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SASKATOON TEXAS INSTRUMENTS COMPUTER CLUB

We discuss and review new products for the TI99/4A while
providing technical support for any problems that a member may
have. We also support a software library and have regular
contacts with other groups in Canada and the United States. Our
membership  fees are very reasonable: $10.00/single or
$12.00/family. If you would like to become a member, or require
more information, contact any member of the executive.

1987 EXECUTIVE COUNCIL

PRESIDENT: - = - = - — - — — Harry Caruk - - - - 384-6321
VICE PRESIDENT AND SECRETARY: Steve Zabarylo - - - 931-7812
TREASURER AND LIBRARIAN: - - Mike Trimble - - - - 242-6215
EDITOR: ~ — = - - - — - — — John Thomson - - - - 244-1394

MAILING ADDRESS

P.0.BOX 7925, Saskatoon, Sask., Canada S7K 4R6

STICC DISCLAIMER

We are a small, nonprofit club here in Saskatoon. We never have,
or ever will, consider our newsletter a professional medium in
its field. Therefore, with this consideration, the views
presented in the articles, by various authors, may not be the
views of the newsletter committee, the STICC executive, or its
members. On this basis, this club cannot be held responsible for
errors, omissions, views, or copy infringements, as presented 1in
the articles.

MEETINGS

General meetings are normally held at 7 PM on the first monday of
each month at the Saskatoon Region Community College, 145-1st
Avenue North. If the first Monday of the month is a holiday
(civic or statutory), the meeting will be held on the following
Monday. The meeting room number will be posted on a sign at the
main entrance. (Usually room 221 or 144)
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SCHEDULED MEETINGS : APRIL 6, 1987

* *
* *
* *
* MAY 4, 1987 *
* *
* *
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EDITOR’S_MOTES

New Haprdware: The new IRM compatible add-on for the TIP?Z/4A
marketed by  Triton aphears tn be a turkey. Essentially it is a
modest IBM clone that allows use aof the TI?Y/9A as a keybpard.
Since the TI’s keyboard is not pne of its strong points and is
somewhat nnsuitable for IBM saoftware, this TI connection makes no
sense  to  wme. In any event, Tritonh are not selling it in Canada
since it does not meebt some Canadian standard. (probably RFI,
radio frenquency interferencs)

Another approach is being pursued by Mechatronics of West
Germany. They have breadboarded a PEB card to give IBbM
compatibility that will utilize wore of the existing TI hardware.
There is hn ward yel when or {f it will go into production.

New Software: Asgard sSoftware, Box 10306, Rockville, MD 20830,
has a product called "Font Writer" +or USHE25. This software (1)
allnows creating or editing existing TI Artist or CSGD fonts (2)
has a +ormatter thAat accepts both TI Writer formatting commands
and new graphics commands to allow mixing text with graphics (3)
has an organization tool to assist in maintaining graphics {files.

Another sof tware package now available for mixing text and
graphics ("desktop publishing”) is "The Printer’s Apprentice” by
McCann Software, Box 34140, Omaha, ME 4638134 for US%22.50. Reports
indicrate that this is a comprehensive and complex package of
saftware that takes time and experience to master, but it is very
power+ul.

At our next meeting, April &, Francis Gaston will demonhstrate
the latest versiaon af TI Artist ¢ Ver 2.01 ) as well as new
companion programs, such as a slide presentation. He will also
provide information on a proposesed group purchase plan. A printer
will be available for some "hard copies". See yau there.
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FOR SAlLF; (1) Full height disk drive % S50

(2) Editor Assembler % 30

(3) Ask abput inexpensive daisv-wheel printers
Cliff Petsrrs 382-9580
HHHHEHBABHHHUHHBBHAEHEOHHE IR H B HAEHEHEHHEH A H R HHEHH R R B

FOR SALE:

