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EDITORIAL

BY ANDY EDDY
ASSOCIATE - EDITOR

s I write this, COMDEX (Computer Dealers’ Exposition) is taking place in Chicago. This is where all
computer-related manufacturers display their wares for buyers and media people, and the news is that
Atari is there in force to promote their products.

Atari has had its ups and downs at these computer shows: In better times they would find their way
into the “highlight films” of journalists’ coverage, while at other times they wouldn’t even attend the
show because they had nothing new to announce and felt their money was better spent elsewhere.

This COMDEX brings word of new Atari products, a welcome change of the past few years. One
of the products, Folio, is an attempt to add some spice to the MS-DOS world by creating an inexpen-
sive, hand-held IBM-compatible computer—"about the size of a Walkman,” as the press release reads.
This refines the concept of a laptop, allowing salesmen and other on-the-road executives to easily bring
a computer with them on their travels.

The more exciting COMDEX news for long-time Atari fans, though, is the showing of Stacy, the ST
laptop. Although isolated within a glass case to protect it from the hands of passers-by, it is actually
there for all to see—unlike their invitation-only showings of the past. Atari is also pitching a DTP (desktop
publishing) system, which includes an ST, a Postscript-compatible laser printer (a plus for compatibili-
ty with other brands of computers and software), a hard drive and a cache of 35 fonts. Certainly this
is good news for all Atari owners, as it ap-
pears to be a sign of Atari’s return to seri-
ous US. marketing.

Along those lines, the word from the
rumor mill—which has been unnerving-
ly silent since Atari altered their market-
ing stance by maintaining silence about
products until they are ready to ship—
tells of the TT, the enhanced ST com:-
puter. Though it’s too early to venture ex-
actly what will be under the hood, Atari
has proven their knack for innovation,
even if they seem to lack crucial insight
on marketing their products after they hit
the shelves.

Another exciting development is a
revolutionary MIDI keyboard being devel-
oped by Atari with the help of Mick Fleet-
wood, one of the leaders behind the rock
group Fleetwood Mac. It's rumored to be
so intuitive that it may change the method
and speed with which people learn music.
As the STLOG staff consists of many mu-
sicians, both professional and amateur,
were pretty excited about the possibilities.

Of course, as these products are re-
leased and hit store shelves, STLOG will
be here to present evaluations for you, so
you can best decide if they are something
youd like to add to your computer den.
In the meantime, we sit on our hands in
anxious anticipation of the “next gener-
ation” machine’s appearance on our
doorsteps.s
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I just received the latest edition of
MichIron’s Griffin Gazette. This newsletter
is published quarterly and is packed with
information on new products, hints and
tips for MichTron’s products and special
deals for owners of their software. If you
haven’t seen it, you ought to take a look.

Granted, the Gazette is a vehicle for ad-
vertising MichIron’s own products, but it
goes beyond that. The particular issue I
have in front of me is an excellent exam-
ple of the type of quality support that ST
software publishers should provide. This
is a class act!

For example, owners of Microdeal’s Air-
ball will find some hints on how to find
the Spell Book, the goal of the game. In
addition, an enclosed coupon entitles you
to purchase Fleet Street Publisher for $50
just by sending MichIron the copyright
page of the manual from the DTP pro-
gram you're currently using. If you are not
yet using a DTP program, you can buy
Fleet Street for 25% off the retail price.

As you may know, MichIron is now dis-
tributing HiSoft BASIC instead of GFA BAS-
IC. If you already own GFA BASIC, you can
purchase HiSoft BASIC or HiSoft BASIC
Professional for half price, again by send-
ing the copyright page of the GFA manu-
al. The Gazette also includes information
on other new Michilron products such as
Prolext, a fully integrated word processor;
Michtron BBS Version 3.0; Fleet Street Pub-
lisher 2.0; Hyperfont, a GEM-based font edi-
tor; HiSoft BASIC; and Grail, a new
adventure game.

If you are a registered user of any
MichTron or Microdeal product, you
should already be getting the Gazette free
of charge. If not, give MichIron a call at
(813) 334-5700. Some of the deals men-
tioned above may no longer exist by the
time you read this. In any case, I com-
mend MichTron for this effort and en-
courage other software publishers to

follow their example.

BY ARTHUR LEYENBERGER

Epyx power

Although it has been available for
awhile, Art & Film Director from Epyx has
been sitting in my pile of software to be
looked at real soon now. I have finally had
a chance to open the package and play
with it for a considerable time. I am
definitely impressed with this product!

Art & Film Director was originally creat-
ed a couple of years ago and was to be
sold by Broderbund Software. Broder-
bund never released the product and in
the meantime, Epyx has picked up the
rights and released it. Art & Film Director
is really two products in one that allows
you to create graphic screens which can
then be animated.

Art Director is a full-featured paint pro-
gram that provides you with the tools to
produce 16-color works of art. Color cy-
cling can be used to display up to 128
colors at once. Like other ST paint pro-
grams, on-screen menus and icons make
it easy to select from a variety of geomet-
ric shapes or draw freehand. Free-hand
painting can be done using “spray cans”

or one of 40 pencil nibs in different sizes
and shapes.

You can manipulate parts of your pic-
ture in a number of different ways. The
Bulge feature lets you create either a con-
cave or convex effect and wrap an image
around a sphere. Spin will rotate a square
or rectangle around either a vertical or
horizontal axis. The Sprite feature lets
you define a circle and bounce it around
the screen.

Other features include shadowing for
three-dimensional effects, using a portion
of the picture as a paint brush or fill pat-
tern and perspective. The program also
makes creating or changing details easy
with multiple levels of zoom and a “win-
dow” feature that allows a specific work
area to be blocked and changed without
affecting surrounding areas. Tivo separate
screens can be worked on at once or com-
bined in several ways.

Film Director lets you add the animation
to bring your creations to life. Fasy-to-use
menu-based commands let you place
characters, props, etc,, on a frame and

6
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then link the frames together to make a
film. In addition, built-in music and
sound effects are available to add the
finishing touch to your “film.”

The program uses cel animation to let
you modify a portion of a frame without
tediously redrawing the entire frame.
Notable is the “tweening” feature that au-
tomates the process of animation right
before your eyes. It’s as simple as defin-
ing the starting and ending points—the
program then automatically generates ev-
ery image in between.

Art & Film Director comes with four
disks (two for each of the two programs)
and an excellent manual. The documen-
tation includes a tutorial and a quick
reference section for both of the pro-
grams. A nice touch is the information
describing how to record your animation
sequences on video.

Included in the package is a program
to convert DEGAS and Neochrome files into
Art Director’s ART file format. Sample files
are also provided that contain ready
made art and animation sequences. These
are especially helpful for learning how to
harness the power of the program.

The powerful Art & Film Director pack-
age sells for $80 and is available from
Epyx, 600 Galveston Drive, Redwood City,
California 94063. They can be reached at
(415) 368-3200. Art & Film Director is a top-
notch product that really shows off what
the ST can accomplish. If you yearn to be
creative with your ST, I highly recommend
this program. '

Game fever

Over the years there have been a num-
ber of games that I have found particu-
larly addicting. Titles such as Missile
Command, Space Invaders, Pac-man, Boulder
Dash, Seven Cities of Gold, Time Bandits,
Mean 18, Arkanoid and Tower Toppler come
to mind. To one degree or another, I have
played all of these games for hours on
end. They are challenging, fun and, yes,
addicting.

A new game has recently captured my
interest. So far, I estimate that I have
logged over 100 hours playing it. It is
Tetris, from Spectrum Holobyte, and is
one of the most enjoyable games I have
ever played on any computer.

Like many of the games mentioned
above, Tetris is simple in concept. Basically,
it'’s a game of eye-hand coordination. The
goal is to rotate and position various-
shaped blocks that fall from the top of the
screen into a solid row at the bottom.

When a solid row is formed you are
awarded points and it disappears. Gaps
often are left in a row, especially at the
higher game levels, which causes rows to
build up line by line. The game ends
when there is no more room for blocks
to fall. Since the specific shapes appear
in random sequence, strategic thinking is
required and frequently the fate of a
game rests on how you decide to play a
particular block.

When the shapes appear at the top of
the screen, you rotate and maneuver them
with either the arrow keys or the J, K and
L keys on the keyboard. The spacebar is
used to drop the piece to the bottom of
the screen once you have the piece in the
right orientation and position. The faster
you drop the pieces the more points you
get.

After a set number of rows have been
completed, the game moves to the next
level (Zetris offers nine levels of play)
where the pieces fall at a faster rate. You
can begin the game at a higher level,
either at the start or any time during the
game. For additional challenge, you can
start the game with up to seven random-
ly created rows already on the screen.
More starting rows means a potentially
higher score.

Each new screen has a different back-
ground graphic, including Mayday
celebration at Red Square, Matinee at Bol-
shoi Theater, view of Earth from Solyut
Space Station and game day at Lenin
Stadium. Although the backgrounds are
incidental to the actual game play, they
are well-designed and detailed.

Sound effects can be turned on or off,
statistics can be displayed on screen show-
ing the number of each shape positioned
and a help menu is available. Another fea-
ture allows you to display the next piece
that will fall. Using this feature is manda-
tory if you want to get high scores. A high-
score screen is also available which shows
the top-ten comrades and scores.

Tetris was invented by a 30-year-old
Soviet researcher named Alexi Paszitnov
who currently works at the Computer
Centre (Academy Soft) of the USSR
Academy of Scientists in Moscow. The
original programmer was 18-year-old Vag-
im Gerasimoyv, a student studying Com-
puter Informatics at Moscow University.
Tetris has been called the software equiva-
lent of the Rubik’s Cube. Even closet
gamers will enjoy it, given the quality of
the game and its simple, yet addicting,
nature.

The ST version of Tetris sells for $40
and is available from Spectrum Holobyte,
2061 Challenger Drive, Alameda, Califor-
nia 94501. Call (415) 522-3584 for more
information.

As much as I enjoy 7etris, it is a two-
dimensional game. Blocks can be moved
left and right, rotated and dropped. I
would love to see (and play) a three-
dimensional version. In addition to mov-
ing blocks left and right, a 3-D game
would allow them to be moved forward
and backward. Further, they could be ro-
tated front-to-back as well as counter-
clockwise.

Think of it: You would have to form not
only a solid row but a complete set of
rows on the bottom level before it would
disappear and get points. Perhaps as each
row is formed, you could position it any-
where in the front-to-back space. A 3-D
Tetris would be really challenging. Are
there any software authors out there will-
ing to take on this challenge? =

i a

Arthur Leyenberger is a computer analyst

and freelance writer living in beautiful New Jer-

sey. He can be reached on CompuServe at
71266,46 or on DELPHI as ARTL.

Public Domain Software

#57 - Tease Me Adult Animation (Color Only)

#145 - Five Children's Programs (Color Only)

#352 - Lost Treasure (Lode Runner Clone) - Color
#390 - ST Writer V2.52 w/Spell Checker
#393/394/533 - PrintMaster Graphics

#400 - 7 Disk Labeling Programs

#443 - Intersect RAM Baby (RAM Disk/Print Spooler)
#456 - Bolo Breakout Game from Germany (1Meg)
#470 - Two Virus Killer Utilities, Database and more
#475 - Werty's House of Horror (Adult Game, Color)
#493 - Statistically Accurate Baseball V2.0

#499 - The Accessory V1.2 - Multifunction Accessory
#500/600 - Publishing Partner Fonts

#511 - Dungeon Master Maps for Levels 1-7

#512 - Dungeon Master Hints/Character

#555 - The Assistant Chef - Electronic Cookbook
#557 - Children's Programs (Color Only)

#567 - Accessories - Disk Full of Newest DA's

#575 - Sheet V2.0 - Shareware Spreadsheet

#588 - Pac Man, Hangman and 5 others (Color Only)
#590 - Dungeon Master Utilities

#599 - PageStream Fonts, Font Converter

Introductory Offer - Above Disks Just

$2.99 Each " -

Call or Write for FREE Catalog

(800) 347-6760.

BRE Software Dept. STL
352 W. Bedford, Suite 104

Fresno, CA 93711

Customer Service (209) 432-3072 Eﬂvvca
Shipping $2.50 Ground / $4.00 2nd Day Air —
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Steinberg/Jones, a company well
known for their MIDI software, has just an-
nounced a new product that may be the
next step into the future for the computer/
music combination. MIMIX is a multi-
channel software-based mixing console
that offers a screen display including 42
VCA levels, 34 VU meters and 180 vari-
ous switches, all of which may be manipu-
lated with the mouse.

Audio signals are displayed using a
needle meter with an LED peak indicator
or using a bar graph with a peak hold
meter. Each channel on the mixer fea-
tures a real-time VU meter; mute, solo
and solo defeat switch; read/write update
mode; VCA level; and a 24-character
name.

[ LT :;q# LA 3 Py Xy

The hardware portion of the system is
the MIMIX VCA Module, which is con-
tained in a 19-inch rack-mountable unit
and includes a real-time noise gate with
ten programmable parameters. The
MIMIX system can handle eight of the
VCA Modules.

The MIMIX system contains too many
features to list here; anyone interested
should contact Steinberg/Jones. But you'd
better look at the prices first: $5,995 for
the 16-channel system and a whopping
$19 995 for the full 64-channel system

Stelnberg/Jones
17700 Raymer Street, Suite 1002
Northridge, CA 91325
(818) 993-4091
CIRCLE #130 ON READER SERVICE CARD.

Extra serial pos
db Technology has announced the
availability of its dual-port serial interface
for the ST computers. The SPIIST, which
comes with standard DB25 connectors
and data activity lights, offers baud rates
of 50 to 384 kilobaud. With this unit
comes the potential for multiuser bulletin
boards, and future enhancements will ex-
pand the capabilities to allow local area
networks for up to 255 users.
The retail pnce of the SPIIST is $129.95.
db Technology
P.O. Box 246
Cottondale, AL 35453
(205) 556-9020
CIRCLE #131 ON_READER SERVICE CARD.

Dungeon Master has the honor of be-
ing the top-selling ST program of all time.
People by the tens of thousands have
ventured into its dank and dreary hall-
ways, though not everyone who has sal-
lied forth has managed to solve the many
puzzles that block them from victory.

But help is available from many
sources, not the least of which is Com-
puter Publications, Unltd.’s Dungeon
Master Adventurer’s Handbook, a com-
plete guide to this intriguing game. This
concise 40-page volume includes com-
plete descriptions of characters, magic
spells, combat strategies and monsters,
as well as thorough level-by-level over-
views of the dungeons, including detailed
maps. All objects and puzzles in the dun-
geons are referenced, with each puzzle's
solution included for those who find them-
selves-stuck.

The Dungeon Master Adventurer’s
Handbook is $8.95 and is available at the

address below.

Computer Publlcatlons, Unitd.
P.O. Box 2224
Arvada, CO 80001
(303) 423-6805
CIRCLE #132 ON READER SERVICE CARD.

Curtis Manufacturing Company has ad-
ded the Curtis Mouse Pad to its product
line. The pad is of laminate construction
with a nonslip surface that the company
claims helps maximize accuracy, control
and response, as well as extend roller ball
life.

According to Tom Judd, president of
Curtis, “Anyone concerned with the ac-
curacy, performance and longevity of their
mouse needs a Curtis Mouse Pad. We've
developed a cost-effective, quality product
that delivers precise cursor positioning
and improves mouse performance.”

The Curtis Mouse Pad measures 8 x
95 inches and is waterproof and stain
resistant. lts nonskid backing keeps it
from slipping on your desk’s surface. The
pad retails for $6.95.

Curtis Manufacturing Company
30 Fitzgerald Drive
Jaffrey, NH 03452

(603) 532-4123
CIRCLE #133 ON READER SERVICE CARD.
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Leisure Suit Larry is back

Just when everyone thought it was safe
to play adventure games again, Sierra an-
nounced Leisure Suit Larry Goes Looking
For Love (In Several Wrong Places). If noth-
ing else this game wins the coveted
longest-software-title award.

