the two players option is an advantage.
O:** S:*** G:** A:***+

MUSHROOM MANIA. Arcadia 1983.

Shoot the centipede that is moving down the
screen. Your weapon is a machine-gun, which
can be turned on/off. The sounds are very
noisy. Poor game.

Centipede (P.S.S.), which is written by John
Marshall will be reviewed in another part of
this series.

Qcs*+ Se* Ga** Agk*

ELEKTRO STORM. P.S.S. 1983. Tony Stoddard.
Alarm..... Protect your city, which is
viciously attacked by missiles. You have three
bases and control an aim. Find your target and
send a rocket from one of your bases. Similar
to “City under Attack”, which was a type-in in
Home Computing in 1984. Not a fantastic game.
o:**+ S:*** G:** A:**+

RABBIT. Norsoft 1985.

Flip some moving objects and pick them up
before they start to move again. A 2nd flip
makes the object move again. The two players
option is fun as you can choose to cooperate
or to be nasty against each~other....

“Is this a classic game?” you ask yourself
when you read the title of this game. “Rabbit”
is in fact clearly based on the original
“Mario Bros” game. “Rabbit” is far from as
good as “Mario Bros” for Commodore 64 - but it
is OK if you play together with a friend.

Qesxdk Sekkx Ge *kky A *xkky

It is time to move on....... in time. In the
late 1980’'s a game appeared on the computer
scene - available for almost all computers,
including PC, Macintosh, Nintendo, Sega,
Amiga, C-64, Amstrad and....... ORIC!!! A
Russian had the idea for one of the world’s
most well-known games - TETRIS.

TETRIS. CEO Soft 1990. Daniel Duffau.
TETRIX. Mirage Software 1990. Andre Widhani.
The object of the game is simple. Shapes that
are made up by four pieces are falling down
the screen. When complete rows are made they
will disappear and make more space. You can
move the shapes to left or right and rotate
all the objects, excluding the square. The
game is over when it is no more space
available for more shapes to fall. You got to
think fast if you want to smash the OUM hi-
scores for Tetris or Tetrix!!

Tetris was the first version of Tetris to come
on the Oric scene. You can choose to start a
game with a more difficult level or a number
of blocks already placed in the playing area.
This version is as good as or better than many
versions on PC's. The graphics are good enough
and the sound is acceptable.

Tetrix is in my opinion not as good as Tetris.
Some shapes are almost invisible on a b/w
screen. The advantage of Tetrix is that you
can play with alternative shapes.

Tetris., Oi**k* Seddx Geukdy Agakhhiy

Tetrix., Os**** Gokkk Geakk Aphkkhy

AMENDEDN RatinG ¢ HuncuBack .

Ol XX¥*% G #%X¥ Sixnxd+ A!xxxXX
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? ¥%x HI-SCORES-TO-DISK PATCH . XX @

> xx FOR INSECT INSAMITY xx
’ xx BY DENIS BONFIELD - XX

CLS: RESTORE
POKE#26A, PEEK (#26A) ANDH#E

PRINT 25,103 "INSERT ° INSECT” DISK INTO DRIVE A"
PRINT 213, 14;"°SPACE> TO BEGIN"

IF KEY$<>" " THEN GOTO 200

LOAD" INSECT", N

FOR F=#53&0 TO #S53C4

READ A:POKE F,A

NEXT F

DOKE#3F7D, #53460: DOKE#2F 14, #537C

PRINT 26,183 "SAVE OVER ORIGINAL 7?77 — (Y/N)
K$=KEY$

IF K$<3"Y" AND KE$<>"N" THEN 270

IF K$="Y" THEN A%="INSECT" ELSE A%$="RENAMEME"
SAVED A%,A#S01, E#S400, TH#S01

FRINT 26,22;"MODIFIED AND SAVED AS *";A%$;"” ":WAIT SO0:RESET

D

? *x FATCH CODE X%

DATA #20,4F2,#04,420, #4C, #DA, #AC, #0E, #C2, #D0, #06, $20, #3C, #2D, #4C, 479
DATA #S53, #AD, #0D, #C2, #A2, #B8, #20, #65, #DA, #4C, #F 2, #04, #08, #78, #20, #AA
DATA #F9,#20,#F2,#04, #A9, #60, #8D, #7A, #DA, #20, #4C, #DA, #AC, #0E, #C2, #FO
DATA #OB, #AD, #0D, #C2, #A2, #B8, #20, #96, #DA, #4C, #B6, #53, #AD, #02, #C2, #0D
DATA #03,4C2,#F0,#12, #20, #7D, #DC, #B8A, #8D, #0D, #C2, #8C, #0E, #C2, #A2, #B3
DATA #20, #96, #DA, #20, #8A, #DA, #A9, #AZ, #8D, #7A, #DA, #20, #F2, #04, #20, #B7

DATA #0D,#28,#4C, #1F, #2F
il ‘

The above program modifies *Insect Insanity’, allowing all high-
scores to be saved to Sedoric discs.

As

the game code occupies the memory area where Basic programs

normally reside — from #3501 upwards — some pokes are necessary
before entering the patch program. These are :-—

POKE #5500,0
DOKE #9A,#5501 :new start address for Basic
DOKE #9C, #5503

The patch program may now be entered. NMNote that if the entered
program is to be saved to disc and run at a later date these three
pokes must be entered again beforehand.