(1) T7 Peripheral Expansion Box with Flex Cable Intertface % 175

- withh TI disk drive caontroller .......¢ .00 crcceaeansse s 200
(2) TI disk drive, single sided,used intregquently ....... % 75
(3) TI Extended Basic, with manual ... v eecenoecsansas % 50
(4) TI Editor/Assembler, with manual .....c.ce v v nvarnoea % 30
(5) TI 22/4A Computer, consnole modified with connector

{or external kevboard, PlLUS! external TI kevboard

in a box with 8 ft Cable (.. ui i et ervecncenreeneenns % 100
(6) Boolk: Best Df P27l ... ittt v s nearsassnrsansennnnncss &= 3

See John Thomson At the next STICC meeting, or call 244-13%4
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CALL LOAD, PEEX AND POKEV ADDRESSES

SPEECH CHIP LOCATION

VARY KEYBOARD RESPONSE

LAST S0UND ON

SOUND CHIP ON

OUIT TO T1TLE SCREEN

NO AUTO SPRITE MOTION RO SOUND

NORMAL, OPERATION

MAGNIFIED SPRITES

DOURLE SIIE SPRITES

MAGNIFIED DOUBE SPRITES

MOLTICOLOR MODE (48 X 44 SOUARES)

SOUND REGISTERS #-23%

SAME AS CALL SOUND A DR -A = A NUMBER

FREEIE SCREEN THEN BULANK [T QUY
(RESTORE BY PRESSING FCTN—.)

FASTER CURSER L DURATIDN OF TONE Aw2-72

TURN OFF CURSER & DURATION OF TONE

BET NORMAL. CURSER & DURATION OF TONE

PLANKS SCREEN AT NEXT KEYSTROKE

DISABLE SPRITE MOTION AND AUTOMATIC SOUND

NORMAL BSPRITE MOTION AND SDUND

RAGIFIED SPRITER

DOUMLE SIZED SPRITER

DOUSCE BIXE AND MANIFIED SPRITES

PLACES YOU INTO MATI~COLDOR MODE

COUNTDOWN TIMER FOR CALL SOUND FDR Awt TO 233

QUIT TO TITLE SCREEN -

YeE CALL INIT 21 CALL PEEX(2,A.B) 1t

CURSOR FLASH RATE (9® Ta 23%)

RESTART PROGRAM FROM MODULE

ALL BIT OFF-ENABLES AUTO SPRITE MOTION,

CALL LOAD(-27548,.A4,B8,C)
CALL LOAD({-X13572,8-253)

CALL LDAD(-317@@ A)

CALL LOAD(=31721.A)

CALL 1LOAD(-3173a,33)
CALL LOAD(~3174@,192)
CALL LOAD(-317483,224)
CAaLL LOAD(-31740,22%)
CALL LOAD(=-31744_224)
CALL LOAD(-3174@,227)
CALL LOAD(-3174,232)
CALL LOAD(-3174@,A.B)
CALL LOAD(~-31744_A)

CALL LOAD(~-31743.6)
CALL LOAD(-31748 A)
CAaLL LoAD(=-31748_98)
CALL LOAD(=31748,1)
CAaLL LOAD(-31788, 168)
CALL LOAD(-31786,192)
CALL LOAD(-31788, 224)
CALL LOAD(-31788,22%9)
CALL LOAD(-31788,226)
CALL LOAD(-31788,227)
CALL LOAD(-31788,232)
CALL LOAD(~-31794,4A)
CALY. LOAD(-31863,33)
CALL LOAD(-31884 ,A,.B)
CALL LOAD(-31804_ A)
CALL LOAD(-31864,1460)
CALL LOAD(-31844,.9)

AUTD SBOUMD PROCESSING AND OULIT KEY

PIT 3 ON DISABLE THE QUIT KEY (FCTNw)
BIT 2 ON DIBABLE AUTO SOUND PROCESSING

BIT 2 ON AND BIT I ON

BIT | ON DISABLE SPRITE MOTION

BIT &1 ON AND SIT 3 ON

BIT | ON AND BIT 2 ON BIT 4-7 NOT USED

BIT & ON DISABLE AUTC SPRITE mOTION, AUTO
B0UND AND THE QUIT KEY

TURNS ALl THE (~31894°S) OFF

DOUBLE RANDOM MABERS (8 TO 23%) NEED RANDOMIZE CALL LOAD(-31898,.A,8)

