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Voici donc le deuxiéme numéro de «Passerelles.

Lépaisseur de ce numéro et sa deasité d'informations essentielles ex-
pliquent son «légers retard. Ce numéro 2 est riche Fenscignements di-
vers (il intdgre Ia revue semestrielle pour les développeurs d’Atari US)
et illustre mieux que le premier, la devise cachée de «lg':;ereﬂe»:

ez propre.

En effet nous 'insisterons jamais assez sur Iimportance d’une program-
mation dans les régles établies par Atari. Il est essentiel que vous préserviez
vos investissements et que vos logiciels restent compatibles d’une généra-
tion de machine 2 autre. D'autant qu’Atari n’a pas Iintention dattendre
7 ans avant de Jancer de nouveaux Falcon. Vous devez respecter les régles et
utiliser le systéme d’exploitation au maximum.

Si nous publions ce mois—ci la liste des registres hardware ce nest ur
que vous alliez y “poker” sauvagement. Ces adresses restent i tout
comme la d’ailleurs!). Elles sont cependant utiles 3 la com-

réhension de la machine et devraient faciliter vos déb

f)ans un ordre d'idée similaire, je vous invite vivement 3 lire Particle de
Mike Fulton «No Program Is An Islandr. Connatre les produits de la con-
currence est nécessaire pour que les logiciels Atari puissent affronter sans
rougir les monstres Microsoft et autres du PC et du Mac. Atari se chaﬁ
deuE guerre du hard, mais celle du soft est entre vos mains. La ol
succes est dans Punion des denx.
Aujourd’hui Atari est redevenue une société dynamique et mobile dont le
mai{re mot est "innovation”, 1e futur d’Atari est dans I'avance technolo-
gique. Plus d’un an aprés son annonce, six mois aprés sa sortie, le Fal-
con030 est toujours le seul micro-ordinateur grand public 3 intégrer en
standard un processeur DSP et des capacités direct to disk efi 16 bits voire

. méme un afff::hage True Colour! A
Pourtant, chez Atari le Falcon030 est «presques déjd un -~ e . produit. muv.

Mais ceci est une autre histoire sur laquelle nous reviendrons en
Septembre... Ab, Innovation, quand tu nous tiens...

Loic Duval & Jean Marie Cocheteau

Y Atari France sera fermé, posr canse de Vacances, du 8 Aokt as 24 Aot 1993,

1 Iadamdeanmmplétgmise&jounamﬁMduTOSsemdisponib[emJuﬂka

Y Le service technique sest équipé d'un fax: (16.1) 40.86.01.28.

1 &MwmmmmmmrdsmgwmrmrépmdmrﬂépbomR@dek méme

Y Rappel: Les informations de <Passerelles sont strictement ’ amqumdaﬁnéamdénﬂnn
Atari agréés. Elles entrent dans le cadre des «contrats de alités que vous avez signé.

ATARI FRANCE 79, Avonue Louis Roche — 9238 Gennavilliors Cedax  Tél: (1) 40.85.31.00 Fax: (1) 40.86.29.78




| Comme certains le savemt déja,
i Brainstorm et Atari France ont owvert
® #n BBS pour les développeurs. Un
3 BBS (Bulletin Board System) c'est un
bl Pex comme un servewr Minitel sauf

8 gue, coté utilisatenr, on n'utilise pas
un Minitel comme modem et termi-
nal,maismmxrimodan(c.&.d.m
modem dont la vitesse atteint au mi-
Y nimum 2400 bauds) et un logiciel
d'émulation de terminal for en trowve _
d'excellents en sbareware sur Atari). |

Brasil est accessible 24h/24 au numéro suj-
vant: (1) 44 67 08 44.

Voici la marche 4 suivre fors de votre premidre con-
nexion;

1 faut tout d’abord wous procurer les deux outils dont
nous avons déja parlé: le modem et le logiciel de com-
munications.

* 31 vous navez pas encore de modem, sachez qulon trou-
ve aujourdbui sans difficulté des modems tris ra
pides (14400 bauds ~ oy V32 bis) powr moins de 2000 fr...
Clast ce que nowus vous conseillons .

* Vient ensuite le logiciel de communications. Votve ser-
viteur utilise depuis longtemps le shareware Allemand
RUFUS, mais tout logiciel vous offrant Pémulation
wawAmaﬁdqulsmmlﬁdeﬂéabagmmt
standards (Xmodem, Ymodem ou miewx Zmodem) fera
Uffaire (ex: Stalker dArobace ou Uniterm).

Vient ensuite la configuration du modem. La plupart
du temps, les réglages d’usine sont suffisants, du moins
pour une premiére tentative, Mais il vaut mieux bien li-
re la documentation et vérifier tous les paramétres si
vous ne voulez pas rencontrer de problémes. Voici un
résumé des réglages standards que je vous conseille:
— Vérifiez que la communication entre ’Atari et le
modemsefaseeensbits,pzsdeparité,pasdc
contréle de flux.
— Vérifiez que la vitesse de I liaison entre PAtari
et le modem soit au minimum &gale 3 Ia vitesse la
plus élevée que peut atteindre votre modem.
— Vérifiez que votre modem est bien configuré
pour une communication aux normes du CCITT
ct non de Bell. Clest toujours le cas au—deld de
2400 bauds, mais pas toujours  certe vitesse.
— Vérifiez que la valeur du registre S7 est au
moins de 45. Ce registre contient le temps maxi-
mum en seconde pendant lequel votre modem at-
tendrz une portense avant le NO CARRIER.

Arasi Prance —
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 coles de compression en ligne (MNP5 oy V42 bis), les

fichiers présents en download &ant déjd compressés,
celle—ci ne pourrait que ralentir le transfert.

Ces quelques réglages sont en général suffisants pour as-
surer une connexion sans problime. Pour les posses-
seurs de modem V32 bis 3 base Rockwell cependant, re-
tenez ces quelques astuces si vous rencontrez malpré
tout des problémes lors de vos appels:
~ La commande AT\E1 permet d’adapter
I'impédance de votre modem 3 celle de votre Ligne
de téléphone. A utiliser donc une fois et une seule
juste avant une connexion {qui a de bonne chance
de ne pas aboutir).
— La commande ATS91=5 qui augmentera le ni-
veau de bruit acceptable pour votre modem.
— Enfin si rien d’autre ne marche, la chaine d*ini-
tialisation ATS37=9NO vous permettra de limiter
la communication 4 9600 bauds et d’éviter ainsi les
problémes dus 3 une mauvaise ligne.

ATTENTION: pour laisser e BBS disponible Ie

'méxhnumdctcmpspossiblectpomncpasl&cr

90% des développeurs (qui disposent de modems &
14400 bauds), I'accks n'est possible qud partir de
2400 bauds,

Passons maintenant 3 la connexion elle—méme et aux
spécificités de Brasil:
Au début de votre connexion, Brasil vous demandera
votre nom,
= Si c’est votre premier appel, un questionnaire
vous sera proposé auquel il vous faudra répondre si
vous voulez obtenir un plein accés au BBS.
— Sinon il vous demandera votre mot de passe.,
Noubliez donc jamais le mot de passe que vous
aurez choisi la premiére fois, et si vous Pavez tapé
en majuscules ou en minuscules {¢a n'a pas d’im-
portance pour votre nom, mais pour le mot de
passe si.).

Dans Brasil, vous vous déplacerez 3 Pintérieur d’un
systtme de menus, une lettre ou un chiffre correspon-

' dant i chaque entrée de menu. 1l suffit de taper ce ca-

ractere pour que votre choix soit pris en compte. Pas
besoin de valider par Return donc, sauf pour une ex-
ception: le choix de I'area (nous verrons ce que ce ter-
me signifie plus loin).