Typing "RUN’ will execute the program so just follow the on—screen
instructions.

Note: Patch not recommended for use with Sedoric 2.xx

Denis Bonfield.
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MARSHALL'S MUSIC - PART ELEVEN - s By ALY SaoT

Greetings, good Oric Folk! There's more than one muso in our house, and this month,
since I'm on holiday, I'm giving .Steve a hand. I probably should say the next bit in hushed
tones - I'm actually a PC person, not an Orickeri But I'm not prejudiced - some of my best
friends use Orics, (well, one best friend, anyway), and arranging music for computer is much
the same, whichever machine you use.

Steve has explained in great detail how toenterina piece of music complete with piano
part. But what happens if all you have is the melody line, and a string of guitar chords? You
can type in the melody line, but what next? '

Let's have a look at part of a typical tune.

G G7 C D7 G c G
M55 m— e m———
f(.T\. ¢ 1 i i ! ‘{ 5 { ; 1} } } :I +
Mwalz- ing Ma - til - da, ‘Walz- ing Ma - Ul - da, Toull come a- waltz - ing Mo-1il - da  with
D7 G B7 Em C G
R e e i e e S S e i e S =
: i__¢ - — o a {+
oF —w
me,” And he ang as he  sat and wait - ed while his bil - Iv boiled "You'l come a-
D D7 G
4 ——
é’: : o e CHORDS
walkz - ing Ma-til - da with me” . -
ke Ting Hanti - Ea with me A BASIC 3-NOTE CHORD IS MADE UP OF THE 1ST, 3RD
AND 5TH NOTES OF THE SCALE IN QUESTION,
Th it hord b th ‘IF THE CHCRD'S NAME IS, FOR EXAMPLE.
_-he gultar choras, above the G- (SOMETHING), THE 3 NOTES WOULD BE G, B, D.
music, contain all the information
you'll need to provide an MINOR CHOR
i t. If layi this
:g;;’“ofﬁgr;‘;“uﬁar Ix,ga;epsf‘g;?fg the THE SIMPLE WAY TO CREATE A MINOR CHORD
tune, and accompanying it by using IS TO LOWER THE 3RD NOTE BY ONE SEMITONE,
the chords. I could simply strum the FOR EXAMPLE, EM CONTAINS E, G (NOT G#) AND B,
chords, two strums to a bar (because

it's in 2/4 time), or I could play a

more elaborate accompaniment by G G7 C D7
using a fingerpicking style, also (e -
called arpeggios.. A% o —

First you have to understand F—= — e

how a chord is made up. Steve

n\!r___. Lo . y s o o
explained this in the March '94 OUM, Wakz- ing Mo il ~ dag, | Waltz- ing Ma $ il da,

melody 05  DSDS| OS5 B4 | G5 G5 GS|F#5 ES

but see right for a quick recap. 5th ) — p
. . D3 D3 D3 D3 L3 63 A3 A3
brobably the easiest way to gy gy |3 (89 (% (€3 |y (FEe
deal with your accompaniment is st Gz 52 G2 G2 ~3 c3 03 ADSI

simply to write the note names and
octave numbers under the melody line
(in pencil! - in case of mistakes). Of course since the Oric has only 3 sound channels you can't
play the melody line as well as all three notes of your chord. Which one to miss out? Usually
the 3rd: generally the 1st and 5th are the mostimportant in a chord. The diagram shows what
this might look like. I've putthe 3rds in brackets for future reference. Each chord is played
twice for each bar of 2/4 time, as shown above.

(You may find that some tunes sound too low if you use the octave numbers suggested
in the manual. This tune certainly did. Try entering in the first couple of bars and listen to
them before you doany more. If it sounds too low, make each octave one higher. All the octave
numbers given in these examples are one higher than the book recommends.)

You can try working out the rest of the chords and typing them into your Oric. You'll
find it's okay, but a rather boring accompaniment. How can we improve this?




ARPEGGIOS - @

A much more interesting accompaniment can be created using arpeggios. An arpeggio
is simply a broken chord —instead of playing all the notes at once, you play them one after
another. So a chord of C major, in 2/4 time, would be played C3, E3, G3, C4, each note lasting
for one quaver. (That's doh, me, soh, doh.) All the chords with simply one letter for a name
can be constructed this way. Remember to flatten the 3rd in the Em.

7th chords have a distinctive sound about them, because instead of using high doh for
the last note, you play a flattened 7th. This is the second-last note of the scale, lowered by
one semitone. For example, G7 consists of G2, B2, D3, F3. 7th chords often occur just before
the end of a phrase, or the end of the tune: they lead your ear on to the final chord on the key
note. Waltzing Matilda could be played using only the chords of G, C and D7, but to make it
more interesting other related chords have been included, like Em and B7. Explaining why
these particular chords are used would take another article in itself: if anyone really wants
this I'll write it.

Let's take a look at part of Waltzing Matilda with an arpeggiated accompaniment.

Em C G D D7 G
e e e T SR . B =
i o ; T o e o
g »— f
walt - ed while his waltz - ing Mt il - da with »

melody
D3 larpeggio

bass

i ~

Remember. . — .

flattened Ird ﬂat_._tened. \_J B

on Em. thioo Dont use

{G not G#) arpgeggio
-for last notes]
use the Giho

Treating the whole tune this way will produce quite a satisfactory accompaniment. There are,
however, as many ways of harmonizing a tune, as there are tunes, and the best way to approach
itis to use your own musical ear. Try something: if it sounds good, useit. If it doesn't, scrap
it and try something else.