IF A=17@ THAN CALL INIT HA3 BEEN EXECUTED
WILL 30 TO CONSOLE BASIC AFTER "NEW" COMMAND
AMJTCMAT IC RUN OF “DSX1.LOAD™

RESTARTS 1B ANO RUNS DSK1.1 0AD

END CF CPU PROGRAM AODRESS (As+B)OR(A4+B)
ACD 84 TO EXPANSION S11E

RECUCST ACCESS YO 3I2K (1-139) FIAST BASIC TOXEN
BAME A3 OM BREAK SGTO (SYS LOCKQ®)

EXPAMG IDN MIMORY OFF

EXPANG ION MEMORY ON

SCREEN

CALL LOAD(-31864, 14)
CALL LOAD (-31894,32)
CALL LOAD(-31806,-32)
CALL LOAD(-318d44,48)
CALL LOADI~-31806,64)
CALL LOAD (—-318¢4,88)
CALL LOAD(-318856, 96)
CALL LOAD(-31804, 128)

CALL LOAD(=31884, 129)

CALL LOAD(-31848_a)
CALL 1LOAD(-31848,4)
CALL LDAD(-31840,3)
CALL LDAD(-31842,128)
CALL LOADI(-3184&46.A,R)
CALL LOAD(~-31844,.33,8)
CALL LOAD(-31E466,A)
CALL LOAOI!-31848,.9)
CALL LOAD(-31248,8.3)

CALL LOAD(~31848, 25%,231)

COLUMN 7O START AT HITH A “PRIMT™ {A=3-32) CALL LOAD (-31873, A)

VOP STATUB REBISTER A«(28 =63Hz VDA INTERRURPT

FRoM NogkTrexn) M vgp

GENERATES LINES ON SCREEM .
GENERATES RANDOM CHARACTENS ON_SCREEN
TO GO FROrt XBASIC TO bASIC
UNPROTECTED EXTENDED BASIT PROGRaM
PROTECTY EXTENDED BASIC F=~0OGKAH
SET ~“ON WARNING NEXT* CTZ-mMAND
SET “ON WARNING STOP® COrnAND
SET LIME NUMBER ZERO
SET “UNTRACE" COMMAND
SET "UNTRACE"™ COMHAND AND “NunH©™ comMmanD
SET “TRACE* COtWAND
SET “ON BREAK NEXT™ COmMAND
PROTECT EXT. BASIC PROGRAM
CHANGE COLOR AND RECEIVE SYNTAX ERRQOR
CHANGE COLOR AND RECEIVE BREAKPOINT
RESET TO TITLE SCREEN
UNPROTELT TEXT. BASIC PROGRAM
SEY "ON WARNING NEXT™ COMMAND
SET “ON WARNING 6TOP® COMHMAND
SAME A8 CALL UNTRACE
SAME A8 CALL UNTRACE THEN NUM
SAME A3 CALL TRACE
SET “OM BREAK NEXT™ COMMAND
SET “UNTRACE®" COrs4AND
PRATECT EXT. BASIC PROGRAM
CLEAR SCREEN FOR INSTANT
AUN "DSXK1.LOAD"
REBET TO TITLE SCRERNM
RESELT TO TITLE BCREEN
SET "0OM BREAK SOTO" LOCXS BYSTEM
T0 SAVE A PROGRAM LIME ERASED bY FCTN ERASE
IF A<>76 OR A<C>121 THEM DA A CALL INIT
A=F1RET FREE ADODRELS IN LOW MiMORY
A={_AST FREE ADDRESS IM LOwW MEMORY
IF THE BPEECH SYNTHESIIFR 13 OM A=94 OFF A=d
DOUSLE RANDOM MUMBER GENERTOR €233
1IF AZX1 THEN JI2% (8 PREBENT
AZS4+~41023 = FRER PROGRAM BPACE
IN HIGH MEMORY
PAITE COINCIDENCE, HIT=32
HIGHEST » BPAITE IN AUTO-MATION
VOP INTERRUPT TIMER
RANDCH NUMBER GEMNERTOR #-99
POINTER TO THE ENDINGE ADDRESS OF THE
MNMIER LINK TABLES
IF A=33 THEM MEMORY 138 OFF
THD RECOVERY A PROGRAM ERASED BY FCTN QUIT
t1 PRINT A(B:CiD MO8 PRESS QUIT CALL INIT
18 THE CURRENT LIME PEING REFERENCED
. IN THE TARLE
A235+9-2487 HENCRY S1I£
USE POKEV(784.8) EPE A (B 146 TO 31) CHANGES
BACKRROUNMD COLOR OF CURSOR
YHITE EOGER
DISABX DIBX DRIVES, BArE A8 CALL FILES(9)
BYE TO REBET
TEXT NMOOK{-32270.2,%".-39943. ¢
-32708}9 70 RESETY

