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HELLDO AND HERE WE GO AGAIN,

TO AMOTHER ISSUE OF ORIC USER MOMTHLY .
a5 EJHﬁED F%ELS AMD THE NIGHTS DRAW  IN, IT'S TIME TO SETTLE DOWN
WITH UR TRUS OLD ORIC.

NITH THIS ISuUE YO WILL RECIEVYE THE LAST 0OF THE RAFFLE TICEETS FOR
ERIAN KIDD'S GRAMD RAFFLE. THE DRAW WILL TAE FLACE  SHORTLY AND
WINMMING NUMBERS WILL BE REVEALED IN THE MEXT OUM.

I HAVE JSUST REGUM TO LEARM TO USE "ENVISION® -~ DESETOFR FPUELISHER FOR

Y PC—XT. EXFECT SOME FROFESSIOMAL  LOOKING INFUT FROM ME IN ABOUT 3
fEﬁFc TIME!
OW LET'S GET TCO THE INDEX.

IMDEX

FAGE 1 - THE COVER — FROM JON HAWORTH

FAGE 2 — EDITORIAL AND IMDEX.

FAGE 3 — MNEWS..MEWS..NEWS

FAGE 4 — MAGNETIX — A FubLL REVIEW FROM STEVE MARSHALL

FAGE S/&657 — THE RAINBOW ORIC (PT.2) — COLIM COOK

FAGE 8 — THE B8-EIT A tc Z° - IM FART 7, STEVE MARSHALL PEEES INSIDE
THE COMMODORE C1& AND THE DRAGOM.

FAGBE F71% — READERS LETTERS -~ FMORE FROM THE MAILBAG.

FAGE 11 — BITS M EBOEBS

FAGE 12712 — MACKHINE CGDE FOR THE ERIC ATHMOS - PART  50.
lDHPhQTJLHTIDES TG PETER EBRAGG O REACHIM HI5  HaLF  CEMTURY  OF

RAMBLING IN THE ROM (FART 74) WITH JON HAWORTH.
'S FAG WELSH WIZZARD BACK IN FRINT.

CHRISTOFHER PHILLIFS HAS CERTAIN ORIC S00DIES FOR SALE, MAMELY , :
ORIC MCF4D FPLOTTER/FRINTER

ORIC-1 - 48K
2" MICRODIBC SYSTEM

ANMDRA FAREK, SCARBOROUGH, MORTH YORESHIRE.
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MEWS MEWS NEWS

THE 22nd DISC FROM CLUEB EURDOFE ORIC ARRIVED RECENTLY, AND CONTAINED
SOFTWARE FROM THE “INTERMET'

‘SLIME® IS A FUN GAME.

‘S0K0OBRACT IS5 THE ANDRE CHERaMY GAME SHOWN AT THE AYLESEURY MEET, WITH
EACH SCREEM DEDICATED TO A CEO MEMBER. UNMFORTUNATELY ,THE INSTRUCTIONS
ARE IN FRENCH, BUT THE RULES ARE EASY ENOUGH TO GET THE HANG OF.

USING THE CURSOR KEYS TO CONTROL YOUR LITTLE MAM, YOU HAVE TO MOVE
THE FACKETS INTO THE SHADED AREAS, WITHGUT GETTING ELOCEED IN BY THE

WALLS.
"3 = FLAY
'S’ = NEXT LEVEL
‘T’ = CHOOSE THE LEVEL

THIS IS5 DEFINITELY ONE TO GET YOU THINEING.

AS WE GO TG PRESS, I HAVE MQNQEED TO CLEAR LEVELS 2 & 3, AND AM ALL
READY TO HAVE A& CRACK AT LEV 4 (CALLED 'FOOR LAURENT ). IT'S OMLY A
FITY THAT I CAN'T CLEAR LE% ”_L. OnE

ALSD ON THE DISCE IS5 A "HIRES FICTURE <0071!'), AND THE ‘LINEER’
DATABASE FROGRAM. THE “LIMEER® PROGRAM INMTERESTED ME, BUT EACH TIME
THAT I &07 TG ABOUT THE TENTH LIME UF INFUT I GOT A "BAD SUEBBCRIFT
ERROR " IN LINE 32060 - SO0RT IT OUT FELLO !

NEXT MONTH WILL SEE THE AFFEARANCE OF 0OUM Mo.100.

WHAT A& LANDMARK ! WHO WOULD OF THOUGHT THAT THE ORIC MAGAZINE STARTED
BY ROBERT COOE OVER 8 YEARS AGO, WOULD STILL BE AROUMD, AND IN FACT
GOING FROM STREMGTH TO STREMGTH?T

TO CELERBRATE ,WE ARE FPUTTING TOGETHER A VERY GSFECIAL ISSUE. WE NEED
YOUR INMPUT. ANY 0ODD LITTLE ORIC RELATED STORIES WILL DO.

WE ALREADY HAVE A MNICE LITTLE ARTICLE FROM SIMONM ULLYATT. NOW IT IS
YOUR TURN.

GET THOSE ARTICLES IN BY MNOVEMBER 201th FLEASE.

THOSE MICE FEOFLE WHO PFUBLISH THE 'EINSTEIMN HMAGAZINE & AlLL MICRO
MEWS*, SENT ME THEIR LATEST BI-MONTHLY ISSUE.

WHAT A PITY THAT I COULD HARDLY READ IT! THEY ARE STILL HAVING
ENCORMOUS FROBLEMS WITH DUFLICATION. THE RE-FRODUCTION REALLY IS
HORRENDOUS . IT'S A GREAT SHAME, A5 THERE IS5 OBVIUSLY & LOT OF THDUbHT
FUT INTG THE MAGRZIINE,WITH FLENTY OF VYARIETY IN THE ARTICLES.

LET '3 HOFE THAT THEY CANM GET THE FRINTIMNG SDRTED O0OUT, A8 8-BIT
ENTHUSIASTS MEED ALL THE INFO THAT THEY CAN GET.
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It has taken some time but now, at long last, Jon Bristows eagerly awaited new
game Magnetix 1is available, (for a measly sum so you’ve got no excuses for not
sending off your order to the eagerly awaiting Dave - now have vou 777)

What’'s it all about then, what’s all the fuss about and why has it taken all
this time to write ?? Read on and I might get round to revealing these and other mind
- boggling questions that have been bugging you recently. (Like whatever happened to

clutch pencils?)

