
It is the first new Commodore 64 product in
over 10 years, and it went on sale at midnight,
the day after Thanksgiving (Nov. 26) on the
QVC Shopping Network!  According to Robin
Harbron, who worked with Jeri Ellsworth on
the project, it is a joystick that contains a
miniature C64 hard-wired to play 30 games.
The QVC is calling it the Commodore 30 in 1
Classic Plug & Play Video Game.  More
simply, it is called the C64DTV.

It runs on batteries (four AA) and has
audio/visual cables that hook up to a modern TV or
VCR (or even the front inputs on a 1702 monitor)!
It's being sold for about $30 plus $5 shipping.  Not
only that, but the building which houses the QVC
shopping network was once owned by Commodore
Business Machines (CBM).  In fact, Commodore
64s were manufactured there for many years.  And
now Jeri's genius is the propelling force behind
today's newest Commodore product.  Read our
Cover Story on page 3.
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Winds of Change         (published as of 12-2-04)

As is often the case, change is inevitable.  LUCKI for us,
it generally goes both ways.  When we look around, we see
many things changing for the better, even as others seem to
be worsening.

For the Commodore Digest, this is a somber time.  This
is your next to the last issue of the DIGEST.  Sorry, but it is
time for me to "kick back" and do something else for awhile.
Nor have I found anyone who wants to edit this journal as I
do.  Apparently, all of those who have the skill, grit, and
determination to edit a publication want to do it their way
instead of mine.  Don't you hate it when that happens.  ;-)

Each club within the UCUGA association (back page)
must decide how it wants to put out a newsletter next year,
but as LUCKI president, I can tell you that all LUCKI
members who sign up for the year 2005 will receive a "free
subscription" to Earl William's terrific newsletter, The
Infinite Loop.  A lot of discussion and planning has gone
into this, and we believe that it will be a WIN-WIN situation
for everyone involved.

Meanwhile, I thank Bruce Thomas for volunteering to
edit the last Commodore Digest which I hope will be in your
hands early in the new year, if not before.  :-D  

Speaking of changes, what do you think of Jeri
Ellsworth's new efforts?  First the C1, now the C64DTV.
One can only wonder what could be next.  Certainly, one
"next" thing will be the desire of many users to see what this
new toy can really do.  Can it be connected to a keyboard
and disk drive?  Does it really have 256 video colors like the
QVC salespeople claim?  Is there any chance that it may
spark a renewal of interest in retro computing that will
excite, even expand the Commodore community?  Mean-
while, this issue contains the real story on how it got here!

I also want to recognize RETRO GAMER magazine, as
Shaun Bebbington was kind enough to send me two free issues.  I
was very impressed with the quality and size of these journals,
even the CD's that accompanied them.  So I asked Andrew
Fischer to tell us more about RETRO GAMER, how it started, and
what Commodore users can expect to get from it.

I want to give special recognition to Roger Lawhorn, my
long-time computer buddy (and father of my grandson, Chris).  In
this issue he has given us some very helpful tips for passing the
torch (of BASIC programming skills) to a new generation.  

I am reminded of Dave Moorman's Computer Adventure Club
which was introduced in the Jan/Feb 2004 DIGEST.  This is an
important topic.  I hope some of you will contribute to it
by sending me your own BASIC games and programs.
Just mail or email me your suggestions for clever and useful
programs that might be used as teaching tools for precocious kids.
They are the future, are they not?  So send me your best type-in
BASIC stuff, and I will see if we can find a good prize for the three
or four best examples that we receive.  Mail your entries to...

K. Dale Sidebottom
P. O. Box 303
New Albany  IN  47151-0303

Or email me at luckykds@iglou.com.   Send me your
program on disk or by attached email.  I will convert it to text if we
publish your short, no more than one page, "masterpiece"!    ;-)

Thank you for everything you do to support Commodore,

K. Dale Sidebottom
Publishing Editor

-----------------------------------------
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by K. Dale Sidebottom

It appears to be the first new Commodore product on the U.S.
market in the last 10 years.  For many reasons, it is widely
publicized and highly anticipated by Commodore enthusiasts
across the country.  At midnight on November 26th, QVC began
selling for the first time ever the Commodore 30 in 1 Classic Plug
& Play Video Game. I think they sold a 1000 of these in ten
minutes.  Tens of thousands the first day!

It's an exciting story, but I would like to tell you the story
behind the story.  It is often the most interesting part of any
adventure, and this one is no exception!

The C64DTV is being made and marketed by Mammoth Toys.
But the "brains of the beast" is a special chip designed by Jeri
Ellsworth.  You may best know her as the creator of  the C1 (a.k.a.
CommodoreOne) computer.  That product, too, is progressing
along quite nicely.

But the original Commodore logo and patents are owned by a
Dutch company called Tulip.  They licensed Ironstone, a British
company, to represent their Commodore interests.  Represent-
atives from Ironstone contacted Jeri, asking her to adapt her
"Commodore-on-a-chip" to fit a new product.  Although a series of
talks occurred, nothing further developed.

Except that Ironstone apparently contacted DC Studios of
Canada to renew the project.  There were more meetings with Jeri
and a tentative plan was formed.  But again, nothing solid
transpired.  In part, this may have been due the DC Studios lack of
experience in making this particular kind of product.  

For instance, Jeri was frustrated that they sent her to negotiate
prices with chip manufacturers without being able to tell her how

many they required.  Jeri was being asked to do things that were
not part of her "skill-set", like negotiating price deals.  Besides, no
one would give her a firm price without knowing how many DC
Studios would actually order.

In baseball terms, it is in the bottom of the sixth (mid-June)
and Jeri is still standing at the plate...two swings...two strikes...and
no one is on base!  It looks bad for the home team.  It looks like
nothing of Jeri's will appear on the shelves this Christmas.

Suddenly, she receives a third pitch.  This time it comes from
Mammoth Toys, a U.S. company!  And a pleasant surprise, these
guys seem to know what they're doing.  They know how to
negotiate with tech companies, and they quickly decide that they
want to manufacture 250,000 units.

So far so good, except that June is nearly gone and the chip has
to be completed by August!  Jeri is under intense pressure to finish
the chip fast or become the Mammoth Toy Grinch!!!    :-(

I don't think
we're in
Kansas

anymore,
Toto!Road

to
Hong

Kong

This Chinese factory worker is happy to be
employed on the new Commodore project.

The

Cover Story
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She worked night and day to finish the hardware design, but
she still needed software...like, yesterday!  So she shot up to
Thunder Bay in Canada and camped out on Robin Harbron's
doorstep for a week.  Together they put the final touches on the
new chip, hoping that it would be perfect.

Unfortunately, IT HAD TO BE!!!  Mammoth explained that to
make a prototype and test it would take three to four weeks.  There
was simply no time!  So they explained (perhaps not in these exact
words), "Jeri, please tell us the chip is ready.  Because, if we
manufacture this product with a flawed design, we could end up
with a quarter million pieces of crap!"  

Brimming with confidence, Jeri replied, "I think it will work."
So a quarter million chips were manufactured here in the U.S. and
then sent to Hong Kong where plans were made to begin
production.  The actual manufacture and assembly would take
place on mainland China.  The first finished pieces were sent to
Hong Kong and tested.  THEY FAILED TO WORK! 

So they called Jeri up and asked if she could determine why.
She asked them, "What is it doing?"  They replied, "It boots up
with a blue screen, prints a READY prompt and then freezes."

Well, the READY prompt proved the Commodore portion is
working well.  She just needed to find out why it wasn't jumping
from there into GAME MODE.  So Mammoth Toys sent her to
Hong Kong for a week.  She had to find the bug and plan a quick
fix.  Last, but not least, she then had to explain to the technicians
how to engineer small changes needed to correct the problem.

Meanwhile, it is the first week of October and time is running
out.  QVC, who has already agreed to market these retro-babies, is
anxious to know whether Mammoth can deliver them by
Thanksgiving (in time for Christmas sales) or not!

So in order to make sure that the problems are corrected as
quickly as possible, poor Jeri is forced to go into China for two
days to work with technicians at the factory there.  She smiled to
discover that customs in this communist country refused to let her
bring in any magazines or newspapers, but let her take in
numerous disks, which could have stored enough data to print a
Presidential Library.  Is that weird or what?

She felt just a little guilty, like maybe she was taking
advantage of the factory workers.  After all, they were working for
low wages to produce her "baby", and she worried if this was fair.
But one of the ladies she met, speaking through an interpreter,
explained that before coming to work in the factory, she worked
in the field.  Jeri understood her to say that she was earning  about
$45 a year.  After taking six months of training to learn factory
work, such as soldering, she was now earning $3000 a year!  The
employees of this factory felt her project was helping them to live

better, and they expressed to her their sincere gratitude.