Lorsque le systéme vous a reconnu, un premier menu
staﬂ'iché.llpmposelalectumdabuﬂetins,qtﬁsont
les messages que le sysop utilise pour vous tenir au cou-
rant de Pévolution du BBS, des derniers fichiers in-




dispensables, ou de ia prochaine bouffe organisée entre
développeurs. Clest I'dquivalent tflématique de cette
- quoique plus succinct. Il vous suffit de quitter

(touche Q) ce menu pour atteindre le menu principal
de Brasil.
En dehors des quelques fonctions directement acces-
sibles depuis ce menu, Brasil est séparé en deux grandes
parties: la messagerie et le téléchargement. Ces deux
parties sont accessibles respectivement par les touches
M et F du menu principal.
Chacun de ces choix vous améne a un sous—-menu
qui vous propose kes commandes spécifiques 3 Iz lec-
ture ou I'écriturc des messages ou 4 la réception ou
I'émission de fichiers.
Les messages, tous comme les fichiers, sont répartis en
Avreas, c'est 4 dire par centres d’intérét. 11 vous faudra
donc d’abord choisir I'area dans laquelle vous voulez li-
re les messages, on télécharger un fichier avant de sélec-
tionner soit un fichier soit les messages que vous vou-
drez lire, La commande pour changer darca est
toujours A, mais vous permet de saisir le numéro de
larea en méme temps, ce qui explique que cc soit la
seule commande qui attende une validation.
On peurt donc:

~ soit taper A«np pour choisir I’area dans une liste,

—soit taper directement A3«r pour aller dans 'a-
rea numéro 3,

Si en sortant du menu Bulletin et avant le menu princi-
pal vous avez demandé la recherche de votre courrier,
le BBS vous aura affiché la liste des messages vous con-
cernant dans chaque area. I vous suffira donc d’un peu
de mémoire pour retrouver facilement ces messages et
pour les lire, et y répondre si le coeur vous en dit.
Sinon une commande du menu principal (Z) vous per-
met au choix de rechercher:
— soit les nouveaux messages pu-
blics,
— soit uniquement les messages qui
vous sont personnellement des-
tinés, puis de les lire et d'y
répondre dans la foulée, sans
méme passer par le menu Mes
sages. La méme commande (Z)
permet depuis le menu Fichiers
d’obtenir la liste de tous les fichiers
arrivés depuis votre dernitre con-
nexion.
Enfin que ce soit du menu message ou
du menu fichier:
- la touche M vous permet de re-
venir au menu principal ,
— la touche G de quitter le serveur
et de vous déconnecter,
— et la touche ? vous affichera un
ésumé de chacune des com-

mandes du menu courant.

Voila donc un résumé du mode d’emploi de Brasil.
Vous pourrez trouver sur ce BBS tous les fichiers et
programmes pour nourrir I'appétit de votre Falcon, y
compris certains programmes et fichiers réservés aux
seuls développeurs, comme par exemple la dernitre
version du debugger DSF, ou du driver de disque dur
Atar, ainsi que la possibilité de parler entre vous des
problémes que vous rencontrez, de poser des questions
aux autres développeurs ou directement 3 Brainstorm.

En cas d'urgence, la touche C au menu principal
vous permettra de demander un dialogue en direct
avec Brainstorm. N’hésitez pas 3 Putiliser; ils vous
répondront avec plaisir, mais limitez-vous aux pro-
blémes rencontrés sur le BBS lui-méme: un dia-
logue téiéphonique est toujours plus rapide pour les

~ problémes de programmation,

Enfin respectez “P'éthique BBS”, cest 3 dire n’utili-
sez pas de pseudonymes comme sur Minitel, et ne
restez pas plus longtemps connecté que nécessaire:
d’autres attendent pour se connecter et le BBS est
pour Pinstant (¢a devrait changer 3 Iz rentrée) mo-
novoie, c’est 4 dire qu'il n’admet quun seul con-
necté en méme temps.

A bientdt sur Brasil,

Téléphone: (1) 44.67.08.80

Télécopie:

B.B.S :
"Brasil"

M T = Tt ==T

9h-13h/14h-19h

(1) 44.67.08.11

(1) 44.67.08.44




une des innovations majeure d’Atari
| powr sorn Falcon030 est lintégration
en ndard ddm toutes les machines

effectuer, et écrivez e DSP en
une philosophie DSP

3 Atan France —
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Bien que rapide, cette routine ne tire aucune par-
tie des possibilitds du DSP.

‘tition 31 fois
rep

: on éerit un word et
move X:(rO)+

et que les registres
4 des banques diffé-

On peut de méme associer les reglstres R2 et R7

malspasRIetRB




que le DSP peut fuire
alors qu’ici trofs sont

Une des reglcs 3 suivre
les i mstructlons ’MOVE squ’un déplace ent
en mémoire peut la ph

T = =S Tr="

Atan Pranee —
0% Passerelle Développesrs N'2



Et voila, c’est tout simple!

i s W o e o ld

T e RSN b e Congt Tl Pt Ny v S RS il - T et e
e st b ek W, g A gl deber (s b s i drw, a om,
s, alte WL I O s, lrenss g --.-l— e e wiewriars
mmmmm Pabows i, b gl s s

e FALCON 030 i

D TR = TR o

“—nm- o T R, B 4 £
koot i Mk R ———
it O S, ol e T b Tanmt 7 ey o iy, Fom TE, Db Dughchvlns Nae DO et L
L N Ll
e, . Fonfern Birwad e slok, m“awa—n e e ik Wi b s

Wbl M i bl s v Tt W DR syl P e
Wall i A BRI % R b Poigh & Wil L T e e O i - T, L M-
P T e, W R kg b A Sptarn wie RO R G A T
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Voici la méibode officielle @ utiliser
pour déterminer le langage courant de
Pordinateur sous lequel towrne wvotre
programme:

1/ Si la version de PAES est 3.4 ou supérieure,
il faut appeler:

prseﬁnﬁv(%&gl_lan&&dummy,&dummy,&dummy)-
Le langage est retourné dans la variable gl_lang,

2/ Sinon étudiez le cookie __ AKP.
Les préférences linguistiques des utilisateurs sont
stockéesdanslesecondoctetde]avaleurducoo-
kie, ¢’est 3 dire:

value = getcookie(”__AKP"),

gl lang = (value & 0x0000£f00)»3;

La fonction getcookic n’étant pas implémentée sur
tous les compilateurs vous trouverez plus loin son
Listing officiel.

3/ Si ces deux méthodes échouent

{ou sont impossibles), il faut utiliser Je code # Pays”
du header du TOS. Ce code (os__conf) est le 28
¢me octet du header, autrement dit # (—sysbase) +
$1c " Nous vous rappelons que __sysbase ($4F2)
est une variable officielle autorisée pointant sur le

hearder du TOS.

Le premier bit donne le mode vidéo, les bits res
tants donne le numéro de pays

bit0: VideoMode 0=NTSC/1-= PAL
bit831: Country Nb 0USA

1 Allemagne

2 France

3 Royaume Uni

R =TT = Passerelle De‘-ndcrppm N

ks

{ Atari a fait développer (par la sociéré

Brainstorm) des routines de décom.
| pression JPEG extrémement rapide
{ (moins d’une seconde pour une image
= 320x200 24 bits). Celles—ci stilisens
% leDSPetle68030enparallélepour
\ #ne efficacité optimale.

Pour Putilisateur, ces routines se présentent sous
la forme d’un programme en AUTO, installant
un cookie et les fonctionnalitds JPEG.

La vitesse hallucinante de ces routines permet
d’envisager une utilisation systématique de
JPEG dés qu'un besoin de compactage d’image
se fait ressentir: jeux, retouche d’images, etc.

Le kit de développement JPEG sera disponible
en Juillet.

- II'comprend:

~ Je cookie de déompression rapide
(DSP/68030) |

— Je cookie de compression JPEG (routine
entiérement en 68030)

“une documentation déeaillée

— plusieurs exemples en C et assembleur,

Ce kit cofite 500 F HT, et vous permet de dupli-
quer le programme 3 installer en Auto sur cha-
que exemplaire de vos logiciels sans limitation de
quantité,

Bon de commande
Je commande I Kit JPEG & J00F HT,

Chéque & libeller 3 Vordre dAtari France.

Atari Franoe —




avec environnement intégré.

— Passembleur le plus rapide sur Atar
(10000 lignes/sec).

- gére les 68000, 68010, 68020, 68030,
68040, CPU32, 68851, 688812,

- plus de 500 directives et instructions
(dont Ia déclaration de structures),

— gére 15 formes d’optimisation.

~ permet la correction "au vol’ de la plu-
part des erreurs signalées.

— variables de 256 caractires, nombre illi-
mité de REPT, MACRO, IF imbriqués.

— entidrement compatible avec Devpac et
99% compatible avec Pure Assembler,

— génére les codes objets DRI et Pure C,

— débogage source et variables compati-
bles Pure C.

— variables compatibles DRI et Devpac.

— &iteur sous GEM, avec boites de dia-
logue en fenétres (non bloquantes).

~ variables, opcodes et commentaires
différenciables par un style ou une cou-
leur.

— recherche sélective dans les variables,
opcodes et commentaires.

ASSEMBLE

>

-
1

-

bas et haut nivean

— 125 fonctions distinctes.

— gére les 68000, 68010, 68020, 68030,
68040, CPU32, 68851, 68881—2.

— 7 types de fenétre (registres, désassem-
blage, mémoire, ASCII, source, va-
riables, inspection).

— mode “trace” complétement paramétra-
ble.

— points d'arrét ("breakpoint”) paramé-
trables en nombre, en évaluation et en
type.

— visualisation de toutes les entrées—sor-
ties.

— visualisation en temps réel de la mé-
moire et de la plupart des fenétres.

~ chargement, évaluation et exécution de
routines externes.

— possibilitt de désigner une adresse, un
bloc ou une routine par un label.

