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	To begin, I have to apologize for an error in my previous article. In describing the creation of an option 5 program, I gave directions to type DSK2.PFF instead of DSK2.C99PFF. I hope that the error in filename was obvious enough that it didn’t cause too much of a problem.


	Since I wrote the first article, I have found that there is an easier way to run an option 3 program or create an option 5 program. It’s amazing what you can learn when you read the documentation.  This method uses the CLOAD program which is on the Funnelweb disk and is accessible through option 5 C-LOADER on the main menu. This program lets you make a list of option 3 files in a DV80 file. It reads that file and loads all of the option 3 files in the list. Then it lets you choose the entry point to run the program. 


	Let’s look at how we would use this loader. Use the editor to create a file with the following contents.


	


	DSK2.HELLO;O


	DSK2.CSUP


	DSK2.GRF1


	DSK2.PRINTF





Save this file as DSK2.HELLO;3 and leave the editor. I use ;3 to indicate that this is a file with a list of files to be used for an option 3 program. Select 5 C-LOADER from the menu. Enter DSK2.HELLO;3 and press ENTER. After the files have been loaded press FCTN-3 to clear the entry and press ENTER.  When you get the screen of DEF Table entries, move the cursor so it is over the S of START and press FCTN-6.


	 Now, no matter how much you may change HELLO;C, you can run the program just this easily whenever necessary. 


	The loader can also be used to simplify creating an option 5 program. For our sample program this would require a DV80 file with the following contents.





	DSK2.C99PFI


	DSK2.HELLO;O


	DSK2.CSUP


	DSK2.GRF1


	DSK2.PRINTF


	DSK2.C99PFF


	DSK2.SAVE





Save this file as DSK2.HELLO;5. I use the ;5 ending to remember that this file contains a list of files for creating a program image file of the program. It is used just like the option 3 file above except that you select the DEF SAVE instead of START. Remember, SAVE is on the third screen. Press ENTER twice to get to that third screen.


	In my last article I mentioned that one advantage of C99 was speed. Another of its advantages is that you have 256 characters (32 sets) available for use just as in pure assembly. This is twice as many as in BASIC and more than twice as many as in Extended BASIC. No more having to define a character for one purpose in one part of the program only to redefine it for some other use later in the program.


	In Extended BASIC I have at times used redefined characters to center text which is an odd number of characters long. However, I had to be very selective about when I did this because of the limited number of characters available. In C99, this technique can be used much more freely because of the large number of characters available.


	I’d like to consider a C99 program to center some odd length text on the screen. Let’s use the text ODD. In order to center this we need to know the hex character definitions for the letters O and D. Using the CALL CHARPAT statement of XB we can find that these are as follows.





	O  “007C44444444447C”


	D  “0078242424242478”


 


	These hex characters define how the text character looks on the screen. The hex characters define the left and right halves of the text character as shown below for the letter O.
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	The patterns for the entire word ODD would look like this.
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	What we need to do to center the text is to create four text characters which have the above definitions as their middle six columns and with zeros in the columns on either end as shown below.
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	This gives us definitions for 4 text characters which when placed on the screen will display the text ODD but centered within the four character string. These character definition strings are





	“0007040404040407”


	‘00C74242424242C7”


	‘0087424242424287”  and


	‘0080404040404080”.





	Now we can write a C99 program to redefine some characters and print the result on the screen. 





extern grf1(),printf(),chrdef();





main()


  {


  grf1();


  chrdef(97,”0007040404040407”);


  chrdef(98,”00C74242424242C7”);


  chrdef(99,”0087424242424287”);


  chrdef(100,”0080404040404080”);


  locate(1,15);


  printf(”abcd”);


  locate(2,15);


  printf(”EVEN”);


  locate(23,1);


  }





	We begin by specifying those functions which are external to our code. The only new thing here is chrdef(). This is a C99 function contained in GRF1 which performs the same job as CALL CHAR in XB. 


	In the program itself we begin by putting the computer in graphics mode. Then we redefine the four characters with ASCII codes 97 through 100. These are the letters a,b,c, and d.


	The locate function allows us to place the cursor at a particular row and column on the screen. This function is part of CSUP and therefore does not need to be included in an extern statement. We then print the string of redefined characters. Then we print a even numbered string of characters beneath it for comparison.


	Next time we’ll look at writing a C99 program to provide us with the definitions for the redefined characters. C you next time. 





Users groups may reproduce this article provided that they acknowledge the author and indicate that the article appeared originally in the West Penn 99er’s Newsletter.