This time around Larry has hit it big in
the lottery and takes a romantic cruise,

The game was programmed
using Sierra’s new
development system,
Sierra Creative Interpreter
(SCl), which allows a
full 320 X 200 graphics
resolution and improved
musical sound tracks.

visiting several tropical resorts. But, as we
all know, nothing ever goes right for poor
Larry and spies from several nations
make sure that this adventure doesn’t
change that streak of luck.

The author, Al Lowe, who reportedly
spent several months researching this
new story, says, ‘‘l included in this game
every resort and cruise I've enjoyed, so

the IRS would let me write off my last
three vacations.”

The game was programmed using
Sierra’s new development system, Sier-
ra Creative Interpreter (SCI), which allows
a full 320 x 200 graphics resolution and
improved musical sound tracks that can
be routed to a Roland MT-32 sound
generator or a Casio keyboard. Future

Sierra adventures, including Police Quest
Il and Space Quest Ill, also will be deve-
loped with SCI.
Sierra On-line, Inc.
Coarsegold, CA 93614
(209) 683-4468

CIRCLE #134 ON READER SERVICE CARD.

More from Psygnosis

Psygnosis has just released an arcade/ strategy game for
two players with the unlikely name of Captain Fizz Meets the
Blaster-Trons. That’s right, it’s a game, not a science fiction

serial from the '50s.

Captain Fizz
Meets the

ProCop

You can’'t backup your software
because copy protection locks
you out. ProCopy is the key!

| Protects against the accidental loss of

BACKUP
UTILITY

Blaster=Trons

is priced at
$29.95

According to Psygnosis, if players have any intention of
being successful in this quest, they must learn to play cooper-
atively. ““The collaborative nature of the game is no mere sur-
face glitter; you simply can’t win without planning a strategy,
watching your partner’s back and even—when the chips are
really down—sacrificing your own life so that your fellow play-
er may go on to serve the noble cause. If you take the atti-
tude that it's every man for himself, then the Blaster-Trons
will finish you off in no time at all.”

Captain Fizz Meets the Blaster-Trons is priced at $29.95.

Psygnosis
Distributed by
Computer Software Services
2150 Executive Drive
Addison, IL 60101
(312) 620-4444
CIRCLE #135 ON READER SERVICE CARD.

expensive software
W Works with all Atari STs
m Copies both S/S & D/S disks
m Use with 1 or 2 disk drives
I Not copy protected
Ml FREE shipping and handling
I TOLL-FREE telephone number
B Updates available to registered owners
m Orders shipped same day
m Disk analyze function included

i (=5 500§ 34.95
Call (800) 843-1223 g

Send check for §34.95 (overseas add $2.00 for air mail) to:

PROCO PRODUCTS

P.O. BOX 665, CHEPACHET, RHODE ISLAND 02814 USA
(401) 568-8459

Dealer
Inquiries
Welcome

Available  THE MOVING FINGER CO. ~ TECH-SOFT
in Europe Building 2 COMPUTER WHOLESALE
Shamrock Quay 324 Stirling Highway

Southcmpfon SO1 QL Claremont
Englal Western Australia 6010
Tel. 0703-229041 Tel. 09-385-1885

CIRCLE #102 ON READER SERVICE CARD.

ST-LOG JULY 1989



arshal M. Rosenthal

out—what little you might have left.

ew years ago a reviewer was safe;

tware never appeared in the

ait months on end to




Remember how in the last column
Batman—The Caped Crusader (Ocean Soft-
ware) had just appeared in its small Brit-
ish box with two disks and a free poster
that had the multilanguage directions on
the back? You can bet that it’s a hot topic
right now, what with all the attention
directed at “Pointy Ears” due to the major
motion picture bearing his name—and
this being his 50th anniversary. In the
time since I wrote that last column, Data
East has acquired distribution rights for
Batman-and released it, making it the
review territoryiof other columnists. So,
let’s take a peek atidflerburmer instead.

Activision UK. has denea great job of
capturing the feel of this megasarcade hit
from Sega: great music every'stép of the
way, nifty sound effects and a“digitized
voice. You even get a poster and arm
patch.

Afterburner places you behind the cogks
pit of a lean, mean F14. The two-disk
boot-up runs some fancy graphics whil@
you ponder options of music, sound ef-
fects and the sensitivity of the mouse
control.

All controls are handled using the
mouse—banking from left to right and
diving or climbing, accelerating and fir-
ing (keyboard options are also available).
JosgerathesfeslgofathesBldy try rolling

through a 360 fIip. This manuever will
aid you in avoiding enemy aircraft and
missiles approaching from behind—those
that the flashing warning lights alerted
you to.

The graphics are good; realistic enough
to get the job done, while moving at a fast
rate to keep the game from becoming
boring (I would have liked a joystick op#
tion though). The background tune keeps§
the pace throughout each stage of the
game, with sound effects having just the
right kerblam and whaboom. Oncefoff the
deck of the aircraft carrier; maké'stre you
don’t run out of missiles or oyérheat your
laser cannons.

It's worth noting feithand-held game
fans that Tiger Eleetronics ECD version
of Afterburne® (complete with 7 sized
joystick and flashing lights) should be
available by the time you read this,

Dragonscape (Software Horizons) con-
tinues the theme of arcade action. Fly
your pet dragon, Garvin, through the
realm of Tuvania, collecting and distribut-
ing vital artifacts along the way. Smooth-
Iy animated, Garvin can face in any of 16
directions. Five separate areas will scroll
past you; the Wastelands, Woodlands,
Icelands, Techno City and Arcadia. Each
level is eight screens, with plenty of sur-
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prises—such as the evil King of Chaos,
who has dispatched his evil legions to
hamper you (kill you, to be exact).
Twenty different enemies appear at
each level, with a super baddie making his
debut should you survive long enough.
Meanwhile, traps have been laid to both
delay and confound you, so just don't pick

ENAGE " (107 o

up everything that isn’t nailed down! Yet
somehow you must find and correctly
place the eight key objects in order to end
the Curse of Chaos. Did T mention the
mazes surrounding some of the artifacts?
Sorry.

On a more serious note, Master Sound
(also Software Horizons) turns you on to

| _.‘,

ME]]-

* Soft Bits

12

NAC ;-Psygndsis

the power of sampling at a low price (list
is approximately $50). Features of this
hardwarefsoftware package include vari-
able automatic recording, filtering, com-
pression of sounds and fading,
Sampled sounds may be sequenced,
edited and assigned to one of 18 differ-
ent presets, and then played back in real-

JMASTER .
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time. The package goes the distance by
also including a utility screen that can dis-
play sounds along with user-controlled
scrolling messages and animated accom-
paniment. Add to that a realtime VU
meter, oscilloscope and 34-bar spectrum
analyzer.

Now let’s turn our attention to Sprite
Master from Soft Bits. For those who may
not know, sprites are those creations that
move on screen: aliens, cute little guys,
even explosions. Sprite Master lets you de-
sign your own sprites in low resolution,
ranging from a tiny 16 x 16 pixel-sized
figure on up to massive 144 x 84 version
—and all using a full 16 colors. Created
sprites are saved as a “series,” a file that
is similar in many ways to the frames of
a film. Memory and the size of the sprite
will determine the number of frames in
a file—the more frames, the smoother the
animation.

The editing screen is where sprites are
born. Split into three sections, the left
side is an enlarged view of the full sprite.
Below to the right can be found the draw-
inglediting controls. These include many
of the conventional drawing tools (pen,
lines, box, fill, etc.), plus copy, flip, rotate,
resize and palette control. Sprites are
saved in memory with an individual
frame number and color palette. Func-
tions are de-selected easily with the right
mouse button, and the finished file can
be previewed and “stepped” through in
a different screen. The speed of the
frames can also be varied.

Soft Bits also includes Picmaster, a pro-
gram that loads picture files and com-
presses them to half size so that you can
cut and paste them for sprite use. List-
master, also included, converts data from
Sprite Master into an ASCII format to use
in BASIC programs. A thorough techni-
cal information section brings up the rear
of the book, and is appreciated. Sprite
Master can’t make you an artist, but it does
provide the tools and elegant interface
necessary for transferring those anima-
tion ideas into reality.

We conclude with a preview of two up-
coming games from Psygnosis. Super
Menace (tentative title) is indeed a super
version of the popular Menace (and was
written, in fact, by the same programmer).
Those familiar with the game will find
new excitement due to a horde of beasties,
lots of color and both vertical and
horizontal scrolling within the same lev-
el. In addition, you are not limited to a
single type of spacecraft; depending on
the planet you're heading for, you could
be commanding a jetpack, helicopter or
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spaceship. It’s shoot-em-up city, folks!

Blood Money, on the other hand, re-
quires strategy as well as good reflexes—at
least in the demo version I was viewing.
You control a little guy moving through
a horizontally scrolling world of magic
and evil. Use the tools you find to bring
joy and light to all—maybe you’ll then be
allowed to take a ride on the dirigible that
keeps passing overhead.

See you next time.

Marshal M. Rosenthal is a New York-based
photographer and writer specializing in chil-
dren with product, video graphic enhancements
and high-tech entertainment. His written/pho-
lographic projects have appeared in major pub-
lications in England, France, Germany, Sweden
and the U.S.

Products mentioned:

Afterburner

Activision UK.

Blake House, Manor Farm Road
Reading, Berks

England RG2 OJN

Blood Money
Psygnosis, Ltd.

First floor

Port of Liverpool Building
Liverpool, England L3 1BY

Dragonscape

Software Horizons

5 Oakleigh Mews

London, England N20 9QH

Master Sound

Software Horizons

5 Oakleigh Mews

London, England N20 9QH

Sprite Master

Soft Bits Software

5 Langley Street

London, England WC2H 9JA

Super Menace
Psygnosis, Ltd.

First floor

Port of Liverpool Building
Liverpool, England L3 1BY
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an idea, refining and storyboa

ing it. So you should have a fairly

good idea of how the idea you want to animate will turn out. You
have the “plot” and you have the “script.” That’s a lot, but not quite
enough. Unless you're doing a flying logo or something mechanical,
you probably plan to have a character or two (or more) appear in your
animation. Since you've storyboarded the animation, it’s possible that
you’ve already designed any cbgiaracters you’ll need, but it isn’t neces-

sarily the case. Whether or not you have any character design done

probably depends on how detail your storyboarding and sketch-

ing has been up until now.

By the way, for the past two issues I used the ant and magnifying
glass sequence to illustrate storyboarding, rather than using material
from the music video I mentioned as my actual example project. I
did this because it was simpler to illustrate the story and break down
techniques with a sequence like that rather than trying to demonstrate
it with the music video. The rough storyboards for that encompass
over 70 drawings at the halfway mark! I'll return to the music video

this time, but we’ll keep our ant friend around for when we need him.

Defining the character

Even if you already have a good idea
of how you want your character(s) to look,
it’s still a good idea to explore the possi-
bilities to see if you can come up with
something better. As with everything else
in this process, the look of a character
might give you some more ideas or sug-
gest variations on existing ones. '

The first thing you need to do is list all
the characters that appear in your anima-
tion, and alongside their names specify
character traits and all the details you
know about them. You should try to form
a mental picture of a character that fits
the traits and the name.

If they don’t have names yet, give them
names. Oddly enough, you'll probably
find it easier to “relate” to these fictional
beings if you give them a handle. Try to
find a name that fits the type of charac-
ter you have in mind. For example, the lit-
tle ant character seen in the previous two
installments is a rather smart character.
You don’t picture him as big and bruitish,
so a name like Crusher or Ivan seems in-
appropriate because they are “strong”
names. You want something a little smart-
er sounding. Then again, you don’t want
something too “brainy” sounding or you
risk a name that implies nerd-dom. You
need a good middle ground, but nothing

14
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ordinary. Nobody remembers ordinary
names, in film or in real life. People pay
attention to names like Atari, Symbolics,
Pixar and Rhythm & Hues, but aren’t in-
terested in names like Software Industries
or Computer Data Systems, Inc. The same
goes with characters. A name like George
White doesn’t say anything, as opposed to
interesting names that fit the characters
who wear them. Below are a few from
some animated films, with a pat charac-
ter summation. Note how the names fit
these descriptions.

Harry Canyon: Cab driver.

Elmer Fudd: A drip for all seasons.

Hop Low: Dancing Chinese
mushroom.

Speedy Gonzales: Fastest mouse in
Mexico.

Wile E. Coyote: Cunning carnivore.

See? Elmer Fudd is a dumb-sounding
name, suited perfectly to the dolt who
wears it. Hop Low sounds vaguely
Chinese and implies movement and
jumping, which the littlest dancing
mushroom (from Fantasia) does. Harry
Canyon is a pretty bland name, perfect for
a grubby cabby in the 2Ist century; but
it’s unusual enough to be memorable.

A convention in older cartoons and
comics was to give characters names that
were alliterative (meaning starting with
similar sounds) or rhymed. Think about
it. Alliterative names include Clark Kent,
Lois Lane, Bugs Bunny, Mickey Mouse,
Daffy Duck, Atom Ant, Secret Squirrel.
Rhyming names include Foghorn
Leghorn, Spike and Tyke and Magilla
Gorilla. There are even “punny” names
like Chip and Dale and Mac and Tosh!

The song I am going to animate a video
to is called “I Know You.” The title, which
is repeated numerous times in the song,
is the inspiration for the animation. The
line “I know you” implies recognition,
and the song’s verses reinforce this. Thus,
the plot I came up with is a simple one:
A little guy sees a good-looking lady, is ins-
tantly smitten, thinks she was made for
him and absolutely won't leave her alone.
The title is repeated six times every chor-
us, for a total of 36 times during the en-
tire song. My image is of the lady trying
to avoid the guy, and he pops up and
points at her on every single “I know you.”
No matter where she runs, no matter what
she does, he pops up—no matter how im-
possible or improbable the location. No
matter where she turns, he’s there.

The humor in the situation arises from

his popping up from the most unexpect-
ed of places. To provide myself with a
veritable playground of possibilities, the
video is set in a museum, allowing the guy
to appear with sculptures, in paintings,
out of ash trays, doors, lamps, fossils—
anywhere!

Within this framework you can see that
the only kind of character that will work
for this guy is an obsessive type, one who
is oblivious to the fact that the object of
his affections wants less than nothing to
do with him. Also, he needs to be flam-
boyant, hammy. As the unwilling target of
his affections, the lady merely needs to be
aloof and disinterested, without being
completely cold.

With regard to your own animation you
should weigh the situations you've
planned and find the key points to the
characters there. Even if you've already de-
fined your characters, it’s useful to go
through this step because you may find
the personality type you've come up with
doesn’t work particularly well with the
plot line you've established. For example,
putting a meek little guy with easily
bruised feelings into the video I have out-
lined simply would not work without
some major plotting overhauls. Seeing a
poor guy rejected wouldn’t be as funny as

ST-LOG JULY 1989
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seeing an obnoxious guy get what he
probably deserves (unless your gag
material overcomes the inherent weak-
ness of that character in the situation).

I have to repeat this: I am aiming for
funny. You may not be and should not be
unless that is specifically what you want
and think is right for your project. Do
what you want. My examples are just that:
examples of the process.

Designing the character

Now that you understand the concept,
I'll explain the character design. First of
all, T knew right away the guy would be
short and kind of unattractive and
unfashionable—not ugly, but neither
would he be tall or particularly hand-
some. The lady would, naturally, be a
knockout; so he would have sufficient rea-
son to go instantly ga-ga over her.