~ fonctionne 3 n’importe quel niveau
d’interruption {IPL), riglable de 0 3 7.

— lien efficace entre la fentere dPerreurs et = - gire les symboles DRI (Gfa,Omikron),
les fenétres de source. Devpac, Tarbo C et Pure C
— sauvegarde et chargement optionnels 5 — gére le niveau source avec Assemble et
de la configuration des fenétres. Pure C.
— enregistrement et exécution de macro—
commandes.
Sur Atari ST, STe, TT, Falcon Sur Atari ST, STe, TT, Falcon
avec et sans MultiTos, avec et sans Multi-Tos.
(Disponibilité: 15 juillet) (Disponibilité: 15 juillet)
Prix Public TTC: 490 FF Prix Poblie TT'C: 490 FF
B (Les deux pour 890 F TTC)

La ¢occelé Bvacnalovm gucc offre iene remise de 20 % acer le
awx décelopfeccro agréés Atare Prance !

prix puhlee ]

Atari Fane -
] Passerelle Développeurs N2
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ous avons longuement
hésité avant de vous propo-

ser cette liste des entrées/ wegcobved

sortios. Les ingénieurs d’Ata-|  Faleon030 Lec S ¢ won wifivenct -, comprency
ri Corp se refusent & officia- Wﬂfwwsod ’ :tdsmﬂﬂd“w“
liser des adresses dont ils ne M,gﬁﬂ’ﬁmd“w“

peuvent oujourd hui garantir Ceooin el

la compatibilité sur les p . é.l’Md‘:—
chaines machines. Car la W@thM¢WW““S‘7 wifics
lonté d’Atari est de faire évo- WWWW .

huer de fagon trés imporiante W”"::‘ M‘VMJ“MWQSPM »
sa gamme d’ordinateurs wowld veg ot *cld wods
sonnels dans les prochains WSO-*MW#&WW

mois. Des évolutions te hwmww

logiques majeures qui pas-

sent par la création de pro-

cesseurs maison et qui refu-

sent le frein de la sacro sain-

te compatibilité. Atari main-

tiendra la totale compatibilité sur les appels
syﬂém.Maispmeedesmgisﬂeshm
msiceﬂe—cidoitcomﬁmerunfminﬁl’émlw
tion. D’oii Pobligation de passer par ses fa-
meux appels systémes.
Etilmusfautmceuerégle!lfommde-
ves pas avoir de politique a6 court terme.
Construises Pavenir aujourd’hui et préservez
vos investissementis. Vos logiciels se doivent de
fonctionner d’une génération de machine da
unemm,c’est:mmpectquewusdm&
vos utilisateurs. Suirre cette recommandation
ce n’est pas "faire plaisir & Atari” (comme
j’aipul’entemﬁe)misfaﬁepmwedebon
sens. :

Si nous publions cette liste c’est essentielle-
mutpom'quevmumpeniiezpasdetemps
& comprendre le "hard” lors d’un deboguage

Bien stir certains d’entre vous ne résiste-
mmpas&latentaﬁondelesuﬁﬁserpourfnir\e
gagmrcecenﬁénwdesecondequipenmm&
votre routine de tenir dans une VBL. Alors que
faire? La réponse est simple! Installez dans vos
programmes une option de configuration lais-
mmlechoix&l’uﬁﬁsateurdesmwﬁwsqu‘iluﬁ-
lisera: celles optimisées et celles utilisant le
systeme. Si le logiciel ne fonctionne pas en mo-
de <optimisé» suite G une modification du
systeme ou des processeurs, il continuera quand
méme de tourner en mode "systeme". I’ autant
qu’avec Uévolution technologique votre routine
ﬁnirapm'tenirenlmeVBLmlgrélesappels
systeme. Une telle pratique est trés répandue sur
Mac et PC. Alors faites vous aussi cet effort.
Nous avons tous & y gagner: vous, les utilisateurs
et Atari...

Loic Dural.

Agani Prance -
Passerelie Développewrs N2 [




The decision to include Multi TOS on
disk and not to commit to ROM
might suggest a lack of confidence in
that product on Atari’s part.

Can we expect to see MultiTOS in
ROM in the future (maybe switchable
with an older TOS) or is multitasking
seen as secondary to the future of
Atari computers?

Brodie:
We do not have a lack of confidence
in MultiTOS, and regret that you see
our decision as such.
Many other OS’s are disk based.

We felt that having MultiTOS on
disk allowed easicr updates.

We have TOS 4 in ROM for users
that choose not to use MultTOS.
It’s not the same as a PC or a Mac
where you cant do i
without loading the OS from disk.

I don’t see this as making
multitasking “secondary” at all.
Rather I see it as another
manifestation of our view that the
Faloon030 is primarily a home
computer.

We've indicated that there will be
other products in the future that
will aimed for the higher end.
Multitasking will be an important
tool for those machines, as well as
any accelerator boards for the Atari
Falcon030,

Atari Prance -
i) Passerelle Développenrs N2

Question:

What does the bardware audio inter-
face currently consist of? Was the bass
boost scrapped?

Answer from James Grunke:;
The hardware interface on the Fal-
con uses mike and headphone mini-
jacks, exactly the same as walkman-—
like products. The 16 bit stereo CO-
DEC is good quality Crystal pro-
duct. Yes, I'm pleased to say that the
bass boost has been scrapped.
As of last testing, current specs are:
—~ Signal to noise ratio:  84dB
— Frequency response:  20-20K
— Crosstalk: —-60dB

Question:
Can you give us the list of ervor codes
form SpeedoGDOS.

The complete error code list is as fol-
lows:
Error #1: Out of system memory
(Misc cache)
2: Error opening font file
3: Error reading font file
4: Error while writing out
cache buffer
5: Font scaler error
6: (Not implemented)
7: Not enough memory for
scratch buffer
8 :Out of system memory
(character cache)
255:Misc Speedo Error
Hope this helps
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Ask yourself this question: "My
apphcation does (fill-in-the-blank).
ve [ looked at programs on other
systems that do that, like Program-
X for Microsoft Windows? Or
Program-Y for the Macintosh?”

The answer is quite often that the
developer hasn’t compared their
software against software for other
platforms. You may ask why look-
mg at other systems is important,
since that's not the competition for
an Atari-based package. The
answer is that the competition does
include software for other platforms
like the Macintosh and Microsoft
Windows. And it's always a

idea to keep track of what the com-
petition is doing. It's one of the
most basic rules of doing business.

Among existing Atari users, other
Atari-based programs are going to
be your main competition. But you
must also consider people who are
looking to buy their first computer.
If an Atari user decides not to buy
your software now, there’s always a
chance they may change their mind
later. But once somebody has
bought a different computer, you've
probably lost that sale forever.

Statistics show that most software,
except games, is sold to users
during the first year they own their
computer. When a onbuysa
computer, their decision is usually
based on the ability to use a par-
ticular of program. That
means that new us%r‘sv will be
comparing your software against
software E:uj', other platformg before
they decide what computer to pur-
chase. So you have to be aware of
what other programs can do, even if
they are for different computer sys-
tems. What can you learn from
looking at them? What features are
popular or not, and why?

It doesn’t matter if you don’t like
M5 Windows and MSDO5-based
computers. Your opinion of the
Macintosh or Amiga doesn’t matter.
Whatever your fi
other platformis, you

ings are about
ve potential

No Program Is An Island
Mike Fulton

customers who may not agree with
you.

It would be great if you had a PC
running MS Windows, or maybe a
Macintosh or an Amiga. Then you
could buy programs tor these
systems to check them out. But as
useful as this idea can be, it is not
always financially practical, or
gossible, for a developer to do this.
ut that doesn’t mean you can't
keep track of what's going on.

If you don't already subscribe to a
few PC and Macintosh magazines,
you should. These magazines have
advertising, in-depth reviews, and
comparisons of all the latest
products for those platforms. If
you're creating a new word

processor for the Atari, what do you
think you can learn by looking at a
comparison of 10 different word
processors for MS Windows?

Visit your local software stores and
look at the ackatging for other
products. &hat eatures do the
make a big deal about? Depending
on the product and the store, you
may even be able to get demonstra-
tions of different software packages.

Imagine your program on a
différ‘];lnety latf(l:rmngould itbe
competitive with the other E‘l;ograms
in the same category? Maybe your
program got a good review in one of
the Atari magazines, but what kind
of review would it get in one of the
PC or Macintosh magazines?

Another question to ask yourself is:
Are éou are getting the most out of
the GEM user interface? Are there
things you could be doing in your
program’s user interface to make it
more accessible and easier to use? Is
there something that Program-X is
doing with MS%Vindows that you

=" =TI
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could be doing with GEM? If not,
then why not?

