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The articles contained in this magazine are released under the Creative Commons Attribution-Share Alike 3.0 Unported license. 
This means you can adapt, copy, distribute and transmit the articles but only under the following conditions: You must attribute 
the work to the original author in some way (at least a name, email or URL) and to this magazine by name ('full circle magazine') 

and the URL www.fullcirclemagazine.org (but not attribute the article(s) in any way that suggests that they endorse you or your use of the work). If 
you alter, transform, or build upon this work, you must distribute the resulting work under the same, similar or a compatible license.

http://creativecommons.org/licenses/by-sa/3.0/
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https://wiki.ubuntu.com/DocumentationStringFreeze
http://ohiolinux.org/
http://ohiolinux.org/ubucon
https://wiki.ubuntu.com/FinalFreeze
https://wiki.ubuntu.com/KernelFreeze
https://wiki.ubuntu.com/NonLanguagePackTranslationDeadline
https://wiki.ubuntu.com/UbuntuAppDeveloperWeek?action=show&redirect=UbuntuOpportunisticDeveloperWeek
https://wiki.ubuntu.com/ReleaseCandidate
https://wiki.ubuntu.com/LanguagePackTranslationDeadline
https://wiki.ubuntu.com/FinalRelease
https://wiki.ubuntu.com/LucidReleaseParties
https://wiki.ubuntu.com/UbuntuOpenWeek
http://uds.ubuntu.com/
http://www.scribus.net
http://www.gimp.org
http://www.openoffice.org
http://creativecommons.org/
http://fullcirclemagazine.org
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http://gmail.com/videochat
http://goo.gl/xMP0
http://goo.gl/4Ob4
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ping -c 3 google.com

sudo ifconfig

sudo dhclient eth0
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sudo ifconfig eth0 up

sudo ifconfig -a

sudo iwconfig $interface 
essid $ESSID key $KEY

sudo iwconfig wlan0 essid 
home key s:passkey

sudo dhclient $interface

wpa_passphrase $ESSID 
$passphrase > 
~/passphrase.txt

network={

ssid="test"

#psk="testing123"

psk=a9ff0c9d1f2367bccf9959e95
bc08695bf411f82b146c55b9486dd
b17495f39d

}

sudo wpa_supplicant -
i$interface-c$file -D$driver

sudo dhclient $interface

elinks
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mailto:lswest34@gmail.com
mailto:lswest34@gmail.com
http://u-cubed.eventbrite.com
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curses.init_pair([pairnumber]
,[foreground 
color],[background color])

myscreen.addstr([row],[column
],[text],curses.color_pair(X)
)

import curses 
try: 
    myscreen = curses.initscr() 
    curses.start_color() 
    curses.init_pair(1, curses.COLOR_BLACK, 
curses.COLOR_GREEN) 
    curses.init_pair(2, curses.COLOR_BLUE, 
curses.COLOR_WHITE) 
    curses.init_pair(3, 
curses.COLOR_MAGENTA,curses.COLOR_BLACK) 
    myscreen.clear() 
    myscreen.addstr(3,1,"  This is a test 
 ",curses.color_pair(1)) 
    myscreen.addstr(4,1,"  This is a test 
 ",curses.color_pair(2)) 
    myscreen.addstr(5,1,"  This is a test 
 ",curses.color_pair(3))    
    myscreen.refresh() 
    myscreen.getch() 
finally: 
    curses.endwin()
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import curses
def main(stdscreen):
    curses.init_pair(1, curses.COLOR_BLACK, 
curses.COLOR_GREEN)
    curses.init_pair(2, curses.COLOR_BLUE, 
curses.COLOR_WHITE)
    curses.init_pair(3, 
curses.COLOR_MAGENTA,curses.COLOR_BLACK)
    stdscreen.clear()
    stdscreen.addstr(3,1,"  This is a test 
 ",curses.color_pair(1))
    stdscreen.addstr(4,1,"  This is a test 
 ",curses.color_pair(2))
    stdscreen.addstr(5,1,"  This is a test 
 ",curses.color_pair(3))    
    stdscreen.refresh()
    stdscreen.getch()
curses.wrapper(main)

import curses
import random

class Game1():
    def __init__(self):
        pass
    def main(self,stdscr): 
        curses.init_pair(1, curses.COLOR_BLACK, 
curses.COLOR_GREEN)
        curses.init_pair(2, curses.COLOR_BLUE, 
curses.COLOR_BLACK)
        curses.init_pair(3, curses.COLOR_YELLOW, 
curses.COLOR_BLUE)
        curses.init_pair(4, curses.COLOR_GREEN, 
curses.COLOR_BLUE)
        curses.init_pair(5, curses.COLOR_BLACK, 
curses.COLOR_RED)
        
    def StartUp(self):
        curses.wrapper(self.main)      
g = Game1()
g.StartUp()

http://fullcirclemagazine.pastebin.com/z5CgMAgm
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def 
CheckKeys(self,scrn,keyin):
    pass
def CheckForHit(self,scrn):
    pass