Jeri also expressed her great thanks to everyone who helped
on this project, especially Robin Harbron.  I contacted him to learn
more about it.  "I had two main jobs on the DTV.  The first was
helping test and debug the hardware Jeri was designing - I would
do this by writing testing programs and also running various game
and demo software on the prototype. "

"The other was to take the 30 different games that were going
into the DTV and modify them to work properly there.  The DTV
doesn't have a disk drive or keyboard, so games that assume those
things had to be changed.  This was done by hacking the original
game binaries - we used the monitor in the VICE emulator to do a
lot of this work.  Once the games were prepared, they needed to be
fit together into a single 2 MB ROM - and then menus and a file
system were needed to make it all work together."

"Adrian Gonzalez was a huge help here, working on the
project for 4 or 5 weeks.  Mark Seelye and Per Olofsson also
helped prepare some games, for about a week each, while Jason
Compton wrote the instruction manual."

But many of us are wondering what else this DTV might be
able to do.   Robin would only give me a few tantalizing hints.
"Because some members of the Commodore community were
involved, and were given a bit of freedom by the employers, we
put a few neat extras in - there's a secret way to get into some
hidden games, and even access BASIC!  There's also the means
for someone handy with a soldering iron and a little bit of
electronics knowledge to take apart their DTV and attach a PS/2
(IBM style) keyboard and a Commodore compatible disk drive.
These things are just "bonuses" - they're not the main thrust of the
product and they're not guaranteed or anything.  But I'm thankful
that they're possible!"  [While 256 colors are also possible, the
DTV only uses the original 16.  Still, the video signal appears much
sharper than normal "vintage" video.  Editor's Note]

Meanwhile, the C1 project is also beginning to
produce results.  It will now boot up as a Commodore 64.  All
Commodore drives are accessible.  It is supposed to be able to run
GEOS, though there are rumors of a bug that needs to be tracked
down and dealt with.  There may also be issues with the sound.
The great thing is that it runs most Commodore programs.

I look forward to being able run the C1 with a 65816 chip at 20
mhz. I hope to buy one at the World of Commodore Expo in
Toronto, Canada, the first weekend in December.  Needless to
say, Jeri has been laboring to achieve a "Commodore on a chip"
for many years.  We hope her work will lay the foundation for an
excitingly New World of Commodore!                      

 ---K.D.S.---

Cover Story
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by Jane M. Voskamp - Jones

Setting The GEOS Clock
{continued from July/August Digest}
This issue, we continue our look at the
many different ways of setting the GEOS
deskTop clock.

Let Me Count The Ways {Part 2}

AutoClock v1.2 :   by Rick Koch from
the PD.  This Auto-Exec 40/80 column
program lets you set the system time at
boot up {seems every man and his dog has
written one of these doesn't it !}.  A Dialog
Box {DBox} is displayed where you can
enter the correct date in  MM/DD/YY
format and the time in  HH:MM  AM/PM
12 hour format.

In 80 columns the DBox was displayed on
the left side of the screen.  To exit the
routine, you must press RETURN, so you
might as well have put the correct date
there while you were at it.

AutoDate v1.1 :   by Rick Koch from the
PD.  Another Auto-Exec 40/80 column
program, but it's a little different !  This
program will check the Calendar {from
DeskPak Plus} and it's created file Date
Book at boot up if they are on your disk.

When I tried it, the program seemed to
know that I wasn't booting, so I can only
assume that it was checking the memory
flag location firstBoot 35013 $88C5 to
check that DeskTop has been run.  {**}
For more information on firstBoot refer to
the section on `Auto-Exec Files' in `The
World of GEOS HandBook III'.  This
program is a good concept, but I didn't
actually go as far as putting it on my Boot
disk to see what happened, but you might
want to take a look at it for yourself. 

Time Setter v1.2 :   by Jason Hoos
from the PD.  This Auto-Exec 40 column
program will display a DBox where you
must enter the new date at cursor, as per
the example, in  MM/DD/YY  format,
then press RETURN to leave this DBox.

Another DBox for the time is then
displayed.  Enter the time at cursor, as per
the example, in  HH:MM AP  format, and
press RETURN to exit it.  The next time
that DeskTop updates the clock will be
changed to the new information.

Although that wouldn't matter during
booting now would it, as it would just
continue the booting process, and get
there when it gets there, right !

AUTOTIME v1.5 :   by Rick Koch from
the PD.  Another Auto-Exec 40/80 column
program lets you set the system time at
boot up.  DBoxes are displayed where you
can enter the correct date in  MM/DD/YY
format and the time in  HH:MM AM/PM
12 hour format.  This program is actually a

modified version of AutoClock v1.2 {see
above}, by Rick Koch {modification in
Germany by Air's}, and it now saves the
current date and time to itself, so that it
tracks real-time.  It ain't half bad now.

QUICK DATER :   by LARRY from the
PD.  This Auto-Exec 40 column program is
aimed only at setting the date during boot
up.  A DBox is displayed where you enter
the date, as per the example, in
MM/DD/YY  format using leading zeros
when applicable.  Press RETURN to exit
and continue booting, or click on the
CANCEL gadget to quit.

ANALOG-CLOCK v1.0 :   by Douglas
S. Curtis from the PD.  This Desk
Accessory 40 column program was a real
waste of effort.  It simply displays the
current time in analog format - in a really
weany {tiny} round-face clock that is so
miniscule and very hard to read - duh.
Click on the clock face to exit.  Woopee.
Sorry, I wasn't impressed with this one.

EggTimer :   by Nathan
Fiedler from the Utilities
2.0 64/128 disk {was
available commercially on
GeoCanvas 64 / 128 disks...
now I believe Nate has released these
wonderful programs to the Public Domain}.
For a slightly different slant on the time
topic, this Desk Accessory 40/80 column
program gives you a count down for GEOS
which is not available anywhere else.  The
EggTimer is easy to set, and creates an
obvious noise upon timing out.

Auto Setting The GEOS Clock

We can't finish our look at the setting of
the clock in GEOS, without looking at the
ones which will automatically set the date
and time for you on boot up.

Trailing Edge
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SmartMOUSE :  from Creative Micro
Designs USA {I previously reviewed this
in Commodore Network Magazine June
1995 issue, and also in the GEOS
UnPlugged I  HandBook}.  The Smart-
MOUSE {SM} is not just a fancy three
buttoned ultra speedy mouse, it comes
equipped with a built-in battery-backed
Real-Time Clock {RTC}.  The RTC gives
GEOS users the chance to have the time
and date clock set automatically during boot
up.  The mouse drivers, SmartMouse64 and
SmartMouse128, along with AutoSmart-
Time, the Auto-Exec RTC 40/80 column
program, are written by Maurice Randall
{of Wheels and geoMorph fame}.

The RTC can be set from BASIC by
running the 40/80 column 64/128 program
provided, or it can be set direct from GEOS
after setting the clock from DeskTop.  To
set the RTC from deskTop, first set your
clock, then run AutoSmartTime and a
DBox is displayed with three gadgets,
Update GEOS, Update SmartMOUSE, or
EXIT. {Not shown to scale}

Click on Update GEOS, or click on Update
SM, and it is done.  Click on Exit to get
back to deskTop.  When Auto-Exec during
Booting, the program simply displays a
DBox letting you know that the RTC has
been read.

Once in GEOS, simply install the
SmartMouse128 {or 64} driver in the
normal manner.  Next, place the Auto-
Exec program on your Boot disk after
Configure, along with the new driver, to
have it all activate the very next time on
Boot up.  The SmartMouse is available
DIRECT from Creative Micro Designs
USA.  Creative Micro Designs Inc  PO Box
646 East Longmeadow  MA  01028  USA.
Check with Distributors of CMD Products

for pricing and shipping details.  Allow for
conversion rates and bank charges.

BBRTC :   from Performance
Peripherals Inc {I previously reviewed
this in Commodore Network Magazine
September 1995 Issue, and also in the
HandBook GEOS UnPlugged II}. The
BBRTC {Battery-Backed Real-Time
Clock} is a small neat little device that
plugs straight into Port 2.  The first of the
software provided is a BASIC program
that you must use  'STARTBBRTCV1.0'  in
64 mode, to enable the correct set-up
procedures, and it must be used on
INITIAL use of the BBRTC to activate it.
When you RUN it, the program displays
PPI 1993...`The BBRTC has been started'.

Next, you can set the BBRTC time from
GEOS, or by running the BASIC 64 mode
programs SETBBRTC.V1.0, and READ
BBRTC.V1.0 and following the prompts.
The GEOS programs provided are
BBRTCtoGEOS, a 40 column Auto-Exec
utility to retrieve the date and time from
the RTC, and GEOStoBBRTC, a 40 column
Application program to let you alter it from
GEOS, if need be, and it reads from the
DeskTop clock.  You transfer these two
programs to your Boot disk, somewhere
after your Configure file.

A nifty device to be sure, but the CMD
SmartMOUSE RTC by far overshadows
the BBRTC  offering in actual  practice
and  use, plus  it's  a  mouse!

In all fairness, if you have a CMD Smart-
Mouse, you don't need the BBRTC.  But if
you already have a mouse, and you don't
want another, and you don't mind booting
only in 40 columns {read that as slower
than 80 columns}, then the BBRTC could
be for you.