Some developers on the Atari
platform are doing these things
already. And because of it, their
software is higher quality, easier to
use, has better documentation, and
is more successful in the market-
place. Even if you forget about
other platforms for a minute,
remember that you still have to
compete with these Atari
developers. And as the Falcon030’s
market grows, the competition will
get more and more intense.

One of Atari’s mottos has been
"Power without the Price”, so maybe
ou're aiming your program at a
ower ﬁ;ice pm};t a.n% think that it's
OK to have a limited feature set and
less sophisticated user interface. But
consider that there are programs at
lower price points on the PC and
Macintosh that are very competitive
with more expensive packages. Less
expensive doesn’t mean disabled.

(confinued on page 2)
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No Program Is An Isiand
(continued from page 1)

With the introduction of the new Atari Falcon030, there will soon be a lot
of new users in the Atari market. And a lot of new develo have been
signed up to work on products for the Falcon030. Many of these
developers are new to the Atari platform and they are bringing a lot of
experience from other platforms with them, including a Prel'l:y good idea
of what to expect from new users. These new users aren’t going to be
judging your products by the same standards as the existing Atari
userbase. They will probably be much harder on you than that. If they
see a product on another machine doing something your product can‘t
do, they will be wanting to know why not. What are you going to tell
them?

This article isn't aimed at any one developer in particular, but if you
think it’s talking about you, then you're probably right. The question is,
what are you going to do about it?

Correction

The ATARI ST/TT Q&A column from the last issue had a typographical
error in one of the questions. Here’s the corrected version:

Q: How do I have my program look for an event on either mouse button
using evni_multi{) or eont_button()?

A; Use an ev_mbclicks value of 0x101, a ev_mbstate value of ¢, and an
ev_mbmask value of 3 with the evnt_multi() and evnt_button() functions
and you will get an event whenever either mouse button is pressed. This
method has worked in all versions of TOS and is now official. (This
method does not work for detecting mouse button releases.)

Documentation Correction

On page VIDEQ.6 of the Falcon030 developer’s documentation, the
description of the VsetMask() call shouldﬁchanged to read as follows:

OPCODE 150

VsetMask( ormask, andmask, overlay )
LONG ormask, andmask;

WORD overlay;

The VsefMask() function is used to set the mask values used by VDI to
modify the color values comEuted for vs_color(). The vs_color() function
converts its input to a 16-bit RGB value which is bitwise OR’ed with
ormask and then bitwise AND’ed with andmask. This allows the
application to set any color to be transparent (or not) in the 15-bit per
pixel true color modes with genlock and overlay.

The default mask values are: ormask = 0x00000000, endmask =
OxFFFFFFFF. This combination of mask values has no effect.

To set the overlay bit, use ormusk = 0x00000020, andmask = 0xFFFFFEFF,
Now any colors set with vs_color(} will have the overlay bit set.

To clear the overlay bit, use ormask = 0x00000000, andmask =
ngFFFFFDF. Now any colors set with vs_color() will have the overlay
it cleared.

If the overlay value is non-zero, then the system will be put into overla
mode. If the overlay value is zero, then the system will be taken out o
overlay mode.

Atari France -
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Popup Menus & Hierarchical Submenus, Part 1
Mike Fulfon

The new GEM AES versions found in MuliTOS (v4.0}
and the Falcon030 (v.3.3) now support a new class of
features for adding popup menus and hierarchical
submenus to your user interface design.

You’ve probably seen popup menus in at least a couple
of programs. For example, the Resource Construction
Set included in the Atari Developer Kit uses popup
menus for changing object state and flag values, as well
as object colors amf fill patterns.. However, before now
if you wanted to have popup menus in your program,
you had to program alFthe necessary routines yourself
from scratch. Now you can do it rnuch more easily,
using the new menu_popup() function which is now
available in the new GEK/I AES.

Much less common on the Atari platform than pup
menus are programs with hierarchical menus. E}(l)us is
because without built-in support, they are much more
difficult to do than popup menus, especially for
submenus linked to menu entries in the main menu
bar. They should become much more common now
that the new AES hierarchical menu features allow you
to easily add submenus to either an item popup menu
Or even to a menu item inside the main menu bar, You
‘an even put as many items in to a submenu as you
like, and 518 system will automatically scroll through

them as necessary.

Part 1 of this article will show you how to add a pre-
fabricated popup menu to a dialog box, and how to
tink a l'lierarcﬁical submenu to one of the popup menu
tems. Part 2 of this article, presented in the next issue
>f ATARIL.RSC, will show you how to build a submenu
it runtime and link it to a menu item in your program’s
nain menu bar.

The sample program, resource file, and complete
iource code are available in the ATARLRSC
Roundtable on GEnie and Library 7 of the ATARIPRO

orum on Compuserve. The source code is presented in.

istings #1-5 at the end of the article so that you may
ollow along in the source code as you read.

Note: This program is written sinya;y as an example o
10w to use these new features, and does not necessari
eflect an ideal design. You must have a Falcon030 or
- tave MultiTOS installed in order to see the popup
nenus and hierarchical submenus in this program.

“his article is not intended to serve as primall_:y
locumentation for all of the new functions. or full

locumentation on the new menu library functions, see
me of the following:

Falcon030 Developer Documentation: AES section

GEM AES Programmer’s Guide, Revision 4
(avail: 2nd Qtr. 93)

GEM.DOC from MultiTOS Developer Distribution
(available online) .

T T
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Prograrm Qutline

The program is ve simple. In Listing #1, the main()
function registers the program with GEM AES with the
appl_init() function. After this function, the GEM AES
version number is available in one of the AES
arameter arrays, so the program stores this value for
ater use.

After initialization, the sample_dialog(} routine is
called. This function contains the main part of the
examer program and is responsible for showing the

sample dialog box shown in figure #1.

Many developers will

be concerned about -

havmg their rograms ﬂ Enter Expression —l

work on machines with
older AES versions as
well as takin:
advantage of the new I et botlons ]
features of the newer [
AES versions. [T=] [Cantel }
Therefore, the example

rogram is desi in
}P)’artg:o take thjsﬁto
account and use popup menus
and submenus if those features
are available, and to do things another way if they
aren‘t.

Expression: I—____

figure #1

The sample_dialog()
routine is set up so that if f
a proper version of GEM
15 running, it will
use the popup menu and
hierarchical menu
functions to display a
submenu that will
appear when the Set
(%tions button is clicked
on, as shown in figure #2.

Enter Expression I

Expression:

Set Options

{nlu kew Files
Files created on...
Bon't print filenames

[

figura £2

If an older version of GEM AES is

running, then when the Set Options button is selected, a
second dialog will appear to show most of the same
options that would have appeared in the popup menu
(all except the hierarchical submenu options we'll see
later). NOTE: This is just an example and by no means
should be considered the best method of handling this
situation. In your own programs you may want to do
something else, possibly even including requiring the
new AES tn order to run at all.

New Funé’rions & Data Structures

The menu library has four new features al ether,
along with a couple of new data structures. the new
menu Library documentation for complete information
on the new functions and data structures.

e T =TT =14
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In our example program, we will be using two of the
new menu li functions, menu_attach() and
menu_popup(), along with the MENLI structure. The
Mﬂvd structure can be used for both input and output,
depending on the function and parameter being used.

typedef struct

{
CBJECT *mn_tree;
WORD mn_menu;
WORD mn_item;
WORD mn_scroll;
WORD mn_keystate;

} MENU;

menu_attach(

WORD menu_attach( me_flag, me_tree, me_item, me_mdata );
WORD me_flag:

QBRJECT *me_Lree;

WORD me_item;

MENU *me_mdata;

In our example 1 Enter Expression |
program, we're
Etlni.ng to have a
ierarchical
submenu linked to
one of the items in
our popup menu,

as shownin fi
#3. By usin tge

menu_attach()
function, we can
have GEM AES
manage this for us automatically. In our example
program, we call menu_attach() about 25 lines into the
sample_dialeg(} function:

sub attached - menu_attach{ 1, popl.mn_tree, SUB_CPT_H,
kdays ];

Expression:

Set Options
bo al) fiies

Bnly Hew Files

t Files created an...

Pon't print fileasnes "

figure #3

The me ﬁ}‘)karameter indicates what we're doing. We
can either link a submenu to a menu item (me_flag = 1)
or unlink one (me_flag = 2), or we can ask the system
what submenu is already linked to a particular menu
item (me_flag = (). At the start of sample_dialog(,
we're linking a submenu to a Fopu ment item so we
use a value of 1. At the end of the ion, we unlink
the submenu using menu_attach() again with an
me_flag value of 2.

The me_gree parameter is the address of the object tree
of the menu item to which we’re attaching the
submenu. In our example program, we're linking it to
the PO,P“E menu, s0 we use the address of the popup

menu’s object tree, contained in popl.mn_tree.