I wanted to get away from the classic
cartoon style I'd used on Megabit Mouse.
I wanted a kind of modern, angular look:
very bold, with bright colors and hard
lines—like a piece of modern art. The ef-
fect I was after was somewhat minimalist.
Small details would be omitted. The only
things that would appear would be what
was necessary to show. If the guy’s hands
weren’t doing anything important, they'd
be simplified to mere shapes, void of de-
tails such as lines separating fingers. I pic-
tured characters made up of geometric
parts. Perhaps the guy would be made of
round parts, the lady out of angular ones.

Round lost out quickly because it didn’t
look energetic or interesting. The music
is up tempo; the pace of the planned ac-
tion is fast. Therefore I felt the best
character design would be something
bold and hard edged, something that
would look good even in fast movements.
Following this thinking, a suggestion was
made to give the guy a square-shouldered
look, almost like a zoot suit. My first in-
clination was to give him a triangular
body, rectangular limbs and wedge-
shaped shoes. A sharply angled head
didn’t appeal to me, so I made his head
and hands round. Figure 1 shows how I
drew up a model of this concept on the
ST to see what it would look like.

I got the opinions of several friends on
this model. We agreed that while the
general concept was on target, there was
room for improvement. The round head
didn’t look right. Someone commented
that the tails I'd indicated on the bottom
of the suit triangle should be separated.
Everyone thought the coloring appropri-
ately tacky (this dude has no taste in
clothes).

I whipped out a sketch pad and start-
ed scribbling. I doodled the guy doing
some dynamic things, to get a better idea
if this model would work. I could see how
splitting the tails on the suit could im-
prove the look of the character. I also
played around with a geometric head
shape, but hated it. I finally compromised
with a rounded-off triangular head, which
seemed to fit the bold design without be-
ing too harsh. I quickly drew a couple of
these poses on the ST and realized I was
getting closer. I began to think that the
coloring on the guy’s suit didn’t clash
enough; so I decided to try a check pat-
tern made of green lines on the magenta
suit and made the bow tie and shoes
green also. As you can see in Figure 2, the
suit pattern was always planned to be
completely flat, with no effort taken to
create an illusion of depth or to make the
pattern “follow” the lines of the charac-
ter’s clothes.

How can I sum up this look? Perfect!
Perfectly tacky!

Up to this point I had kept the guy’s
head blank—no ears, nose or mouth. The
only face was made up of two horizontal
lines for his eyes. This was in keeping with
the minimalist ideal, but left his expres-
sions rather flat. I experimented with his
design a bit more, drawing him in a num-
ber of postures and positions. I found out
that even the most energetic and emotion-
al poses were weak without a real face. I
tried modifying these sketches, adding ap-
propriate cartoon eyes. I refrained from
adding any other details (the mouth
would appear only when necessary, like
if he smiled sheepishly). The cartoony
eyes suddenly opened up his range of ex-
pression, and he instantly gained an ap-
peal the earlier designs had lacked. I
tested these designs on the ST and the de-
sign was finalized as in Figure 3.

Well, more or less finalized. Small
refinements will come when the first ani-
mation is tried. When you start moving
the character, you begin to find design
flaws, which can usually, but not always be
easily corrected (legs may need lengthen-
ing, and so on).

The lady proved to be a more difficult
proposition. I had to try to make a bunch
of angular shapes look like a good-
looking woman. Not easy! It took a lot of
sketching before I got something that
worked. As with the guy, it wasn’t enough
for this woman to just look good. She had
to be flexible enough to go through the
motions required, stylistically match the
guy, and look good. I couldn’t make her
in a completely different fashion. I want-

ed graphic harmony, not discord!

While such stylized characters are in
some ways easy to work with, they tend to
have a rather limited scope. Their range
of movement and expression is curtailed
by their simplified design. A frown
doesn’t come across well without a mouth,
and sniffing is tough without a nose.

A character like Megabit Mouse is
another matter entirely. Like film car-
toons of old, he is built up from round
elements, which not only makes him cuter
but also simplifies things because many
of these building blocks maintain the
same shape at any angle. To build shape
tables of the guy in the music animation
would require scores of different bodies
in varying positions. Megabit’s body is a
sphere, which looks the same at any an-
gle, so only one is needed (more if his size
is to change). To give this ball-shaped
body some direction a tummy spot is ad-
ded (as a separate element), and his limbs
are used to complete the illusion that
there’s more detail than actually exists.

The ant discussed previously could be
drawn in a number of ways. As to basic
body structure, because he’s an insect a
segmented body (head, thorax and abdo-
men) would be a good idea. The amo-
unt of detail, modeling, or lack of it
would permit dozens of wild variations
even within this basic structure.

In the original rough storyboards, the
ant had six limbs. By the revised boards
(last issue) he had only four. The extra two
got in the way, would have complicated
the animation and weren't really neces-
sary. They just complicated the matter
without adding anything, so I left them
off. Again, such decisions must be made
on a case-by-case basis. If I'd storyboard-
ed different actions I might have found
the extra limbs useful and left them on.
You'll have to decide what is desirable and
what is better left out.

If you look at Figure 3 again, you'll no-
tice that one of the things I was doing in
drawing all these poses was to get an idea
of the character’s range of flexibility: what
kinds of expressions and postures I could
expect to get. It was a way of exploring
the limits of the character’s flexibility be-
fore committing a lot of time to an ani-
mation test. I could see if the parts were
proportioned correctly, fit together in the
right way. It also let me see if the charac-
ter looked good and gave me an idea of
the possible appearance of the final
product.

There are a lot of different styles and
approaches to character design; so many
that to try to discuss even the most basic
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forms would take more space than I have.
Let’s just say that styles in animation can
vary as much as in any other graphic art.
There are hundreds of different ap-
proaches you can take for any given
character, and in a lot of cases no one of
those is the right one.

I highly recommend generating test
models of your characters on the ST as
soon as you have a good idea of what
they’ll look like. You may find that the
resolution and limited colors force you to
make changes in your designs. This ap-
plies no matter which program you are
using. If you're generating 3-D model
characters, try building a rough model to
see if it looks okay. If using a more con-
ventional paintlanimation system, draw it.
It’s also useful to try to determine your
color palette at this point. Normally we've
got only 16 colors to play with, and you
should endeavor not to waste any. In the
case of the man and woman in the music
animation, I was careful to draw them
with only eight colors. The remaining
eight can be changed to suit the needs of
a specific shot. To keep this consistent I
created a master-palette screen that lists
all 16 colors and indicates which are
reserved and for what purpose.

Endless pose-abilities

There’s a dying art in animation known
as character posing or just plain “posing.”
When you pose a character, you put the
character in a position, posture and atti-
tude that convey something about
him/her or the situation they are in. For
example, if you needed to scare a charac-
ter, the first thing that most people would
think of is drawing a wide open mouth
and bulging eyes. All fine and good, but
it’s not as effective as combining that ex-
pression with body language, which can
heighten the effect. When you're angry,
you tense up. When you’re sad, you tend
to droop. People are very face-oriented,
but if you look at most people, you'll no-
tice that their body language can often be
as revealing as the look they're wearing
on their faces.

Using poses in animation is a some-
what tricky business. It requires you to
find the pose that conveys the informa-
tion you need, but at the same time will
allow for a smooth transition into the
next position (unless you want a complex,
difficult transition). It must also fit in the
scene. This may not sound all that
difficult until you try it. One of the most
difficult shots I ever had to storyboard was
posing the guy in the music animation as
he knocked on a door, opened it and

“I Know You'" video

FIGURE 1

You" video

FIGURE 2
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“I Know You' video

FIGURE 3

leaned through the door frame.
Probably the master of posing animat-
ed characters is Chuck Jones, director of
hundreds of Warner Bros. cartoons. He
described an animator as an “actor with
a pencil,” a statement which he could well
apply to himself. His cartoons, particular-
ly those dating from the late 1940s
through the end of the 1950s, are beauti-
fully staged, with expressive poses punc-
tuating the situations and dialogue. The
transitions between these poses are also
excellent. You are not really aware that the
poses are being struck, because they are
integrated so well into the action. Refer
to Figure 3 once again, and you’ll see
some relatively simple but effective pos-
ing. The character’s whole body reflects
each of the expressions and makes them
clearer to the audience. This is of great
importance considering the rapid pace of
most animations. You have to find the
best way to convey the information as
quickly and clearly as possible.
Creating a series of poses and then go-
ing back and adding the movements be-
tween them is known as “pose to pose”
animation. Animating a sequence from
start to finish without using the pose to
pose method is known as animating
“straight ahead” The pose-to-pose tech-

nique allows careful planning and well-
staged and choreographed action. The
straight-ahead method is more spontane-
ous and sometimes results in more in-
teresting output, though animating
without a road map like this can also
leave you with an unusable sequence.

if you have multiple programs,
you should weigh the

capabilities of each and decide

which program will allow you
to do the job with the least

labor, and, more importantly,
which program will produce

the best results.

Due to space limitations there are a lot
of subjects I can only touch upon. Posing
is one of them. Some specifics related to
posing within an animation, such as line
of action and silhouetting action, we'll
tackle when we get to the actual act of ani-
mation.

Which program?

We're at the juncture where, if you
haven’t made up your mind already, you
need to decide what program or pro-
grams you'll be using to create your ani-
mation. If you have multiple programs,
you should weigh the capabilites of each
and decide which program will allow you
to do the job with the least labor, and,
more importantly, which program will
produce the best results.

In the case of the music video, my plan
is to animate the characters using Film
Director, because it allows the greatest
editing control and flexibility for cel ani-
mations. But, I'm not stopping there be-
cause speed is important as well, in
addition to various ‘“camera” moves
planned into the video that Film Direc- _
tor cannot handle. Thus, once the charzc-
ters are animated, the Film animation wii!
(laboriously) be converted into a Delta file
format and moved into Cyber Paint for
polishing. Cyber Paint’s playback is faster
than Film’s, plus it’s video-effects-type
tools will allow the addition of such ef-
fects as motion blur, image distortions,
and so forth. Several other programs will
also be involved, including CAD-3D and
Cyber Control (to plot out a rotating mo-
bile), and an old ray-tracing utility (why?
I'm not telling yet!). On the hardware end,
there’s the Genlock I had installed in my
ST last week (see Step I in this issue).

Why all these tools? As I said at the be-
ginning of this series, I come up with the
idea first, then pick the tools to do the job.
The fact that I have to use a lot of them
doesn’t thrill me, but if there were an eas-
ier way to do what I want, believe me, I'd
do it. There’s nothing wrong with doing
it the easy way—as long as the easy way
is the right way. As usual, in regard to your
own project, you'll have to decide that for
yourself.

Next issue it’s on to actual production
stuff, as graphics start to form, and test
animations begin. I'll also tell you about
a neat tool, called a “pose reel)” used for
pretesting your animation. M

Maurice Molyneaux couldn’t think of
anything smug or impressive to say about
himself this month—but don’t expect it
to last long.
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Open your own
art department.

If you're a desktop publisher with big
ideas and a small crew, let Migraph
staff the desktop art department of
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DrawArt Professional A library of over
150 professional line art drawings.

your dreams.

Picture this: Professionally drawn
images and illustrations at your finger-
tips. Powerful drawing tools, extensive
editing tools, and a complete paint
program at your command.

Plus high-quality printouts. Every time.

All that and compatibility, too. Migraph
files load easily into your favorite Atari
ST publishing programs.

Powerful. Versatile. And easy to use.
Migraph's the ideal candidate for every
job in your graphics department.
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Touch-Up * The complete design tool for
high-resolution monochrome images.

Easy-Draw " The professional
object-oriented drawing program.

Supercharged Easy-Draw" Easy-Draw
plus basic publishing features.

Easy-Tools * A 5-tool GEM desk
accessory to enhance Easy-Draw.
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SS/MIGRAPH.

Scan Art™ A library of over 100
high-resolution, bit-mapped images.

Border Pack A library of over 40
attention-getting border designs.

0Spooler A configurable background
file spooler and print buffer.

Whatever desktop graphics project you
have in mind—be it big or small, simple
or ornate, traditional or avant-garde—
Migraph's got you covered.

See your Atari ST" dealer today for more
details.

200 S. 333rd St., Suite 220

Federal Way, WA 98003  800/223-3729

206/838-4677
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MicroCheck ST

BY CLAYTON WALNUM

t has been over four years since ANALOG Computing published the orig-
inal version of my home-checking program, MicroCheck, and as amazing as
it may seem, I still regularly get mail about it. It’s not often that an author’s
first published work gets that kind of attention.

Of course, because of the original MicroCheck’s popularity, nothing would
do but that I sit down and write a version for the ST. ““It’ll only take about
six months,” I said to myself.

Two years later. . . .

Note: Due to
the large size of
this program, it is
available only on
this month’s disk
version or from
the databases of
the ST-LOG ST
user’s group on

DELPHI.

20

ST-LOG JULY 1989



Desk File Checks Print

Utilities

Number  Amount  Pauee

Memo

To run MicroCheck ST
from the desktop, double-
click on the file
MICROCHK.PRG. (Make
sure the file
MICROCHK.RSC is in the
same directory.) When the
program has loaded, most

of the screen will be filled

S Mg;;mz

BALANCE §{ # TRHHS
$B (i

Getting started

To run MicroCheck ST from the desktop,
double-click on the file MICROCHK.PRG.
(Make sure the file MICROCHK.RSC is in
the same directory.) When the program
has loaded, most of the screen will be filled
with a window (see Figure 1), and it is here
that your check data will be displayed.
Across the top of the screen is the menu
bar. MicroCheck ST's various functions can
be accessed by selecting them from this
menu or by pressing the equivalent key-
stroke commands. (The keystroke required
is shown next to each item in the menu.
Hold down Control and press the ap-
propriate key.)

Across the bottom of the screen are six
boxes that contain various information
about your account. From left to right they
are the account balance, the number of
transactions, the number of checks and
the number of deposits in the currently
opened month, the month you’re work-
ing on and the date. Before an account
is opened, most of these boxes will con-
tain zeroes.

The window contains scroll bars and ar-
rows that will allow you to see informa-
tion that doesn't fit in the window. You
use these in the normal GEM fashion, click-

 POOI000I000000I000I0003
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7 Wmﬁw&%www

HONTH g DATE
NOKE || 03/29/89

ing or dragging them with the mouse
pointer. Scrolling the window to the right
will allow you to see the dates on the
checks. All other information fits in the
window. Vertically, the window will hold
16 checks. If the window is fully opened
by clicking on the full box in the upper
right corner of the window, you can fit 20
checks, but you won't be able to see the
information boxes at the bottom of the
screen. If you have more than this num-
ber of checks in the current month’s data,
you can view them by moving the appropri-
ate scroll bar or by clicking on the arrows.

Setting the date

MicroCheck ST uses the date shown in
the date box for printing on reports. When
the program is first run, it gets this date
from the computer’s system clock, so at
the beginning of a MicroCheck ST session,
you should make sure that the date shown
in the date box is correct. If your ST has
a battery-backed-up clock, or if you've al-
ready set the ST’s date from the desktop,
the date shown in the date box should be
okay. Otherwise, you'll need to set it
yourself.

To set the date, select the Date option
from the Utilities drop-down menu or

with a window, and it is

here that your check data

<« will be displayed.

press Control-D on your keyboard. A small
dialog box will appear. Enter the new date
in the form mm/dd/yy, and then click on
the OK button to install the new date.

If, after selecting the Date function, you
decide not to change the date, you may
cancel the operation by clicking on the
dialog box’s CANCEL button.

Starting a new account

The first thing you must do to use
MicroCheck ST is create a new account. This
procedure creates all of the files the pro-
gram needs to keep track of your check-
ing activity. You need to perform this
process only once for each account you
want to start.

Most of you will have only one account
on your data disk; however, you can have
as many accounts on your disk as will fit.
Keep in mind, though, that as you add
transactions to an account, its files will get
larger. Make sure you have enough room
on the disk. An average home checking
account needs about 50K of data space,
plus an additional 72K for the MicroCheck
ST program and resource files.