The BBRTC was distributed
DIRECT from Performance
Peripherals Inc, although
what it's current staus is now,
we   can   only   guess   at.
{Performance Peripherals
Inc  5 Upper Loudon Road
Loudonville        NY      12211 

USA, or  Performance Peripherals Europe
viz Michael Renz  Holzweg 12  53332
Bornheim  GERMANY}.  Check with
Distributors of PPI Products for pricing and
shipping details.  Allow for conversion
rates and bank charges.

Where to from Here

I hope you enjoyed this wander through the
time zone.  Next issue we start  looking at
third party programs to assist you in
changing existing fonts in a geoWrite text
file without being in geoWrite.  It can be
done with our stock standard equipment..  

For future columns, I have all sorts of
things in store for you: from geoWrite
tools, to viewing and printing fonts, editing
and creating fonts,  viewing geoWrite files
without geoWrite,  manipulating geoWrite
files, power tools for GEOS, viewiing
geoPaint data files without geoPaint,
making scraps from geoPaint easier,
taking screen shots, archiving geoPaint
pictures, slideshows, converting graphic
formats, and probably more.  It sounds like
this lot could take us into the next
millenium {smile}, but at least we will
have fun going there together.

Readers Three Wishes And All
That...

There have been no further letters or
queries.  Just remember, that if you need
any answers, I may be able to help you with
your GEOSing.  Send in your comments or
great GEOS discoveries, and I will respond
when I can in this column, unless you
wish a private reply, in which case please
send a SSA{Business}E and I will write
you back.

GEOSGenie

PO Box 635  Enfield Plaza  5085  South
Australia  Internat'l Telephone  61 8 8260
4062  {12 hrs ahead of the U.S.}

{**} The World of GEOS HandBook
Series {I,  II,  III},  and the GEOS
Unplugged Series  {I,  II,  III, IV & V},  are
currently  available  from JMV Grafix.

Trailing Edge
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IN RETROSPECT
by Rolf L. Miller

Picture this: A twenty-something computer enthusiast in
the late 1970's designed a unique data base.  Rather than sell
the rights for distribution as a CP/M offering, he licensed an
obscure operating system and developed a stand-alone
software package.  Nearly every business where he
demonstrated it became a client.

Along with rights to use the program, the contract
engaged him as a consultant, paying him a monthly fee.  It
did not take long to reach a point where he would either have
to hire help or stem further growth.  He chose the latter.

The decision to pass on CP/M proved insightful as
MS-DOS, then Windows, made it obsolete.  And because
the software stood alone, the rapidly changing computer
landscape had little effect on his situation well into the
1990's.  Only the need to keep aging equipment running
presented a challenge, forcing him to evolve into a hardware
technician as well.

However, he did not foresee how the predominate
Windows environment would impact business as it relates to
the internet.  Consequently, instead of adapting the software
to Windows, he tried to modify old circuitry to meet the
need.  The results became cumbersome at best, and
customers began switching to newer systems.

Fortunately, the loss of some accounts corresponded to
phenomenal growth of others at the turn of the century.
Changing software during a period of rapid expansion is not
a good business model.  But the following economic
downturn provided opportunity.

Now it might be thought that a fifty-something fellow
steeped in decrepit technology faces a bleak job market.
Some investigation, however, discovered more than a few,
mostly small business situations still using older equipment.
Several explanations as to why suggested an opportunity for
a person schooled in both old and new technology.

Some of the reasons given for staying with older
machines also makes one wonder if a new trend is in its first
stages.  Consider for example a home-based enterprise
operated by a husband and wife.  In the room serving as an
office is a newer PC.  Next to it is an old 8088 (forerunner
to the 286) on which the wife does all the accounting.  "We
bought the PC," she explained, "to upgrade the

bookkeeping, but it took twice as long; so we went back to
the old way."

Nearly identical situations found an Apple-II churning
out ledger pages, a Commodore 128 doing spreadsheets,
and a playwright using an old Osborn running a CP/M word
processor.  In each case, attempting to switch the tasks to
newer computers proved unacceptable.  Indeed, the
Commodore user complained that the PC refused to print his
spreadsheets on one page unless he selected a hard-to-read
smaller font.

There is no doubt that some of the difficulties are due to
lack of know-how.  In other instances, though, lame
software or functionally challenged hardware is to blame.
Whatever the reason, it is interesting because a similar drift
seems evident as seen from this desk.

Over the past several years, associates with PC's
volunteered to take on a job here and there being
accomplished by the 64.  What motivated this willingness,
of course, is the belief they could do it better.  The specter of
a lighter work load overruled my impulses to contest the
matter.

To be fair, let it be said that, for the most part, the PC
work fulfilled the need.  That is, the efforts seldom required
do-overs.  And if nothing else, the endeavors provided
variety.

Recently, however, some of those jobs are coming back.
The precise reasons are uncertain.  Maybe "doing it better"
no longer matters.  Or, maybe, it has to do with recent
upgrades.

It is freely admitted that the view of computer related
subjects from this chair is skewed by unwavering allegiance
to the stock 64 processing these words.  After all, the 64
does everything asked of it, and what it produces is always
acceptable.  PC use is considered only an obligatory evil to
accommodate the masses.

Naturally, this perspective is challenged by PC-using
acquaintances as highly prejudiced, but they cannot argue
with the evidence.  No need goes unfilled, and work is
always on time.  This record spans more than two decades
and testifies to the operational efficiency of a consistently
reliable system.                                          

---R.L.M.---

Trailing Edge
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LOTS OF WHEELS

No, this is not about Maurice Randall's GEOS upgrade
called WHEELS.  It rather discusses the needlessness of
reinventing wheels.  Given the huge reservoir of utilities and
applications for the Commodore, odds are good that the
wheels wanted to get a task on the road already exist.

Consider, for example, a request which came to the desk
from another 64 user.  He asked for help in coding a
program, describing a need to process some very large text
documents obtained via the internet.  Thinking he lacked the
wherewithal, he set about to write a routine to split up the
text files on desk so he could work with them.  Fortunately,
he made a copy of the disk before trying out his effort.

Actually he did have the wherewithal.  He had just
forgotten it.  A Disk Of the Month which he acquired long
ago at a user group meeting contained exactly what he
wanted: a disk utility called SPLICE.

A similar situation involved a user who also thought he
lacked the capacity to edit jumbo text files, and this in spite
of the fact that he possessed a Ram Expansion Unit (REU).
His word processing program, instead of utilizing the REU
to increase its capacity, used it only as an additional disk
drive.  Consequently, he likewise sought a way to divide the
files into suitable segments.

The person he phoned for advice told him of a utility
called SPLIT, which also divides files on disk.  While
searching his collection of disks to see if he by chance had it,
he came across a disk labeled "Terminal Programs."  One of
them bore the name FRITZTERM.

Now it just so happens that this old 64 terminal program
automatically expands its capture buffer capacity when an
REU is detected.  Furthermore, the entire contents of the
buffer are subject to some editing functions.  This hardly
replaces a word processor, but it beats merely splitting up
files.

In the same way, rummaging through a box marked
"Discarded C= Disks" proved more than worthwhile for a
retired teacher.  During the early 1990's, she occasionally
used her 64 hooked to a TV in the classroom to illustrate
various lessons.  So, when the opportunity arose to instruct
a group of seniors, she thought to resurrect the Commodore.

by Rolf L. Miller

The initial session turned out less than satisfactory for
some with impaired eyesight, even though the display
appeared on a large-screen TV.  Turning off the lights helped
a little, but made use of a pointer ineffective.  This explains
her foray into the discard box.

When first experimenting with the Commodore in the
classroom, she tried a utility called DEMO POINTER which
displayed an arrow controlled with a joystick.  It worked
OK, but discarded it because she quickly discovered that
tapping a physical pointer proved more effective in
maintaining attention.

However, instead of finding the pointer utility, the hunt
uncovered a disk of sequential file readers.  The title that
caught her eye read "BIG PRINT."  It displays text files in
large letters.  This solved her problem.  Lights on!

---R.L.M.---

Trailing Edge
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Getting Down to BASIC(s)
by Roger Lawhorn

Many of us who lived through the home computer
revolution now have children of our own, and many of us
still show off our C64's to the younger generation.  I know I
am not alone in this.  

My son's name is Chris.   Yes, Chris has a PC.  Yes, he
loves to play PC games.  He also owns a GameCube and an
XBox.  As for myself, I own a Gameboy Advance and a
PC.  So, what do you do when you want to pass on the long
standing traditions of computer programming to your kids?
Well, you might run into a situation similar to ours.

 
I took a look at the various langauges in use today and

decided I wanted Chris to start by learning all of the
langauges that I personally did not know, so he could help
fill in the gap.  We took a look at C and JAVA.  I truly
believe that these two languages are critical today for any
kind of internet programming, and internet programming is
fast becoming a must.

 
Visual BASIC got ruled out. Have you ever seen it?  It

doesn't even look like BASIC. It looks like C with some
BASIC stuff thrown in for giggles. C got ruled out (not just
because I don't know it very well, but) because it requires
compiling and MASSIVE red-tape directives and can output
a list of errors approximately ten times the size of your
source code, and somehow, magically, you are supposed to
know which errors are `OK' to ignore.  I cannot tell you in a
family-oriented magazine what I personally think of my
experiences with C compilers.  $%!@#$%@!