48 COLUMNS

CALL LLOADt-32114,119)
CALL LOAD(=-321148.20
CaLl LUAD(-32114.4)
CaLL LOADt-32187.9)
CaLL LOAD(-32187.1)
CALL LOADt-32187,2)
CAaLL LOAD(~3.187,4)
CALL LOAD(-22187,9)
CALL LOAD(-32187,.14)
CALL LOAD(-32187,13)
cALL LDOAD(-32187,18)
CALl. LOAD(=-32187,44)
CALL LOAD(-32187,128)
CALL LOAD(-32188,1)
CALL LOAD(-32188, 1271
CALL LOAD(-32438, 1280
CALL LOAD(-32499,91
CALL LOAD(-324899.2)
CALL LOAD(-324699,4)
CAlLL LOAD(-32499,14)
CALL LOAD(-32699.13)
CALL LOAD(=-32699.16)
CALL LOAD(-32699,64)
CALL LDAD(-32699,129)
CALL LOAD(~32699.128)
CALL LOAD(~32769.9)
CALL LLOAD(-32729,0)
caLl LOAD(-3273w.32)
CALL LOAD(-32961.31)
CALLL LOAD(-32941.149)
FCTN P THEN ENTER
CALL PEEK(8192,A)
CALL MFERK(BL194,A)
CALL PEEK(81956.A)
CALL FEEK(-28872.A)
CALL PEEX(-31648.A.B)
CALLL PEEX(-31863.A)
CALL PEEK(-31844,.A.D)

CALL PEEK(-31877,HIT)
CALL PEEK(-31878.)

CALL PEEX(-31879,TIME)
CALL PEEK(-3188d.NuUr)

CALL PEEK(-31956.A,%)
CALL PEEK (=31952.A)

CAlLL PEEK(-31932,A,B.C.D)
CALL LDAD(-31932.A B,C.D?

CALL PEEK(=31934.A.B)
CALL PEEK(-31974.A.8)

CALL PCKEVI784,.A)
CALL POKEV (39945, 8)

CALL POKEV(-31888.43,233)

CALL FOKEV(=32272,4)



FOR MULTICOLOR MODE CatL POKEV(-32284,4d)
CLEAR SCREEN CALL POKEV(-323352.8)
TURN ON THE BIT MAP MODE CAtLt. POKEV(=327&46.8)
TURN ON NOSMAL MODE CALL POXKEV(-32748,98)
BLAMC SCREEN,KEY RESTORES CALL POKEV(=323%52,187)
TEXT MODE ON CALLL POXEV(-32272.8,°",-33945,.8)
WiTH EXTENOED BASIC THE CONTROL KEY AND ANY OTHER KEY = SEE LIST

t= TO 2= STEP 3=, LI s= ¢ 6= )