To create an account, select New from
the File drop-down menu or press Control-
N. A dialog box will appear, prompting
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To create an account,
select New from the File
drop-down menu or press
Control-N. A dialog box
will appear, prompting
you for the personal
information the program

requires. Fill in your
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name and address and the

starting balance for your

account. >

you for the personal information the
program requires. (See Figure 2.) Fill in
your name and address (this informa-
tion will appear on the check-entry dia-
log box, simulating the appearance of an
actual check) and the starting balance for
your account. Note that you don’t have
to enter a full nine-digit zip code; the pro-
gram will be perfectly happy with only
the first five digits. You can move between
the dialog box’s various fields using the
up and down arrows on the keyboard.
(The Tab key will move you forward one
field.) When you’ve entered all the infor-
mation properly, click on the OK button
to proceed. At any time, you may click on
the CANCEL button to discontinue the
creation of a new account.

When you click on the OK button, an-
other dialog box will appear, asking for
the account’s base filename. The program
will use this filename as the starting point
for creating all the files needed for your
account. For example, I might want to
name my account WALNUM. When I
enter this filename, MicroCheck ST will cre-
ate a file for each month, named WAL-
NUMI1.DAT, WALNUM2.DAT, WALNUMS3,
DAT, etc. The program will also create a
file named WALNUM.MCK, which will

BALANCE E
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contain the information that I entered
in the new-account dialog box.

Enter your account’s base filename
(you're limited to six characters), and then
click on the OK button to finalize your
entry. If you wish to discontinue the new-
account process, click on the CANCEL
button.

When you click the OK button, the pro-
gram will create your on-disk account. Af-
ter this process is completed, the program
will display yet another dialog box,
prompting you for the month you wish
to open. (See Figure 3.) Select the month
by clicking on the appropriate button and
then on OK.

Because your newly created account
contains no data, an alert box will appear
informing you that the current month file
is empty. Click on the YES button if you
want to start entering transactions into
your new account. Click on the NO but-
ton to leave the new account as it is.

If you have been using the 8-bit version
of MicroCheck (published in the February
and March 1985 issues of ANALOG Com-
puting), it is possible to port the data for
your account over to the ST version. For
information on how to do this, see the
section titled “Porting 8-bit files.”

CANCEL

o
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Opening an account

The account creation process described
above need only be done once for each
account that you wish to use. However, ev-
ery time you run MicroCheck ST, you must
open the account that you want to work on.

To open an account, click on the Open
selection of the File menu or press Control-
O. A GEM file selector will appear. Double-
click on the .MCK file for the account you
wish to open, and you will then be present-
ed with the month-selection dialog box.
Click on the appropriate button; then click
on OK to continue—or CANCEL to abort
the Open function.

If the month you open contains no data,
you will be asked if you wish to start a new
month. Click on the YES button to open
the month. If you click on YES, the
new month will be opened, and any au-
tomatic transactions you have in your
AUT file will be added to the new month’s
data. (See the section titled “Automatic
transactions” for more information.)

When a account is first opened,
MicroCheck ST is in the edit mode as indi-
cated in the window’s title bar. (See
Figure 4.) In the edit mode you may enter
new transactions or modify previously
entered transactions.
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Entering checks

Once you have an account opened, you’ll
want to begin entering checks. To do this,
click on the Enter entry of the Checks
menu or press Control-E. The check-entry
form will appear. (See Figure 5.)

The check-entry form contains fields for
all of your check’s data, plus three buttons
across the bottom. You can move between
the check fields by using the up and down
arrow keys. The tab key will also work, mov-
ing the cursor forward one field at a time.
To jump quickly to a specific field, click
on the field with the mouse.

The check number is, of course, the
number of your check. This field will au-
tomatically advance by one each time you
enter a check; so if you're processing your
checks in order, you won't have to type any-
thing in this field after the first check has
been recorded. Note, however, that there
are two reserved check numbers that you
may not use for your normal checks: 0000
and 9999.

You should use a check number of 0000
for any transaction (other than a deposit)
that was performed without a written
check. For example, you might withdraw
money from your checking account using
an ATM (automatic teller machine). Even

# CHECKS

Enter your account’s
base filename (you’re
limited to six characters),
and then click on the OK
button to finalize your
entry. When you click on
the OK button, the
program will create your
on-disk account. After this
process is completed, the
program will display yet

another dialog box,

—1 prompting you for the
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though you haven't actually written a check,
you must nonetheless record this trans-
action.

The check number 9999 is reserved for
deposits. Any time a transaction credits
your account, this check number signals
MicroCheck ST to add the amount of the
transaction to your balance rather than
subtracting it. Don’t enter anything in the
Payee field of a deposit (it won’t hurt any-
thing if you do, but you'll be wasting your
time). MicroCheck ST automatically places
the word “DEPOSIT” in this field when
the checks are displayed in the check win-
dow. (Nothing will appear in the check-
entry dialog box’s payee field when you
first enter the check.) If the credit comes
from something other than an actual
deposit (for instance, an interest payment),
use the Memo field to note it.

When all of the information for a
check has been entered, you must click
one of the buttons along the bottom of
the check form—or simply press Return
to enter the current check and set up the
form for the next. Clicking on the NEXT
button has the same effect as pressing
Return. Clicking on the DONE button
enters the current check, then closes the
check-entry form. Clicking on CANCEL

month you wish to open.

Select the month by
clicking on the
appropriate button and

<« then on OK.

closes the check-entry form without en-
tering the current check.

Editing a check

If you find that you must edit a previ-
ously entered check, use the mouse to click
on the check’s entry in the window, and
the check-edit form will appear. This form
looks almost identical to the check-entry
form. The only difference is that the NEXT
button is no longer functional, and the
DONE button is now the default (the but-
ton that will be selected if you press
Return). When the form appears, make
whatever changes you wish to the check’s
data, and then press Return or click on
the form’s DONE button. If you click on
the CANCEL button, the check entry will
remain unchanged, even if you changed
some of the fields in the check-edit form.

If you make any changes to the amount
of the check, your balance will, of course,
be updated to reflect those changes.

Searching checks
If you need to locate a check or group
of checks, you can use MicroCheck ST's
search feature. To access this function, click
on the “Search” option of the Checks drop-
down menu or press Control-S. The search
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parameter-entry form will then appear.
(See Figure 6.) When the form appears,
each of the search parameter fields will
contain default values. If you were to use
all of the default values, you would be
searching for every check in your account.
Fill in the parameters for the search, us-
ing the arrow keys, Tab key or mouse to
move between the form’s various fields.
When you've filled in your search
parameters, press Return to begin the
search, or click on the OK button.
During a search, the parameters you en-
tered are compared to the data found in
each entry of your account. If the trans-
action matches every criterion in the
search, it is added to the check list. Note
that both of the text fields in the search
parameters, Payee and Memo, will allow
partial matches—that is, a payee search
parameter of Ta will match checks with
such payees as Tammy Brooks, Tabitha
White and Tadbury Lumber. To find every
check with a payee field beginning with
G, just enter G as the payee parameter. Also
note that the search function is not case-
sensitive. To MicroCheck ST the letter “G”
and the letter “g” are the same value.
A search is limited to a check list of no
more than 1,000 entries. If the number of

BALANCE
$4530,59

matches exceeds this (highly unlikely), an
alert box will appear, informing you the
search window will hold no more checks.
When the search is complete, a dialog
box will appear showing the totals for the
search. Click on the OK button or press
Return to remove this dialog box, and the
checks that matched your search criteri-
on will appear in the check window. You
are now in MicroCheck ST's search mode,
in which you may not edit or enter trans-
actions. To exit the search mode and return
to the edit mode, click on the Close en-
try of the File drop-down menu, press
Control-C on your keyboard, or click on
the window’s “close box,” located in the
upper left corner of the window

Selecting a new month

Many times when entering transactions,
you may have to move from one month
to another. To close the current month and
move to another, click on the New Month
entry of the File menu or press Control-
M. The new-month dialog box will then
appear. To select a new month, click on
the appropriate month button and then
click on OK. To exit the dialog box without
selecting a new month, click on the CAN-
CEL button.

Printing check data

MicroCheck ST provides two methods of
creating hard copies of your checking ac-
count. In the Print drop-down menu, you
will find the selections Window and
Register. The former is used to print only
those checks in the current window; the
latter prints the entire account. Click on
the appropriate menu selection, or press
Control-W or Control-G, respectively.

Cancelling checks

When you receive your statement from
the bank each month, you must go through
your account and mark those transactions
that the bank has processed. This is the
first step in “reconciling” your account,
a process that ensures that your figures
match those of the bank.

To enter MicroCheck ST's cancel mode,
click on the Cancel entry of the Checks
drop-down window or press Control-P on
your keyboard. A dialog box similar to the
one shown for selecting a new month will
appear. Click on the month you want to
work on, and then select the OK button;
the mode displayed in the window’s title
bar will then change from edit to cancel.

In the cancel mode, whenever you click
on a check displayed in the window, in-

24

ST-LOG JULY 1989



Desk File Print

Utilities

ITH: Edit mode

¥ 0843
0850
X g5l

BALAKCE J] # TRANS |
st 6t 5

stead of bringing up the check-edit form,
MicroCheck ST will place an asterisk next
to the entry, indicating that the bank has
processed that transaction. To uncancel
an entry, click on it a second time. The
asterisk will be removed.

When you're finished cancelling trans-
actions, return to the edit mode by click-
ing on the Close selection of the File
menu, press Control-C, or by clicking on
the window’s close box.

Reconciling your account

Once you've gone through your state-
ment and cancelled all the appropriate
transactions, you may reconcile your ac-
count. Click on the Reconcile entry of the
Checks drop-down menu or press Con-
trol-R on your keyboard. A dialog box will
appear, requesting your account’s ending
balance as shown on your bank statement.
Once you've entered this amount, press
Return, and MicroCheck ST will read
through all your check files and, after mak-
ing the appropriate calculations, display
a final report. (See Figure 7.) If the amount
shown at the bottom of this report is 0,
then your figures agree with the bank’s.
Otherwise, either you or your bank made
a mistake.
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Press Return to exit from the reconcile-
report dialog box.

Adjusting your balance

Sometimes, no matter how hard you try,
you simply cannot get your account to
agree with your bank statement. Usually
this means that you've made a mistake
somewhere in your account—maybe a
check is made out for a different amount
than what you recorded— that you have
not been able to find. Although you should
always try to reconcile your account proper-
ly, there may be times when you have to
give up. In those cases, the best you can
do is adjust your account’s balance to agree
with the one on your statement.

To perform this adjustment, enter a
dummy check or deposit transaction for
an amount that will bring your balance
to the proper amount. When entering a
dummy check, use the number 0000. These
dummy transactions should be cancelled,
just as if they had appeared on your
statement.

Automatic transactions
Many banks can, at your request, set up
your checking account so that it will au-
tomatically pay out checks at specified

check-entry form will

<« appear.

times each month. This type of service
works out well for all the parties involved.
It’s convenient for you not to have to
remember to write a check every month,
and the payee (maybe an insurance com-
pany or a telecommunications service) can
be reasonably sure it will get its payment
regularly and on time.

Of course, if your checking files are go-
ing to be accurate, these transactions need
to be entered into files just like any other.
Fortunately, MicroCheck ST provides you
with a method of handling automatic trans-
actions, both debits and credits. You need
enter this type of transaction only once,
into a special file, after which time it will
automatically be added to your account’s
data every time you start a new month.

To set up an automatic transaction, click
on the Auto selection of the Checks drop-
down menu or press Control-A. The check-
entry form will appear with the memo field
already filled in as AUTO. Simply fill out
the check data as normal. When the form
has been completed, and you press the OK
button, the check will be added to your
auto file (the file with the .AUT extension).
Every time you open a new month (one
whose file contains no check data), the
transactions in the .AUT file will be au-
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tomatically added to that month’s data.

If you've never entered an automatic
transaction into your account, there won't
be an .AUT file on your disk. When you
attempt to add your first AUTO check to
the account, you’'ll be asked if you want
to start a new AUTO file. Click on the YES
button, and the file will be created for you.

If you ever want to discontinue the use
of the automatic transactions, simply de-
lete the .AUT file from your data disk.

Closing your account

When you're ready to conclude a check-
ing session, it’s important that you close
your account. Failure to close your account
properly may result in lost check data!

To close your account, click on the Close
entry of the File drop-down menu, press
Control-C or click on the window’s close
button. You may close your account only
when in the edit mode.

Quitting
You may return to the GEM desktop by
selecting the Quit entry of the File drop-
down menu or by pressing Control-Q. The
Quit selection is a safe way of closing your
account. All your data files will be properly
updated before the program terminates.

s,
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Starting a new year

MicroCheck ST's calendar runs from Janu-
ary to December. That means that, come
January 1, you must clear out the old files
and start anew. Before you do this make sure
you have backed up your MicroCheck ST data
disk! If you fail to do this, you will have
no way to refer to the previous year’s files.

Before you can set up a new year, you
must close the account you have open (if
any). Then click on the New Year entry
of the Utilities drop-down menu or press
Control-Y. You will be asked if you really
want to create a new year. If you click on
the YES button, you will be asked again,
just to make sure— remember, this func-
tion will destroy existing MicroCheck ST files
on your data disk. Finally, a file-selector
box will appear. Click on the MCK file
for the account you wish to set up for the
new year.

MicroCheck ST will go through your en-
tire account, deleting all cancelled trans-
actions and moving uncancelled
transactions into a special file for Month
0. The Month 0 file can be manipulated
just like any other month's file and is simply
a place where unprocessed transactions
from the previous year can be stored un-
til your bank statement shows that they

# DEP
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have been processed. When you get your
bank statement, you should go through
Month 0, cancelling checks the same way
you would for any other month.

When the New Year process has been
completed, your account will contain check
data only in Month 0 (and only then if
you had uncancelled transactions in your
account, which is likely); all other months
will be cleared. (You made that back-up,
right?) Automatic transactions, however, are
unaffected by the New Year process and
will still function properly with the new
year’s files.

Porting 8-bit MicroCheck files

For those of you who have been using
the 8-bit version of MicroCheck, the ST ver-
sion provides a function that will convert
the old checking files for use with this
program.

The first step in this process is to move
the files from the 5%-inch disk to a
3 %-inch disk. There are two ways to do
this. The first method requires a “null-
modem” cable. A nullmodem cable allows
two computers running telecommunica-
tions programs to directly transfer files be-
tween them and may be purchased at most
Atari computer dealers. To use the cable,
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connect one end to your ST’s modem
and the other end to your 8-bit com-
puter’s modem. Then run a telecommu-
nications program on each computer. Set
your ST to receive X-Modem, then do an
X-Modem send of all the MicroCheck
monthly files from your 8-bit computer.

Another way to do the transfer is to use
your 8-bit computer to upload the
MicroCheck data files to a BBS system or
into your workspace on a commercial
online system such as DELPHI, GEnie or
CompuServe, and then download your
files onto your ST. (If you use a BBS for
this transfer, you’ll need to make special
arrangements with the SYSOPs. You
don’t want to find all your checking files
in a public download areal)

Whichever method you use, make sure
that you make the X-Modem transfer in
the binary mode rather than in the text
mode. And note that the only files that
you need to transfer are the monthly
data files. On your 5 %-inch disk, these
files are named MONTHO0O0.DAT,
MONTHO1.DAT, MONTHO02.DAT, and so
on. Further, note that empty months
need not be transferred. When you run
MicroCheck ST's Import function, it’ll cre-
ate new month files for any 8-bit data

bl § 37 Ja;uarg +

Click on the Reconcile
entry of the Checks drop-
down menu or press
Control-R on your
keyboard. A dialog box
will appear, requesting
your account’s ending
balance as shown on your
bank statement. Once
you’ve entered this

« amount, press Return, and

MicroCheck ST will read

DATE
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files that are missing.