 
So there we were, PC in hand and a downloaded copy of

the FULL Sun Microsystems JAVA Developers kit.  Ought
to be an easy language, right?  Nope.  The language suffers
from the same fate as all other business languages, it is
nothing more than a bastardized version of the C language.

 
Chris and I are now super frustrated, myself from the

endless illegitimate offsprings of C and Chris from trying to
learn languages that are just too hard.  How can a child learn
anything from a software suite that spans 8 CDs?  What ever
happened to the good old 8-bit days when grandmas were
writing software for the C64!  Over 20 Million C64's were
sold worldwide, turning average people into computer
programmers!  The world had not seen such a scientific

revolution before and, sadly, will probably never see it
again.

 
However, for those of you that have hung onto your old

64 equipment, take heart. There has never been such a
wonderful teaching tool available to help children learn the
basics of programming!  I have begun Chris on a regimen of
coding that has propelled his understanding of computer
basics far ahead of where the business would have him be.
If they had their way, he'd have to wait until college to even
be able to grasp the concepts of how to write a program.

  
Here are a few pointers for those who would like their

children to get a head start on computers.  There are three
basic principles that are common to all programming and all
computer langauges. They are:

    1) For-Next Loops,
    2) If-Then statements,
    3) Arrays (and Variables).
 
Any book on BASIC such as `Armchair BASIC' will

work fine.  If you teach these three basic concepts, your
children will have learned enough to handle any task, and
you can explain to them how each applies to the modern
games they see and want to imitate.

 
When you start school at age six, do they hand you an

algebra book, or do they hand you an ABC book and some
math cards?  Soooo, my advice to you is to whip out that
Commodore, get down to business, and let's start another
revolution with the next generation, giving them an
appreciation for the simpler things in life (and computer
programming).  The best teaching tool of all time is right
there in front of you!

 
There are some who do not appreciate Home-Schooling,

and yet Home-Schoolers are scoring higher than children
taught in public schools.  If you teach your children the
basics of computers with the #1 computer that created the
home computer revolution, then you are giving them an edge
that most of their classmates simply will not have.

 
---R.L.L.---

I'd like to share with you some of the programs
Chris and I worked on. Check out the sample listings
on page 10 of three simple programs we have
written.

How Commodores Are Used
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BASIC.FOR-NEXT
    
10 print"{clear}"  
100 for k=1 to 300
110 s= int(rnd(0)*1000)
120 poke 1024+s,43
190 next k

BASIC.IF-THEN

1 rem   Replace or enter  names as you like
5 print"{clear}"
10 input "what is your name";n$
20 if n$="mom" then print "mom is a wonderful cook":goto10
30 if n$="dad" then print "dad is the best":goto10
60 if n$="brother" then print "get off my computer!":goto10
65 if n$="sister" then print "i'm tellin mom on you!":goto10
70 if n$="pet" then print "when did animals learn to type?":goto10
75 print "i'm sorry, i don't know you!"
99 goto 10

BASIC.ARRAYS

10 print"{clear}type in a number 1 thru 4"
20 dim p(10,10)
30 o$="{right*40}"
40 d$="{down*40}"
100 read p(1,1),p(1,2)
110 read p(2,1),p(2,2)
120 read p(3,1),p(3,2)
130 read p(4,1),p(4,2)
140 fork=1to4
150 read r$(k)
160 next k
200 rem start game
210 get a$:ifa$=""then210
220 a=val(a$)
225 if a$="e"then print "goodbye":end
230 if a<1 or a>4 then 210
300 print"{clear}you are in room #"a
310 print"you see: ";r$(a)
320 printleft$(o$,p(a,1));
330 printleft$(d$,p(a,2));
340 print"{215}"
999 goto 200
1000 data 10,10
1010 data 30,10
1020 data 10,20
1030 data 30,20
2000 data "a chair and a rope."
2010 data "a ladder and a candle."
2020 data "a key and a box."
2030 data "type e to exit"

How to GoDot #11
By Arndt Dettke

Moving and Turning

On poster-like images, a headline must not necessarily be the
topmost object of the artwork. Many times it is at the bottom or
even turned left or right and placed at one of the sides of the
image. So, what we need for such artwork is a two-step process:
define objects and manipulate these to our wishes. 

GoDot's objects are called "Clips", and we already have used
them many times. They get defined with mod.ClipWorks. Their
size is bound to how the C64 organizes its graphics memory (it is
built from 1000 cards of 8x8 pixels each), delimiting the precision
of a clip's width and height to card values. This is the first
operation: define objects with mod.ClipWorks.

To manipulate an object we have to have the means to isolate
it from its surroundings. The majority of GoDot's modifiers don't
care much about clips and affect the entire graphics data. So, the
first way to isolate a clip is to sever it from the rest of the data by
individually saving it to disk or to a special memory area.  For this
purpose we have svr.4BitClip  (covered in H2G #2, the August
2003 Digest issue).

Now that we have isolated the clips, we can individually
manipulate them. These are the facilities to work on clips:
mod.TileClip (H2G #8, Feb 2004), mod.Flip&Mirror  (same
issue), mod.FrameClip (H2G #1, July 2003), mod.Stretch
Clip / mod.Squeeze2Clip (both covered in H2G #3, Sept 2003),
mod.TurnClip , and mod.TurnScreen (both not yet dis-
cussed).  In addition (and to be complete), we have some more
modifiers which affect only parts of the image (but not clips).
These are mod.Tile (H2G #10, July 2004), mod.Double (same
issue), and mod.Spin (not yet covered).  Also, all 4Bit loaders are
capable of loading a clip to a definable location on screen (see
H2G #2, Aug 2003, and H2G #9, May 2004) which e.g. is
precondition to GoDot's writing capabilities. 

All listings are in lower
case for clarity.  You may

prefer to type them in
CAPITAL LETTERS,
but that is optional.

Pic #1:  This Doodle image is among the many pictures on Gaelyne's
VCS SuperMega CD (Commodore Central Market).

Download this graphic from
www.godot64.de/download

How Commodores Are Used

Remember, the challenge is
to take pride in learning to

control the program,
making it behave your way.

I invite you
to take these programs

and modify them
to fit your purposes.
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This time you will learn about the modifiers you don't
know yet, the first of which is mod.TurnClip .
TurnClip turns a clip by 90 degrees to the right or to the
left.  This is ideal for "sidebar" headlines like in the
Samuel Beckett image entitled "Father" (Pic #4).  More
details on this one later in this article.  Some additional
examples can be seen in the last issue of the DIGEST
("Buck Rogers" and "C64 Fractals"), and on my
download site ("Gustav Klimt"). 

To show off how it works we create a new image now.  This is
the material we need for it: "jjboob.bin" (a black&white dithered
Doodle image from Gaelyne Gasson's Super Mega CBM CD in the
Commodore Central Market; see Pic #1) and "summer-hl.clp"
(this is a 27x5 card clip of a headline written with GoDot using its
Snap font; Pic #2).

This is how to process Pic #3 from these snippets.  First, the
headline.  It is too wide (27 cards). The clip doesn't fit down. The
height of the C64 screen is just 25 cards, and also a little distance
from top and bottom should be added, too.  A width of 23 cards
would be nice. Next, the writing is too small in height.  It would be
more harmonic if it was 7 cards high instead of only 5. 

Okay, that's easy. Define a clip around the headline with
mod.ClipWorks (Wid: 27, Hgt: 5) and perform
mod.StretchClip (enlarging the clip to screen size).  Now
change the clip values to Wid: 23 and Hgt: 7 and apply
mod.Squeeze2Clip.  The headline has the size we first wanted.
After that, we still have to smooth the letters a little with
mod.PixelEdit.

 
To turn the headline, we now install mod.TurnClip  and

execute it (confirm the warning at startup).  The various settings
of this modifier are explained in our sidebox.  The headline must
be shifted yet to a balanced position.  Use mod.Scroll and
displace it by 8 pixels right and 8 pixels down. To have it look

nicely, we finally rim the letters and colorize them using
mod..Histogram and mod.Cartoon (like described in H2G#4
in Oct 2003). Use colors blue for the background, red for the
letters, and light red for the rimming.  The result already looks
pretty much like in Pic #3.  Save it to disk with svr.4BitGoDot.

The next step is to convert the 2 color hires Doodle image to a
usable multicolor format as fits best for GoDot's screen display.
For this purpose I wrote a brand new modifier (combining two
older ones: mod.AverageColor and mod.VsmoothCol), named
mod. Smooth.  It reduces the resolution from 320x200 pixels to
only 160x100, but works wonders on dithered b&w images as can
be seen in Pic #3.  Save this image to disk like the headline before.

Third Step:  Adding the background pattern.  You can quickly
paint it using mod.PixelEdit, e.g. to the very first card on screen.
Then you define a clip of 1x1 at position 0, 0 and apply
mod.TileClip (H2G#8, Feb 2004), with setting "Snap to border".
This will fill the whole canvas.  Colorize it to orange and yellow
with mod..Histogram. This backdrop image must be saved, too. 