MAGNETIX (HERE AT LAST !!!)

SCENARIO. You're in space, vyou've got a job to do and the bad guys are after you.
(OK, so vou can’t be original all the time !) There you are in stuck within a maze
where you have to move power blocks together to form a larger block of 5 x 6. Happily
there are vortexes, (or should that be vortices?), to whisk you from one part of the
maze to another. Various nasties charge about as you battle against time to complete
vour task.
GAMEPLAY AND STUFF. The above scenario may not sound too exciting to some of you, but
try to imagine playing Tetris when someone’s bashing on your head, you're late for
work/school and the phone’s ringing. This games a bit like that, (but in a nice way)!

You have the choice of two types of key sets or joystick interfaces to choose
from to play the game and so your craft is easy to control. As you move around the
screen you will soon get used to jumping into a vortex, (often necessary), to see the
screen smoothly scroll across to another vortex which you pop out of. This a game
which is dead easv to play. Your only trouble is how to play the game effecitvely so
that vou complete your task of sticking those power blocks together. This 1is very
easy on the first level but later leveis will have you scratching your head and
muttering under your breath. (A useful feature of this game is that it allows you to
start at whatever level you wish - provided you have the password given on completing
the previous screen!) This is certainly not a shoot ’em up game but it does
have some elements of that as vou blast the aliens. For this yvou will need to make
sure to collect the charge crystals hidden around the maze. Tiring results in
different effects ranging from zapping baddies te protecting your ship and vou need
to be careful how you use the four options if you want to stay alive!
GRAPHICS If you thought the Oric was slow, wait 'til you see this baby move. The
screen  scrolls around whilst the foreground and background move at different rates,
giving a 3D effect whilst various aliens tear past you at break neck speed - AMAZING.
We haven’'t mentioned the intro yet. The TWILYTE logo appears with a shimmering effect
and then your confronted with a screen of animated stars. These scroll away to give
the main title screen with more twinkling stars dashing across the screen. Various
options can be chosen, but pressing a key doesn’t cause anything to happen for a
while as the stars scroll off screen out the way. Leave the title screen and you will
get the Hi-scores displayed. It’s all very impressive stuff when you sit back and
think that it is an Oric in front of you. Some of the graphics within the game are
amazing when you try and think how they could be achieved without real sprites.
SOUND Throughout the intro screen you get to hear the 25 minute (1) long Sonix
composed music. This varies as it goes along and changes in style. If one bit isn’t
to your taste then another bit will be. What ever your musical preferences are this
is a great example of what can be achieved using Sonix and should sell a few more
copies of another Bristow masterpiece.

Sound effects in the game are numerous and excellent with a pair of headphones
strapped to your head. Everything seems to be animated and has its own sound.

CONCLUSION This 1is without doubt one of the best pieces of programming to have
appeared on the Oric. Everything - sound, graphics, gameplay , is all well thought out
and, if vou look at that screen and realise what’'s happening, will understand why it
must have taken so long to program.

I'm not going to tell you whether or not I think this game is the best piece of Oric
software. I'm not going to tell you if I think it has the best graphics or the best
sound. All these things are for you to decide - and there is only one way for you to

find out ......

FOOTNOTE. I won my copy of Magnetix in a competition. Ha ha ha ha ha ha ha ha ha !!!!
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What you have done is to place a blue ink attribute to the 1left of the cursor
position, where text appears. In fact, you can use PLOT to place strings (letters)
or numerical values (attributes, letters or graphics characters) anywhere on the
text screen, and also in inverse colours (but more of that later). Try typing PLOT
0,0,"just a line of text", and your coloured text will disappear and be replaced
by that message.

One of the limitations of your machine, however, is that you cannot have
a line of text with each letter in a different colour to your choosing, you have
to leave a space between the letters to hold the attribute value, whether for
background or foreground colour. It is possible to get four colours adjacent in
text by using inverse colours, about which more later when you have become more
advanced!

PLOT enables you to place a value on the screen, and there 1is a
corresponding command, PRINT SCRN(X,Y), which returns the value found at column X,
row Y. This is much easier than using PRINT PEEK (address), but I did not
introduce PLOT and SCRN first because in some ways it 1is better to regard the
screen as a block in memory, which can be filled with values lying between 0 and
255. Curiosity is then given a chance to act, prompting the programmer to ask
"What happens if I place a value higher than 127 in a square?" To find out, you
are just going to have to wait yet again, because it is now time to 1look at the
third and fourth ways to introduce colours, by using the PRINT command. Now we are
in unfamiliar territory, because this command has a logic all of its own, and some
special effects such as double printing are available which cannot be obtained
other ways.

The PRINT command can produce all of the colour effects described above,
as well as cursor control, character printing and line blanking, and so is often
the method preferred by programmers. What it cannot do is place values higher than
127 on the screen. If we try a line like:

PRINT CHRS$(145) <return>
we will see our familiar red bar across the screen, so obviously a red background

attribute has been printed there. What the Oric has done is to subtract 128 from
the value requested and to place the remainder on the screen. The order of colour
attributes is just the same as for PLOT or POKE, so it is easy to calculate what
value needs to go into the PRINT command to have the desired effect. This can be
very useful, because it is possible to construct a string, e.g. AS, from
individual characters, any of which can be either an alphanumeric or an attribute
(+128), and then print the entire string to the screen. It can thus contain
embedded attributes, and since AS$ can be printed anywhere (reasonably!) on the
screen, your colourful message can be re-written all over without having to
laboriously reconstruct the sequence of attributes and characters. Try the
following program: :

10 FOR I=1 TO 33

20 READ A

30 AS=AS+CHRS(A)

40 NEXT:END

50 DATA148,84,131,72,129,69,128,149,82,132,65,135,73,128,78,132,66,135

60 DATA 79,128,87,132,146,129,79,132,82,128,73,133,67,32,144
Try PRINT AS anywhere on the screen, now, either by cursor positioning or PRINTQ@.
Where the whole message appears in one line, the effect is predictable, but if the
message is split between lines, some colours may be missed, because attributes
only affect the line (row) they are on. So coloured titles and suchlike have to be
prepared with a good deal of planning for positioning, and I use squared paper for
this job. Some care has also to be taken with colour choice, because some
combinations do not make good contrast, and any lettering can be hard to read.