Once you have the files transferred,
place them in the same directory as the
MicroCheck ST program, and then run
MicroCheck ST. Create a new account as
described in the section “Starting a new
account” above. For the account’s
balance you should use the balance
shown in your 8-bit MicroCheck account.
When the new account is ready, click on
the “Import” selection of the Ultilities
drop-down menu. An alert box will ap-
pear, asking if your 8-bit MicroCheck files
are in the same directory as the
MicroCheck ST program. If you're ready
to continue, click on the YES button or
press Return. A file-selector box will then
appear. Select the .MCK file for the new
account you just created, and MicroCheck
ST will then transfer your 8-bit checking
data into that account.

If you had any automatic transactions
in your 8-bit account, you will need to re-
enter them using the method described
in the section “Automatic transactions”
above.

Conclusion
This program has been in the works—
off and on—for over two years, and I

P
e

through all your check

files and, after making the

o

appropriate calculations,

< display a final report.

have to admit that it is with great relief
that I release it to the pages of STLOG.
Although I'suppose it’s too much to hope
that MicroCheck ST will be as popular as
its predecessor was (according to some
unwritten law of the universe, an author
usually is allowed only one mega-hit per
lifetime), I'm confident that you will find
it a useful addition to your applications
software library. Use it in good health—
and may your account always balance.
-

» The author
would like to
thank Jim Gross
for his relentless
efforts in beta-

testing this pro-

gram and for his

CLAYTON WALNUM

helpful sugges-
tions. Jim’s uncan-
ny ability to crash
even the most
solid of programs
has made this the
best it can be.
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LOW RESOLUTI ORN

In the movie Short Circuit, we hear the
robot, No. 5, frantically calling for more
input, a word very important to us
programmers because the user has to
have some way of communicating with
the machine. No. 5 was able to communi-
cate through voice input, along with a
myriad of sensory inputs (sophisticated,
indeed), but our home computers are still
a long way from behaving in this manner,
so we input mainly through the keyboard.

I'm not knocking the mouse, mind you,
because I think it is a fast way of com-
municating with the machine on a sym-
bolic level—click on the icon, and presto!
You get a reaction. But when it comes to
entering long strings of text into our
home computers, the keyboard is still the
most expedient peripheral.

I program most of my games for the
Atari ST in GFA BASIC because its inter-
preter is easy to use and the source code
can be compiled to a very fast .PRG file.
GFA has a good selection of input rou-
tines, but I found that there was some-
thing else I needed. The built-in input
procedures of GFA work in one of the fol-
lowing ways: either you enter a complete
string or a single character. While you
enter the string, all other activity of the
program freezes. Hit Return and the pro-
gram resumes its activities—useful, but
boring, especially for the game
programmer.

Single-character input can allow screen
activity to continue but restricts the
amount of input allowed. The program
can be made to check for a certain key
press, but once that key is pressed the pro-
gram is back about its business. One
character is not usually enough, unless
you're working off a menu.

Suppose you want to enter a string of
characters—a person’s name, a guess at a
question, an item for a list—and still want
some activity on the screen simul-
taneously—some sort of animation, for

Animated
GFA Input

BY ALBERT BAGGETTA

example. It is possible and not very
difficult to accomplish if you do some
planning and use some imagination.

I was confronted with just such a dilem-
ma while writing a game program recent-
ly. I wanted the user to be able to enter
a response to a question, but at the same
time I wanted a pulsating border around
the input area. The accompanying rou-
tines show some of the code I used to ac-
complish this, and it can easily be adapted
for other uses.

Listing 1 is a low resolution, demon-
stration GFA program I have written to
show how you may enter some short in-
put (as described above) while screen ac-
tivity continues. When you run the
program, you will see a border of aster-
isks surrounding the prompt “Enter Your
Name:” Type your name (no more than
15 characters are allowed here), and then
press Return to have the name string
printed below the border. You will notice
that while you are typing your name, the
border animation continues without in-
terruption.

If you study Listing 1, you will see that
the first part of the program creates the
animated sequence while the computer
checks for the string value entered into
X$. The Inkey$ routine of GFA is used for
this fast check. The source code section
marked INPUT EXAMINATION is used to
handle the input. First we check to see if
the key pressed is “legal” before we show
its character on the screen. (Everything is
legal at this point except the Return key
and the Backspace key. These will not
print; they will result in an action. All
other keys will be accepted and printed
on the screen.)

One of the problems I had with this
routine was allowing the correction of er-
rors. Out of frustration, I resorted to the
easiest method: instead of using Back-
space to correct one character at a time,
I have it erase the entire line, making the

user start over again. This is not the best
way to handle the editing, but since the
required input is short, no great burden
is placed on the user.

The whole input sequence and anima-
tion is placed within a REPEAT/UNTIL
loop. When X$ becomes equal to a
Return, or you have used up the allotted
15 characters, the routine ends, and your
string is printed. In an actual program,
you might print the resulting string, but
more likely the string (called Name$, here)
will be used to check for a correct answer
or possibly might be used as part of a list.

The animation I created was done with
the normal ASCII characters, but any
kind of graphic or character animation
can be incorporated in the loop. Because
of GFA’s tremendous speed, it takes quite
a bit of screen activity before any hesita-
tion appears in the actual input or ani-
mation.

I have put a delay loop at the end of
the program, which is used during anima-
tion to slow down the speed of the flash-
ing asterisk. If you play with the value in
the delay loop, you can see how the move-
ment is affected on screen.

Feel free to use this routine and modi-
fy it any way necessary. And let’s see more
animated input in the GFA programs you
produce.

Albert Baggetta is an English teacher and
a professional guitarist. He lives in Agawam,
Massachusetts, with his wife, Beverly, and his
two children. He frequently can be found wan-
dering the STLOG SIG on DELPHI.
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PROGRAMMING

Listing 1:
GFA BASIC 2.0

Animated Input GFA
by Albert Baggetta

Copyright 1989 by ST-LOG

X* K K K K XK
x KKK XK X

Set screen colors

Setcolor 0,3,4,5
?etcolor 15,7, 0.7

' Set the starting points for animated box
Cd_right¥%=35

Rd_down¥=35

Cx=16

R%=186

: Draw box of asterisks
Print At(Cd_right¥, RAd_down¥) ; ' st s s s MO0
For Ln_row’=6 To 135

Print At(Cd_right¥, Ln_rowx) ;"% *'
Next Ln_row”
Print At(Cd_righty, 15) ; " s e e !
?rint At(11,7);:"Enter Your Name:'"

' Begin the main loop for animation and input

Repeat
X5=Inkey$

' Move the asterisk to the right on screen
1

If ¥$="" And Rd_down¥=5 And Cd_right%<{32 Then
Inc Cd_right¥
Print At(Cd_right¥, Rd_down¥) ;"'*";
BDel_ay
Print At(Cd_right¥%, Rd_down¥) ;" "
@Del_ay
Print At(Cd_right¥, Rd_down¥]) ;"%
BDel_ay
gndif

: Move the asterisk down on screen

If X5="" And Cd_right%=32 And Rd_down¥%<13 Then
Inc Rd_down¥%
Print At(Cd_right¥, Rd_down¥) ;"%";
@Del_ay
Print At(Cd_right¥, Rd_down¥);" "
BDel_ay
Print At(Cd_right¥, Rd_down¥) ;"'*"
@Del_ay
Endif

' Move the asterisk to the left on screen

If ¥5=""" And Rd_down¥%=15 And Cd_right%>3 Then
Dec Cd_right¥
Print At(Cd_right¥, Rd_down¥) ;"%";
@Del_ay
Print At(Cd_right¥, Rd_down¥);" "
@Del_ay
Print At(Cd_right¥, Rd_down¥) ;"'*"
@Del_ay
gndif

' Move the asterisk up on screen
]

If X5="" And Cd_right%=5 And Rd_downX>3 Then
Dec Rd_down¥%
Print At(Cd_right¥, Rd_down¥);"'*";
GDel_ay
Print At(Cd_right¥, Rd_down¥);" "
GDel_ay
Print At(Cd_right¥, Rd_down¥) ;"""
BDel_ay
Endif
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A NI MATED INPUT

INPUT EXAMINATION

If a legal key is pressed, print it.

f 250" And X$<{Chr$(8) Then
Cx=Cx+1

Print At(CY%,R¥) ;XS
NameS=NameS5+X$

— e === o=

Endif
m 1
o : If the {backspace> key is pressed, erase the string so far
2 If X5=Chr$(8) Then
L For Ers=18 To C¥%

Print At(Ers,R¥%);" "

= Next Ers
") Cz=106
o= Names=""
-l

gndif
: If the {return> or the max length of string, jump out of loop
gntil X5=Chr5(13) Or Cx=23 I Max happens to be 15 characters here.
: Print the string -- here it is called Name$.

Print At(11, 18);Name$
Prxnt At(13,20);"Press A Key"

z
<
o
[}
o
[
[

' Hold on screen for this demo until a key is pressed

Repeat

Until Inkeys{O™"
Setcolor 0,7,7,7
Setcolor 15,0,08,0

' A delay loop to keep the asterisks from moving too fast.
: Make this a smaller number and watch the speed.

Procedure Del_ay
For D¥%=1 To 188
Next D%

Return

Attention
Programmers!

ST-LOG Magazine is interested in programs, articles, and software review sub-
missions dealing with the Atari home computers. If you feel that you can write as well
as you can program, then submit those articles and reviews that have been floating
around in your head, awaiting publication. This is your opportunity to share your know-
ledge with the growing family of Atari computer owners.

All submissions for publication, both program listings and text, should be provided
in printed and magnetic form. Typed or printed copy of text is mandatory and should
be in upper and lowercase with double spacing. By submitting articles to ST-LOG
Magazine authors acknowledge that such materials, upon acceptance for publica-
tion, become the exclusive property of ST-LOG Magazine. If not accepted for pub-
lication, the articles and/or programs will remain the property of the author. If submissions
are to be returned, please supply a self-addressed, stamped envelope. All submissions
of any kind must be accompanied by the author's full address and telephone number.

Send your programs and articles to:
ST-LOG Magazine
P.O. Box 1413-M.0.
Manchester, CT 06040-1413
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Gmphics. These days it's next to impos-
sible to work with a computer and not see
them. Databases store pictures along with
other data, word processors integrate text
and graphics, and desktop publishing
software goes even further. Heck, even the
letters on your ST’s screen are bitmapped
graphics, not a dedicated text-only video
output. And if you play games or use a
drawing program, graphics are even more
unavoidable.

The graphics capabilities of personal
computers have grown by leaps and
bounds in the industry’s brief 12 years of
existence. Ever look at the “high res”
graphics of an old Apple II? An incredi-
ble 280 x 192 pixels (a pixel is one com-
puter generated dot on the screen) using
eight colors! Actually, it took two of those
horizontal dots to make one colored pix-
el. There were eight colors, but separat-
ed into two distinct, four-color palettes
that were incompatible with one another,
meaning you couldn’t put a color from
Palette 1 alongside a color from Palette
2 without color bleeding—unless the junc-
tion between those pixels fell exactly on
a byte boundary! To further complicate
this mess, each palette contained a black
and a white color—so you actually got six
colors, not eight!

The Atari 8-bits expanded this some-
what, adding numerous “modes” of
different sized pixels with varying num-
bers of colors. Palettes ranged from a to-
tal possible 128 colors on early machines
(eight luminances of 16 colors) to 256
colors (16 luminances of 16 colors).
Although the normal modes limited the
number of colors that could be used on
a given screen (usually to four, although
some GTTA modes allowed 16), with spe-
cial programming every color in the
palette could be viewed on a single
picture.

In more recent years things have got-
ten better. The low resolution mode of the
ST has more pixels on the screen than the
highest resolution on the Atari 8-bit com-
puters, a range of 512 possible colors, and
normally allows 16 colors at once (and
with special programming it’s possible to
put all 512 colors on screen at the same
time). Medium resolution goes to 640 x
200 and four colors, and high resolution
is 640 x 400 in pure black and white
monochrome. Quite a jump from the Ap-
ple II! New monitors and graphics hard-
ware soon promise modes upward of
1000 x 900 pixels on upcoming Atari
machines.

STEP 1

BY MAURICE

So, as the hardware gets more power-
ful, the displays get better and better.
Compare a Spectrum 512 picture on the
ST to even the best screen on an 8-bit
Atari. Quite a difference. This upward
spiral in graphics capability allows images
created on a computer to become ever
more realistic. More colors allow more nu-
ances in detail and shading. Higher reso-
lution means less noticeable pixels,
making the picture look less “com-
puterized.”’

In fact, the whole trend in computer
graphics increasingly has been to “make
it look real.” This month the topic of Step
I will be hardware, software and graph-
ics techniques that can make the ST’s
video output look its best.

Hues there?

Higher resolution makes smaller de-
tails possible, but what can you do when
you've hit the limits of your hardware?
The 320 x 200 pixel resolution and 16
colors out of 512 in ST low resolution are
wonderful when compared to the graph-
ics of the older computers described earli-
er, but then again those low-resolution
graphics aren’t so hot when compared to
the output of most graphics workstations.
Computer paint-box systems for video
purposes (TV logos, commercials and so
on) average about 712 x 480 pixels, with
256 colors out of a palette of 16 million!
You don’t see “jaggies” (the stair-step ef-
fect of pixels most clearly seen in di-
agonal lines drawn by a computer) on a
TV commercial.

But resolution and total numbers of
colors aren’t the whole story. I've seen pic-
tures on the ST that you wouldn’t think
were only 320 x 200 pixels. One great fac-
tor in computer graphics is how well you
can disguise the weaknesses of your
display.

MOLYNEAUX

Making
ixed
irages
or

Do you ever watch MTV? One of the
regular spots that appear at commercial
breaks is a series of short computer ani-
mations titled “Animals” Clean, impres-
sive graphics (and funny, too, though
that’s not relevant here). I videotaped a
lot of these, and one, titled “That Was a
Wolf’s Life,” ended with a lightning bolt
zapping the wolficamera (it’s always from
the point of view of the title animal). I was
curious about how the flashing effect was
achieved, so I studied the lightning frame
by frame. The effect was a simple white
on black drawing (alternated with black
on white every third frame or so to cre-
ate a strobing pulse). But with the image
so reduced down to two colors I was sur-
prised by how clearly I could see the jag-
gies. The resolution isn't all that high. It’s
just that the large range of colors is used
to blur the hard edges.

You can see this done on personal com-
puters all the time these days (though not
always as often as it could and should be),
through a technique called “anti-aliasing”’

32

ST-LOG JULY 1989



This means, in short, to plug a pixel of
a medium tone between two strongly con-
trasting colors. If you drew a dark red tri-
angle on a bright blue background, the
jaggies would stick out like, well, like jag-
gies. However, if at each obvious jaggie
you inserted a pixel of a medium purple
color, it would soften the junction and
make the stair-step effect less obvious.

This can work well with as few as 16
colors if you choose your palette careful-
ly. The trouble is manually doing this type
of work is a real headache. There is some
software that can help. Tom Hudson
wrote an antialiaser desk accessory (avail-
able from Tom himself), which will work
on screens in DEGAS Elite or CAD-3D 2.0.
Cyber Paint also features its own antialias-
er function, as does Spectrum 512.

To really get good output, though, you
need more colors. A few programs pro-
vide this: Spectrum 512 and Quantum Paint
both boost the total number of available
colors (Spectrum to the full 512 colors that
the ST hardware can generate and Quan-
tum Paint to a pseudo-4096—this done
through pixel interlacing, meaning rapid-
ly switching a pixel between one shade
and another to create an effect of a hue
in between.) With such programs it is rela-
tively simple to kill the jaggies.