Last Step:  Combine the three parts of the work to one final
image. Reload the second image (the smoothed one), shift it two
cards to the right (16 pixels) using mod.Scroll and clear the first
two card columns to white with mod.ClipWorks (option
ClrClp).  Then generate a mask with mod.QuickMask. The
color white must be transparent.  The white portions in the shape

Pic #2:  A headline written with Godot's Snap font.

Pic #4:  Samuel Beckett, the "Father" of GoDot.  ;-) Pic #5:  A JPEG retrieved using GoDot with ldr.JPGViewer.

This and many other great Godot graphics
can be found on Arndt Dettke's website.

How Commodores Are Used

Pic #3:  Combining a doodle and a headline with impressive results!
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of the person have to be cleared away with mod.DrawMask (or
mod.MaskEd).  Care for the woman's hair.  Then apply the
background to the image.  Use ldr.4Bit&Mask  and load the
backdrop pattern you saved before. Save the result to disk.  

Finally load the headline image, define blue as the transparent
color (mod.QuickMask) and generate a mask of it.  Then load
the image you just saved using mod.4Bit&Mask , and you're
done.  You can perhaps change the color of the rimming to black
like in Pic #3 with mod.PixelEdit.  Frame everything with a
thin red borderline using mod.FrameClip (H2G#1, July 2003)
after clicking Full in mod.ClipWorks.

Back to Samuel Beckett (Pic #4).  The headline is located on
the right.  How can we move it there?  One way to perform this is
to use mod.Scroll. Nicer and more distinct is the use of mod.
Flip&Mirror  (H2G #8, Feb 2004) which I updated with the
feature of switching the preview pane on and off while working
within the modifier.  Thus, you can instantly see how the modifier
changed the image! 

As an example look at Pic #7.  In the preview section there, you
see Pic #5, but the (famous) person in it was turned UpsideDown.
;-)  Now, to move the "Father" headline from left to the right, you
just Mirror  the full image, and after that, Mirror  only the clip to
have it in the same direction as originally.  The third way to move
a clip is to save it (with svr.4BitClip ), define a new clip at the
wanted location, and then load it to (or into) this clip with
ldr.4BitGoDot  (see H2G#2, Aug 2003). Svr.4BitClip  is also
able to utilize the REU memory.  The filename to use in this case
is "temp00".  Every 4Bit loader can then use "Temp" as a source to
retrieve data. 

Mod.TurnClip  - This modifier turns a clip either to the left or to the
right (by 90 degrees). You select the wanted direction with option "Turn
to". Since TurnClip uses GoDot's display area as a working memory,
you are provided with a warning at startup. If you don't accept, the
C64's memory remains unharmed. This working area is only 8 KB in
size, so the size of a clip to turn is limited to a rectangle of 25x10 cards
or a square of 16x16 cards (occupying 8 KB of 4Bit data each). If you
exceed this limit, the modifier warns you, and offers the option to
change the clip size ("NewClip"). It even tells you which value could
best be changed. To still have control you can look at the graphics
(with a blinking box for the clip) from within NewClip. "Take over"
means that you can shift the clip values over to the new position
("yes") or not ("no"). You can also opt for clearing the 4Bit image data
during the process or not with "Empty 4Bit". Clips always get moved
to the topleft corner of the screen when turning them.

Mod.TurnScreen - This modifier is to turn a square area of 25x25
cards right or left. You need an REU for this purpose. The area to turn
is selectable with "From Column" and can be controlled with "Show"
(which gives you a blinking box in the graphics screen). The result gets
written to the topleft corner of the screen.

Mod.Flip&Mirror  - Changes to the description in H2G#8, Feb
2004: 1. While working with the modifier, you can switch the graphics
preview on and off to better see what the modifier has changed. 2. The
shifting of the clip values when affecting full screen can now be denied
with "Shift ClpPos: yes/no" which is only active when the Selected
Area is "Full". 

Mod.Smooth - Reduces resolution to 160x100 p.

Command history

Moving clips which have already been defined before.

Option #1:
Move the image data to the wanted location (mod.Scroll) and define a
new clip there (mod.ClipWorks). This way does not really move a clip
but only data.

Option #2:
Inst: Flip&Mirror / Execute
Select Area: Full
Shift ClpPos: yes
Mirror (or Flip or UpsideDown)
Select Area: Clip
Mirror (or Flip or UpsideDown)
Leave

Option #3:
Save: 4BitClip 
Save "any_name.clp"
Inst: Clipworks / Execute
Clip (Wid, Hgt,) Row, Col
Accept
Load: 4BitGoDot (or any other 4Bit loader)
Load to Clip (or "into Clip" when from Temp)
Leave

All images and all new modules used here can be downloaded
from my site at http://www.godot64.de/download. 

Have fun using GoDot!

Pic #6:  The TurnClp GUI

Pic #7:  Previewing from inside the modifier!  New in Flip&Mirror!

How Commodores Are Used



Page 13 September/October, 2004

The  Slang  SuperCPU 
Programming  Language

by Robin Harbron

Steve Judd debuted his new programming language, called
"Slang" at the Chicago SWRAP Expo in September 2004.  The
language is built upon his Sirius assembler, which has been
available for free from his website, www.ffd2.com, for several
years.  Sirius is a SuperCPU assembler which allows you to code
in assembly language for the 65816 processor-based SuperCPU.
Slang also requires a SuperCPU with SuperRAM to run.  It's
interesting to note, however, that programs produced with Slang
do not necessarily require a SCPU to run, so all Commodore users
can benefit from the fruits of this language.

Slang could stand for `Sirius LANGuage,' `SuperCPU
LANGuage, `Steve's LANGuage' or a number of other clever,
even derogatory terms.  Steve Judd isn't sure at the moment.
What is certain is how cool Slang is.

The Slang development environment includes a text editor
where you write your programs, the compiler/assembler, and a
machine code monitor/debugger.  All three parts are kept in
memory at once, meaning you can quickly switch between the
different areas without waiting for disk access.  Even your
program source code is kept in memory, meaning that you can
quickly exit from your running program and go right back to
editing.  Once all is loaded, the disk is only needed for saving your
source code periodically, or for re-loading if your program crashes
in a really nasty way.

Slang is a higher level language, such as structured BASIC or
C.  If you're familiar with BASIC, especially structured BASIC
that doesn't require line numbers, you shouldn't have much trouble
using Slang.  Slang allows for proper subroutines, with variable
scoping, which makes for easier debugging and re-use of code.

Even more interesting is what happens when you compile
your program.  Slang translates each command directly into
machine code, using many of the same methods an expert
assembly programmer would use.  The bottom line is that Slang
produces code that is much faster than compiled BASIC, or even
C (though this second claim could use more research).

Since Slang is built on Sirius, it allows you to include assembly
language whenever and wherever you'd like.  Although there's the
intention that a programmer should be able to write most any
program with no assembly required, there are times (such as in a
game) that the extra speed possible through pure assembly code
will be necessary.

Another very interesting feature is Slang's reconfigurability.
Each Slang command is made in a separate language definition

language.  The file containing the language definition can be
loaded into the Slang editor, and the commands can be changed,
and new instructions can be added.  Most every part of the
language is configurable.  Thus, the file is simply re-compiled and
then reloaded into Slang.  This is an extremely powerful feature,
and it'll be interesting to see what can be done with it.

Expert assembly programmers can benefit from Slang in
many ways.  Development time is sped up greatly, as Slang takes
care of many things that are tedious to do in assembly.
If/then/else and case structures are available.  16 bit variables are
easy to use in comparisons.  In this case, one line of Slang could
generate a dozen lines of assembly, and often, the code is just as
efficient as if you had hand-coded it yourself.  

A linker is available, which Steve exhorts all programmers to
check out.  It allows large programs to be written in several
pieces, where you define how the different parts communicate
with one another.  Steve says this is the difference that allows
him to create very large programs such as Slang.  Without a
linker, programmers will get so bogged down in the single huge
program that usually they just give up.

Accomplished BASIC programmers can benefit from the
extra speed and structure that Slang provides.  Since there are
many similarities between BASIC and Slang (for-next loops,
if-thens, even POKEs) you should be able to make the switch
fairly easily.

Novice programmers might as well start with Slang instead of
Commodore BASIC, since Slang has nearly all the features, plus
much more that you can grow into.  And your programs will have a
more professional feel to them right away, due to Slang's speed.

Users who have no interest in programming may even
benefit, since Slang should allow programmers to produce better
programs with less effort.  Slang itself may even motivate
programmers to create programs they wouldn't have even
attempted otherwise, simply due to the newness and coolness of
the language.

There are hopes that Slang will grow to include libraries of
code that would be of immense benefit to programmers with
specific tasks, such as game programming.  Steve has included
the means to easily interface with existing machine language
libraries, such as his own BLARG, and Loadstar's Mr. Mouse.
Maybe this could even be useful for GEOS/Wheels or Wings?