Strings such as AS$ can also be PLOTted, of course, and the effects are
much the same as PRINT except that there is no double printing (a short cut for
double height characters), and the individual elements of A$ should be below 128
if you want the same effects as PRINT. Try PLOTting the A$ you created in the
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previous program, to see what effects it creates. You will notice some sudden
changes of colour where the attributes lie, and the effect at this stage is rather
untidy. The reason for the colour change is that PLOT and POKE both accept values
higher than 127, and their effect is to INVERT the colours of any printable
characters or attributes. What happens on the TEXT (or LORES) screens, and as we
shall see, on the HIRES screen too (but not with characters in HIRES), is that 128
is subtracted from the PLOTted or POKEd value, and the numerical value of the
remainder, as its ASCII character, is placed on the screen. The difference between
this and what was shown earlier is that with PLOT and POKE, the colour values for
background (PAPER) and foreground (INK) are inverted, that is, they are subtracted
from 7 and shown on screen in the resulting colour number. Try the following
example:

5 CLS:PRINT@ 0,10;""

10 PLOT 0,0,20: REM BLUE BACKGROUND

20 PLOT 1,0,6: REM CYAN FOREGROUND

30 PLOT 2,0, "ORIC"

40 PLOT 0,2,148:REM BLUE B/G BUT SQUARE IS YELLOW

50 PLOT 1,2,134:REM CYAN F/G ON YELLOW SQUARE INVERTED B/G

60 PLOT 2,2, "ORIC"

70 M=SCRN(3,2)+128:PLOT 3,2,M

80 M=SCRN(5,2)+128:PLOT 5,2,M
You will notice than in both displays of "ORIC", the background colour goes to the
end of the line, but in the 2nd "ORIC", the attribute squares are displayed in
their inverse colours, although they have the same effect on the rest of the line.
Only the squares holding values greater than 128 have their colours inverted, so
it is possible to create some fancy displays where the background colour is
inverted and the characters have their normal colours, or vice versa. This means
that the maximum number of different colours in adjacent squares is four, where
one set is the inverse of the other. To get more variations, we have to insert
attributes for other colours, which means leaving a blank space between
characters, although we can invert the actual colour shown where the attribute
lies, as in the above program. (A little artistic restraint is advisable to avoid
too much colour in plain text, although it allows more pleasing graphics.)

A Little More About Inverse Colours

There is a logic to the order of colour numbers used by our computer, and it lies
somewhere in the hardware of the ULA (Uncommitted Logic Array) used to drive the
various (i.e. two) screen modes. The Oric's designers have chosen a 3-bit colour
register, which gives us 273 (i.e. 8) colours on screen. If we imagine our three
bits (binary digits) in a row, creating a binary number, we can see that colour
number 0 has a binary representation of 000. Our colour monitor or TV has three
electron guns in the tube which are capable of 1lighting up three different
coloured phosphors on the screen, by means of the "shadow mask", which is a metal
screen with holes in. This arrangement ensures that each of the three guns only
shoots electrons at one phosphor, so that each gun creates its own image in only
one colour: red, green or blue. What the ULA does is to, in effect, switch on or
off these three guns according to the binary pattern it has in its memory at the
time. If it finds a value of 000, it switches them all off. The next value up,
001, enables it to switch on the red gun only, leaving the green and blue off.
This is why a value of 1 on the screen is interpreted as a signal for switching on
the red gun and showing everything scanned afterwards in red foreground. The next
value up is 010 (2 in decimal), which switches off the red gun and switches on the
green. Then comes 011 (dec 3), which to the surprise of some readers, (probably),
gives a yellow colour and not a greenish-red. (This is just the way our brain
interprets colour.) Next comes 100 (dec 4) which switches on the blue gun and
switches off the other two, and so on up to 111 which has all the guns on and
creates a passable imitation of white. The thing about inverting, then, is that if
any of these patterns (e.g. 101 for magenta) is inverted (0s become ones and
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vice-versa), the effect is the same as if the number were subtracted from 7
(binary 111). The colours also become inverted in the sense that they are
subtracted from white. Knowing this, you only have to remember the numbers for
red, green and yellow, and you can calculate the numbers for the rest.

While we are on the subject of colour perception, did you know that the
human eye can detect as little as a 0.2% change in the intensities of any of the
three primary colours of red, green and blue? This gives 500 different levels of
intensity in each of the three primaries, and therefore a total of 125 million
discernible colours. (The exact number is debatable, and people's eyesight varies
somewhat.) Computers that are capable of displaying photographic quality images
need a register to signal those 125 million or so. Our Oric's 3-bit register can
signal 273 colours, so 125 million requires around 27 bits (it's all done with
logarithms!). I'm told they make do with 24 bits, which is 3 bytes for every point
on the screen, and they have many times higher resolution than our 240%200.

To get a little practice in the creation of coloured text, we now go on
to the fourth and last method of producing attributes, and that is using so-called
Escape Sequences. Most printers use these to control their modes of output (such
as italics), but the Oric uses them for screen effects. An Escape Sequence is any
sequence of ASCII characters which starts with CHR$(27), which is the code for the
ESC key on your keyboard. Only one character at a time can follow ESC on the Oric,
so every time we want to put an attribute on the screen, we have to print ESC
first. Pressing this key, or printing CHR$(27) changes the way other characters
are output onto the screen, subtracting 64 from the ASCII code of the character.
We can test the effects of this in immediate mode on the computer, just after
" powering up when the machine is waiting for Basic instructions. Type <ESC> <A>
ORIC, but don't press <return>, and you will see the word ORIC printed on the
screen in red letters. Press CTRL-X now to clear your input, or the Oric will
remember you've ‘typed it and come up with a "? SYNTAX ERROR" message later. What
has happened is that 64 has been subtracted from the code for A which 1is 65,
leaving 1, which is then placed on the screen. A value of 1 in a square is an
attribute for red ink on that line. The rest of the Escape codes and their
effects, can be found in the Oric handbook. Here is a little program that enables
you to print away to your heart's content on the screen without causing too many
problems. Control keys (CTRL+key, pressed together) may also be used, including
CTRL+C to escape the program. Remember that certain control keys disable the
screen or make it judder, but the useful CTRL keys are as follows:

QUIT

DOUBLE PRINT ON/OFF TOGGLE

CLEAR SCREEN

CARRIAGE RETURN

CLEAR LINE

CURSOR ON/OFF TOGGLE

CAPITALS ON/OFF TOGGLE

PROTECT COLUMNS ON/OFF TOGGLE

Double printing is used mainly to create double height characters, for which the
escape sequence requires the letter J, unless you want them to flash, when an L is
required. Double height characters only appear correctly when the printing is in
odd-numbered rows. The status line can also be used for them, although the ASCII
values for the characters, including the value of 10 for double height, have to be
POKEd there. Here is the program; beware of scrolling!:

10 CLS

20 GET AS:IF AS=CHR$(3) THEN END

30 PRINT AS;

40 GOTO 20

—HOZREUn
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The 8-bit A to Z PART 7

Well here we go again with a look at the heady world of home computers, looking
back at an era when computers were exciting, BASIC ruled and people were arguing over
whether the Z80 or the 6502 was the better CPU chip. Well, the Z80 was developed into
the 8080 and then the 8286, 8386, 8486 and so became the pentium chip also known as
the ’586. Yep! the chip that was in the ZX81 was developed into the chip(s) now used
in most PCs thoughout the world. The humble old 6502 was developed also and became
the 68000 - as used in Apple computers and Atari 5Ts. Chips developed from the 68000
now sit inside the current Apple Macs, two fingers raised at the boring old clones
sitting on the opposite shelves.

Nowadays nobody seems to care too much what is inside their white plastic box,
just so long as it can play the latest gory ‘beat em up’ with wonderful geometrically
shaped figures ! Ha ! I've seen more realistic graphics on a Speccy.!!

Anyway, I digress. If you think I was forgetting the Commodores C16 then you
were wrong — it’s here below !!! (EEEceeeekKkkk!) * COMMODORE C16 I'm not quite
sure why theyv decided to build this machine, but they did and they managed to sell
the thing as well. This was another of those cases where a manufacturer stepped back
and developed a machine that was inferior to they’re latest model. This model came in
the same case as the VIC 20 and early C64 except this time it was a horrible dark
grev colour. I don’t have the spec. on this model other than that it is 16K, but it
is probably very similar to the VIC 20. A later model was released as the C16 +4. It
had a new case (- still grey), but I'm not sure about other modifications. Nowadays
you would be far better getting a Co64 which will not cost you much more and has lots
more software to spend vour hard earned cash on.

x  DRAGON 32 As I was jabbering on about earlier processor chips were developed
into better and faster ones. The 6502 family also contained +the 6809E which was wused
in the Dragon. Supposedly one of the best 8-bit chips ever, but came onto the scene
+too late and 50 was not used in many machines.

The Dragon was a truly British machine being developed in Cambridge with the
assistance of +two (British) Universities, had components made in Scotland and was
assembled in Wales and being financially backed by the Welsh Development Agency and
the Prudential Group.

Released just in time for Christmas 1982, the machine offered a decent version
of Microsoft BASIC and a ’'full 32K of RAM’. The graphics handling is good but the
commercial games I've got are often lacking in colour and the games are quite slow
despite the capabilities of the CPU. Only one sound channel to play about with so all
in all vou're better off with your Oric and should look else where for an
alternative. Is the user group still going 777

SPEC. 6809 (CPU 2K R4M, 16K ROM. SCREEN 32 x 24 text. 256 X 192(max)
graphics. 8 colours.INTERFACES Centronics, expansion and provision for two jovsticks.
53 WP kevs which make a funny clonking noise

The Tandy Colour Computer is so similar that much of the software will work on
both machines. There were plenty of books available which you can pick up at your
local boot sale. Disk drives were available and the machine was expandable <To 64K
which leads us to the almost inevitable new machine ...

x DRAGON 64 You guessed it, a 64K Dragon! For some reason they decided to give the
Dragon a better keyboard, but miss off four of the keys like ESCAPE and CONTROL keys.
the circuit board has been modified to allow space for the extra RAM and a serial
port.
On switching on you are faced with a standard Dragon 32 to allow use of all
previous software. A command moves the BASIC in memory to allow about 45K free - the
full 64K is only available under other operating systems. Graphics are the same which
is a shame as the maximum 256 X 192 only allows the use of 2 colours. The text
display (which allows only a green or orange background is very limiting for a
machine which was hoping to appeal to the business market.

Dragons disk unit comes with either one or two drives and has a small DOS
included.

Dragon did however go to great lengths to make +the 0S9 operating system
available which allows multi-tasking and multi-user facilities which may be
interesting to some of you. If you consider buving it for this reason make sure you

get the manuals.
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LETTER TO

Followis the publication of
one of our members {(OUM epts . PS5 — page 37}, w

Enhanced Organisation of FMuslim Armed Groups (CEOMAGE)

1 ng
5 Oc

Faée /0,

a photograpnh of
the Countrymen
sglemnly demand

=

Ll

the Royal Family ({including cats,dogs,canaries and hamsters: to
publicly convert to Islam.

lacking this, we will deposit & bomb:

a3t &3 Earnard Crescent.fylesbury BJ) 2 Madingley Foad,Cambridge

c}! Frank Bolton's place {we will find out:?

Moreover, Waterloo Station will be renamed Gare d'Austerlitz and
subsequently, the subway Bakerloo Lin 11 become Berlitz Line.

— Allah Akbar
DEAR ALLAH,
we know who vyou really are -  the postmark was &
giveaway . Mice to see that you haven 't lost vyour sense of humour,
dean. For yow information, Frank Bolton lives at: - Fapow!,
Bang!.as..- :
DEAR DAVE,

I nhave had a goed hunt, but I am afraid that my last
commercial title — "AIR-5EA RESCUE" has probably been lost forever. I
can’t find it anvwhere.

— BTEFHEM HAIGH (Enottinglev!
DEAR STEPHEN,
it's s great shame, but such is life! At least we can
still share vouwr other ftitles.such as GHOSTHAMN and GRAVITOR.
P T E
DEAR DAVE.

I have not vet got the start-up disc for my MACINTOSH,
but I've come a&across s telephone number for  the Yorkshire and
Humberside MACINTOSH Usesrs Group, and =so I might b= able to get a
stsrt—up disc Trom them.

I thought the latest issus {(the double issue! of 0OUM was one of the
best ever issues. [ anjoved the fTirst part of the series on graphics.
Graphics is one area whiich appeals to me but is something that I
hardly know anyithing about.