A useful rule when writing a harmony is only to use notes that are included in the guitar
chord. Toharmonise a D for example, with a G chord above it, you could use D, G or B, butnot
C,as Cdoesn'toccur in a G chord. If the D note has a D chord above it, you could use any of
D, F# or A to harmonize satisfactorily: since G doesn't occur in a D chord, don't use a G in the
harmony.

For the bass line it's simplest to use the chord's 1st note in its lowest position, buttry
other variations and find out what sounds good to you. '

COMING SOON
How TO HARMONIZE IN DIFFERENT KEY SIGNATURES! 3/4, 6/8 AND SO ON,
- WHAT IS COMPOUND TIME?
HOW TO HARMONIZE WHEN THERE ARE NO GUITAR CHORDS,

Ally the othe Muso



WRITING A GAME IN BASIC. ‘ @
N/NNNNININININININININININININY :

Many of you will have had a go, at some time or another, at writing some sort
of program in BASIC. There is, however, quite a difference between a short
program that performs a specific function, and a games program. How is it done?

GETTING STARTED. First of all you must have a definite idea of what you want to
do. The Program may, and probably will change into something somewhat different
from your original idea, but you have to start somewhere. :

First of all, jot your idea done on paper. The flow-chart is a good way of
doing this. Before you start groaning I should say that there 1is no need to -
stick to the rules of the box types used in flow-charts. Just use two or three
boxes. One for a decision, (IF/THEN statements etc), and one for any non-
decision action. You can also if one for things like screen outputs. Just wuse
whatever you're happiest with - it is for your own benefit, no-one elses !

Once this is sorted, have a think about what screens you may need to define and
sketch them out. Once these are sorted out you can draw them on squared paper
which can prove to be useful for checking coordinates later on.

If you want to redefine the character set then do this using a suitable program
if you have one. Remember that if you want to wuse text within the game to
retain the upper-case characters. Lowercase can then be redefined.

BACK TO BASIC. Once you have sorted out how the program should work you can
start typing! This is where things can go wrong.
Get that -flow-chart ocut and follow it through. Try and write chunks of program
that do a specific thing. You can make sure one chunk 1is working OK Dbefore
progressing to the next. Probably at the beginning you'll have character
definitions and will be defining the variables used. Leave out  the
introductions until later. Remember the program might not end up as you had
first imagined it.
Then the first screen can be displayed. After this it c¢an sometimes get a
little tricky. Let's take a look at a Space Invader type game. You have the
invaders moving accross the screen, the base needs to move and the base must be
able to shoot at the invaders and there should be a check for a hit. Now +that's
a lot of information to be juggling around, and it's times like this that the
flow-chart can really help out. It's easy to get one of the above things
working, but when you want several things to occur at the same time many get
stuck and, in the end, give up — and the Oric loses out again. Pre-planning can
be vital to the success of a program and 1if you want to try a bit of
programming you should really make sure the program is going to work before you
start typing, or you could be wasting your time.
Now what we need when there is a lot of things that need doing at once 1is a
list of priorities. The things that should be happening all at once need to be
programmed to happen one after the other. Once the program runs the operations
can seem to occur at the same time. Think of the movie film. This is made up of
several separate pictures which combine to give the impression of a moving
image.
Witg the Invaders you will need to move the invaders. The can then be a check
for the press of a key. If the fire button is pressed then the program will
need to jump to a routine to handle this. There will then be a check to see if
a key is pressed to move the base, and if so to jump to the appropriate routine.
The program will then loop back to the Invader movement.
Once 21l that has been programmed in you can add the routines to check for a
hit, and the routine to remove the hit invader.
You see how the program is handled in stages ? You can continue adding little
bits of program like this, providing you get the most important ones done first.
Programming can seem so daunting before you start - there's just so much to do.
But if you do the bit of paperwork before hand and then progam in stages, as
described, (saving the progam regularly as well - just in case ), the whole
process becomes a lot easier.
Once you've got your program working you can add all the frills - the
introduction to programs are becoming more interesting and complicatesd nowadays.
This is partly due to disc drives and the increasing number of Public Domain
jtems released, and utility programs like Jon Bristow's range of editors. There
are so many things to help you now, there shouldn't be much to stop you writing
a decent piece of software.
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t is always good practice to include some form of

in with the program. Ten years ago every type—in seemed to have a

i
There are several games that are improved merely by a bit of thought going

he/she/it doesn't have to wade through it each time they load in the game.
the presentation of the program. Compare 'Psychiatric' to 'Panic’,

of text at the end which was displayed before you could play a game.

If you haven't done so by this stage, you can add the
done in various ways. There are many games that requ
better to give the gameplayer the option of v

sheet/manual but

'Driver’.

to

ine.

however
only
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is not a very fast mach
The Or

2

language, and the Oric
(Anyone remember the benchtests from the old computer mags ?) You can,

ing

low programm

1S & 5

There's nothing to stop you completing that program now.

have started a program, but never finished it? Come on you lot. Help is at hand.
survive as long as people are writing material for it.

get really good results, and with Dr. Rays Compiler ( and others to come from J.
B) there should be no excuses for having a bash at programming. How many of you

BASIC
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Machine Code for the Oric Atmos (Part 39) FPeter N. Braaag
The Storv so far .
———————————————— We have looked at essentials for maechine code broagramming
and a small selection of useful 6582 Instructions appeared in Part 22 of the -
series. Last time. we started to have a closer lodk at proaramming technigue.