Slang is currently under-going beta testing.  If you've got some
programming experience, and are interested in helping with
testing and giving bug reports, contact Steve by email:
sjudd@ffd2.com.  Once this phase is complete, the first public
release will be available.  Then all programmers (including
beginners) will be welcome to try it out.                    ---R.F.H.---

Leading Edge
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Commodore in the 21st Century
A Newbie's Perspective

By Alan Reed

Readers of the May/June issue of The Commodore Digest
were treated to a nice look at the demos, discussions and other
shenanigans that took place over the course of this year's LUCKI
Expo (hosted back in May by the Louisville LUCKI user group).  I
was fortunate enough to be there, and it was my first Expo.  You
see, I am a NEWBIE!

       
Let me begin with a bit about myself.  In the summer of 1982, I

attended a class at Ohio University where I was introduced to the
world of computers.  Learning to use and program the Apple II+
was an incredible experience for a 14 year old boy who had lived
his entire life in the heart of Appalachia.  Suddenly my Atari 2600
seemed very inadequate.  

       
After weeks of shameful begging and pleading with my

parents ("I'll never ask for another videogame again-- I'll write
my own!"), they finally relented and cautiously agreed to do some
shopping.  We were shocked to learn that the Apple II system I
had used at O.U. cost well over $1500.  This was clearly beyond our
means.  The dream of having a computer of my own was squashed
right then and there.  Or so I thought.  My salvation came in the
form of the Commodore VIC-20, recently reduced to a price of
under $200.  I sold my Atari system, my parents funded the rest,
and soon I actually owned a computer.  It was the cheapest
computer that money could buy.  Fortunately, the VIC turned out to
be a fantastic machine that kept me occupied for several years.

       
Time passed.  My parents, to their credit, made me stick to the

promise I had made, and so I continued to be a Commodore
disciple until about 1990.  Many DIGEST readers have their own
version of what happened next.  Needless to say, I moved on.  

       
Perhaps I had moved on, but I could never bring myself to get

rid of my Commodore system.  I even continued to add to it when I
chanced upon interesting things at flea markets or yard sales.
Through countless moves, floods, a marriage, and a family; I
always managed to find a little extra space in whatever storage I
had for my Commodore equipment.  Packed away in several large
boxes, my family knew the Commodore system as that "weird
bunch of old computer junk."   I'd occasionally set it all up, get
serious about using it again and fail, then once more return it all to
storage.  Finally, about a year ago, I put that system together and
this time it's stayed together.  I've been enjoying it ever since, and
I'm doing as much work on my Commodore today as I did when I
was sixteen.  

       
At the LUCKI Expo, Dale Sidebottom asked the question,

"Where is Commodore going in the 21st century?"  In other words,
what can we do to retain, even expand, the level of enthusiasm

still seen around the world for these wonderful machines?  Since
returning from the Expo, I've given a lot of thought to that question
from the perspective of a new user.  I've thought about my own
experiences and I've asked myself why my final attempt to start
using my Commodore succeeded when the other attempts failed.
Finally, I've formed some opinions on how we can be more
effective in helping all those people who still have their
Commodores in storage.  I have tried to organize a "check list" of
sorts that I hope will help guide a new enthusiast in the right
direction toward getting the most from their Commodore as
quickly, and inexpensively, as possible.  

       
Commodore meets the PC

If I could point to one thing that consistently frustrated my
Commodore experiences, it would be the Commodore 1541 disk
drive.  Let's face it folks, these drives were junk when they were
brand new.  They can be astoundingly unreliable.  They're big,
they're ugly, and they're awkward.  Furthermore, much like the
sun is hot and the ocean is deep, the 1541 is slow.  5.25" disks are
difficult to find and they don't hold enough data.  I was forced to
transfer files from my PC via a direct modem to modem
connection, resulting in a telephone line strung from one end of
the house to the other.  Unpacking those files on the Commodore
side was a slow and tedious process.  Too much hassle and too
much mess.  The wife would complain.  As much as I love my
Commodore, I'm forced to admit that I love my wife even more.
So, back to storage it went (the Commodore, not the wife).

       
Today I am using Nick Coplin's 64HDD.  For those unfamiliar

with it, 64HDD is DOS software that will allow you to connect your
Commodore to a PC via the XE1541 cable.  You can use all the PC
storage devices as drives for the Commodore.  Not only can you
use the PC's hard drive, but also floppy drives, CD-ROMS, USB
memory, and more.  An added bonus, 64HDD can work with
emulator disk images (D64, D81, etc.) without the need to convert
them to real Commodore disks.  With a simple LOAD" $name
.D64",8  a disk image is "attached" and can then be accessed just
like a real 1541 disk.  This capability transforms the act of moving
files between Commodore and PC from a tedious chore to
something quick and easy.  Other advantages include re-routing
printouts to a .txt or .html file, access to a Real-Time-Clock for
GEOS time and date stamping, and the ability to use the PCs
attached mouse.  It's fast, quiet, and reliable.  By utilizing the
XE1541 cable, the user also has convenient access to Star
Commander and other DOS utilities for transfers between the PC
and real Commodore drives.    

Making it especially suited for new users, a basic 64HDD
setup is very inexpensive.  A 100 MHz Pentium is more than
enough computing power to take full advantage of the 64HDD
software.  Old PC's like this are easily acquired for practically
nothing.  They are certainly easier to find (and much cheaper)
than a 1581 disk drive. The XE1541 cable is widely available online

Commentary
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for less than $30.  64HDD, in its basic form, is free.  Let's do the
math.  For probably less than $50 a new user can set up a
Commodore system that is convenient to use, tidy, and equipped
with a variety of enhanced features.

       
64HDD runs under DOS, but there is hope for Linux and

Windows users with Roger Lawson's LnxSvr64 and Jim Brain's
Virtual IEC.  While both these projects are still under
development, each promises exciting new possibilities and
should be low cost.  There are others I've not mentioned that have
their own specific cables and approaches, but the common link
between them all is a PC.    I often refer specifically to 64HDD
because it's the system I own and therefore I'm more familiar
with it.  While 64HDD Pro probably has the most fully developed
feature set of the Commodore/PC systems available right now,
both LnxSvr64 and Virtual IEC promise to be very powerful
packages.

       
In addition to the issue of storage; Leif Bloomquist, Jeff

Ledger, Jim Brain, and others are also
using the PC-Commodore setup to
provide the ability to get our Commodores
on the internet, along with the amazing
potential of bringing back to life the BBS,
via the internet.  Of course, the ability to
go online is nothing new, but it's never
been easier, more practical, or cheaper.  

       
While some users find the idea of

such a pairing (PC and Commodore)
aesthetically lacking, or even heretical,
the benefits are obvious.  The PC can
become the ultimate in Commodore
peripherals, and it's a piece of hardware the new user more than
likely already owns.  What a great (and inexpensive) way for a
beginning enthusiast to begin building a "power system!"

       

Don't CMD Me!
Too many people in the Commodore community seem to think

it is impossible to build a high performance Commodore system
without this or that piece of CMD equipment.  In my own quest,
advice from veteran Commodore users on how to best build my
C128 rig all too often followed a predictable form:  What you really
need is (insert CMD hardware here).  This happened so often that
I began tagging my e-mail queries with "Please don't tell me I need
some kind of CMD hardware."  

While the CMD products are undoubtedly some of
the finest ever made for the Commodore computer,
most of them are also not readily available.  Telling new
users that they need hardware they can't buy is only going to
frustrate them.  Our community needs to promote and encourage
the use of hardware that is available.  That SuperCPU and

RAMlink may be very nice for you, but what about the rest of us?
If developers focus their attention and energy on products that are
unavailable to new users, how can we possibly be surprised when
our community stagnates and shrinks?  

GEOS is a perfect example.  The commonly held belief is that
GEOS is basically unusable without the Wheels upgrade, a
SuperCPU, RamLink, a Postscript printer, and so on.  It just isn't
true.  GEOS 128 runs very well with 64HDD.  What about quality
printing from geoWrite?  After a seemingly endless search for a
solution, I discovered a wonderful little Windows program called
D64Lister (www.hardworks.de) that will, among other things,
convert geoWrite documents into great looking Rich Text Format
documents that can then be printed from the PC.  Again, by using
the PC as a tool, I have made GEOS much more useable without
any expensive (and unavailable) hardware.  To my surprise,
D64Lister was written several years ago!  Why didn't someone tell
me about this program sooner?  How many users are still unaware
of it, users who avoid GEOS because of the poor print quality?

       
GEOS in particular could be vastly

improved by taking advantage of the PC
connection.  As I mentioned, GEOS
runs great with 64HDD.  Making
Wheels compatible with 64HDD would
be even better.  Postscript conversions
and printing could be passed off to the
PC.  Imagine a GEOS spelling/grammar
checker that utilizes one of the several
DOS based spell-check programs.
Some of these have databases
containing nearly a half-million words.
The GEOS spelling application would

just be an interface that passes data back and forth to the PC.  How
about a GEOS based PDF reader?  Drivers could be written to use
the PCs attached mouse rather than forcing the user to buy an
expensive adapter or antique 1351.  The possibilities are endless.