— ROBERT CRISF (Meanwcod)?
DEAR RDBEERT.
perhaps vou could let us have Turther details of the
MACINTOSH group, as 1t may be of interest to others.
- DAVE
DEAR DAVE,

I snclose my chegue for renewal to 0OUM. I aplogise for
not taking a more active part in the 0OUM proceedings. I've not been an
active "ORICER® for some YEaTS now,but I do enjoy the club—1like

atmosphere that comes throuwgh the pages of the magazine. My thanks to
vou and the other regulars for all the hard work that must go into the
MAag «

I've recently taken delivery of the excellent Emulator (OH to have
Fabrice Frances’ ability!}) in the hope of re—kindling the ORIC spark.

Waitch this space!
Feep up the wvood worik.
— Faul FARNESSE
CEAR FAUL,
I HAVE SAVYED vyOouU A SFACE! - DAVE



T
i
s}
T
-

BITS 'mM° BOERS

EUFHORIC TIFS

SOME TIPS FOR 'EUFHORIC® USERS FROM JIM GROOM:—

A} Rename EUFHORIC.EXE as 0O.EXE to save typing!

B!} WIMDOWS users — save your fTavowrite Oric game screenshot using
EUFHORIC!'s built in screen capiure routine. Then use the resulting
BMF file as wallpaper in your WINDOWS environment. This is especially
effective with WINDOWS %95.

Mow for a poser from Jim — he asks if Fabrice can come up with a
better way of changing between the ROMs?T

Jonathan Bristow is currently working on a2 Demo version of MAGNETIX
for the IMNTERNET. In Jjonathan’=s games, the ftransfer to another machine
is rather involved.

GET WELL S00M

4

[

fn appointment with & swwrgeon meant that Derek Smith was unable
make it to this years’ MEET. We wish him & speedy recovery.

Thanks to answering Feter Thornbwn’'s plea for info an the S50RD and
LYMX go out to Charlie Wallis. I have passed the info on.

REME DOES IT AGAIN!

RESIDENT SUFPER GAMER REME MARKE HAS STRUCK GOLD AGAIN. RENE SCORED
17,500 OM THE FREMCH FIMBALL GAME - "HMACADAM RBUMFPER'.

b

WELL DOME REME - EAT YOUR HEART 0OUT HENRY !
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Machine Code for the Oric Atmos (Part 50) Peter N. Bragg

———————————————— The past few issues have looked fairly intensively at the
subject of Zero Page instructions. These can be very useful instructions
that combine the operations of indexing and indirect addressing, which
allows them to be used to fetch, store or modify data in blocks or scattered
locations. The last article, included a short demo of both "Pre-Indexed"

and "Post-Indexed" Zero Page instructions together. The demo routine used
the Accumulator to fetch an item from data memory and put copies of it onto
the screen display.

Hopefully, breaking the instructions down into a number of small and simple
operations and then dealing with those separately, before building up again
to the full blown instruction operation, makes more complex instructions,
such as Zero Page, easier to grasp, in the long run.

We have now more or less covered the subject of Zero Page instructions. They
are probably the most complex of the Oric's 6502 machine code collection, so
if you have got those "sussed out", you are unlikely to have trouble with
any of the other machine code instructions for the Oriec.

So What Now ? _
————————————— This series has concentrated on explaining the Oric's 6502

Instruction Set and I must confess that it has taken a. 1ot longer to cover
the subject than I first thought. The first few articles in particular, had
to £111 in a lot of essential detail. Although such detail is common
knowledge to some of usg, there are many who find the lack of know-how on the
basgsic elements of programming and how a computer works, a severe handicap.

Often it is the simple things that produce the stumbling block. Way back
when I started computing, I was always stumbling over an instruction that
required an "offset" (occasionally referred to as a "displacement").

I hadn't a clue what an "offset" was and the only explanation I could find,
appeared to be some nutty exercise in binary maths and punctuation. This
was in the early days and there was no friendly user group available for
advice and my kKnowledge on the sgsubject was very sketchy. The only way to
find out, was to enter the instruction and some test values into the
computer and note the results.

Now that I am qQuite familiar with that instruction, it all seems so simple.
The problem instruction was the Branch and the "offset"™ (or "displacement)
was the value that just set the distance and direction of the relative jump,
that the Branch instruction makes, if the conditions are right. Any value
from 00 to 7F would produce a forward jump of that number of locations.
Values of FF down to 80 would do the same in the opposite direction,
starting with FF and going furthest back with value 80. It may seem simple
now, but I can well remember the frustration of trying to work out Just what
it did, from the rather vague information in the manual. The manual's
description still seems difficult to comprehend, even now.

So why did I continue to use machine code, in view of such problems 2

Well the Basic language was an expensive extra on many of the early micros,
when I started. So like many people at the time, I made do with machine code,
which was faster and didn't need so much expensive memory. Later, Basic
became more widely available. However, it was less attractive, because it
was slow and I found the variations between different versions irritating.
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The other popular language, in the early nineteen eighties, was Pascal,
which was faster than Basic and more portable, which meant that software
written in Pascal could be run on other machines, without the need for
extensive changes, to cater for different versions.

That was the theory anyway. However, in practice even the commercial
software writers ran into a lot of problems with Pascal, particularly when
debugging software. From the professional users point of view, we found that
commercial software was a poor advertisement for languages such as Pascal,
which is why I continued to use the machine code/assembly language, for

writing my own software.

Other languages have also had their brief spell of popularity, some have
even been hailed as the ultimate magic language which will make writing and
debugging software an easy job. None of them have achieved that goal. The
great survivor appears to be "C" and it's variants, but nobody could call it

a simple to use and friendly language.

Something New ©
——————————————— So what has all this to do with machine code 92 Well there

appears to be an interesting development on the software front, that I have
recently read about. This is an operating system called "Taos", which has
been under development for six years. From the description that I saw in a
recent copy of "Acorn User" it appears to be a new version of an old idea.

I wonder how many remember "Basicode". Those of us who tried "Basicode" in
the mid-nineteen eighties had great fun passing Basic software on tape,
between the Apple, 2ZX81, BBC Micro and others. The trick was done by
installing the same Basgic and filing system in all of the different
computers. The main snag was that it tended to slow the faster machines down
and for obvious reasons, the lowest common denominator prevailed, so all the
computers tended to look like the old ZX81 in operation. It was a very
clever idea for the time. There was even a version for the Oric although I
wasn't able to get hold of that one.. -

The information that I have seen so.far about "Taos" is a bit sketchy.
However, it seems that it is not so much based on a language this time, but
on a machine code system that acts as a kind of pseudo microprocessor.