Getting better images onto your ST can
also mean culling them from outside
sources. One such source can be another
make or model of computer. With the
proper software a number of different
graphics formats can be imported (and
also exported). For example, DEGAS Elite
can load Atari 8-bit “Koala” pictures
(Graphics 7% mode) and Amiga IFF pic-
ture files and then save them in DEGAS
format.

The shareware Pic Switch 0.7 by John
Brochu can convert not only those for-
mats, but also Atari 8-bit Micropainter and
Graphics 8 and 9, MacPaint, and Com-
puServe RLE (run line encoded) graph-
ics. Another program called The C-64
Graphics Converter (public domain) by Jer-
ry L. Bethel (BETHEL on DELPHI) will
import Koala and Doodle format pictures
from the Commodore 64. There are also
programs for converting to and from any
IFF format, as well as the GIF standard
(used in the IBM world).

Although many of these programs will
convert these outside images to a stan-
dard ST low or medium resolution
screen, a few will allow you to import pic-
tures directly into Spectrum 512 format,
thus maintaining the appearance of a
many hued picture better than whittling
it down to four or 16 colors.

Smile and say ‘‘digitizer’’

Drawing on a computer is rarely easy.
Even given the best software tools and
good input hardware (like a graphics
tablet), it’s still a pain compared to work-
ing in more traditional mediums. Admit-
tedly, the drawbacks are slight in
comparison to the gains. In what tradi-
tional artistic medium can you instantly
change every instance of one color to
another, clip portions of two images and
seamlessly merge them together? Only
with a computer.

But still, inputting the raw image to
manipulate is rarely easy. One solution
many have taken is to use a scanner or
a video digitizer. These devices are used
to break down images from outside
sources and convert them into data the
computer can display and manipulate.

Tho whole trend in computer graphics
increasingly has been to ‘‘make it look
real.’” This month the topic of Step 1 will
be hardware, software and graphics
techniques that can make the ST’s video
output look its best.

Both scanners and digitizers work in
roughly the same fashion; it’s the manner
of input that differs.

A scanner is usually a device with a
small sensor that is passed horizontally
over an image (usually a photograph or
printed picture). Each time it passes, it
scans the light reflected from the source
image and breaks that down into numer-
ical data. When that pass is completed, it
then scans the next line. Software then as-
sembles all these “line passes” into a sin-
gle image, which can then be saved to disk
and/or manipulated.

The human hand is too imprecise an
instrument for this task so the common
solution is to attach the scanner to a
printer, usually a dot-matrix. The scan-
ner’s “eye” is mounted on or in place of
the printer’s print head, and the image
to be scanned is fed into the printer like

a blank piece of paper would be. The con-
trolling software then makes the printer
move its print-head positioning mechan-
ism to move the scanner across one line
of the image. When it has reached the end
of that line, it lowers the print head and
repeats the process. Really, it’s sort of like
inverse printing, using the printer as an
input device.

Scanners are less often used for input-
ting images for display on the computer’s
screen than for creating data for use in
desktop-publishing software and other
printing utilities.

A video digitizer works slightly differ-
ently. The input is usually a standard com-
posite video line, carrying the output
from a video camera, VCR, video laser
disk, television or even another computer.
Like the scanner, the digitizer breaks this
image down line by line—actually, video
scan line by scan line. Because of this, the
incoming image must be perfectly still.
Therefore, either your subject must hold
still for the required time, or, if you are
using a videotape deck, you must be able
to get a clear and stable (no flutter!)
freeze-frame.

The average video digitizer for the ST
takes between ten and 25 seconds to scan
a picture and convert it into a ST'usable
image. I'm talking about 16-shade or color
images; the less tones and colors, the
faster and “rougher” the scanning. There
are digitizers which are known as “frame
grabbers” that can “snapshot” a video im-
age in real-time and turn it into a com-
puter graphic nearly instantaneously. Tam
not aware of a digitizer for the ST that can
do this, and if there is one, it is no doubt
expensive.

The hardware isn’t the only factor with
these devices. the software that controls
them can often be a major element. A
number of good digitizers and scanners
have been marred by buggy or inadequate
software. When shopping for one of these,
don’t rush out and buy the first one you
see or one that sounds great in an ad. Get
recommendations from people who've
used them. Try to see some of the actual
output and find out how hard it was to
get that output. I've seen some great digi-
tized images that were nearly impossible
to reproduce using the same hard-
ware/software combination. Remember,
demos are designed to look the best they
can, often at great expense and time. You
don’t want to purchase a device that re-
quires hours of grueling work to get one
great image, when another one would
give you similar results in minutes.

How many people have bought scan-
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ners and digitizers in order to get realistic-
looking pictures and images onto their
computers? I'd say a lot, judging by the
numbers of digitized pictures I've seen
floating around. Admittedly, a lot are con-
verted over from other computers. The
lure is strong. You can capture and then
edit images. The picture of myself that is
now printed with this column is a digi-
tized and retouched image. A live image
of Megabit Mouse was digitized and then
the cartoon character—me—was drawn
in. One neat thing about digitized images
is that you can exchange them with other
people who have computers with compat-
ible graphics formats like the aforemen-
tioned GIF, IFF and so on. I have seen the
faces of a number of STLOG associates
and fellow DELPHI members only by
means of digitized pictures we've ex-
changed over modems and by way of
disks. '

I have one of each of these devices (the
ComputerEyes video digitizer graciously

provided by the fine folks at Digital Vi-

sion), and although I rarely use them for
making digital snapshots, I do use them
whenever I need a realistic element in a
picture or animation. For example, I digi-
tized some pictures of my hand for a
scene at the end of the Art & Film Direc-

tor video where a hand catches a disk. I
would have preferred to use an actual |

video of a real hand, rather than a digi-

tized image, but there was no way to do

that on an ST until now.

TV on your ST

Megabit Mouse walking over the titles to
Star Trek IV, then T'll place a CAD-3D
generated starship over CNN’s Crossfire,
and maybe even whip out a paint pro-
gram and draw a mustache and glasses on
Dan Rather! All this and more is possible
with a Genlock.

A lot of us have waited for a long time
for someone to produce a Genlock for
the ST computers. As I write this, only one
company makes such a device, and, un-
fortunately, the current model is not for
everyone (or even most of us).

The Genlock T have is called the JRI
Genlock, produced by John Russell Inno-
vations (JRI). It is an add-on card that
hooks into the ST’s video-chip socket and
grabs the data for the ST’s screen display.
In the past I mentioned that this device
would hook into the processor bus on the
Megas and/or the DMA connector. I was

A Iot of us have waited a long time

for 'tﬁ‘moono“ié*ﬁimdlu&{a Genlodk for the

ST computers. As | write this, only

. i@iﬁic;;:cbmpéi,lﬁy"mukgjcgmh a device,
and, unfortunately, the current

~ model is not for everyone.

A little over a year ago I wanted to ani- L

mate a scene of Megabit Mouse hopping ]

out of the ST screen and landing on its
keyboard. I didn’t want him hopping onto
a digitized picture of the computer, but
onto an actual video image of it. I had no
way to do that at the time, and the shot
was abandoned. However, I could now do
it rather easily. In fact, with the flick of
a few switches I can be typing this text
right on top of MTV. These words I am
typing are (at the moment I am writing
them) appearing over the faces of some
obscure band’s rock video! A twist of a
dial and the words disappear.

How can I do this? Simple, I have a
Genlock installed in my Mega ST. “Good
for you, but what’s that mean?” I hear
many of you cry. A Genlock is a device
that combines computer graphics with
another video signal. More to the point,
it places the computer image on top of
the other video signal. With this device
I can mix any low or medium resolution
image with standard video. T'll have

mistaken. This card terminates in a small
box, external to the computer; which fea-
tures six-connectors.. One.is.a.composite
video input (for the-image to be Gen-
locked-upon); another is.composite.out-

. put-(Genlocked. image.-out), image out),

in addition to a composite audio out (to
output the ST’s sound; there is no audio
input. The standard ST monitor jack is
carried through another port. The actu-
al port of the ST itself is tapped into by
the Genlock and inaccessible, hence this
connector, and along with it is a port
which outputs the Genlocked signal to an
ST RGB monitor, meaning you can view
video on your SC1224! The final port is
a connector for the Genlock’s supplied
“remote control”’

On the side of the box are three
recessed controls that can be adjusted
with a screwdriver. One adjusts the hue

like the tint control on many color TVs
and composite color monitors, another
the horizontal position of the computer
image, and the third allows the Genlock
to “lock” to the input video signal under
changing thermal conditions.

Installation is not easy and requires dis-
assembly of the ST. The case and RF
shielding has to be removed, the internal
power supply disconnected, and the ST’s
“Shifter” chip has to be removed. The
Shifter is plugged into a socket on the
Genlock board, which is itself plugged
down into the Shifter’s socket on the ST
motherboard. The Genlock is hooked to
the power supply, and special RF shield-
ing must also be installed, in addition to
reassembling the computer and attaching
the small box with all the ports. The
manual that comes with the Genlock ex-
plains this installation, but JRI prefers a
trained technician to do it, or to handle
the job themselves, because, apparently,
it is easy to damage the board: The parts
are extremely static-sensitive. JRI will in-
stall it, if you want, but you’ll have to ship
your computer to them.

Be warned, this device is not cheap. It’s
not overpriced either. However, the origi-
nal planned price of $500 had to be aban-
doned, John Russell told me, because at
that price he would not have made any
money unless every board produced
worked perfectly and there were no
defects. Perfection is extremely rare, and
to cover repair and replacement costs and
labor, the price had to go up. The current
list price is $650, and includes the Gen-
lock board, remote control and a disk
with three sample animations and a pic-
ture, all for Genlock testing.

Operation couldn’t be simpler. The
Genlock is software-independent, mean-
ing it will work with almost anything. In
layman’s terms, the Genlock functions by
grabbing the ST’s screen and determin-
ing which, if any, pixels are a color which
has been set to absolute black (000 on the
palette). If it is any color but that black,
it is plotted on top of the video signal
coming in from the composite video-in
port. If the pixel is color 000, it does not
plot that pixel, allowing the video image
to show through the resulting “hole”
Thus, to put Megabit Mouse on the
screen, all I have to do is put him on a
solid black background and make certain
no part of him is color 000. If I need black
on a character I'll use 001, which is close
but doesn’t vanish like 000.

Controlling the Genlock is simple. Its
remote consists of three two-position

(to page 47)
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To Join DELPHI
1. Dial 617-576-0862 with any terminal or PC and modem (at 2400 bps, dial 576-2981).

2. At the Username prompt, type JOINDELPHI.

3. At the Password prompt, enter STLOG.
For more information, call DELPHI Member Services at 1-800-544-4005, or at 617-491-3393 from within Massachusetts or from outside

the U.S

DELPHI is a service of General Videotex Corporation of Cambridge, Massachusetts




Datcbase
DELPHI

BY ANDY EDDY

qut month we left off our coverage halfway
through the NEWS-WEATHER-SPORTS menu, A sec-

tion of DELPHI that brings you up- to-the-minute in-
formation. Let’s finish up our coverage of this
powerful area—then we’ll get to some exciting de-

velopments taking place in the databases.
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And now the news. . .
Again, here’s the primary NEWS.
WEATHER-SPORTS menu:

NEWS-HEATHER-SPORTS Menu:

Newsbrief

fccu-Heather Forecasts
AP News Service

fistro Predictions
ConpuBug

Financial News

Kyodo News from Japan
Hovie News & Reviews

Press Releases! Business lee
Sports

fuiz - Your News IQ

Today in History

Views on News

EXIT

Astrology fans will enjoy the diversity
provided by the Astro Predictions submenu.
You can get “readings” covering a varie-
ty of situations: that day’s horoscope, a
week-long summary, compatibility be-
tween zodiac signs, even a guide for gift-
giving. For an additional $12.50, you can
get a hardcopy chart done up by Phyllis
(DELPHI ID: PHYL) of your own per-
sonal astrological aspects.

Compubug is a regular column written
about computers in the news, containing
both serious subjects and satirical looks
at our favorite hobby. It always provides
provocative reading.

For serious investors or novice
businessmen, the Financial News selection
will help you brush up on your dollars
and.cents. Here you can find out the
prices of gold and the current value of the
dollar, get a listing of NYSE or AMEX
stocks, get a listing of the most active
stocks that day and much more. This is
what the Financial News menu looks like:

Copyright (C) 1989 by the Associated Press
All rights reserved,

AP VIDEOTEX BUSINESS Menu:

General Business News
Govt Economic Figs
Dollar/Gold

Board of Trade

Money Supply

Stock Market Reports
Dow Jones

AP 68 Stocks

" S&P Averages
ASDAQ

Markets at a Glance
Most Active Stocks
NYSE Lists

AMEX List

EXIT

Because the Japanese have a great deal
of influence on how American business
runs these days, Kyodo News from Japan is
important in keeping up with current af-
fairs. This menu is broken down into a
bunch of categories, such as bonds, com-
modities, government, money and stocks.

To prove this section isn’t just devoted
to serious topics, the next selection, Movie
News & Reviews, lets you check out what’s
going on in films. Not only can you get
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reviews of what is currently in the theat-
ers and peek in on what’s in the works for
future films, but you can also search
through a database of reviews on previ-
ously released films. Especially with the
popularity of video cassettes, this is a
good way to pick and choose what movies
are best for you.

Press Releases: Business Wire is a briefing
room for up-to-date business dealings.
There you can pick from various articles
to keep you abreast of the happenings
with the world’s movers and shakers.
Here’s a sample of the PR menu:

Business Wire--Press Releases and News as it happens.
-Copyright (c) 1987 Business Hire Inc,

TIHE INC. AND HRKKER CGMUNICMIUKS INC, FORM TIHE WARNER INC,
FIRESTONE BREAKS GROUND FOR NEW EXPANSION PROJECT IN WILSON, N.C.
ADVISORY/EIGHT CRLIFDRHMNS 10 BE HONORED FOR OUTSTANDING
EUMRIBUTII]NS N IME FIE L OF ALCOHOL-RELA IED SEHUIEE
3-HAR NTENDO INTENT ON WINNING LEGAL HAR AGAINST

ﬁDUISURWDREﬁﬂI HEALTH CARE RSSDEIMIU 10 HULD PRESS CONFERENCE
HARCH 7 SUPPORTING SENATE BILL 903 AND SB677
CORVUS SYSTEHS APPOINTS NEW PRESIDEII AND CHIEF EXECUTIVE OFFICER
ADC REPORTS THIRD QUARTER FINANCIAL RESULTS
HARITIHE RESORTS IIIIERIMIIIML, SOUTHERN SHIPBUILDING, DISCUSSING
CONTRACT TO BUILD CRUISE SHIP
ROBERT M. BUTCHKO ﬂSSlIHES PRESIDENCY OF RENAISSANCE GRX
TRACE PURCHASES MAJORITY INTEREST IN VENTUNO CORP., A
HANUFACTURER OF DISKETTE DUPLICATING PRODUCTSISVSIEHS

Enter Iten Number, MORE, or EXIT:

Sw wm~wo cia wirom
w
=3
E3
=

The Sports selection duplicates the
sporting scores and summaries that we
talked about last month as part.of the AP
News Service. Again, you can get reports
on any sport from here, as the section is
broken down into many submenus.

When you choose the Quiz Your News IQ
selection, it runs some questions past you
to test your current-events knowledge. No,
there’s no prizes—unlike the FlipIt and
Trivia Quest games that can be found on
DELPHI—but no matter how well you do,
it’s fun and educational.

Today in History is a glance back at
events that have taken place on this date.
It’s an interesting compendium of data
from past historical happenings.