Write On !

——————————— One can write proarams with verv simple tools. essentiallv a
pencil. notepad and rubber eraser. There are.manv people who trv to write
programs in ink or biro in a note book with fixed pages. Inevitablyv. you
will make some errors and when that happens. vou will find that it is much’
easier to modifv or correct program listinags written in pencil.

I use a small notepad with detachable paages and most important. write on one

side onlv. The ability to shuffle the listina around on sinale-sided sheets

of paper is a tremendous help. if vou need to sort out a proaramming problem.

The listing can be spread out and looked at in plan form. Errors can then be
corrected and modifications can be made with the minimum of effort.

Of course. the wordprocessor provides even better facilities for alteration
and correction than the pencil and rubber eraser combinmation and is a lot
auicker to use. However. it does have limitations in displav and printout.
This is reallv a matter of personal choice. 1 find that a combination of
handwritten and wordprocessed listinos works best for me.

So why bother 2

——————————————— I feel that aood clear listings are essential for three
reasons. First. thev make it easier to sort out anv errcrs and get the
software workina. secondlv. thev are invaluable. whem vou decide to update
and improve the software and finallv. listinas from successful software can
save a lot of time and effort when writing new stuff.

It is worth making a small effort to produce some additional notes.

The traditional "REM" statement. is bit too limited to be useful in this
respect and I prefer a listina of the tvobe used in this series of articles,
which is not much different from those found in Oric‘s "Advanced User Guide".

Assembler -2

——————————— A lot of peopnle use Assemblers. Thev mav be useful for entering
the machine code/assemblv lanquage. but thev are no use for the actual
programming. The hardest part of programmina. is to break vour ideas down
into separate operations and then select the riacht instructions for each one
and an assembler is no good for that. Thev alse tend to be a bit slow to use
and have more scooe for errors. which is why I haven't used one for vears.

On the other hand. Assemblv Lanquaae is a verv useful tool. It provides a
connectinag link between the drab code numbers recuired by the Oric and the
much more interesting proaram operation described in vour listing.

I+ vou look at the listinas published in this series of articles. vou will
notice that thev are divided into three main columms. The centre columm is
the Assemblv Lanacuaae columm. To the riaght of that is the description of
what each Assemblv Lanouaqé instruction is deoinag and whyv. On the cther cide.
to the left of the Assemblv Lancuaae columm are the instructiom hex codes
and data and their addresses. These are usuallv written in last of all after
the Assemblv and proaram description. because at that stage. hex codes can
be easilv entered usina an instruction code table (on a small crib card).



//

My listinags usually have one instruction per line. with a blank line
separating each operation. The aim is to make the listina easv to read.
Look at the listings in this series and vou will see instructions grouped
together as specific operations. The operation below is a tvpical example.

This sample uses three instructions. It fetches an input. tests 1t and uses
the result to decide on which one of two actions. it will put into operation.
This is the wav I would write it. to make the listina readaeble.......

——-Continue or Finish ?——-
1833:AD 01 1@ : LDA 1001 : Fetch a copv of Kev input for test.

1036:C9 1B : CMPYESC" : Test — Was "ESC" kev pressed ?
1038:F@ @3 : BER"103D" t Yes — so skip to finish the routine now.
No — so continue with next operation.

Other operations are listed in a similar fashion. to that shown above.

A blank line above and below each operation and pocssibly a brief “"title“.
help to separate out each oberation and make the whole listing that much
ceasier to follow.

Waste Paper Production |

———————————————————————— My listings are written or orinted on single-sided
sheets for reasons aiven above and use a small paper size. for easy storaage.
I can write and read fairlv small print and so 1 can aet quite a lot of
information-on the listina sheets. which are seven and a half inches bv five
inches in size (say 190mm bv 125mm in metric). A spiral backed “reporter”
note pad is ideal +4or handwritten listings. I alsoc make the wordprocessor
listinag printouts the same size.

I+ evesight is a problem. it would be better to use a larger size. but keep
to & single size and onlv use one side of the paper and vou will find that
i1t makes lifte a lot easier.

And there’' s more

———————————————— Inevitably. some routines run to several listing sheets
each and vou mav wonder how it is possible to keep track of a listing that
could consist of manv routines and a verv larage number of loose sheets.

The answer 1s simple. For a start the instruction acddrecses provide anm
obivious seguence. which places everv sheet i1n the riaght order. You may
recall from the last article that everv routine is started bv calling it'e
very +irst instruction. Everv listing sheet is neaded bv a Callina address

tusually a "JSR") and therefore there is no probliem finding the start of anv
particular routine. The last instruction in amyv routine is alwavs clearlv
labelled as the +inish (ie. "“"RTS" and “"Exit").