Apparently, what it does, is to install it's own machine code system as an
interface to the microprocessor currently installed. As a result, many
different types of microprocessor will be able to use exactly the same
machine code language. So it follows that the same software written for the
system will run on any machine that has the system installed and it will be
able to run on many different computers with different microprocessors.

The advantages of a system like this, are that it can be quite small. As a
result, it is unlikely to slow down the overall computer speed. More to the
point, because it works at the microprocessor's level, it is less affected
by hardware. Computers with better performance and hardware, will not be
dragged down to a common level by less well equipped machines.

A single machine code language system, would affect all software including
other languages and make software writing much simpler. Snags ? Well dont
hold your breath, waiting for a 6502 version. The developers have decided
that an eight bit version is not worth developing. Never mind, it does mean
that knowledge of machine code operation could be very useful in the future,
as most microprocessors seem to have the same base functions....eeceeveeeeees
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Euphoric... just keeps improving!

Fabrice hasn’t let me down. The latest version is v.0.8b, and is now fully optimised to run
on a 386 as well as a 486 PC. That means you 386 owners can run all forms of the emulator,
including Sedoric and a Telestrat. Also, as mentioned in last month’s OUM, there was a
bugged version of *writedsk’, the utility to write an emulator disk image to an Oric formatted
disk, distributed by me. I discovered the problem, mailed Fabrice, and the debugged version
was on the server a day later! I would suggest anyone who uses the emulator regularly sends
their disk back to me for an upgrade - no charge, just an S.A.E. to return it to you.

Here, then is the recent version history:

V 0.7alpha

- divergent release...no bank switching mechanism (so no disk system), but a new 6502
emulation optimized for 386, a faster keyboard reading, and a faster clock code.
Should be the base for a complete release optimized for 386, slow with bank
switching (like 0.6alphal) but fast anywhere else (to do: a modified Sedoric with no
programmed function keys).

V 0.7a (from O.6e)

- faster clock code and keyboard reading
- first TeleStrat emulation ! Partial emulation of the second VIA, no ACIA emulation

yet (will come quite soon...)

V 0.7b (486)

- new 6502 emulator, I have made bencharks and it is faster thanks to fewer cache
misses (despite additional jumps)

V 0.7c (486)

- Restores the correct aspect of the screen (during a power reset) lost with 0.7

- Handles differently the F7 and F8 key for the Telestrat

- Modification of the FDC 1793 module to work around a nasty behaviour of Stratsed:
selecting a drive AFTER sending a read or write command and BEFORE the actual



transfer (not always the case, so... a bug ?)
- first emulation of the ACIA, but still lacks interrupts handling.

V 0.7d (486)

- Oops, I forgot to copy files from Linux to Dos, so neither the screen aspect nor the

F7/F8 keys were corrected under Dos...
- first emulation of the real time clock extension (with Telestrat for now)
- updates the Bios timer when exiting from the Dos version (no need for such a hassle

with unix of course. Hey, have you tried Linux ?)

V 0.7e (486)

- Repair the broken dump/restore mechanism
- Generously give an RS232 interface to Oricl/Atmos users (but I have not tested it

yet), and a real-time clock extension.

V 0.7f (486)

- Patch for international keyboards on the Telestrat
- Fix the RS232 interface, it works in polling mode...(interrupts not implemented yet)

V 0.7g (486)
- Move the IO address of the RS232 interface on the Oric 1 and Atmos

V 0.7h (486)

- Serial interrupts are in! The 6551 ACIA emulation is now complete, the
communication software of the Telestrat runs identical to the original.

V 0.8 (386) (01/10/95)

- At last! A cross-over of 0.7alpha and 0.7h achieving the speed of versions anterior
to the introduction of the disk controller. Owners of fast 386 are able to enjoy it (and
now... rushing to the 286...

- PS/2 compatible

V 0.8a

- Oops, I forgot to modify the Real Time Clock module, sorry...

vV 0.8b

- Added additional cycle on absolute indexed and indirect indexed read addressing
modes, and branch instructions, when crossing a page boundary. Timings should now

be exactly similar to a real 6502.
- Improved the B flag implementation (still have to better implement N and V flags in

decimal mode).

And if that’s not enough...
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Amoric arrives!

Now available is an Oric emulator for the Amiga. You can download it directly from the

Ensica server - FTP or Web - the Web address is URL:
http://arlesienne.ensica.fr/LOCAL/ORIC/oric_emglish.html

...and now the software

One effect of the emulator is that a number of ’old’ Oric owners have returned to their
favourite (virtual) machine. An interesting feature is that programs can be written in the C
language, compiled, and crossed to the Oric. They then run as stand-alone Oric programs,
notable for their speed and sophistication. King of the crop at the moment is an arcade game,
’Slime’, written by Alexios Chouchoulas, of Athens and Edinburgh. Excellent graphics and
great gameplay are the features. There is also a character editor, CAP 1.0, with some very
sophisticated pixel scrolling routines, and a VT100 screen terminal emulator, a sophisticated
piece of software to enable you to communicate with other computers over a serial
connection. And finally there is Fabrice’s 'Tea for Two’, a chess game playable between two
Orics over a serial link. You can plan and enter your next move without the other player
knowing of it, and so in a timed game create panic in the opposition!

If these programs are a sign of things to come, then we are in for some amazing new
progams for our trusty Orics. Incidentally, subscribers to the CEO software discs will get
these new programs as a matter of course - if you are interested in a subscription there are

some special offers to tempt you:

CEOmag July - December 1995 (all the Internet happenings) just £5.00
As above, with the Autumn and Winter 32" CEO software discs (Internet software) £10.00
As above, with the Autumn/Winter 3" CEO software disc £12.00

Or, take out a subscription now for 1996 and get the November and December CEOmags

free. Subscription rates are:
CEOmag only £11.00 - plus 2 double 3" discs £22.00
- plus 4 single 3% " discs £20.00

If possible, please order 3%" discs - they are cheaper, easier to come by, and you get one
a quarter rather than a 3" disc (which contains all the same software) twice a year.

If you are interested, my address is at the end of this article.