QOur example program

links a submenu to a Doticns 48

RoPup menu item.

kg & et an Tecsins
item in a main menu .

bar, as shown in figure figure #4

#4, then we would

instead use the address

of the menu bar object

tree. We would then be told of user selections in the
submenu through the MN_SELECTED message, which

Asan France —
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has been extended to support hierarchical submenus.
(See the main menu library documentation.}

The me_item parameter is the object index of the menu
item within tﬁe mn_tree object tree that we wish to
attach our submenu to. We want it linked to the 3rd
object in the pgpu menu, which is defined in our
resource include file as SUB_OPT_H.

The me_mdata parameter is a pointer to a MENU
structure containing information about the submenu.
In this example, that's the days structure, used as
follows:

days.mn_tree = object tree address of submenu

days.mn_menu = parent Obli;ECt of submenu items. Note
that it’s possible for one object tree to contain several
different submenus or popup menus by placing each
one in its own parent box object. In our example, each
menu is a stand-alone object tree, so we’ve set this value
to the ROOT object (defined in the C header files as 0).

days.mn_item = object index of 1st submenu item to be
shown. For menus that show several options, of which
ou can only have one selected at a time, a font selector
or example, this should be set to the object matching
the current selection. In our example, you can select
any or all of the items, so we always start at the top
item.

days.mn_scroll = This a flag that indicates if we want to
scroll this menu or not. If you set this to zero, your
menu will not scroll and can contain any valid object
type, including user-defined objects. If you set the
menu to scroll if need be, however, it must contain only
G_STRING objects. We don't care if our menu scrolls,
50 we set this to 1.

days.mn_keystate = unused here

menu_popup()
WORD menu_popup( menu, xpos, ypos, mdata )
MENU *mernu;
WORD xpos, ypos:
MENU *rdata;

The menu_popup() function is used to display a popup
menu and get back the user’s selection. Our example
Erogram initializes the MENU data structure near the
eginning of the sample_dialog() function.

The menu parameter is a pointer to a MENU structure
that contains information about the popup menu you
wish to display. In our example program, that's the
popl1 structure, used as follows:

popl.mn_tree = object tree address of popup menu
popl.mn_menu = parent object within tree for submenu
items. Since our popup menu is a stand-alone object
tree, the parent is the ROOT object.

WI.mn_item = Starting menu item, if scrolling menu.
e set this to the first item in the submenu. :




1.mn_scroll = Flag, can we scroll this menu? We
se a value of 1, indicating it can be scroiled.

popl.mn_keystate = unused here

The xpos and ypos parameters are simply the screen
coorﬁates a{’r{’vohilgh to display the pg )171p menu. You
get the best performance if the xpos value is byte
aligned. However, in our example program, we
simply get the screen location of the button that leads
to the popup menu, and position the popup right
underneath.

The mdata parameter is a pointer to a MENU structure
that will get the results of the user’s selection from the
popup menu. In our example program, that’s the
pop2 structure. After we call menu_popup(), the
values contained in this structure are:

pop2.mn_tree = object tree address of item selected.
Note that if you have hierarchical submenus attached
to popup menu items, this value will not necessaril
be the address of the popup menu itself, but could ge
the address of the hierarchical submenu’s tree.

pop2.mn_menu = parent object index of selected item.
pop2.mn_item = Object index of item selected
pop2.mn_scroll = unused here

ﬁz.mn_keystate = the status of the Control, Shift, and
ternate keys when the mouse button was pressed.

Once we determine that the appropriate button has
been pressed, we highlight the%utton and then we do
the menu_popup() call as detailed above. After this,
the button is unhighlighted. If no error was returned
from menu_popup(), then the we get the object tree
and object index from the pop2 structure and toggle a
checkmark on the selectedpitem.

Once we've finished showing the popup, we loop
back into the form_do() function to await the next
user action in the dialog. When the user selects either
the OK or the CANCEL button, we release the screen

area belonging to the dialog and release
windn_upduteg.

The Program Listings

The program is set up to be compiled with either
Lattice C v5 or Mark Williams C, but with a little
work should be portable to other compilers.

Since the GEM libraries for these compilers don‘t
include bindings for the new AES functions, the files
AESBIND.C, INDR.H, and AESCALL H are
included. These files contain bindings for the new
menu_atiach() and menu_popup() . The
AESBINDR.H and AESCALL.H files include define
statements and external declarations to allow the
same bindings to work with either compiler.

The AESCALL.H file includes a bit of inline code for
making the TRAP #2 call to GEM AES. It is separated
into li!s Ot‘;lq‘:h file because Mark Williams C would not
work wi e agma statement. This way itis
included only :fr%fen using Lattice C. y

Listing #1 - POPUP.C

tinclude *aesbiodr bt
{itclude “memu.h*
Finclude *popup.h”

short gl apid, aes version, xdial, ydial, hdial, wdial;
OBJECT *ebj_addr;

cher rsrename(] = "POFUP,RSC;

char proname[i = * Popup Menu Examie *;

void malti{), sampie_dialogi);

P L L e e YL I e e LIt T I T teyg

void main()
{
extern shorr _ASgiobel[};

gl_apid = appl_inic();
aes_version = _AESqicpal[01: F* Save GEM AES version mmber */

© o it rsro_lced{ rsrepame f )
{
graf_mouse| ARROW, OL );
mltif);
rs:c_free():
1
app:_ex:oi);:

1

void mlti{)
i

sample_dialogl);
}

void set_optionsi}
(
shore exit_obi;

rsrc_gaddr( R_TREE, OPTIONS, fobj_addr );
gral_mouse( ARROW, OL |;

f* bisplay the oprions dialog box *f

wind_updare| BEG_UPDATE ) :

form_center| obj_addr, &xdial, kydial, fwdial, ehdial |;

form dialf 0, 0, 0. 0, 0, xdial, ydial, wdial, hdial };

form diali 1, 0, 0, 0, 0, xdial, ydial, wdial, hdial };

objc_drawl obj_acdr, ROOT, MAX_OEPTH, xdial, ydial, wdial, hdia) |;
exit_obj - form_doi obj_addr, 0L );

form dizif 2, 0, 0, 0, 0, zdial, ydial, wiial, hdial |;

form diall 3, 0, 0, &, 0, xdial, ydial, wdial, hdial |;
wind_update( END_UFDATE |;

obj_addr(exit_obj].ob_state &Lz -SELECTED;
}

void sample_dialogi|
{
DRJECT *imptres;
short exit_obi. pop_x, pop_y. mo_err, sub_attached, checkmark:
char *x;
MENU popl, pop?, days;
rsre_gaddr{ R_TREE, EXPRESSION, &obj addr );
f¢ Tf we're running on new AES, set up the popup menu. *f
if{ aes_version »= {x0330 )
{
rsrc_gadde( R_TREE, OPTIONS_POPUP, ipopl.mn_tree |;
popl.an menu = ROOT; ft Parent ubiect of memu items ¢/
popl.m_item = SUB_OPT_C; ft initial top menu item ¢f
popl.m_scroll = 1; #* Scroll if necessary t/
/% ¥ake sure button leading to popup mepu is the way we want it. &f
obj_addr [EXEC_OPTS) ,ob_state |= SHADOWED;
obj_addr [EXEC_OPTS].ob_flags |= TOUCHEXIT;
obj_addr [EXEC_OPTS] .ob_flags &= ~EXIT;
obj_addr [EXEC_OPTS].ob_flags (= -SELECTAELE;
#* One of the popup menu choices leads to a submenu, so attach it */

rsrc_gaddr( R_TREE, DAYS POPUF. Ldavs.mm tree |-
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days.en_menu = ROOT;

days.mn_item = DAY _1;

days.m_scroll = 1;

sub_attached = menu_attach( 1, popl.mn_tree, SUB_OPTH, &days |;
]

/* If old AES versien, then fix button leading to Znd dialog #/

else

{
obj_addr [EXFEC_OPTS).ob_state &= ~SHADOWED;
obj_addr [EXEC_DPTS].ob_flags k= -TOUCHELIT;
ob)_addr [EXEC_OPTS) .ob_flags |- EXIT;
obi_addr [EXEC_DPTS] .ob_flags |z SELECTABLE:

f* Clear out editable field */

x = {|TEDINFD *}{ab)_addr {EXEC_EXP1}.ob_spec) ) -»te_ptext;
x[0] = 0;

/* Lock down screen, reserve screen area, draw dizlog's object tree *f

wind_update{ BEG_UPDATE };

form_center( obj_addr, kxdial, iydial, fwdial, thdial |:

form_dial{ 0, 0, 0, 0, @, xdial, ydial, wdial, hdial };

form dial( 1, 0, 0, 0, 0, xdial, ydial, wdial, hdial };

objc_draw( obj_addr, ROGT, WAX_DEPTH, xdial, ydial, wdial, hdial };
f* Loop until we're ready to exip! tf

do
t

graf_mouse{ ARROM, IL };
exit_obj = fors dof obj_addr, EXEC_EXP1 };
if( exit_obj == EXEC_OPTS )
{* Do the n:uLESm calls only if running on new AES */
if| aes_version >= (x0330 )
f* Position thé popup just below button that leads to it. 1/

objc_offset| obj_addr, EXBC_OPTS, kpop_x, &pop_y )
pop ¥ += obj_addr[EXEC_OPTS] .ob height + I;