In adoition to the Callina address. each listi s headecd bv the csoftware
title. the routine label and the date that particular coftware item was
written. Those few simple items ensure that there is nc possinbilitv of a
mix—up or missina listino sheet aoing un—-roticedg

Machine code/Assemblv programming is considered To be extremely difficult.
bv most proarammers and most seem to do thincs ths harg wav. irrespective of
computer larquane used. However. the simple techniaues autlined above., have
made it a3 lot easier for me. Look at the listinas tnat 1 have used in this
ceries and vou will find that thev are laraelv written as a “description® in
plain Enciisnh. So essentiallv. vou could sav that the nroaramming languaae
I use. is the lanauage that I speak and vou can 't get simpler than that !
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FEEDEBACE
HOW FOR BOME FEEDBACK FOR GQUERIES RAIBED IN PREVIOUS ISBUES OF O.U.M

LIST DIRECTORY TO PRINTER
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In the August issue John Hurley was having trouble listing an ORICDOS
disc directory to the printer.

In the same day I had two answers.

Stan Holden came up with - POKEHE2F1,128:!'DIR

John himself figured out that the 'PRINTER ON command works perfectly on
an  ORICDOS master as supplied by Steve Hopps efc., but will not work on a
disc formatted to ORICDOS standards,even if 1t contains the SYSTEM DOS. I
can only assume that the original masters contained a message in the
BOOTUR sequence.

o e
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Regarding the appeal for an ORIC-1 for Jack Brooks (issue 83 ~ page 13).
Sincere thanks to Frank Beolton for getting dear old Jack out of a fix.

..............................
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COLOUR MONITOR

TSR YR bt e erpd sy e dhe GUOSS Dheee e SRt P08

Jonathan Bristow no longer reguires a colowr monitor (as requested issue
83 - page 2)

ATARI 2600 BAMES
Arnt Erik Isaksen found a couple of ATARI 2400 games,whilst in London. I
have purchased a few on his behalf and sent him a list. If anyone else is
interested then please contact me.
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In the last issue I mentioned that the RFM & H SOCIETY had passed my name
onto Paul Hill. PFaul tells me that it stands for "RAILWAY PRINTING MUSEUM
& HISTORICAL SOCIETY. EINSTEIN UK USER GROUF. STEAM COMPUTER SOCIETYM :

Now I sees the connection,as I mentioned the STEAM COMPUTER
SOCIETY/EINSTEIN GROUP in the last issue and continue about them this time
around. Thanks to Faul for clarification and welcome to him as our latest
subscriber.
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I have done my bit and now it is htime to do yours.

Over the past year there have been,as far as 1 know, many problems not
vat resolved. Flease take time out to check back issues and look for
problems raised. If they have not been resolved through the pages of
OUM,and you have an answer,then please pass it on.
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READERS LETTERS

DEAR DAVE,
regarding the sessage on "the back page from Peter Bragg {July OUM) - apologies for taking so long to

respond. I still haven't got formatting software for the BBC B and in truth, am not too concerned as [ find it hard to
get enthusiastic about the machine. Thanks for responding though.

MESSAGE TO EVERYONE - has anyone got an original technical manual for the ENTERPRISE for sale?

1 finally got some RTTY software for the ATARI STE to use in conjunction with ay newly acquired 5B radic,and I must
say I'a disappointed with the results. Although the software itself wasn't up to such,it at least showed me just how
little plain text RTTY is being broadcast today. Only one station from China broadcast anything of interest and this was .
only for one or two hours in the evening. I could get nothing at all from Europe even with a long-wire antenna attached.
Depressing, I had great expectations. :

Having had a chance to play around with J.B's SONIX, I must say I think it's an impressive piece of software, Well
worth the asking price, Ditto for Dr.Ray's COMPILER,

- DENIS BONFIELD {London).
DEAR DENIS,

thank you for,as always,an interesting letter.
We have many radio buffs out there and I'm sure your comments will be of interest. ['m also sure that J.B and Dr.Ray

will appreciate your comsents,

DEAR DAVE,
I's writing this after a couple of days hard work on the ORIC,and a couple of hours hacking up a tree for
a friend with my chainsaw (4bcc of pure power - Arr Arr,Arr!t),
I've finally managed to get a End drive working on my ATMOS. Part of the trouble [ was having was berause 1 was
connecting the 2nd drive to the expansion port of the CUMANA interface. [s this only for 3rd and 4th drives? - or
sopething else?

For the record; our house is packed with the following: 4 x ORIC's (including switchable Rom Ateos + tak Oric-1 {2 ¢
3.5" drives) and Modem. :

NOTE FROM THE EDITOR: have I really got to list all these other inferior machines,especially as I'w feeling rather hazy
from this dry white wine from the local supermarket,and to cap it all,young Matthew is shouting - "Dad, it's Calin
Jackson's race now”,

Hello, I's back. Colin won his hurdle race,and so back to Steve's inferior machines,

We cantinue with: Amstrad CPC4é4 and CPCA44 (disc version of 464) - Frank Bolton once questioned the spelling of the
word DISC. I have an Amstrad DISK that you load via the file "DISC*!!

Dragon 32, BBC ‘B‘, Toshiba MSX - can anyone tell me the comnections for the cassette port?

Speccy+ 128 (eek!), Einstein c/w 3" drive and monitor ( a nice machine!), Atari STe, and 3 boring old 286 PC (Rlly'sl.

- STEVE "Who's bloody bald" MARSHALL (Edinburgh).