7= 8= DPTION 9« OPEN @~ THEN /= anND

- CALL A= ELSE Bw 12 Cw ¢ D= (F E= GO

F= GOTO G= GOsus He RETURN I= DEF J= DIM K= END

- EDR R= LET Nx LREAK G= ungecaxr = (RACE - O= UNTRACE
Rw {NPUT S= DATA T= RESTORE U= RANDOMHISE V= NEXT We READ

X= SYOP Yw DELETE 1= REM t=PRINT .= ON
WITH EXTENDED BASIC THE FCTN KEY AND ANY OTHER KEY = SEE LIST
o= XOR Qm /\Ntshift &) /= OR H=

J= >
Ka & L= =~ 3= NQT Hw = N= / M= 2
& V=  (wlank sgace)
Here f{s & neat 1ittle proaram to chanae the cCursar - taken drom the

Hunter Valley Nesrslaetter.

1 CALL INITAL 1t CALL LOAD(B196.63,248) 11 CALL LOAD
(14374,47,83.82,83,79,82.48.8) 13 CALL LOAD
(12208,99,82,74,76,127.8,49,.356) .

2 CALL LOAD(12296,2,6.3.249,2.1,48.6,2.2,.8.5,4,32.32.36.4.91) 1 CALL
L INK ( "CURSOR®)

Line 1 CALL LOAD(12286) is develoced bv the follow in table.
Deteraine the Hwx value and Convert it to Decima! value.

SEX L DECThAL
J_tXIRI_A ) _1Xp ), 62 98
[SRE SENE SN NS § U 3 32 82
JIRI_J 1% X1, 4a 74
[SRE SERENENE AR § WA a8 70
L IRIXIXIXIXIXD XS 7F 127
O Y S SER§ ¢ S A oa 8
1 J_1xI_dxp 3 ) 1 29 40
L UXIXixL L L 38 £ 79

The decesial values are used for Extended Basic proqram,

To write this as an Assesdly Proaram you used the Hex valuas. The source
code is as fallow:

DEF CURSOR Program naase
haat: EOU  D2e24 XB egquatw tor VMBW
AQRE >3d¢8 AORS the proarsm to address )>3366 tha uoper mnd
OF 10w memory sxpansion
DATA >42T2, >4A44,>7F88, >2838 data for new curxor shade
CUARSOR LI RE.>83F® start of programs and loads the addrass of
Character J& (the cursor) in the pattern
Cescripter table into Re,
LI R1.>3886 (ocady the starting addruess of where the new
b Character shaoe data is stored
L1 R2,>8688 loads the nusber of bvtes to read
Bwe (& verpw branch to VHMBW routina and do Lt

4

RT return

N0
Adseadle the scurce code and tyne in Extended Pasic the following
proqgram,

CALL INIT 33 CALL LOAD(=DSKX.FILENAME®) 33 CALL LINK (“CURSOR®)

T

A=32 = SPRITE COIMCIDEMCE

Amid4 a S SPRITES ON A L Ing caLy
STOP SPRITE MOTION SLOWER TwEN -318as caLu
STARY SPRITE MOTION (A«HIGHEST w SPRITE) caLy
FOR A=@ TO 2353, TIMER FOR V0P [NTERUPTS

EVERY 1/49 OF A SECOND caLL
FOR A={ TO 99, RANDO"t NUMBER, NEFEDS

“RANDOMIZE" . caLl
SELECTS KEYBOARD MODE AS IN “=CALL

KEY(K,...)t FDR A=d T0 3 caLL
SArE AS BYE CaLt

VDP STATUS REGISTER

LOAD(=31877 A)
LOAD(~-31878, &)
LOAD(~X1878,Aa)

LoAD(-31879.a)

LOAD(-3188a.4)

LOAD(-31884,A)

LOAD(~31883,253)

A=32e«SPRITE COINCIDENCE A«bdwm 3 SPRITES ON SaME LINE

BIT #=THE aSHz INTERRUPT
BIT l=m(&4) IF MORE THAN 4 SPRITES IN A ROW
BiT 2=(32) |F THERE IS A SPRITE COINCIDENCE

BIT 3-7=CONTAINS THE HEX ® OF THE STH SPRITE IN A ROW

(BIT 1 MUST BE ON) CcALL
TO TURN DISK DRIVE ON
CALL FILES()
CALL FILES(1)
SAME AS CallL FILES(S)