We close up the NEWS-WEATHER-
SPORTS menu with a SIG—yes, this is a
strange place for a SIG, but in fact the
Views on News SIG has no better place
than right here. Here's the menu you Il see
when you enter:

VIEHS ON NEWS Menu:

Archives Set Preferences’
Conference Who's Here
Forun (Messages) Workspace
Features Help (Hints)
tPM{I]. (Electronic) Exit

0

VIEWS ON NEWS)

Though we briefly discussed this area
in the May 1988 Database DELPHI, just af-
ter this SIG was introduced, they’ve real-
ly polished it up. If you want to chat about
current events or read through some cut-

ting editorials, Views on News is the place
to do it. Among the features they run is
a column by Bob Fried called “Articles of
Lasting Strangeness.” This commentary
on life always bring your emotions to the
surface, generally resulting in a smile.
Most people don't expect to get a chuck-
le out of a computer activity, but Fried
usually breaks that misconception to
pieces.

, Free uploads

As we noted at the end of last month’s
column, DELPHI was in the process of
reprogramming the database system to
permit free uploading of files. If you have
ever uploaded a file before, you know that
DELPHI previously had you request free
time from the SIG manager before up-
loading. In the meantime, both Com-
puServe and GEnie had adopted a policy
of free uploads to make it easier on their
users. Now DELPHI has followed suit, and
the results are great.

Instead of uploading the file(s) to your
workspace and then submitting it/them to
the database (as was the previous proce-
dure), you can now type “SUB” at your
workspace or any database section, then
follow the various prompts to not only
submit the file, but also the list of key-
words, the description and download
names. Some additional bonuses have
been implemented such as batch uploads
for file groups, and the ability to edit the
contents until the submission is complete.

Perhaps the most attractive feature is
that you can do your upload process in
pieces, and the system will keep the en-
try “in holding” until you are ready to
submit it for inclusion in the databases.
If you have the files uploaded but aren’t
sure of what to put in the description, you
can hold off on that part until you are
ready (or vice versa).

When you type “SUB” you will be
prompted as to whether you want to use
the new method or the old method, the
latter of which requires that you have the
files already in place in your workspace.
If you pick the new method, you’ll see an
indicator that your billing has been shut
off while you go about your business.

As we've noted, the most popular fea-
ture of any SIG is the ability to download
files. If you have any files that you've ac-
quired or written that are in the public
domain, please take the time to upload
them to the ST SIG. Your fellow DELPHI
users will be happier for it!

Well, I see that our time is up for this
month. Next issue, we'll tell you how you
can use DELPHI to make travel plans.

Till next month, C U online.
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The program described here is availa-
ble on this month’s STLOG disk, in the
databases of the STLOG ST users’ group
on DELPHI, and on BBSs and other on-
line services throughout the country. Be-
cause this program is “shareware)”
anyone who enjoys it should send the re-
quested donation to the author.

When I bought my Atari 520ST, I also
purchased two pieces of software to get
me started: a Pascal package and a graph-
ics program. I bought the former because
I needed to write some programs to
replace those I had used with my old com-
puter. I bought the latter because I was
knocked out by the graphics capabilities
of the ST. Two and a half years later, I am
still intrigued with the ST’s superior
graphics power.

These graphics capabilities apparent-
ly also impressed David A. Pollette to the
extent that he sat down and created this
month’s featured shareware program,
Guess-A-Sketch, which combines the ele-
ments of a graphics program and a word
game.

Guess-A-Sketch is designed to be played
by two teams of two players each. The ob-
ject of the game is to draw a picture
representing a given word in such a way
as to get a teammate to guess the word
within the allotted 60 seconds. This is a
difficult task, one that requires imagina-
tion and a quick drawing hand.

The opening screen requires each play-
er to input his/her initials so that the com-
puter can address each participant

BY GEORGE L. SMYTH

individually. A choice of word files is then
presented. The game includes one word
file; others may be created by the Guess-
A-Sketch word file editor, which is availa-
ble to those who send in their $10 regis-
tration fee.

Three different-sized game boards are
available, one with 39 spaces for first-time
players, one with 63 spaces for average
players and one with 71 spaces for dedi-
cated players.

The first time the game is played, it may
be a good idea to use the practice mode,
which allows game play without scoring.
This mode is especially helpful if more
than one player is new to the game.

The program then rolls the dice to de-
termine which team will begin. One play-
er from this team is identified as the artist
and his teammate as the guesser. The per-
son designated to guess then turns his/her
head while the other clicks the mouse but-
ton. A word from each of the five topics
is then displayed, one of which is chosen
by the computer as the target word. The
topics are labeled “person, place or
animal,” “object,” “action,” “difficult” and
“miscellaneous” After ringing the bell
and flashing the word eight times, the
screen changes to a drawing board. At this
time the guesser can face the screen and
watch his teammate attempt to draw a pic-
ture suggestive of the word.

The individual drawing the picture has
several tools to aid him. Besides having
a pen with which to draw, the brush size
can be changed, a straight line option is
available, and the color of the pen may

be altered. A fill option is also offered to
speed the drawing process.

The lower left corner contains the out-
lined drawings of an ear, a pair of scis-
sors and a plus sign. Clicking the right
mouse button while pointing to one of
these three areas brings up a large icon
that indicates respectively, “sounds like,”
“cut” and “add.” This is the level of play
where imagination becomes important. A
representation of the word can be drawn,
portions of the word can be drawn, or its
meaning can be altered and modified, as
in the game Charade.

The upper-right corner of the screen
contains the player’s nemesis, the
timekeeper. Starting at 60, it counts down,
second by second, to zero. If the word is
guessed before the minute has been
counted, a key must be pressed to indi-
cate success.

If the word is correctly identified, the
computer rolls the dice to indicate how
many spaces the team’s token will be ad-
vanced. The successful team retains con-
trol of the mouse with the team members
swapping draw/guess duties. If the team
is not able to guess the word, control of
the mouse is turned over to the opposing
team. The winner is the first team to land
exactly on the final space. This means that
a team that is far behind still has a chance
to catch up if their opponents run into
bad luck with the dice.

An interesting feature of the game is
the option to redraw the graphic that was
created for the last word. Another nice
feature is the status display. When “(S) =
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STATUS?” is visible at the bottom of the
screen, choosing this option displays the
number of the team that’s winning, how
many spaces ahead they are and the num-
ber of times each person has had control
of the mouse.

Documentation that includes a full ex-
planation of game play as well as regis-
tration information is included. The text
also includes suggestions regarding eti-
quette of play, which one may or may not
decide to follow.

I hope that this program proves to be
as much fun for your group as it was for
ours. And please support the hard-
working shareware programmers by send-
ing them your contribution. .

Three different-sized game
boards are available, one with
39 spaces for first=time
players, one with 63
spaces for average players

George L. Smyth has a degree in psychology

and one with 71 spaces for from West Virginia University and is current-
dedicated players. ly employed as a programmer. He is the author
of a series of tutorials on programming in

FORTH.
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BY CHARLES F. JOHNSON

n the last installment, we cul
off the discussion of the example
program jusl at the point where we
had constructed a source and des-
tination filename for our copy oper-
ation. (The source code for the
example program was printed in the
May ’89 issue.) This month we’ll
continue where we left off, at the

lines of code which read:

noveq #o, ds Search for normal files

i
lea source, ad i Address of source filenamne
hsp fsfirst i Search for it
bheq.s get_free

Remember that the source file-
name is stored at a location in the
program labeled as source, and the

destination filename is stored at dest.
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N Searching for a (ile

ow we're going to make sure that the
file chosen by the user of our program
actually exists, and also get some other
important information about it by using
the GEMDOS Ffirst call (function num-
ber $4E). Fsfirst is a useful call; it returns
just about every piece of pertinent data
about a particular file, including its crea-
tion time and date, its size and its name.

But you say, “Wait, we already know the
name of this file!” In the case of our cur-
rent example program, this is true; but
one of the real strengths of the Fsfirst call
is that it can use the wildcard characters
“*”and “?” to search for all the files in
a given directory that match the specifi-
cation. In a future column we’ll be using
the Fsfirst call (and its companion, Fsnext)
to read a disk directory, but that, as I said,
is for the future.

Getting back to our example program,
we've set up a subroutine called fsfirst,
which expects to be passed two
parameters: the address of the file specifi-
cation for which to search (which can con-
tain the wildcard characters “*” and “?”)
and the search attribute. (Notice that the
first “f” is not capitalized in the name of
our subroutine, as it is in the name of the
GEMDOS call.)

Before we use Fsfirst, we'll need to tell
GEMDOS where to store all the informa-
tion that will be returned from the call.
The way to do this is with another GEM-
DOS call, Fsetdta (function number
$1A)—and this is the first thing our fsfirst
subroutine does. Fsetdta must be passed
two parameters: the address of a 44-byte
buffer (called the DTA, or disk transfer ad-
dress buffer), which will be used to store
the information returned from the Fsfirst
call, and the function number $1A. In the
example program, the DTA buffer is given
the label dta.

When we call our fsfirst subroutine, the
address of the file search specification is
passed in register a5, and the search at-
tribute is passed in d5. These registers will
have remained intact throughout the
Fsetdta call, since trap #1 preserves a3-a6
and d3-d7. The search attribute word speci-
fies the parameters shown in Figure 1.

To specify different search attributes,
you simply set the bits for the attributes
you wish to use. An alternative method is
to add together the amounts in the
“Value” column for the attributes you
wish to use. The example program uses
a search attribute of zero, which means
we're only going to search for an ordinary
file which is not write-protected.

After the Fsfirst call, dO will be set to

zero if a file matching the search specifi-
cation was found. If the search failed, or
some other error occurred, d0 will con-
tain a negative number. So, after perform-
ing the GEMDOS Fsfirst call, our sub-
routine uses the #st.l instruction to set the
N (negative) and Z (zero) flags in the con-
dition code register according to the con-
tents of d0, then returns with the usual rts.

Note that rts does not affect the condi-
tion codes, so when we return from the
JSfirst subroutine we can simply beg
(branch if equal to zero) to the code that
follows. If the Z flag was not set, we print
an error message and branch to our exit
routine, labeled byebye.

If the Z flag was set upon returning
from Fsfirst, we found a file that matches
the search specification, and the DTA
buffer contains all of this file’s vital statis-
tics, as shown in Figure 2.

Is there enough memory?

The next thing we need to do is find
out whether the machine our program is
running on has enough free RAM to read
the entire source file into memory all at
once. Our file copying program is
designed to do its reading and writing in
one pass; if there isn’t enough memory
to read in the whole source file at once,
the example program just refuses to go
any further. Come to think of it, there’s
a good project for the more adventurous
and self-motivated among you—
modifying the example program to copy
a file of any size. The program would have
to read and write the file in several pass-
es. Any takers?

To find out whether there’s enough
memory for the copy operation to take
place, we'll use yet another GEMDOS call:

of the ist inslruclion

when |es|'in

the much-feared and dreaded (and right-
ly so, as we'll explain in a moment) Mal-
loc call.

Malloc (function number $48) is one of
the most important calls in the GEMDOS
library. It provides a way for ST applica-
tions to allocate memory that is protect-
ed from use by other applications. (Its
companion/opposite call, Mfree, is dis-
cussed below.) Malloc expects to be passed
only one parameter, a longword contain-
ing the number of bytes you wish to allo-
cate. When you return from Malloc, dO
contains the starting address of the block
of reserved memory, or zero if the amount
of memory requested exceeds the amount
available.

However, if you pass a parameter of —1
(instead of a reserve amount) to Malloc,
the call returns the size of the largest free
block of memory in d0. The example pro-
gram uses this version of Malloc, then
compares the result with the size of the
source file, which is contained in dta + 30.
If the size of free memory is smaller than
the size of the source file, the blo (branch
if lower than) instruction takes us to
no__memory, which prints a message tell-
ing the poor user that he doesn’t have
enough memory to copy the file, and
exits.

If there’s enough free memory to load
the entire source file, we use the Malloc
call again. Since the size of the source file
is contained in dta+26 (after the Fsfirst
call, remember?), we can use the follow-
ing code to reserve the memory we need:

nove.l dta+26, -(sp)
Move 1548, - (sp)
trap #l

addq 6, s5p

If dO is not zero after this call, we
branch over the code labeled no__memory

rm
sryong’’ 1o

g results

from a file read or write call, because
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and continue on with our program. It’s
highly unlikely that this Malloc will fail—
after all, we just used Malloc(—1) to deter-
mine that enough free memory existed—
but better safe than sorry (an obnoxious
truism that often holds very true in com-
puter programming).

The trouble with Halloe

Now it’s time for a short digression
from our example program to discuss the
problems with the GEMDOS Malloc call,
mentioned briefly above. In the original
ROM TOS (Version 1.0) and the newer
TOS that was shipped with the Mega ST
(Version 1.2), the GEMDOS Malloc call
suffers from a particularly nasty bug. If
an application calls Malloc more than a
certain number of times (without using
a corresponding number of Mfree calls),
the ST gets confused.

If your application exceeds the critical
number (which is usually somewhere
around 40), strange things will start to
happen. You may get spurious “out of
memory” errors, files may refuse to load,
and eventually you'll crash or lock up. The
interval before the actual crash, however,
is very dangerous indeed. If you try to
write data to a disk when the system is in
this confused state, that disk will almost
certainly be corrupted beyond repair. The
only solution when these symptoms start
to appear is to immediately reboot your
computer; once things get messed up in
this way, they stay messed up.

The reason for this disastrous bug?
GEMDOS maintains a list of all the blocks
of memory allocated with Malloc, and
when an application uses Malloc to
reserve memory, another entry is simply
added to the end of the current list. Un-
fortunately, the buffer that holds the list
of Mallocs is of a fixed size,and GEMDOS
does not check to see if it’s already at the
end when it adds a new entry. When the
critical number is exceeded, new entries
will actually write over other important
GEMDOS data structures, wreaking havoc
with the ST’s file- and memory-
management systems. (By the way, the Mal-
loc bug is caused by the same problem
which is responsible for the ST’s well-
known “40 folder” bug.)

Advance word has it that the new TOS
1.4, which will soon be released by Atari,
fixes the Malloc bug and the 40-folder bug,
by allowing true dynamic sizing of the
memory allocation list. In the meantime,
I recommend that you try to get a copy
of Atari’s FOLDRXXX.PRG, a program
which runs from the AUTO folder and al-
leviates the problem by expanding the

fixed memory list buffer to any size you
specify. This program is available from
Atari, or on many of the popular infor-
mation services such as DELPHI, GEnie
and CompuServe. If you're using a hard
drive, this program is a necessity.

Luckily, since our example program
uses only one Malloc call, it will not run
into the Malloc bug. But if you ever write
a program that needs to allocate memory
in several chunks, you’ll need to be aware
of these potential problems.

Back in the saddle again

Okay, back to the example program. Af-
ter successfully allocating a block of
memory to read in the source file, we
store the starting address of this memory
in the variable copy__buffer, with the in-
struction:

move.l d8, copy_buffer

We then print a message to let the user
know his computer is going to be busy for
a little while, and attempt to open the
source file in “read only” mode. (The
GEMDOS Fopen call was discussed in the
January '89 Assembly Line.) We've written
a subroutine called open__file that does
this; the subroutine is passed the mode
in d0 and the address of the null-
terminated filename in a0. Before return-
ing, it uses the tst.l instruction to set the
condition: codes based on the results of
the Fopen call. If the N flag is set, we use
the bmi instruction to branch to the label
bad__open, which prints an error message
and branches to the exit code at
outta__here. Otherwise, we save the file
handle with the instruction:

nmove dfd, handle

Now (at last!) we're ready to start copy-
ing the selected file. The first thing we’ll
do is read in the entire source file, stor-
ing it in our allocated block of memory.
To do this, we'll use the GEMDOS Fread
call (function number $3F). Like the Fopen
call, Fread was discussed in the January 89
Assembly Line. Our subroutine, called
read__file, expects to be passed two
parameters: the number of bytes to read
in d0, and the address of the buffer into
which to read it in 0. The example pro-
gram calls the read__file subroutine with
the following code:

nove.l dta+26, do
move.l copy_buffer, al
bsr read_file

The size of the source file is still con-
tained in the DTA buffer, as returned

from the Fsfirst call. So we just move the
contents of dta+ 26 to d0 and the contents
of copy__buffer (which holds the longword
address of our allocated memory) to a0.
Upon returning from the read_file
subroutine, d0 contains either a negative
number (an error message) or the num-
ber of bytes successfully read from the file.
Our program moves this value to d7 tem-
porarily, while it closes the file. This is
necessary because the Felose call alters d0.
Then, after closing the file, we test d7 to
see if an error occurred during Fread. If
d7 contains a negative number we branch
to the label bad__read, which prints an er-
ror message and branches to the exit
code.