DEAR STEVE,
1+ we read of an Edinburgh Chain saw massacre then we will know who to blase.
Regarding the expansion pert of the Cusana interface - it is non-existent. Though it is parked as such,there is nothing
there. [ assuse it was an idea never used,but the cases were sanufactured as though it would be, '
Ta for the infe. on your computer collection,
Also thanks for sending se the latest version of your gase - CYBOJUDBE. It is certainly coning along, I'a going to find
some time to look at it further and come up with some ideas for you to use.
- DAVE
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ALTERNATE MICROSES

UKEUG /8TEAM COMPLUTER SOCIETY /RFM & H
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It transpires that all the above are one and the same. We printed some
infa. on FPage 18 of the June issue and followed up with more last month., The
group appearsg tm use more  than one name and more thanm one  type of

introductory letter,
It you are an EINSTEIN owner and want to be kept informed,or want to buy

some disc software,then check out the address previously given.,
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Recently advertised in MICRO MART were Emulators for the PO,

Maching type & price as follows:
Commodore &4 — 3 pound, Spectrum — B pound, Amstrad CFC ~ 8 pound, Dragon -

3 pound and Macintosh ~- 5 pound.
Fram the same sowrce are games packs: 500 Bpeccy programs - 20 pound, 400

GCoammodare &4 programs - 20 pound.

The contact dis: Dandel Thomas ofi TIBANA, FERNBANK ROAD, ROBS-DN-WYE . HRY
SR

Many thanks to Arnt for the information -~ it's nice to see he pult bhis
time to good unw,whllwt m?aylﬁg in london.,
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ARNT '8 LATEST GIRLFRIEND
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I THOUGHT LONG AND HARD BEFORE DECIDING TO FRINT THIS FICTURE
i HQD EREVIOUSLY FRINTED A PICTURE OF & FARROT THAT ARNT HAD SENT, AND 80
WHY NOT ANOTHER RIRD. IT I8 FROM THE MACINTOSH - DIRTY RAINCOAT BRIGADE!

T'VE HAD TO TURN THE PICTURE SIDEWAYS TO FIT IT IN - A BIT ON THE SIDE!
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6502 EMULATOR - MIKE BROWN

INTRODUCTION
HI- I'm Mike (son of OUM subcsriber - Don). In the last issue of DUM,Dave'mentiDﬁed my
EMULATOR - here are the details.

THE EMULATOR

Over Christmas I wrote a 6502 EMULATOR in 80xBé assembly code. The main reason was for
potential use as pert of a third year Computer Science project. The entire 4502
instruction set is modelled,with the exception of- decimal maths (binary maths is
there),and interrupt handling. With the thoughts of an Emulator in mind,there is also the
ability to trap certain instructions with special meanings, e.g Load and Store operations-
on the VIA chip,Screen memory etc. I never got round to optimising or extending its
abilities though.

The Emulator quite happily runs a 63502 monitor/debugger program I wrote a little while
earlier for use on a single beard 4502 machine I designed. On my machine (7.8 MIPS) it
clocks up about 0.014 Mips,but I can speed that up at the expense of code size and
readability. The structure was designed purely for ease of following it. Now I understand
it, I can start speeding it up. The code should work on an 8084/8088,but a 2846 through 486
‘will be better. For later versions, a 286 will probably be essential, 486 handy.

It took a while to get the monitor and Emulator both working,so I will make it available
-as inexpensive Shareware,as follows:-

For a demonstration of it working,either send a 3.5" DD/HD disk and SARE, or 1.50
cash/F.0/cheque, and i willsend you on PC formatted disk:-

¥ The compiled {non optimised and interrupt-less) Emulator program.
¥ Memory dump of the monitor program.
¥ ASCII documentation on disk with info on use,and more details on the emulator.

If you like what you see,then send me S pounds and get:

% The original emulator source code (good to learn from).

¥ The current emulator source code (commented,partly optimized and harder to follow,but
more useable).

¥ The monitor program source code (useful -~ I have versions for Oric and Apple,as I can
reassemble it to run at any address easily to squeeze into tight memory requirements of
other programs).

¥ The assembled emulator,and a memory dump of the monitor program ready to load.

¥ A 4508 benchmark program,which you can use to compare the speed on your machine to a
real 6502.

¥ ASCII/Postscript documentation for the above on disk/paper,as required.

¥ One major revision of the emulator at a later date for free. (This will probably be
speed increases through use of 286/4B6 specific instructione and tighter code,plus
extensions.)

¥ Permission to use the emulator/monitor source within your own code.

As soon as I get time I will look further at extending the 6502 emulator and getting the
all important ‘traps" worked out so that an Oric can be modelled. Details of these will
follow at a later date.

Recent testing gave the following figures (non cpitimized version):
Running monltor program,with screen cutput - © 047 MIFS
" " NO screen output - 0,187 MIPS

Rs you see,the figures vary depending on what you're doing., 1/0 is time-expensive when
using BIOS calls

All correspondence to:
HMIKE BROWN, 2 Glentworth Avenue, Whitmore Park, Coventry. CV& 2HW
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MORE READERS LETERS

DEAR DAVE,
I am sorry I won't be remewing my Oric subscription in the near future. Due to family health probless, I

haven't used the Oric for months,and my interest is nil at the noment. I have enjoyed reading the QUM in the past,and I
hope for all your other members that the magazime can continue to be a success.
- W, DAKES {Erdington).