UNPRQTECTED EXTENDED BASIC PROGRAM CALL
SET "DN WARNING NEXT" COrewawnD caLl
SET "ON WARNING STOP® COMMAND caLl
SET “UNTRACKX" COreaN0 CALL
BET "UNTRACK® COrAND AND “MUH™ COMMAND CAaLL
BET “YRACE™ COrmAND caLl
SET COMMAND “ON BREAK NEXT® Call
RERA TS (N YB $DONES CaLl
PROYECT EXT. 3ASIC PROGRAMI CALL
REMOVE READY STOPS EXETUTION CALL
RETUAN TO TITLEL BCREEN cAaLL
SAME AB RUNTDSKI.LDAD® CAlL LOAD(~32729.6) OR CALL
RETURN TO TITLE SCRERN caLL
SO€8 DIRECTLY INTO BASIC CAaLL
DELATES PROGRAMN FROM REMORY “NEW® CALL
RESTARTS XB AND RUNTDSKI.LDAD" CALL
EXECUTED “RUN" COreaNO CALL
EXECUTES “MEW™ COrMMAND caLtl

LEXECUTES "CON™ COPMMAND =~ FROM COMMAND MODE OMUYCALL
EXECUTES “LIST™ COMMAND—FRONM CDHMMAND MODE OMLY CALL
EXIECUTER “BYE" COrewaND -1 0OSE3 ALL OPEN FILES CALL
EXECUTE DEFAULT “NUM™ COMMANMDO —-WHEN RUNNIMNG PROGRAM
LINE 194 WILL COMTAIN GARBAGE SO JUST PLACKE
REX THERE, CALL
EXECUTES “RES” COrrw CALL
EXECUTES “LISTY COrewanO—FROM COMMANDO MQDE DMLY CALL
SAME A8 -319%42,1%4,128
GEMNERATES COLORFMUA. TITLE SCREEMN CaLL

A SRUN® COMMAND IN YOUR PROGRAM TO

REZTARY IT.) cALL
RESTART EXTENDED BASIC caLL
LAST LINE ADORESS CALL
SEARCHES DISK! FOR 777 CALL

GENERATES RANDOM GARAGE ON SCREEN CALL
GEMNERATES A TOTALLY "WILD" SCREEN CALL

FROM AIRTHNERN Ny v¢-

BYE OR CALL LOAD(-31888.33,213)
CALL. LOAD(-31888,37,221)

CALL LLCAD(-31888,3%,227) .

CALL LpAD(-318868,43.233)

LOAD(-31887,4)

LOAD(-31931,9)
LOAD(~-31931,2)
LOAD (~31931,4)
LoAD(-31931,14)
LOAD(=-31931,15)
LOAD(-31931.14)
LOAD(~-31931, 64

LOAD(~31931.128)
LOAD(~-31931.128)

LOAD(~31932,.9)
LOAD(-31941.31)

LOAD(=31741,149)

LOAD (~31962,32)

LOAD(-31942,33.111)

LOAD(-31742,.99)

LOAD(~31942.99,114)

THEN EDIT

THEN EOIT

LOAD(-31942, 184, 153)
LOAD(-31942, 183,124)
LOAD(-31942, 199,126}
LOAD(~31942,193,128)
LOAD(~31962.189,133)

ENDS. ...