The moment you've heen waiting for (almost)

At long last, were coming to the
payoff—the point where we can actually
write the destination file and complete
our copy program. But first (you knew
there had to be one more delay, didn't
you?), we have to discuss yet another bug
in yet another GEMDOS call.

Up until now, all the GEMDOS file-
handling calls that Assembly Line has dis-
cussed were the ones that deal with
manipulating files that already exist. To
create a new file, we'll use the GEMDOS
Fereate call (function number $3C). Unfor-
tunately, there’s a small but pesky bug in
Fereate, which causes it to sometimes cre-
ate duplicate files (files with the same
name), if the filename you're trying to cre-
ate already exists. Fereate is supposed to
first delete the existing file when this oc-
curs, but for some reason this doesn’t al-
ways happen.

Therefore, before creating a new file
under GEMDOS, it’s a good idea to first
explicitly delete any existing file with the
same name. To do this, we use the Fdelete
call (function number $41). Fdelete is
passed only two parameters: the null-
terminated filename you wish to delete
and the function number itself. In the ex-
ample program, we pass the address of
the destination filename, located at dest.
It doesn’t matter if the file we're trying to
delete doesn’t already exist, so we ignore
any errors from the Fdelete call.

The act of creation

Now we can create our destination file.
The GEMDOS Fereate call takes three
parameters. First is the attribute word,
which has the same format as the attrib-
ute word specified for the Fsfirst call,
described above. By specifying different
attributes, you can create subdirectories
and “hidden” files with the Fcreate call.
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Our example program uses zero for the
attribute, which means that the file we cre-
ate will be a normal, read/write file.

The second parameter passed to Fere-
ate is the longword address of the null-
terminated name for the newly-created
file, and the third parameter is the func-
tion number itself. As with all of our file-
handling calls, we've written a subroutine
to handle Fereate, called create__file. The at-
tribute word is passed to create__file in d0
and the address of the filename in «0.

Fereate returns either a valid file handle
in d0 or a negative error number. If we
return from create__file with the N flag set,
we branch to the label bad__create, which,
as usual, prints an error message and ex-
its. Otherwise, we save the file handle in
handle and proceed to write the destina-
tion file.

The usage of the GEMDOS Fuwrite call
(function number $40) is identical to the
Fread call. The only difference is the func-
tion number. The subroutine write__file
handles the Fread call in our example pro-
gram; it is passed the number of bytes to
write in d0 and the address of the buffer
from which to write in a0. The code in
our example program is very similar to
the code used to read a file:

nove.l dta+26, d@
move.l copy_buffer, ab
bsr write_file

Upon returning from write__file, d0 will
contain either the number of bytes writ-
ten without error or a negative error code.
Just as with the read__file call, we move the
result temporarily to d7 while we close the
open file. Then we use tst.l d7 to see if an
error occurred during the writing of the
data, and branch to the appropriate error-
handling code if necessary.

It is important to use the “long” form
of the tst instruction when testing the
results from a file read or write call, be-
cause the number of bytes read or writ-
ten can easily exceed a word value. If the
amount is larger than 32,767, a tstw in-
struction will see it, erroneously, as a
negative number.

Our example program doesn’t handle
one possible error that could occur while
writing to a disk: running out of space on
the disk. If this happens, GEMDOS does
not report any error to you. It’s up to you
to make sure that the number of bytes
that were actually written is the same as
the number you wanted to write. After
checking for errors, you should compare
the value returned from Fuwrite with the
number of bytes you tried to write. If they
are not equal, chances are that you ran
out of room on the destination disk. In

which case you should use Fdelete to de-
lete the resulting partial file and let the
user know that there’s no more room on
the disk.

Give back the memory!

When we're all finished with the copy
operation, we still need to tie up one
loose end before we exit the program. We
have to give back to the system the
memory we allocated with Malloc. The way
to do this is with Malloc’'s companion call,
Mfree. Mfree takes two parameters: the
longword address of the allocated
memory you wish to free, and the func-
tion number, $49. The memory address
must be the same as the value returned
from Malloc. You can’t Mfree memory that
wasn’t first allocated.

After the example program calls Mfree,
we print a message asking the user to hit
a key. When helshe does, we exit the pro-
gram by calling the GEMDOS Plerm0
function.

Sl 1o do

Our example file-copying program is
not perfect, by any means. For one thing,
it assumes that you aren’t trying to copy
a file to the same disk (or subdirectory).
Therefore, it’s useless on a single-drive sys-
tem, unless you use a RAMdisk to hold
temporary files. You might try modifying
the example program to prompt for a
disk swap after reading the destination
file. (Hint: The needed subroutines to do

everything you need to do are already in
the program.) Another good idea might
be to allow retries after disk errors. Or to
allow the user to make multiple copies
without rereading the source file. The file
handling subroutines in the example pro-
gram will be useful in future examples,
so be sure to save a copy of the source
code. :
Next time, we'll see how to modify our
file-copying program to search a directo-
ry for files that match a “wildcard” specifi-
cation, and introduce the concept of
GEM alert boxes. Till then, code away! =

Charles E _Johnson, by using some as yet un-
discovered laws of nature, has managed to find
the time to be both a professional musician and
a professional programmer. In his musical
career, he has played with such artists as Chica-
go, George Duke, Al Jarreau and Stanley
Clarke. His programming accomplishments in-
clude Mouse-Ka-Mania, Desk Manager,
ARC Shell and, along with his partner, John
Eidsvoog, G + Plus and MultiDesk. He and
John are the owners of CodeHead software.

Bit Value

0 $00
$01
$02
$04
$08
$10
$20

Return subdirectories.

(- NS L

Figure 1: ATTRIBUTE WORD

Return files which have normal read/write access.
Return files which are write-protected.

Return "'hidden’’ files (not visible on the desktop).
Return 'system’’ files (not visible on the desktop).
Return the volume name of a disk.

File hasbeen writtento and closed (also known as the ‘‘archive’’ bit).

Offset

0-20

21 File attribute.
22-23
24-25
26-29
30-43

Figure 2: DTA BUFFER STRUCTURE

Reserved for internal use by GEMDOS.

Time of file creation (in standard GEMDOS format).
Date of file creation (in standard GEMDOS format).
Size of file, in bytes (longword).

Filename (8-character name, 3-character extension).
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(from page 34)

switches and a dial. The dial is used in
conjunction with the third switch and al-
lows you to either fade the computer im-
age on top of the video image or select
between the two: one or the other or a
ghostly half-and-half image in between.
Switch one turns the Genlock on and off.
Switch two allows you to flip between
color and monochrome monitors (or tog-
gling it quickly to mono and back will
reset the computer). Switch three turns
“keying” on and off, which effects how the
dial operates.

Genlocked output can be either com-
posite video or to an SC1224. The com-
posite output, which works even with the
Genlock off, seems to be at least as good
as that provided by Practical Solutions’
VideoKey. It videotapes nicely and looks
good on a TV. The Genlocked output to
the ST’s own RGB monitor is both better
and worse than the composite output. It’s
better because the clarity and sharpness
of the RGB output surpasses that of the
composite output. It’s worse because the
overall image is darker, less vibrant, and,
because of the combination of multiple
video signals, there’s a slight quiver to the
screen.

There are some hardware limitations.
First, the Genlock does not work in
monochrome because the ST’s high reso-
lution runs at 70 Hz, and composite video
is 60 Hz, meaning the timing is incom-
patible. Second, this Genlock does not
feature “overscanning;” which means mak-
ing the computer image fill the entire
screen. The video image fills the entire
screen, but the ST image stops at the
screen borders. If you make the back-
ground color black, the borders become
black, and the video image gets “boxed
in” as well, somewhat solving that
problem.

The third and most serious limitation
is that the current model of the Genlock
can only be used on a Mega ST, because
the board contains a fan to keep the
board from overheating and to prevent
heat buildup inside the Mega and sits so
high it could not fit in the less roomy
cases of 520s and 1040s. Also, the small
box with the monitor and other connec-
tors hangs out of the processor bus access
panel on the back of the Megas, an open-
ing which does not exist on the 520 or
1040. JRI is testing a 520 and 1040 Gen-
lock board, but at this point cannot
guarantee if and when it will be available.

Problems? Few, all things considered.
I've had no trouble Genlocking with any
TV signal. The only trouble I had with
Genlocking on the output from a VCR

was with a few tapes that T suspect have
copy protection on them. My tape of
2001: A Space Odyssey produced a noticea-
ble horizontal band of distortion on the
Genlocked picture. The JRI Genlock
manual warns about this.

Another small hitch appears when I try
Genlocking on top of the composite out-
put of my other ST. The Genlocked screen
didn’t seem to synch up properly, and
would be vertically out of position many
times. Interestingly, just plugging and un-
plugging the interconnecting video cable
causes the vertical position to change, and
with a few tries I can usually get them in
synch. I'd guess this kind of problem can
be corrected with a simple signal-
synching box as used by TV stations,
video-editing facilities, and even high
school audio-visual classes.

The color/mono selection switch on the
Genlock’s remote control is neat, because
with it you could plug an RGB monitor
into the Genlock port and a monochrome
monitor into the standard ST monitor
port and toggle between them using that
switch. This would eliminate the need for
a switchbox, so I at first stowed my Moni-
tor Master in the closet. I later realized
that while this works, when the RGB mo-
nitor is plugged into the Genlock output
jack, the brightness of the output is low-
er that usual, and the intensity of the
colors is not as bright. This is noticeable
on my old 1985 SC1224 made by Panason-
ic for Atari, this particular run of moni-
tors can produce a much brighter screen
than all later models, and is considered
by most ST enthusiasts to be the best RGB
Atari ever sold, and would be even more
evident on the dimmer screens of later
SC1224s.

While this was fine when using the
Genlock, I didn’t like it for my other work,
so I dragged out my Monitor Master
again, hooked both monitors back to it,
and plugged it into the Genlock’s stan-
dard monitor out jack. I plug it into the
other port only when I want to use the
Genlock features. What we need is a
switchbox which let’s you select between
two monitors and two different monitor
ports! Interestingly, if you have a
colormono switchbox hooked up with a
Genlock, toggling the switch on the
switchbox itself will just cause the screen
to go bananas, not reboot and switch reso-
lutions. To switch monitors in this fashion
you have to toggle the switches on both
the switchbox and the Genlock!

The uses for a device like this are so
numerous as to defy listing, covering ap-
plications from tinkering to profession-

al output. You could make a cartoon
character interact with real actors, su-
perimpose titles over video, or even just
get silly and doodle over your least
favorite TV show.

If you are interested in the JRI Genlock,
you can get more information by contact-
ing them at JRI, PO. Box 5277, Pittsburg,
CA 94565; 415-458-9577. It’s best to call
before 1p.m. PST.

The sum of its parts

Any one of the products or techniques
described above can be useful in jazzing
up the graphics on your ST. Using two or
more of them in combination can yield
even more impressive results. The ST’s
graphics may not be able to compete
head-to-head with those of a graphics
workstation, but as you can see, the ST is
not lacking in useful and powerful tools.
Take those tools, add a little talent and im-
agination, and you may find that the com-
bination will produce results you hadn’t
thought possible on an ST.a

* . THDw |

Blissfully ignorant of the realities of time and
space and plain old common sense, Maurice
Molyneaux hopes someone will someday dis-
cover “retroactive reincarnation” so that when
he dies he can come back in a previous life as
animation director Chuck Jones. His greatest
Sear would be to come back as Wile E. Coyote,
and in the process have to learn some humility.

Finally....an advanced ST book that
doesn’t require a knowledge of pro-
gramming. Ralph C. Turner’'s 159-
page Arzar ST Book begins wherte
your owner's manual leaves off.
“Arguably the best ST users’ guide
to date.” (S7a/¢ magazine, May
1989). $16.95 + $2.00
Check. money
order, Visa/Mas-
terCard. Index
Legalis Puolishing
Co., | RGO Box
1822-37, Fairfield.
LA 52556.  Tel
515-472-2293.

shipping.

by Ralph C. Tumer

CIRCLE #107 ON READER SERVICE CARD.
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THE COMPUK
CONNECTION

Involving Young Children in ST Graphics Design

Note: Due to the large size of the program
associated with this article, it is available only
on this month's disk or in the databases of the
STLOG ST user’s group on DELPHI.

No matter where or in which culture
they live, little children begin to scribble.
The scribbles may seem formless and pur-
poseless to adults, but the activity is pur-
poseful to the child. In scribbling, there
is a pattern to the placement of the scrib-
bles and to the directions of the strokes.
According to Rhoda Kellogg, a leading
authority on children’s art, there is a cer-
tain sequence in the development of
drawing skills that is followed by all chil-
dren. After experimenting with scribbling
for some time, eventually the child begins
to draw shapes, and, after that, outlines
around the shapes. Soon after that comes
the first attempt at what adults would con-
sider representational art—drawings that
depict a form that the adult perceives as
an actual house or person or tree, etc.
While children of the '80s still use crayons
and paper to draw, they are also taking
advantage of the powerful graphics capa-
bilities of computers like the Atari ST.
Does a small child use a computer draw-
ing program the way he uses a crayon?
Not really, according to Michael Marks,
director of Creative Discovery School in
Champaign, Illinois. Marks has been us-
ing a color 520ST in an open classroom
for several months. The computer is one
of many activities in the classroom that
the 19 preschool- and kindergarten-aged
youngsters can choose. All of the students
have had at least some experience with
the computer; about one-third of them
choose to use it on a regular basis. They
use it without any adult help; all disks are
prepared for auto-booting. Although they
work independently, they rarely work
alone. While one individual controls the
mouse, a host of on-lookers participates
in the computing experience, offering ad-
vice and commenting on progress.
Among the most popular programs are
not only games, but also a group of graph-
ics design programs I have written:
KidGrid+ (MichIron), Kidshapes (freely-
distributed) and a version of Draw It/, a
program on this month’s STLOG disk.
Drawing on the computer is “tapping
a different cognitive process, having more
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to do with math, patterns and shapes,”
says Marks. “The computer is giving them
an experience they could not get through
drawing alone. The FILL option gives
them a different appreciation and under-
standing of closed and open shapes.” The
children enjoy getting a reaction from the
computer, seeing their own actions chang-
ing what is on the screen. “They love be-
ing able to quickly edit their work. Young
children usually concentrate on outlines,
and this gives them an opportunity to ex-
periment, and it makes color and pat-
terns much more important.”

According to Marks, computer drawing
develops different skills than drawing
with a crayon. “If you can draw on a com-
puter, it doesn’'t mean you can draw on
paper, because mouse-drawing doesn’t de-
velop hand strength or proper grip, and
the indirect eye-hand coordination is
different” While this may seem to be
negative, what it means is that a computer
can be extremely helpful to children who
have limited fine motor skills.

As Kellogg found with scribbling,
Marks has observed a sequence to graph-
ics work on the computer, but the se-
quence is different. First the children
were interested in color; using KidGrid +
and Kidshapes, they would change the
colors of an existing picture. Then they
began to work with color and shape pat-
terns. In general, 