DEAR Mr. Oakes,
I as truly sorry to hear about the health problems. I sincerely hope that a speedy recovery is the
order of the day.
Should you ever get back to ORIC-ing ways,then you know that you will always be welcome back to the fold,
Readers come and go,but luckily we have a nucleus of people to continue OUM for the forseeable future.
- DAVE
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DEAR DAVE,
in issue B84 of OUM was a query from John Hurley reagarding ORICDOS and printing directories,

The ORIC OWNER magazine was right,however the 'PRINTER ON command is a toggle and is reset by the cede that prints
RERDY.

In order to get it to work,either use the command within a program or use a multi-line statement i.e -

'PRINTER ON: 'DIR

The comeand will need to be re-issued every time it is required,as Basic keeps on resetting it.

It took me a while to catch on to what the article was saying,as I couldn't get it to work at first,and it was only
after 1 came back to it after several months that I read it correctly,

Hoping this helps a fellow user (even if it is a bit long winded),

- JOHN FOBGIN (Ashingten)

DEAR JOHK,
well - that's 3 answers to one problem {sse page 12). It is so nice io see more than one reply to a
query.
- DAVE
DEAR DAVE,

regarding Frank Bolton's program - see print out below. 1 had to use a HIRES screen to get it as TEAT
screen prints the correct keys.

= &0 EYANS {Londoni

DEAR RON,
! passed your letter to Frank, and set out on the back page is his reply.

- DAVE



THE HI-SCORE CHART. Pi+

After taking over control of the Ultimate Hi-score Chart some months
ago, I thought it time to say something about it.

The chart is a list of the highest scores recorded on Oric games
where a score has been reported. Currently there are almeost 140
pieces of software on the chart. That's quite a 1lot, but there are
still many games yet to make it to the chart.

I am gradually buying more software. .A few years ago, before
discovering OUM I had only a handful of Oric-1 cassettes. I'm now
building up my collection, buying all those titles I had missed and
wasn 't aware of. :

Now when I get a game and try it aut, 1°11 play it a few times and
then jot down my best score. If there isn‘'t a hi-score on the chart
for this game then I°'11 Stick it in. This has meant that my name has
appeared a great deal aon the chart. These scores are included just to
‘set the ball rolling’. They are there to be beaten and I expect
someone to do so. There are some scores on the chart that are my best
efforts - and I°11 break your legs if you better them. (Joke!

Before Joining OUM I didn 't really like hi-score charts, but I found
that as I bought new software I would get a score near to a scaore on
the charﬁ, sao 1°'d play the game again trying to beat the hi-score.
This meant that I was playing games much more than I otherwise would,
and getting more enjoyment out of a game than 1 thought I would do.
‘Light Cycles’ is an example of this. So many times I would come sao
close to beating Peter Thornburns score - 1 had to keep trying.

If you use the hi-score chart 1like this, you could find vyourself
enjoying the Oric a lot more too !

Recently there seems to be a drop in the number of scores reported -
only’Liz Coates and Brian Kidd have sent scores direct to me. There
must come a point where the chart becomes a list of unbeatable scores,
but that is well into the future at the moment. However, what I have
been considering is a chart for the best scores of the vyear. This
could be printed every 2 or 3 months and the Ultimate Hi-score Chart
printed at the end of the year. This would give everyone a chance to
get onto the charts and could breathe a bit of life into gameplaying.
What I need is some response to this idea. I'm not going to do this
1f no-aone is interested. If you like the idea, WRITE IN. '

Faor now, the chart continues to expand and 1 will keep bunging my
scores in. If you want to get onto the chart then give my scores a
bashing, or lock for one of the many titles that aren’'t on the chart.
You would be suprised how many games still have to make it onta the
chart !

SEnd your comments on the above to
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Steve Marshall



Such was the tearing of hair and gnashing of teeth at
the absence of any Rambling in last month’s issue that
I have been dragged to the keyboard - and now proudly
present OUM’s new feature - Hobbling in the ROM,
hopefully preserving the witty repartee of the original,

HOBBLING

but at a more leisurely pace.

Many thanks to all who have enquired after my progress
- I hope to be returning to something like normal by

the end of this month. And so:

Hobbling on...

D60A
D60B
D60D
D60E
D610
D612
D613
D615
D617
D619
D61B
D61D
D61F
D621
D623
D625
D627
D62A

TXA
BMI D5DD
INY

LDA (91), Y
LDY #00
ASL A
ADC #05
ADC 91
STA 91
BCC D61D
INC 92
LDX 92
CPX C8
BNE D627
CMP C7
BEQ D5E1
JSR $D636
BEQ D61F

D6CS
D6C6
D6C8
D6C9
D6CB
D6CD
D6CE
D6D0
D6D2
D6D4
D6D6
D6D8

TXA
BMI D698
INY

LDA (91), Y
LDY #00
ASL A
ADC #05
ADC 91
STA 91
BCC D6D8
INC 92
LDX 92

D6DA CPX C8

D6DC
D6DE
D6EO
D6E2
D6ES

BNE D6E2
CMP C7
BEQ D69C
JSR $D6F1
BEQ D6DA

D@

MICROWAVES

Go to the top
of your Oric

This subroutine allows 48K Oric
prorammers to print on the top
line of the screen which is
normally used for Oric’s
messages. Just set M$="Text to
print’ and GOSUB 110. You
can make the text flash by
adding the line 120
MS$=CHRS$(#C)+MS.

In the unlikely event
that you’ve got a 16k Oric, you
should subtract 8000 hex from
all the addresses used.

Colin Faliles,

Glasgow.