/% Select the burtos that leads to the popup menu t/
objc_changei obj_addr, EXEC_OPTS, @,
xdial, ydial, wdial, hdial,
{obi_addr {EXPEC_0PTS] .ob_state | SELECTED], 1 };
{* Display the popup and get back the yser’s selectiom */f
no_eIT = memu_popup! kpopl, pop_x, pop_y. kpop? );
/1 Deselect the button that leads to the popup senu */
objc_change( obj_addr, EXEC_QPTS, 0,
xdial, ydial, wdial, hdial,
{obj_addr |EXEC_OPTS] .cb_state & -SELECTED}, 1 };
ft Me just want to toggle the checkmark on the jtem the user gelected,., 3f

if{ po_err |

checlmark = (pop2.en_tree(pop2 ko, ites).ch _state
& CHECRED) 2 1 : 0;

wet_icheck | pop?.mo_tree, popl.m_item, {! checkmark} ):
]

}
/% If not new AES, then get the user‘s selection with a second dialog ¢
elge
{
tmptree - obj_addr;
set_options(); f4 Call the other dialog routine #/

obj_addr = tmptree;
/1 redo the stuff that set_cptions|) changed *#/

wind update( BBG_UPDATE | ;
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Eors_center| obj_addr, ixdial, iydiel, bwdial, thdial };
obi_addr[EXEC 0PTS].ob_state &= -SELEUTED;
objc_drawi ob;_addr, ROOT, MAX_DEPTH,
xdial, ydia), wdial, hdial );
]
]

#4 Stay in dialog until one of the real exit hutton selected 3/

}
while| exit_obj != EXEC OK k& exit_obj 's EXEC_CANCEL |;

f* release screen area and wind update *f

form dial{ 2, 0, 0, ¢, D, xdial, ydial, wdial, hdial |;
form dial{ 3, 0, 0, 0, &, xdial, ydial, wdial, hdial |;
wing_update! EWD_UPRATE };

f* Deselect exit button *f

obi_addr{exit_objj.ch state &= -SELECTED:

Listing #2 - MENU.H

rypedef struct |
O0BJECF  *om_tree;
short wa_menu;
short mn_icem;
shors m_scroll;
shor m_keystate;
| MENii;

typedef struct {
tong display:
leng drag;
lomg delay:
long speed;
short height;

} MN_SET;
Listing #3 - AESBINDR.H

#ifdef LATTICE
tiaciode <aes.h»
Einclude *aescall h*
Idefine YOID void
fendif

'llili LR g T T e e LYY e T L] l!'!'llllfll'ttiitif

tifdef W

hinclude <obdefs.h>
finclude <gemdefs.h>

extern short
glebal(l, centrol(], int_in[], int_out(], addr_in[], addr_out[];

fdefire _AESglabal global
#defive _AEScontrol cootrol
fdefine _AESintin int_in
fdefine _AESintout int_gut
fdefine AFSaddrin addr in
#define _AESaddrout addr_out

tiefine aesfa) crystal(a)
#define WD char .

Listing #4 - AESCALL.H

/t Do this separately because other compilers choke on fpragma statement */

I mve.l (spl,dl Do this in separate file becauss W ¢ Alcyon ©
rove.l  #5cB, db will choke oo the #pragma statemene below,
trap ¥2 They don't need it aoyway...

o

fpragma inline d0=aes{} { register 40,d1,d2,a0,al,a2; *2217203c000000ciedd*; |

e T

Tt




I —————————..

Listing #5 - AESBIND.C

tinclude *aesbindr phe
tinclude *menu.ht

fIlil!till‘lltiltlii!iil!tll‘ lllii!tIti!!tIlttltllti!lltillt!!lll" Illilllf

tifdef mwc

short *_AESph[) = { global, contral, int_in, int_eut, addr_in, addr out };
tendif

!i!ﬂllii!lttl!ﬂlti!ﬂlli ------------ 'utl‘fltilltiiilliillti!ﬂf
short

WDU_Dopup | Me_Remv, me_xpos, me_ypos, me_adita }

DR *me_penu, *me_mdata;

short me_xpos, B ypas;

I

AEScontrol{{] 6;

.

3
2
1
2
0

H

JAESintin(0] = me_xpos;
_ALSintin{1] = me_ypes;
AESaddrin{8] = {voIn * ) me_menu;

-AESaddrin{1] = {VOID *me_mdata;

aes{ _ARSph |;
rewurn( _AESintout[f] |;

short

menu_attachl me_flag, me_tree, Be_item, me miata |

short oe_flag;

CBJECT *me_tree;

short me_item;

HEMU *me miata;

{
_AEScontral[0) = 37;
_AEScontrol{l] = 2;
_AEScomtrolf2] = 1;
_AEScontrol[3] = 2.
_AEScontrol[d) - §;

_AESintin[{] - me fiag;
CABSinbin(1} = me_item;

-._AIESadd.ri.nﬂl] = (VOID *|me_tres;
_AESaddrin(1] = (VOID *me_ndata;

aes( _AESph );
return{ _AESintout[0] );

New Cookios.-s1 _IoFr rfrhe- Cookie Jar

There are two new cookies for the Cookie Jar in
MultiTOS and Falcon030, They are the _IDT cookie
ind the _AKP cookie and they are installed with any
systemn that has GEM AES v3.3 and up.

_IDT Cookie

The _IDT Cookie contains user preference settings for
nternational Date & Time formatting and can be used
¥y 2 program to aid in custornizing itself for different
anguages and countries.

*or instance, in the USA we normally shorten dates
nto Month, Day, Year. So for March 27,1993, we
vould use "3/27 /93", However in Germany, this
ame date would be written as "27/3/93". C‘;ther
wuntries use other variations,

iome countries use a 12 hour clock, some use a 24-
wur clock, and in some countries you might find
ither type, depending on a particular person’s

meferences.

The value of the _IDT cookie specifies the user’s
weferences for how dates and times should be
sematted. The high word is currently unused and is
eserved. The low word is broken up into three
ctions.

its 15-12 = 71ime
0 means a 12-hour clack
1 means a 24-hour clock

xS 11-8 < Date
0 means MM-DD-YY
1 means DD-MM-YY
2 means YY-MM-DD
3 means YY-DD-MM

Date Separator Character
ASCII Value (2 value of zers is
equivalent to a */- character)

The _AKP Cookie

The _AKP Cookie {Atari Keyboard Preferences)
contains the user’s settings ér keyboard layout and
language preferences.

This}:gh word of the _ AKP cockie value is currently
un and reserved for future expansion. The low
word contains the user’s lan. age irefermces in the
high byte, and the user’s ke oard layout in the low
byte. These values are the same as the TOS coun
code, as specified below. NOTE: the entries for
Czechoslovakia and Hungary are new.

tdefine USA 0 /* GSA */
#define FRG 1 /* Germany +/
fdefine FRA 2 /* France */
tefine UK 3 /* United Kingdom */
fdefine spa 4 f* Spain %/
ddefine 173 5 /* Ttaly +/
tdefine SWE 6 /* Sweden */f
tdefine SWF 7 {* Switzerland {French} +/
tdefine SwG B /* Switzerland {German) */
tdefine TUR g It Turkey *;
tdefine FIN 10 f* Finland */
tdefine NOR 11 /* Norway */
#define DEN 12 /* Denmark */
#define SAU 13 /* Saudi Arabia */
#define HOL 14 /* Holland »7
fdefine CZE 15 /* Czechoslovakia */
tdefine HUN 16 /* Bungary */
.
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Three-D Objects with GEM AES

by Mike Fulton

It’s likely that the first new feature you will notice
when you use MultiTOS or a Falcon030 is that wind-
ows and dialogs for the GEM Desktop now have a
sculpted 3D appearance.

Among other new features, GEM AES versions later
than v3.3 (TOS 4.xx in Falcon030 or MuliTOS5 on any
machine) recognize three new kinds of 3D effects that
can be applied to existing object types. When these
effects are enabled, objects will be drawn with a
sculpted 3D appearance.

Fi, #1 shows how the same exact dialog &
d.iﬂé:::ntly under TOS 3.06 and under Multi'[g%eaufmg
3D objects. You may notice that there is no difference
betwen the objects labeled "3D Indicator” and "3D
Activator”. That's because they aren‘t selected. When
the SELECTED bit of the ob_state field is set, they are
drawn differently, as shown in figure #2. The objects in
the left column are unselected, while the ones on the
right all have the SELECTED bit set. The other figures
demonstrate how different objects appear with the 3D
flags set. There are more possibilities than we have
room to show here, but you should get the idea.