       
Commodore needs to move into the 21st century.  It is time for

the Commodore to work together with the PC.  The potential of a
Commodore system making use of the PCs processing power and
speed has just barely been exploited.  With PC prices plummeting,
it is also inexpensive.  

For those veteran users who view the PC as The Enemy, I
ask you to consider this.  What is the impact of using the PC as
I've described it?  Will it move people away from their
Commodore, or will it allow them to use it more?  For myself, the
newbie, the resounding answer is that I am using my Commodore
more (and more productively) than ever before.  Isn't that what we
want, as a community?                                                    

---A.R.---

Let's do the math.  For 
probably less than $50, 
a new user can set up
a Commodore system
that is convenient to

use, tidy, and equipped 
with a variety of 

enhanced features.

Commentary
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RETRO  GAMER
A review by Andrew Fisher

If you've not heard of this publication yet or if you are
interested in finding out more, let me take you back in time and
explain its origins. A couple of years ago a new games magazine
called gamesTM launched in the UK, covering all aspects of
computer games and including a regular section on "retro" games -
old games, computers and consoles. At first this was just a few
screenshots and old games reviewed. True retro fans wanted
more.

As retro gaming became more "fashionable," so the demand
for a better magazine dedicated to retro games grew. At last year's
Micro Mart Fair in Birmingham, England, the "retro zone"
featured lots of old machines and a representative of Live
Publishing, who had already published several PC titles. They
were planning to launch a new magazine devoted to old games and
were there to drum up support.

ISSUE 1
Sadly, I missed issue 1. And that became a bigger sadness

when I saw how much they are trading for on eBay - over $50!
Having borrowed a copy from a friend, I can say it suffers like
many new magazines. The concept is good, the presentation
needs some work and there are many glaring errors. But the
limited print run sold out, and the publishers took a brave decision. 

TIMING
Originally the magazine was to be published quarterly, i.e. four

issues a year. After the first issue it shifted to a bimonthly
schedule, then eight times a year, and by issue 3 the demand was
so high the publishers decided to go monthly!

ARTICLES
So, what can you find in each issue? There will be one main

article, looking into a particular machine and its history. Issue 2
featured Shaun Bebbington's excellent in-depth look at the
Commodore 64, [Issue 1, the Sinclair range]. The news pages are
growing as more happens, and the letters page has seen some
lively debates - about old arcade machines, the age of people
playing retro games, and even the cover of the magazine. The first
issue had a very unique "battered" look, complete with artificial
creases and tears. Newsagents even apologised to customers
because it looked in bad shape!  The idea was dropped by issue 3,
replaced by a very glossy, shiny cover.

Another regular feature is reprinted advertisements. These are
either a gallery from a particular year, a hardware company or a
software company. It gives some insight into changing trends,
changing prices and age-old tricks like putting a different format's
screenshots on the advert!

The main focus is old games and old systems, so if you are not
interested in games, there is not much for you there. However, as
a source of information on old systems and what is still happening
for them, it is second to none. You can read about events before
and after they happen, plus interviews with famous figures in the
industry.

COVERDISK
Every issue comes with a CD-ROM. As far as possible this is

designed for use with different systems, but best results come
with a Windows PC. Special browser software lets you look
through what is on the disk quickly, allowing you to install
programs or view footage. The disks regularly include emulators
for various old systems, games to play on the emulators and even
remakes of old games for the PC.

Issue 4's disk actually had two parts - an hour of Commodore
64 audio tracks, plus the usual PC data section. The music was a
combination of tracks recorded from a real C64 (including a rare
Martin Galway track) and C64 remixes from some really talented
musicians. Issue 6 gave away a complete game - BENEATH A
STEEL SKY for PC and Macintosh. And issue 8 had some rare
video footage of the Konix Multi System, an ambitious British
attempt to build a games console.

INTEREST
Here is where I declare my own interest in the title. I've been

writing freelance articles for the magazine, and have already
been in print twice. THE RETRO RYDER CUP article in issue 7
rounds up famous golf games, and in issue 9 I reported on BACK
IN TIME LIVE, the concert which features Commodore music
played on live instruments. More Commodore articles are
planned.

SUBSCRIBING
For the UK, Europe and the rest of the world, the easiest way

to subscribe (and obtain back issues - issues 1 and 2 have sold out
completely) is through the website at http://www.retrogamer.net

For American and Canadian readers, contact Express Mag
with your credit card details:

USA - call toll free,  1-877-363-1310   (8 issues $86), 
or write to Express Mag

PO Box 2769
Plattsburgh, NY 12901-0239)

Canada - call the same number (8 issues Can$105)
or write to Express Mag 

8155  Larrey Street
Anjou, Quebec
H1J   2L5

Review
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Chicago Commodore Fall Expo 2004
by K. Dale Sidebottom

During their last election for officers, SWRAP (the South
West Regional Association of Programmers) voted Dave Ross to
be their President.  I am not surprised, as he appeared to be the
driving force behind this year's Chicago Expo in October.  At his
right hand was Scott McCoy, who helped him set up a
broadcasting system that was cleverly designed to allow
expo-goers to see the demos from two separate rooms!

It is becoming common now for our Expos to have at least two
rooms, so that some can observe the demos in one room while
others peruse the sale tables in the other.  In order to give
"shoppers" a chance to see the demos, too, the SWRAP group had
set up two large TV's with wireless room to room transmission.
My memory is that it had a few glitches, but it was a brilliant idea
and indicative of the way sponsoring clubs strive to improve the
program year after year.  Great job, guys!   ;-)

The first demo was "hauled away" by Leif Bloomquist who
used his C64 to command a remote-controlled truck.  As so often
happens, one Expo seems to build on the last, and Leif explained
that he bought a VIC-REL(ay) cartridge at the LUCKI Expo in
May.   Although it was designed for the VIC-20, the instruction
manual listed the proper POKEs needed to use it with the 64.  All
this info is on his website at ...
http://home.ica.net/~leifb/commodore/truck/index.htm

I think this was one of the most popular demos of the day, just
because guys like trucks.  Or maybe we just like to be in control.
Leif could control the RC truck with a joystick, or he could run a
program on the 64 and operate it in a "hands free" fashion.

Next, Jack Rubin displayed several examples of the KIM I,
arguably Commodore Business Machine's (CBM) first computer.
Jack is especially interested in computers introduced before 1980.
To share his special interest with us, he displayed three of the
early KIM computers (though they were not operational).  

He explained that MOS Technologies (later purchased by
CBM) produced the KIM I as an engineering development system
in 1976.  You could buy it back then for $250!  Many purchasers
tried to hack them (what a surprise!) to create add-ons, etc.  It was
really neat, I thought, to be able to see on display the computer that
started a legend!  ;-)

But the most exciting news from Chicago may have been the
"Return of the Brain!"  ...Jim Brain, that is.  Some of you may
remember him from some years back.  I remember reporting the
accident (with pictures) when his car was totalled and his wife
injured.  For the longest time, a series of unfortuitous events kept
him away, BUT NO MORE!

He gave us two demos, actually.  The first was an attempt to
show how Commodores on the internet could now play BBS
games.  Unfortunately, the "Demo Curse" stopped him tempo-
rarily, but he came back later and was able to make it work, as
Leif and Jim Ledger played "Modem Wars" over the internet...
Commodore vs. Commodore.

The second demonstration illustrated his intention to create a
"VIP" or Virtual IEC Peripheral, a sort of modern upgrade to the
XE1541-style interface.  As mentioned earlier in Alan Reed's
"NEWBIE" article (page 14), there is a serious push in the
Commodore community to interface with PC's in order to achieve
better access to modern peripherals.  There are currently three
principal avenues for doing this.

1.  64HDD  --  It was first introduced by Nick Coplin of
Australia at the Chicago Expo in 2001.  It makes use of MS-DOS
(pre-Windows OS) which helps make the system inexpensive.
You can practically put one together with PC throw-away parts!
Yet Nick has written software for his 64HDD that allows you to
accomplish some pretty neat stuff. For instance, the LoadStar
Tower is built using his 64HDD system.

The disadvantage of the 64HDD system is that because it uses
pre-Windows technology, it often won't work with modern
peripherals, like scanners and CDR-W devices.

2.  LnxSvr64  --  This second effort to interface with PC
products depends on the Linux computer language which will
allow you to interface with almost all modern peripherals.  It
requires a special program on the Commodore to tell the
peripherals what to do.  This was introduced at Chicago last year,
and with it, Roger Lawhorn was able to send a 64 program to a
CDR-W device and burn it onto a CD.

The disadvantage is that Linux is a huge program and requires
special knowledge to be able to set it up.  Assuming the you get
Roger's help to set it up, you still have to have a fairly advanced 

Expo Report

Jim Brain demos his VIP project.
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PC processor to be able to handle it.  Thus, it tends to be more
expensive than the 64HDD.

3.  VIP  --  Jim Brain demonstrated a third option, using the
JAVA language.  The advantage of JAVA is that currently all
modern computing operating systems interface with it as it is a
very popular internet language; Windows, Linux, the Amiga, and
the Mac will all work with JAVA.  