100 REM :PRINT M3 ON TOP
LINE OF SCREEN

110 FOR I=#BB83 TO
#BB83+36:POKE I, 32:
NEXT I

130 FORI=1TO LEN(M$): POKE
#BB83+1, ASC(MID$(M$,1,1)):
NEXT I

140 RETURN

PCN 12 3/6/83

and if integer array variable

index the dimension

take the dimension

and calculate the position of the header
x2 (2 bytes for each component)

+5 (constant: 2 name, 2 length, 1 dimension)
and adjust

the work pointer

to the effective start of arrays

not forgetting the high byte

test if at end of arrays

no, continue
yes, pass to next array

no, treat the element
and pass to the next one



Treat a variable

DE2C LDA (91). Y
D62E BMI D665
D630 INY

D631 LDA (91}, Y
D633 BPL D665
D635 INY

LDA (91), Y
D63D TAX

INY

LDA (91), Y
CMP A3
BCC D64B
BNE D665
CPX A2
BCS D665
CMP CF
BCC D665
BNE D655
CPX CE
BCC D665
STX CE
STA CF
LDA 91
LDX 92
STA BD
STX BE
LDA C2
STA C4

Next element

D665
D667
D668
D66A
D66C
D66E
D670
D672
D674

LDA C2
CLC
ADC 91
STA 91
BCC D670
INC 92
LDX 92
LDY #00
RTS

" DEE7

LDA (1) Y
D6E9 BMI D720
DGEB INY

DG6EC LDA (91). Y

A AN

D6EE BPL D720
DEFQ INY

AL

LDA (91), Y
D6F8 TAX

INY
D6FA LDA (91), Y
CMP A3
BCC D706
BNE D720
CPX A2
BCS D720
CMP CF
BCC D720
BNE D710
CPX CE
BCC D720
STX CE
STA CF
LDA 91
LDX 92
STA BD
STX BE
LDA C2
STA C4

D720
D722
D723
D725
D727
D729
D72B
D72D
D72F

LDA C2
CLC

ADC 91
STA 91
BCC D72B
INC 92
LDX 92
LDY #00
RTS

Continue the reorganisation

D675
D677

LDA BE
ORA BD
D679 BEQ D670
D67B LDA C4
D67D AND #04
D67F LSR A
D680 TAY

D681 STA C4

(to be continued)

LDA BE
ORA BD
BEQ D72B
LDA C4
AND #04
LSR A
TAY

STA C4

D730
D732
D734
D736
D738
D73A
D73B
D73C

DO

first character of name
it’s an integer. pass to next

address low byte
in X

address high byte

verify below temporary top of memory
yes, continue

no, next

not so sure, test the high byte
too high, next
“compared to the top itself?
below, exit

above, the top retains its position
still unsure, look at the low byte
too low, next

it is the highest variable

below top of memory

recover the address

of the pointer

and save it

and the length of the element

take length of element
added to the current address

high byte as well

so getting the new address
that is also in AX

index to O for the next one

is there a string to move?

no, that’s finally the end of it all!
yes, take the length of the element
variable: 4 array: 0

variable: 2 array: 0

calculate the pointer index

and save it

JH.
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A REPLY TO RON FRON FRANK (RE-PAGE 15)

DEAR RON,

Dave passed to me,for comment,your letter complaining that my screen character designer won't work on your
printer, This is hardly surprising, - after all you wouldn't expect a screw-driver to drive a car. If you read the notes
gn page 20 of QUM issue 83 they pake it clear that it is for screens. [ quote: "use for your screens" and later -

“orograased to print on the screen.’

The Contact List states that you have and MCP and 2 Citoh printer. If the Citoh is a second printer it presusably has a
sanual that will tell you how to re-define characters, The technique bears little relationship to screen re-definition.
My Citizen 120D re-defines vertically as distinct from the horizontal re-definition of the Atmos for screen. So i'm
sorry if you're disappointed,but the programee is for people who need re-defined characters ON SCREEN.

- FRANK BOLTON {Leicester)

Frank and Luis have recently been playing host to John from Rosania. They have been teaching him the Gospel according
to Saint Oric,ss John will be in control of the systems being sent to his country.

‘S8aint Francis & Pope Pedro’ inform me that transport has now been arranged for the consignment of all the Oric
goadies,

Meanwhile Frank and Luis are taking a well deserved break in Brighton - checking out the local talent and ale,no doubt!

Well,the rain in Spain had better keep to the plain,and not to the beach. We fly out on the llth of Septeaber,and
therfore no telephone calls until October Ist. Letters and cheques can still be sent.

As we go to press, I have recieved a & page letter/article from Dr.Ray. [ will re-produce it in full for our double
issue,but meanwhile - some snippets.

ARRAYS

A progras from Ray for swift Save and Load of Arrays under Sedoric,

FREE STANDINS CODE

Concerning the compilation of 'free-standing’ code,which can be CALL'ed from a Basic progras - a method to do this via
HORDSPEED,

BLOCKS OF MEMORY

Two °.ABX" files in WORDSPEED format to allow one to save blocks of memory fros within a sachine code progras and those
of a Basic prograa.

COMPILER UPGRADE

The upgrade to Ray's COMPILER is sbout complete - as | recleve it them all registered users will recieve the update,
HARDWARE & SOFTWARE

The project is taking shape,and ALL Oric users will be asked for their views.

Well, that should whet your appetite.