Rambling on in the maths...

’’ (OPERATOR) ACC2/ACC1 --> ACC1

Principle:
As for multiplication, the calculation is reduced to the division of mantissas, and their justification. To
subtract exponents the opposite of the exponent in ACC1 is calculated: to add the opposite is to

subtract.
The division of mantissas is more complicated, but the result is the difference between the multiplicand

and the multiplier.



Programming:
The routine lacks refinement - numerous branchings could have been avoided. It doesn’t affect the
speed of execution, but a good ten bytes could have been saved.

DDE3
DDES
DDES
DDEA
DDEB
DDED
DDEF
DDF2
DDF4
DDF6
DDF8
DDFA
DDFC
DDFE
DEOO
DEO02
DEO4
DEO6.
DEO8
DEOA
DEOC
DEOE

DE10
DE11
DE12
DE14
DEI15
DE17
DE19
DEI1B
DE1D
DEIE

BEQ DESB
JSR $DEEC
LDA #00
SEC

SBC DO
STA DO
JSR $DD78
INC DO
BEQ DDAO
LDX #FC
LDA #01
LDY D9
CPY D1
BNE DE10
LDY DA
CPY D2
BNE DE10
LDY DB
CPY D3
BNE DE10
LDY DC
CPPY D4

PHP

ROL A
BCC DE1D
INX

STA 98, X
BEQ DE4B
BPL DE4F
LDA #01
PLP

BCS DE2E

DDE7
DDE9
DDEC
DDEE
DDEF
DDF1
DDF3
DDF6
DDF8
DDFA
DDFC
DDFE
DEOO
DEO02
DEO4
DE06
DEOS8
DEOA
DEOC
DEQOE
DE10
DE12

DE14
DE15
DE16
DE18
DE19
DEI1B
DE1D
DEI1F
DE21
DE22

BEQ DESF
JSR $DEF4
LDA #00
SEC

SBC DO
STA DO
JSR $DD7C
INC DO
BEQ DDA4
LDX #FC
LDA #01
LDY D9
CPY D1
BNE DE14
LDY DA
CPY D2
BNE DE14
LDY DB
CPY D3
BNE DE14
LDY DC
CPY D4

PHP

ROL A
BCC DE21
INX

STA 98, X
BEQ DE4F
BPL DES3
LDA #01
PLP

BCS DE32

Shift dividend (ACC2), that is divide by 2

DE20
DE22
DE24
DE26
DE28
DE2A
DE2C

ASL DC
ROL DB
ROL DA
ROL D9
BCS DE10
BMI DDFA
BPL DE10

Tailender
Don’t forget the new Sedoric manual, £5.00 and help OUM funds - and look for something

special next month...

Email:

DE24
DE26
DE28
DE2A
DE2C
DE2E
DE30

ASL DC
ROL DB
ROL DA
ROL D9
BCS DE14
BMI DDFE
BPL DE14

jon@cam.dungeon.com
Oric Mailing List: oric@cam.dungeon.com

J7< "

if ACC1=0, ’DIVISION BY ZERO ERROR’
AACCI-->ACC1

complement the exponent

then calculate the sum of the exponents
adjust

and Overflow if falls to 0

index ACC3 (#98+#FC+1=#195, i.e.#95)
initialise for 8 shifts

compare ACC1 and ACC2
jump if different

same for byte 2

same for byte 3
same for byte 4

save sign comparison (in C)
assemble the result

jump if not yet 8 shifts

adjust index, and set N and Z
save resulting byte

index=0, the extension is passed
index positive, end

indicate new 8 shifts

recover comparison

Dividend > divisor: subtraction

byte 4
byte 3
byte 2
byte 1
1 exit: ACC2 must > ACCl1
makke comparison, uncertain

Jon Haworth
3 Madingley Road
Cambridge
CB3 OEE



BRIANSG FAGE -~ O.oMo NOVEMBER 1995 /3
~ WELCOME T0 ALl
BTRAIGHT  INTO  BUSINESS FOR THIS MONTH AND HERE AGRE SOME POSERS FOR YOU TO
HAVE A B0 AT.
1) WINTER IS UFON WS , RAIN ET AL - BUT  WHAT ABOUT  THE SUNSHINE 0OF THE

SUMMER P FOR THIS FOSER THINE QF THE ARQOVE TYRES OF WEATHER AND REFLACE THE
foeeen O SEGAUENCE WITH A MALE NAME , TO FRODUCE A WONDERQOUS SIGHT

THE SEQUENCE «owrwvwwww o= =~ =G B I V

=) STARTING WITH THE WORD HUGE S AMD CHANGING ONLY OME LETTER AT & TIME ., TO
FRODUCE ENOWN WORDS , CAN YOU , IN FIVE STEPS , MARE THE WORD ‘TINY' ( Ie
Six words in total Incl. Huge & Tiny ) %

Sy THE  BROTHER OF AN ALCHOLIC DIED . YET THE MAN WHO DIED HAD NO EBROTHER !
HOW IS THIS FOSSTRLE 7

) ASE A FRIEND TO THINE QF ANY NUMBER WNDER TENM MILLION (10 ,000,000) JWHAT
I8 THE MAXIMUM NUMBEFR OF "YES' QR CNO GUESSES WOULD YOU REQUIRE TQ FIND THE
EXACT  NUMBER P TEN  MILLION  OFFERS AN AWFUL LOT OF FOSSIBILITIES BUT THE
ANBWER T8 SUFRISINGLY SMALL . CAN YOU FROGRAMME ORIC TO  HANMDLE  THIS RINARY
BORTIMG 7

&) FIMALLY & WORD SEARCH - HIDDEN IM THE FOLLOWING GRID ARE TWENTY-THREE (
23 ) BOARD GAMES - SOME CURRENT S0OME DEAD AND BURRIED - THEY CAN RBE VERTICAL

p HORIZONTAL DR DIAGONAL « CAN YOU FINMD THEM 7%

-

NG 0 NMTY
8 Lo () F (2

E K EN
DD S
FoA
MM

C

G N A A
N8 M
I AaT0
N T -
AU R

E VM
koD H

i
m=D =z ;
b E
m
m

T o—
T ®
!