So programming with JAVA, Jim created a simple interface
that emulates a Commodore serial port.  The VIP software
emulates a Commodore floppy drive, a hard drive, or a printer.
You can pick out a .D64 file on a hard drive and mount it, even read
and write to it, just like it was a 1541 drive.

The biggest disadvantage right now, other than the fact that it
isn't finished, may be its speed or lack thereof.  The serial port is
Commdore's slowest means of transportation.  Roger's LnxSvr64
is able to communicate with the PC interface through the parallel
ports, while the VIP uses serial only.  Jim says that he can
program it to operate with JiffyDOS which may speed it up
considerably.

It is also interesting to note that Jim began designing this
interface only as a step toward creating a multi-line BBS on the
internet.  Thus, his program to enable us to play BBS games on the
internet and the VIP interface have a common thread.  

Next on the schedule was Steven Judd, introducing his new
programming vehicle called, "Slang."  Read more about it "in
depth" on page 13.

Finally now we get to see success in the effort to play BBS
games over the internet.  Jim Brain explained one of the trickiest
problems is that this kind of game-play requires more features
than the normal modem provides.  Therefore, to play Modem
Wars, one needs a better quality modem.

Unfortunately, I did not get the information needed to help you
distinguish between good modems and bad.  If you want more
information on this, I suggest that you check with an online BBS.
There are apparently 13 Commodore BBS's online.  They should be
able to help you.  You can always go to www.tellbbs.com to find
the current list.

Meanwhile, at the Expo we got to see Jeff Ledger and Leif
Bloomquist go to war against each other for an exciting episode of
"Modem Wars."  Actually, it was exciting just to see that they
could play Modem Wars.  "One small step for Commodore users,
one giant leap for Commodoring on the internet!"

Then Oliver Vie Brooks (Six of DLOC) showed how he
displays the data sent across an ethernet network using a C64 and

the RR-Net interface.  He admitted The program he wrote for this
had no real purpose right now, except to show that it can be done!
;-)

Jeff Ledger then took over the Expo, so to speak, displaying
several things that he had brought.  First, he showed us a
Nintendo Zapper light gun, only this one was different.  He had
ripped the circuitry out of a Nintendo set and programmed it so that
the Commodore could distinguish where it was fired at the
monitor.  He admitted that it wasn't ready yet for prime time, since
he had to be VERY CLOSE to the screen to get a reaction, but he
looked forward to being able to get it to work at greater distances.

Jeff also admitted that one of his favorite 64 games was Spy
Hunter.  It apparently makes use of two fire buttons, to play it most
effectively.  Well, Commodore joysticks don't have two fire
buttons, so he ribbed the circuitry out of a large joystick (he doesn't
remember if it was originally Nintendo) and rigged it to play Spy
Hunter with two fire buttons.

Then Jeff and Leif displayed their artwork.  Apparently, some
Commodore users have been discomfited by the discoloration of
the light tan plastic covering the 64C and C128.  To make theirs
appear bright and beautiful again, Jeff sprayed his C128 (black)
and Leif his 64C (blue) with a special new Krylon paint that is able
to adhere to the plastic.  In fact, this paint is able to create a
molecular bond to the plastic making it completely permanent.
Jeff warned that if you want to paint your Commodore, do it on a
warm day or you may not get the smooth finish you wanted.

Last of all, Jeff displayed his Commodore graphics BBS
server for the PC.  He admitted that you could make your
Commodore into a BBS server, but to run your 64 in this manner,
24/7, would be unfair punishment.  So he has formulated a
software package for the PC that was written in Linux & scripted
in PERL.  With it, he can run a multi-user BBS for Commodores
without having to destroy a good C64.  Works for me!

The Expo has ended, and the four LUCKI Lads from
Louisville...Steve Grassman, Frank Nalley, Roger Lawhorn, and
myself...turn toward home. But we very much enjoyed the Chicago
Commodore Fall Expo, and we are looking forward to the next one
in Toronto, Canada. The Canadian branch of the Commodore
family will be hosting the World of Commodore Expo there from
December 3-6.  It should be fun. 

Editor's Note:  The next Expo will be the World of Commodore
Expo sponsored by the TPUG (Toronto Pet User Group -- second
oldest Commodore user group in the world founded in 1979) to
celebrate their 25th Anniversary!  The article covering that event
will be in the next (and last) Commodore Digest.  Hopefully, you
will be able to compare developments there with those in this
article and see steady progress being made.

Expo Report
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Left to right...

Program options on
   the monitor
Leif Bloomquist and
   his RC truck
Steve Judd speaking
   "Slang"

Modem Wars:  Leif's multi-media projector
displays the "battlefield" on the wall, while
Jeff Ledger uses "stock options."

KIM I
Pics
from
Expo
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LUCKI Commodore Club
Next Expo....May 2005...Friday the 13th
-------------------------------------------------------

5C's Group
Clark County Commodore Computer Club 4424 Fenton Lane
N. Las Vegas NV 89032-0141 
President - Al Jackson     (email:  ajax@wizard.com)
Vice President - Rick Ruffin Treasurer - Betty Moeller
64 Librarian - Vacant  128 Librariam - Larry Lathrop
Secretary - 'Mac' Meconis 
Meets 1st & 3rd Saturday of each month for C64, C128, & Amiga.
Voice contact: (702) 645-2402 or
Email: commodorelasvegas@usa.com
-------------------------------------------------------

LACC--- The Lansing Area Commodore Club

PRESIDENT   Tim Lewis (517) 487-6285     
VICE-PRESIDENT  John Lindemann (517) 484-2335     
SECRETARY/TREASURER  Fred Tafel (517) 393-5974     
NEWSLETTER EDITOR Maurice Randall (517) 543-5202 
MEMBER AT LARGE  Cliff Eshelby (517) 676-9112     
Club membership dues are $20 annually for members in the U.S. and 
Canada. Overseas membership is $30.  Send check or money order to:       
LACC, Attn: New Member

P.O. Box 1065, East Lansing MI 48826
-------------------------------------------------------

SWRAP   Great job on the Chicago Expo!

Cincinnati Commodore Computer 
Club  c/o Roger Hoyer

31 Potowatomie Trail,  Milford, OH  45150
His email address is thunderbird@iglou.com.  
The club's is cbmusers@yahoo.com and the web site is:

www.geocities.com/c64-128-amiga
-------------------------------------------------------

Madison Area Commodore Users 
Group  P. O. Box 1305,  Madison  WI  53701-1305
----------------------------------------

Muskegon Area Commodore User 
Group  P. O. Box 4496,  Muskegon Heights  MI  49444
----------------------------------------

Fresno Commodore User Group
3487 E. Terrace Avenue, Fresno  CA  93703

We meet on the third Saturday of the month from 10 a.m. to 12 
p.m. at the Senior Citizens Center, Manchester Mall, Highway 41 and 
Shields Avenue, Fresno, California.  Yearly membership dues are $12 
($15 overseas), checks or money order payable to FCUG/64.
President/Newsletter editor -- Robert Bernardo  rbernardo@iglou.com
Vice-president -- Bill Gilbert
Secretary/Treasurer/Librarian -- Dick Estel  dickestel@att.net
Club hardware/software -- Meredyth Dixon
Member-at-large -- Jim Kirby -- Phone contact -- 559 627-2438

UCUGA

United Commodore User Groups Association
Publishing Editor is Dale Sidebottom <luckykds@iglou.com>

P. O. Box 303, New Albany IN 47151-0303
     

Membership in UCUGA is open to both User Groups and
individuals.  User Group membership is $20 ($25 overseas).
Individual membership is $15 ($20 overseas).

Members will directly receive 12 monthly issues of the
Commodore Digest. Make checks payable to and mail to:

Steve Grassman
6801 Fenwick Drive
Louisville KY 40228

And, of course, include your mailing address and an email
address, if possible.

In addition to brief reports of local activities and information
provided by Member Groups, the intent is to present material in
every issue of the Digest which addresses the interest base of all
its readers.  The goal is to inform the broadest possible range of
users in order to enhance all aspects of Commodore use.

The Commodore Digest is published on a C128 assisted by a
100MB CMD/ZIP Drive, an 16MB RAMLink, a SuperCPU, and
an FD-2000.  All color scanning must currently be done on
another platform, then converted to JPEGs which are then
formatted into Commodore DTP documents.  The Digest is
printed using Maurice Randall's PostPrint 2/3 connected directly
to a color laser Lexmark Optra SC 1275 printer.

DISCLAIMER

     The articles and programs contained in the Commodore
Digest are contributed by fellow computerists.  No guarantee is
made as to the validity or accuracy of any of the information or
the consequences of its use.  Opinions expressed are those of
the author and do not necessarily reflect those of user groups or
individual members associated with UCUGA.

(c)2004 United Commodore User Groups Association

Permission to copy in whole and distribute The Commodore
Digest is granted only to user groups associated with UCUGA.

Material contained in The Commodore Digest which does
not bear an individual copyright notice may be reprinted for
non-profit purposes with full mention of its source.

Member Clubs