LOAD (31942, 126, 132)
LOAD (31942, 194, 135)
LOAD (-31962,141,198)

LOAD(-31962, 160,009)
EXECUTES “RUNM" JOMHANG ¥ ITHOUT PRE-SCAN (FASTER THAM HAVING

LOAD(~-31962,140,9040)
LOAD(-~31942,233)

LoAD (~31982,1)
LOAD(~32112,8B)
LOAD(-32114,2)

LOAD(-32114,13)

A
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A GRAPHIC DILEMMA... SOLVED!

v

1 recently purchased a new 'set of
fonts and clips from Asgard Software
called Campanion III. This package of.
new artwork was,of course, intended for-
use with Asgard’s fantastic 6Graphx.” 1,
like most people, howaver, sglxt my time
between Graphx and TI-Artist because both
have features that the aother lacks., I
really need BOTH to turn out good graphic
work for the Interface. Generally, this
is no problem because Artist allows me to
convert pictures from Braphx and Rlphabet
fonts from LGMD. Unfortunately there is
no way to convert a font from Graphx to
Artist, and I prefer Artist for font work
(usualiy). I presented the grqblem to
Bob Coffey and, after much contemplation
and a sleepless night, he got back to me
with the solution. | felt that many
people may be wishing for the answer to
this transfer problem and asked ,Hob to
document it. It’s not as hard as it
sounds so give the following a try,

D R R e e s Tt e e e

TI-Artist Font Format

- o i . e e e b e e e e i e B e,

[

P\.“(:

by Robert Coffey Jr. .i

When ¥ou load a TI-Artist font style
into the TI-Writer editor, you will see a
basic pattern which is . very ‘similar. to.
the format of an Artist Instance!

INSTANCE:

A and B to the (B%8) blocks
that will define the Instance., or Font
letter. A will be..how many blocks
across, and B will . .be how .manyg blocks

dawn! e LAt At

refer

n equals the character .being déffﬁéd:
in the font, (A;B3C etc)

E is equal to the numbers of. pixels
wide the character is plus a pixel.of
space between the font letters.» .. ;.

A¥E will equal how many lines it will
take to efine - the character  ar:
instance. Each definition line (the
lines that show .as- ."0"s . here)
.contains 8 numbers, .. rangingy from

=235, I ! wat vtlud

L] s Y EE

LA,LB,LC...

the

Artist Font Design

For the sake of time and space we
will assume that you have already either
drawn a full font as an Artist picture or
have converted a font picture from Graphx
to Artist,

(1) When you set your letters in the
picture, leave 5-7 pixels on the bottom
and right side of your letters' You may
seperate letters with the Move teature of
Enhancement {f you didn’t leave enough

space between them.

(2) After you’ve done this, +ind your
largest and widest character. Write down

the pixel hei?ht and width. Also write
down the WIDITH plus one, (1), of ALL the
characters. The extra pixel is for space
between the characters, [+ vyou don’t

have eagle eyes, use the Zoom feature to
count them.

(3) Save all vyour characters in !
picture if possible, else ive them
sequential names like FIC1, PIC2.

(4) Copy your reference pictures to a
clean disk! Things will get BERY MESSY 1 f
you don’t!

(5) 6o into Enhancement and press (5]
for the slides section, next press 7 to

+ saveé ' a Instance.

ti1ts

(&) Use a tile name that
whatever character type vyou may be
working on, such as : a number 1,2,3...
UFPFERcase ua, uUB,uUC. .. lowercase

sYMBOLE Tl 7. #.8...
Once the file is named you will be
returned to your picture.

A7) now use the joystick and

upper left-hand corner
character. When you start to
the size of the Instance box,
line of the box should c¢ross over the
top-most pixel(s) of your character, same
for the eft-mast pixel(s), Remember,
whatever is UNDER the box line will be
included!

(B) The box will increase by H pixels
at a time. Increase the box so that 1t
covers the enptire character. (if vyou
find that the box also covers a part of
another character, then go back and move
it so it daesn’&.) Use the least amount
of space as possible to cover the letter'

?et to
a your
increase

the top

(7) When you have covered the entire
letter, hit the fire button, the letter
will automatically be saved under the
entered name.

... (10) .REPEAT STEFS 6-% until you have
saved all the characters that you want to
uge in. your font style!

R ifa 3

h F < - R
o kBRRRRREAERRER AR R RN S RRARRAI R AR AR A

ViA NEW SUG A0ATH

e ,m;:};ﬁa!?y:JN'QCJ?¢/Vl)/l ff?auﬂr

wm&y%
N



ASSEMBLING THE FONT

et e e e s ot S et S0t ot o0 o i S

(1) You will now start to assemble
our font file. Use the EDIT SECTION OF
I-WRITER. Flace the character of

whatever one you are qoin to Joad in

first, (praobably “"A") on line 0001, note
the line you are at.