T >

<
s
e .
A

N A
A

FEE

.
G
=
e
C

BN
A0 DO
kO

Cr<xExEOoog— i
| e ]
I

G ONJ
FaF DI
OMS8RG

mME-Or < =

0OO0NDA
N T H W
ERG X

0 s M

HoHL D

¥
&
BEMECSDIOD

SEIMmMOCDr Oz
m
©
=

-
i
HE

H
<

=
=
63
0

[y

i
H
i
i

GOOD LUCE WITH THEM - AND SEND SOME REPLIES DOWN/UF TO ME !

NOW I AFOLOGISE FOR MISSING LAST  MONTH ,  UNFORTUNATELY MY DAUGBHTER MAD
SEVERAL  HOBFITAL VISITS , WHICH RESULTED IN HER HAVING TO UNDERGO MINOR
HEART SURGERY -~ THANRFULLY ALl WENT WELL , AND SHE I8 BACE AT  SCHOOL NOW.
BEING FOUR  AND A MALF  YEARS  OLD  THOUGH AND  REGISTERED HANDICAFFED
QRCASTONALLY THIS WILL HAPFEN  BUT HOFEFULLY NOT FOR A LONG TIME ABGAIN !

I HOFE YOU ARE ALl REEPING THOSE TICKETS , FOR  NEXT  MONTH - QOUM'E  100TH
I88UE -  THE DRAW WILL BE MADE - IF YOUR & WINNER FOLLOW THE ITNSTRUCTIONS
THAT T WILL FRINT ALONG WITH THE WINNING TICKET NJUMBERS  AND  THE MATCHING
FRIZE ANY LUNCLAIMED PRIZES WILL BE GIVEN TO DAVE TO DO WHAT HE WANTS WITH.



BRIAN =~ CONTINUED
DO YOU  LIEE  THE IDEA OF A FREE DRAW . AND WOULD YOU LIEE ONE NEXT YEAR 7

FLEASE LET ME ENOW . ALSO REMEMEBER I DO THIS ON MY QWN RACK , FURELY FOR THE
BENEFIT OF UM SUBSCRIBERS , AND A8 A THANEYOL FOR STAYING LOYAL TO QUR ORIC
COMPUTER

NOW FOR THE ANSWERS TO THE LAST SET OF FOSERS T SET ...,

& DIGIT NUMBER FOSER «... ANBWER = 999999

4ot PG EETRA SOEAE FPUID SAY RAASE GTVAR DAATE FROLH FROS SLAVR 1ELRN SASAH 111NS 180 1NN EAL SLEPE FrOUE ASVAR NSHE OTARA 10000 IAIER IHIAE AFWd FTOSE TOTTM S4AFS YRS SeeTE THABE FOITD S4ISR 14FMA Fevws Covee SUFO0 MAAE Sease demaa Yt WAL TAANS

( 9OUYYY /7 = L4RBEY 1 142887 % & = GE71ag )

ATTENDEE 'S AND MHANDSHARES . . .

LABT YEAR 85 PEOFLE = 3370 HANDSHARES
THIS YEAR 1820 " w7 LA HAND SR AREES

THE UNLUCKY GOMBLER ..

WELL, ME STARTED WITH SIXTY TWO FOUNDS AND 38 FENCE , LOSING 32 POUNDS 46
PENGCE O BETTING -+ 50 FENCE DOWN THE DRAIN , GIVING & TOTAL LOSS OF 35 POUNDS
Td FPENCE = EXADTLY HALF OF I8 ORIGINOL AMMOUNT (38.16 % 8 =  &&.38) -~ DID
YOU SOLVE 1T 09 o

FINALLY = MAVE  ANY OF YOU EVER FLAYED MY F.D. GAME ‘HIRE SALT CLTY' - [F
YOU HAVENT = WHY NOT 0 WELL FOR ALL YOU TAPFERS MERE I8 THE ORIGINAL  GaME
o FROM OWHICH MY GAME WaS CONCEIVED .

I Qs o= MRS ()

IR Y = 0O THEN Y = ¥ < 1 ELSE IF Y » 10 THEN Y = |

00D = 1o we LE0 r Bos L4% 0 B0BUER 500 ¢ REPEAT

20 A% = RED TFo@ma =" TeiEN DN D SUsSUE 100, 1RO 140 1560
300N D BOSUR 200 . #8110 , 2Eu , @230

G0V wm FOINT (&) o [F Vsl THEN 300

S50 CURSBET @ B o L o 20w T o+ )

GO CUNTIL 2 = 4BO0 ¢ B ow P+ 2 2 ¥V o= Y o+ 10 ¢ FPING @ GOTO 3

100 IF At = Q% THEN D = 4 ELS8E D = @

110 RETURN

1RO IF A% = G% THEN D = 1 ELSE D = 3

130 RETURN

LA IF A% = Q% THEN D = 8 ELBE D = 4

L3O RETURM

16HO TF As o= Q% THEN D =
170 RETUWRM

ER]

G Do o=

i
HE

200 B o= B o~ 1 1 RETURN
210 A = A L "Lt
200 B o= B o+ 1y RETURN
a0 A = A ~ L 1 RETURN

300 EXFLODE @ FOR I=1 TO 7: PAFER | @ CIRCLE T,1:WAIT 83y MEXT I: WAIT 200
B8 Lo Lo+ 1 o IF L £ 3 8070 5
10 OCTEXT: PRINT "YOU ARE DEAD BUT YOU MANAGED TO S8CORE " iy P + Z ¢ " FOINTS"
380 END

00 HIRKES @ INE 13 CURBET 60 , S0 , 1 @ DRAW O , 100 , 1 & DRAW 120 , 0 , 1
S0% DRAW 0, =100 , 1 & DRAW ~120 , 0 , 1

S10 IF Y / 200 = INT (VY / 200 ) THEN 3550

515 FOR C o= 1 T Y + S0 CURSET RND(1) ¥ 113 + &0  RNDCL) % 92 + G0 , 1

230 CHAR RND L) % 90 + 32 . 1 . L @ NEXT O

SEO 0 FOR G o= 1 TO 104 STER & 3 READ X & CURSET © + 70 , 40 , O CHAR X , O
o NEXT © ¢ REBTORE » RETURN

Bl DATEA 7, L0E , da Lol o LLE o 97y ded , Lle , GE a7 o, 08, 11é
i3l

SEOOFOR L o= AR TO 178 S8TER 3 ¢ CURGET
: GOTO 330

oy S4 Loy DRAW O, %8, 1 oy NEXT O