If a 3D cbject uses color 0 with a hollow fill pattern,
then it will be drawn using the system 3D object color
settings, exce6pt when running in video modes with
fewer than 16 colors. Under older versions of TOS.
these objects will be drawn without the special 3D
effects or colors, meaning you can use the same
resource in both cases,

The 3D effects are controlled by bits 9 & 10 of the

ob -ﬂags field of the OBJECT structure for the object. If
both bit 9 and bit 10 are zero, then the object will not be
drawn using any 3D attributes.

If bit 9 only of the ob T{Lasgs field is set, then the object is
a 3D INDICATOR. This is typically used in a dialog

box to indicate some sort of state, such as whether an

Normal

" 3D Indicatoer

" 3D Activator "

I|KD Background

BOXTEXT Objects
OUTLIKED
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option is "on" or "off". For example, radio buttonsin a
og box should always be indicators.

figure #2

If bit 9 & 10 of the ob_flags field is set, then the object is
a 3D ACTIVATOR. Activator objects don‘thave a

rsistent state, but are usually controls of some sort.
ﬁe OK and Cancel buttons in a dialog would normally
be activator objects. The new 3D window parts are
activator objects.

If bit 10 only of the ob_flags field are set, then the
object is a 3D BACKGRO . These objects are
usually not selectable and do not no y display 3D
effects, but they are drawn using the system settings for
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object colors. The only 3D effects applied to
ackground objects is that objects with the O
tate set will appear to be raised above the objects
underneath them, and that disabled background objects
are shaded out using the background 3D color instead
of a white dither pattern.

Listing #1 shows some definitions for bit masks and
macros that access the ob_flags field to inquire if an
object has the 3D flags set or to set them.

figure #3,
Sampie Didalog with 3D Objects With MUTOS

These BOXCHAR
Objects are -2

3D Indicator

SHADOKED
CHECKED
OUTLIKED

3D Action
3D Forn Color
Hormal

figure #4,
Same dialog as figure #3 with TOS v3.06

{ou may notice that 3D objects are a little larger than
rormal objects. One reason for this is that they
vouldn't be able to fully contain a text string if the
vere made to occupy the same exact size as no

wiects. The new ogjc_sysvar() function can be used to
nquire how much extra space is used for 3D objects, as
vell as other information such as what colors are used
(::l draw ]:?]D objects. You can use this informati%n to
idjust object positions as necessary at runtime if you
m]ve objects 53:21 have to be positioned immediately
1ext to each other, as with a scroll bar and arrow
yttons like in the file selector.

The objc_sysvar() Function

Jb_ret = objc_sysvar{ short ob_smode, short ob_swhich,
short ob_sivall, short ob_sivall,
short *ob_sovall, short *ob_soval?):

T = LT S

This new AES function allows an application to set or
inquire the colors and effects used for drawing 3D
objects. Applications should not change 3D colors or
effects except at the re:lluest of the user, because all such
changes are global and affect all processes.

When the 3D flags are set, some objects become a little
wider and a little taller. If your program uses objects
which are immediately next to one another, like some
arrows and a scroll bar, it can use the objc_sysvar(}
function to inquire the amount of extra room used by
3D objects and then use that information to adjust the
object positions at runtime.

Listings #2 contains a bindin for the objc_sysvar()
function for Lattice C v5.5, Alcyon C, and Mark
williams C. You also need Listing #3 (AESBINDR.H)
and Listing #4 (AESCALL.H) from the article Popup
Menus & Hierarchical Submenus, Part 1, which appears
earlier in this issue. Mark Williams C and Alcyon C
use the same style for bindings, so if you are using
Alcyon C, either define the C value or change the
listing to indicate Alcyon.

If the ob_smode parameter is 0, then the call inquires the
current attributes. If it’s 1, then the call sets new
attributes.

The ob_swhich parameter indicates which attributes are
being accessed. Listing #1 includes some definitions for
the meanings of the of_swhich parameter. The ob_swhich
parameter affects the meaning of the other values,
as follows:

LK3DIND - Get/set attributes for indicator objects.

If ob_smode is 0, then returns current atiributes in
ob_sovall & ob_soval2:

ob sovall = indicator object text moves when object
is selected (1 = true, 0 = false)

ob_soval? = Indicator object changes color when
selected (1 = true, 0 = false)

If ob_smode is 1, then sets new attributes from values in
ob_sivall & ob_sival2:

ob_sivall = indicator object text moves when object
is selected (1 = true, 0 = false)

ob_sival? = Indicator object changes color when
selected {1 = true, 0 = false)

LK3DACT — Get/Set attributes for activator objects.

The meanings of ob_sovall, ob_sooal2, ob_sivall, and

ob_sival? are the same as for LK3DIND, except that they

apply to activator objects rather than indicator objects.

i e de{alaults for activator objects is ob_sivall = 0 and
_stoall =1.

INDBUTCOL -- Get/Set the color for indicator objects.
This is the color which hollow, white indicator objects
(e.g- buttons) will be drawn in instead of white.
ob_smode is 0, then ob_sovall is the current color index of
the default indicator object color. If ob_smode is 1, then
ob_stoall is the new color index for indicator objects.

ACTBUTCOL — Get/set default color for activator
objects. Same as INDBUTCOL, but applies to
activators rather than indicators.

AMtari Prance -
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BACKGRCOL — Get/set default color for 3D
background objects. Same as INDBUTCOL, but
applies only to 3D background objects.

AD3DVALUE -- Get pixel adjustments for 3D
indicators and activators. This is in uire-only, so
ob_smode must be 0. The ob_sovall will indicate the
number of pixels by which 3D indicators and activators
are expanded on each side horizontally (to accomodate
3D effects), and the ob_sooal? value is gne number of
Eixels bgewhich they are expanded vertically.

emember that this adjustment is applied to each side
of the object, so the objects width or height is increased
by twice this amount. Background 3D objects never

ge in size.

The ob_sret return value is zero if an error has occured,
usually because an illegal value was given for ob_swhich
or for ob_smode. If the value is non-zero, then the
function succeeded.

whatever screen or window size is available, this will
net matter to you.

Secondly, if you have dialog boxes with scroll bars and
arrows, or if you have“?l‘t]:i'ects like this in the work area
of your window, you wi _[%robably want to make them
use the new 3D ACTIVATOR objects so that their
appearance will be consistent with the system’s
window gadgets. As mentioned earlier, you will
probably have to adjust the position and /or size of
these objects slightly at runtime in order to account for
the slightly larger size of 3D objects.

Listing #2- AESBIND.C

tinciude *aesbiadr.h’

fifdef wc
short_* AESpbi] = { global, conmtrol, int im, int_out, addr_in, addr_out J:
fendif -

short,
objc_sysvar{ ch_smode, ob_swhich, ob_sivall, ob_sivall, cb sovall, ob soval? |
short ob_smode, ob swhich, ob_sivall, cb_sivalZ, tob_sovall, *ob_sovel?;

3D Windows {
_MEScontzol (8] = 44;
The first place you are likely to notice the new 3D _"m:,rzigf o
‘c:’pabilitles is in a window from the GEM Desktop. _AEscontrol[3] = 0;
indow gadgets like the close button, scroll arrows, -Acscant t'I?EII}” ;bﬂ;m
intin{0] = :
etc., are actually part of an OBJECT tree. Because of “NESintin(1] - b sehich;

this, they can easily take advantage of the new 3D
capabilities. This all happens automatically without
any intervention by the user or by a program. However

there are a few things worth noting,

First of all, as previously noted, a 3D object takes up
%,hjs means that the work area of
a window with 3D objects will be a few pixels smaller
than a window without 3D objects. If your programs
are written correctly so that they adjust the

maore room On screerm.

aes{ AESpb ;

ves to

_ABSintin(0] = ob_sivall;
_AESintin[1] = ob_sival2;

‘ob_sovall = _ARSintout(1]:
fob_sovall = _AFSintout|2];

return{ _AESintout[0) );

Q: Whenmy program uses Pexec()
to run a GEM-based program, that
program gets the wrong information
from the shel_read() function. What
it gets is the information for my pro-
gram instead and the other program
can't find its preference files and so
forth. I can't use shel_torite()
because it doesn’t want to run the
program until the shell quits. What
do I have to do to make this work?

A: The problem here is that the
shel_read() function always returns
the last piece of information used
with the shel_twrite(} funcHon. Since
the your shell program is doing just
a Pexec(), the last shel_write() call is
probably the one that was used by
the desktop to run your program, so
that's what the shel_read() function
returns.