(2) Hit Function 9 (BACK), so that
ou now are back 1n the command mode of
he editor.

{(3) Type the LF command
then wusing this t{ormat
first character Instance:

[x%x DSKx.Q_IJ

(Load File),
below load the

H instance file
line number
you put the font char on

This will load the character instance
into memory after line xuxx. Using the LF
command this way will allow you o load
D/v 80 files {Instances!) without
disturbing the data that you have in the
editor already! e

(4) After you have loaded 1in the
Instance at the end ot . your file (line
KM ) you will need to add a number to
the fine that has only 2 numbers on it!
1t will lpok something like this:

2.3
After the second number in that line
type a comma and the WIDTH number that
you wrote down for the character you are

working on. Say the number is 9, 1t will,

look like this:
2,3,9:

{5) Go back to step (D) until you
have +inished loading and altering -all
your characters for your font style.

WARNINGXWARNING:
right, you are working
returns, YOU DON’T
Fete’s sake and your
HIT REFORMAT!

NOTE: It 1is
include a space character in
you do. o do this put a blank e at
the end of your assembled file (don’t
erase this oane') and load any character
Instance atter that blank line. lake the
width of your widest character and add it
to the 2 number line(like we did before).
Now change those other lines that loaded
in to all 0’s, Keep the same number of
numbers, but change them to 0’s. ’

(6) VYou will then go through your
file and make sure that there are NO
BLANK LLINES (except the space character),
or C/Rs at - the. -ends of-:lines. '‘Also,
double check that those lines that had 2

1f you are doing it
WITHOUT carriage
WANT THEM' So for
own., . DON’T EVEKR

a good idea to ALWAYS
everg' font
in

1

numbers now have 2!

(7) Now that you’ve double checked
everything, hit Function 9 (BACK). Type
the PF command. (Print File) Type tﬁe

filename that you would like to call your

tont. Use this format:
DEKx.nnnnnn _F
{Rememher, you do not want to SAVE
FILE, you want to FRINT FILE to disk.)
You have now created your very own

font! Now go into the Enhancement part of
TI-Artist and load your font, and see how
goad it logks, you may need lo alter some

of our characters. I+ everything
doesn’t look satisfactory, then continue
to step 8.

(B8) Go into the Enhancement sectian

of TI-Artist, and load vyour font. Get
all ¥0ur characters onto the screen.

here should be 1 pixel spacing
between your characters. It your
characters touch the one on the lett may

have been defined incorrectly, when vyou

saved it as an Instance.

(?) Gao into the [S] Slides section
and re-save that character, making sure
that the left side of the box goes aver
the left-most pixel of the character.

(10) If vyour characters are not
level, then you may need to see which
characters. are too high. Write down all
the characters that need to be lowered.

(11) Guo back
re-save those characters as
and make sure that you start 1 (or more)
pixel higher than ast time when ou
re-save it! Keep doing this until you’ve

into Enhancement, and
Instances,

. corrected all the taulty characters.

(12) After you have re-saved all the
characters tha were not right, go back-
to the Editor in TI-Writer. Load vyour

Font file and Scan through the tile until

yvou find the character that you want to
carrect.

{13) Delete the definition lines
below the 3 number line. Note the Iline

Load your
format as

that the 3 pumber line is at!
saved instance using the same
befare: xxxx DSKn.xxxxuxx _I

(14) Delete the 1line that has been
loaded that anly has Z numbers on 1t.

You have now (hopefully') corrected
that character, 1f not, do it again.
Lower case characters and symbols can
cause rou problems on centering, etc., so
a little experience may be necessary to
get thing+s right, but a little common
sense will prevail.

Learning to do this could open the
door to a lot of possibilities... who
says a font has to look like an
alphabet?!
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