Arari Prance —
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When running under MuliTOS, you
should normally use shel_write()
instead of Pexec() . It will now start
another program immediately
instead of waiting for the first one to
quit. For older TOS versions, Atari
Developer Ian Lapore has figured
out a good solution to this problem,
shown in the code example below.*

shel write( 1, 1, 1, "NEWPROG.FRC', commandline };
Pexec( 0, "NEWPROG.PRG*, commandiine. enviromeent };
shel write{ 0, 1, 1, "NEWPROG.PRG®, cosmandline |;

The vatue of 1 in the first parameter
for the first shel twrite() means "run
another application when this
application exits". This call gives
AES the proper information so that
when "NEWPROG.PRG" does its
shel_read() call, it gets the right
results.

N s (] o T T v T = ]

Next comes a Pexec{) call that
actually executes "NEWPROG.PRG"
and waits for it to quit. When
"NEWPROG.PRG" quits and your
program gets control back, we have
a problem. When the user quits
your program, the AES is going to
want to run "NEWPROG.PRG"
again, because we did a shel_write()
call asking it to do so.

To get around this, after the Pexec()
call, you do another shel_write()
call. This time we use a value of 0
for the first parameter, which means -
"exit and return to the desktop when
the current application quits". This
cancels out the previous shel_zwrite()
call.

* This method should only be used
when not runnine under MultiTNR




Lattice C vb.5
Now Avadilable

Lattice C v5.5, an ANSI C compiler
with a GEM-based integrated
development environment, is now
available directly from Atari Corp.
to commercial developers in North
America. The price is $199.95 (U.S.)
plus sales tax and shipping. Contact
Atari Developer Support to order.

SpeedoGDOS
Now Avaiable

SpeedoGDOS and 14 bundledfonts
are now available for licensing to
commercial developers. It must be
sold strictly in conjunction with
your GDOS-related software, either
bundled or as a customer-service
provided "enhancement”. If you are
interested, please send EMAIL to
Bill Rehbock (GEnie: BREHBOCK,
Compuserve: 75300,1606)

MuliTOS v1.01 Now
Available

MultiTOS release v1.01 is now
available. Commercial-Level
developers may download
MultiTOS from Library 6 of the
ATARLRSC Developer Roundtable
on GEnie. (Library 6 is restricted to
commercial developers only, send
EMAIL online te MIKE-FULTON or
ATARIDEYV to request admission.)
Associate-Level developers may
purchase MultiTOS for $59.95
through Atari Developer Support.

MultiTOS documentation is avail-
able to all developers in Library 10
of the ATARLRSC Developer
Roundtable on GEnie or in Library 7
of the ATARIPRO forum on
Zompuserve.

Drag & Drop Protocol

IOne of the new features of Multi-
TOS is a protocol for drag and drop
sperations. This is where you pick

Atari Developer News
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up an object of some kind from
within one application, drag it
across the desktop, and drop it onto
a window or icon belonging to
another application. The object can
be something like a file icon, a
graphic object, and so on.

When the user drags and releases an
cbject, the program that owns the
object determines the window ID
and window owner for the 5pot
where the object was dro

the owner is another app. cahon,
then the application sends an
AP_DRAGDROP message to that
application.

If the receiving application is aware
of the drag and drop protocol, then
it and the originating application
send messages back and forth to
figure out what sort of data types
are acceptable and so on.

The full specification for the drag
and drop protocol is given in the
DRAGDROP.DOC file which is part
of the MultiTOS documentation.
Drag and Drop will also be
discussed more fully in an
upcoming issue of ATARLRSC.

Minimizing Windows
and Applications

Another new protocol outlines how
to minimize and maximize windows
and/or applications. That means
the current window or application is
replaced by a small window the

size of a desktop icon which is then
placed on the desktop.

The idea is to give the user the
capability to hide an application or’
window temporarily so that other
applications or desk accessories may
be more easily accessed. A mini-
mized window can later be maxi-
mized back to the previous when
the user needs to access it again.

An outline of the steps for
minimizing and maximizing your
windows and /or applications is
available in the MINIMAXI.DOC

PSS =\ =TS Passerelle De’vdmem N2

file. This file is part of the MultiTOS
documentation available online.
Please note, however, that this
technique is not MultiTOS-specific
and can also be used on older
versions of TOS.

A future issue of ATARI.RSC will
contain more information on this
subject.

New GhEM AES Features

There are a number of new GEM
AES features in MuliTOS that we
haven’t mentioned yet. Below is a
short list of some of the new
features. These features and others
are documented more fully in the
GEM.DOC file that is included in
the MultiTOS developer
distribution.

appl_search(} - You now have the
capability to search for other
programs which are running at the

moment.

appl_getinto() - Gives you
information about the AES such as
what fonts it is using, the number of
colors supported by OBJECTS, the
current language preference, etc..

graf_mouse() - Now allows you to
save and restore the mouse shape.

shel_write() - Now allows you to
execute a program immediately,
without waiting for the current
program to quit. Now allows you to
execute your choice of application,
accessory, or TOS/TIP program, or
it can figure it out for you from the
program’s extension. You can even
now specify the program’s
GEMDOS Environment.

Unless you need one of the more
exotic modes of Pexec(), you should
niow use shel_twrite() instead.
wind_get() - There are now several
new types of information available
via the wind_get(} function,

-(continued on page 12)
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(continued from page 11)

including the Application ID of a
window’s owner.

wind_set() - There are some new
window features which can be
accessed via the wind_set(} function.
For example, you can tell the AES
that clicking the mouse in a window
will generate a button event when
the window is not on top, instead of
a generating a WM_TOPPED
message. This is useful for creating
special toolbox windows that go
along with your decument
windows.

A couple of tips regarding toolbox
windows: If you get a topped
message for a document window,
then first top the toolbox window,
then the document window
specified in the message. (You can
still manually top a toolbox window
even if it won’t generate
WM_TOPPED messages from
mouse clicks.) It's also a good idea
to either make the toolbox window
8o away if you have no document
windows open or at least reset it so
that mouse clicks generate
WM_TOPPED messages again.

It’s also now possible to send a
window to the bottom of all open
windows.

wind_update() - You can now test if
another program already has control
of the system. If you are using
wind_update() in order to update a
status display for something like
downloading a file, sending a fax,
compiling source code, and so forth,
you can now determine if somebody
already has control of the system. If
some other program does have

control already, you can skip the
update to the status display. This
allows your program to continue
with its main task instead of having
it wait until the other program
releases control. The next issue of
ATARILRSC will contain a tutorial
on using the wind_update() call

New AES messages include:

WM_UNTOPPED - Window is
being untopped

WM_ONTOP - Window has come
to the top through no action of its
own, such as when the previous top
window is closed.

AP_TERM - Please shut down your
program and quit. This would be
sent in circumstances such as (but
not limited to} when the user selects

SH_WDRAW - This message is sent
from applications to the desktop to
inform it that it should update
windows for a particular drive.
(Because the application has created
or deleted files.)

Window Gadgets - All window
gadgets such as the move bar, scroll
arrows & slider area, sizer, efc., are
now fully active even when a
window is not topped. That means
it’s now possible to get messages
such as WM_ARROWED,
WM_MOVED, WM_SIZED, etc.,
even when the window is not on

top.

Some applications always assume
the window must be on top when
such a message is received. Also,
some programs that allow multiple

correctly, including this new feature.

a new video mode from the desktop.

windows always apply such
messages to its topmost window,
even if that's not the window
specified in the message. If your
application does either of these
things, then it will need to be
updated. (Please note that the AES
manual has never specified that
these messages wili only happen to
the top window. That's why the
window handle is part of the
message.}

\tari Computer Corporation
196 Borregas Ave.
iunnyvale, CA S4089-1302
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ERRATUM

et non:

{ Une erreur s’est malencontreusement glissé dans le
numéro 1 de Passerelle;
A la page 8, 2éme paragraphe, il faut lire:

" v_get_pixel (handle, x, y, index, pel) "

" v_get_pixel (handle, x, y, pel, index) "
Merci a Marc Abramson qui nous a signalé cette erreur.
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INTERFACE 2

)| Faites-nous des logiciels BEAUX avec "Interface 2", cet

éditeur de RSC et d’icones pour ST, TT, Falcon. Gére les

icones couleurs ete...

Bravo aux développeurs de ce programme et i la société
! A.L.M qui le propose au public au prix de 400 F TTC,
avec 20 % de remise aux développeurs agréés..

HOMMAGE
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Coup de chapeau & Thierry Rodolfo, déja auteur de
"Clavier", ’utilitaire Speedo fourni avee les Falcon, pour
son logiciel "DUPLI", disponible sur le Brasil, et qui se
trouve étre le premier copicur spécial Falcon. Une option
sympathique permet de sauvegarder les "Masters"
directement sur votre disque dur. Mais tout I’intérét
réside dans le fait que les sources sont fournies. Espérons,
que pour ces logiciels "Dom—-Pub”, I’idée sera reprise par
d’antres
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