        # Line Specific Stuff
        self.GunLine = 22               #Row where our gun lives
        self.GunPosition = 39           #Where the gun starts on GunLine        
        self.LetterLine = 2             #Where our letter runs right to left
        self.ScoreLine = 1              #Where we are going to display the score
        self.ScorePosition = 50         #Where the score column is    
        self.LivesPosition = 65         #Where the lives column is   

        # Letter Specific Stuff
        self.CurrentLetter = "A"        #A dummy Holder Variable
        self.CurrentLetterPosition = 78 #Where the letter will start on the LetterLine
        self.DropPosition = 10          #A dummy Holder Variable
        self.DroppingLetter = 0         #Flag - Is the letter dropping?
        self.CurrentLetterLine = 3      #A dummy Holder Variable
        self.LetterWaitCount = 15       #How many times should we loop before actually 

   working?

        # Bullet Specific Stuff
        self.Shooting = 0               #Flag - Is the gun shooting?
        self.BulletRow = self.GunLine - 1
        self.BulletColumn = self.GunPosition  

        # Other Stuff
        self.LoopCount = 0              #How many loops have we done in MoveLetter
        self.GameScore = 0              #Current Game Score
        self.Lives = 3                  #Default number of lives
        self.CurrentColor = 1           #A dummy Holder Variable
        self.DecScoreOnMiss = 0         #Set to 1 if you want to decrement the
                                        #score every time the letter hits the 
                                        #bottom row
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IF we have waited the correct number of loops THEN
   Reset the loop counter
   IF we are moving to the left of the screen THEN
     Delete the character at the the current row,column.
     Sleep for 50 milliseconds
     IF the current column is greater than 2 THEN
          Decrement the current column
     Set the character at the current row,column
     IF the current column is at the random column to drop to the bottom THEN
          Set the DroppingLetter flag to 1
   ELSE
     Delete the character at the current row,column
     Sleep for 50 milliseconds
     IF the current row is less than the line the gun is on THEN
          Increment the current row
          Set the character at the current row,column
     ELSE
          IF 
          Explode (which includes decrementing the score if you wish) and check to 

see if we continue.
          Pick a new letter and position and start everything over again.
ELSE
   Increment the loopcounter
Refresh the screen.

    def Explode(self,scrn):
        pass
    def ResetForNew(self):
        self.CurrentLetterLine = self.LetterLine
        self.CurrentLetterPosition = 78
        self.DroppingLetter = 0
        self.PickALetter()
        self.PickDropPoint()

   def PickALetter(self):
        random.seed()
        char = random.randint(65,90)
        self.CurrentLetter = chr(char)
        
    def PickDropPoint(self):
        random.seed()
        self.DropPosition = random.randint(3,78)
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    def GameLoop(self,scrn):
        test = 1             #Set the loop
        while test == 1:
            curses.napms(20)
            self.MoveLetter(scrn)
            keyin = 
scrn.getch(self.ScoreLine,self.ScorePosition)
            if keyin == ord('Q') or keyin == 27:  # 'Q' 
or <Esc>
                break
            else:
                self.CheckKeys(scrn,keyin)
            self.PrintScore(scrn)
            if self.Lives == 0:
                break
        curses.flushinp()
        scrn.clear()

    def NewGame(self,scrn):
        self.GunChar = curses.ACS_SSBS      
        scrn.addch(self.GunLine,self.GunPosition,self.Gun
Char,curses.color_pair(2) | curses.A_BOLD)
        scrn.nodelay(1)    #Don't wait for a 
keystroke...just cache it.
        self.ResetForNew()
        self.GameScore = 0
        self.Lives = 3
        self.PrintScore(scrn)
        scrn.move(self.ScoreLine,self.ScorePosition)

    def PrintScore(self,scrn):
        scrn.addstr(self.ScoreLine,self.ScorePosition,"S
CORE: %d" % self.GameScore)
        scrn.addstr(self.ScoreLine,self.LivesPosition,"L
IVES: %d" % self.Lives)

        stdscr.addstr(11,28,"Welcome to Letter Attack")
        stdscr.addstr(13,28,"Press a key to begin....")
        stdscr.getch()
        stdscr.clear()        
        PlayLoop = 1
        while PlayLoop == 1:
            self.NewGame(stdscr)
            self.GameLoop(stdscr)
            stdscr.nodelay(0)
            curses.flushinp()
            stdscr.addstr(12,35,"Game Over")
            stdscr.addstr(14,23,"Do you want to play 
again? (Y/N)")
            keyin = stdscr.getch(14,56)
            if keyin == ord("N") or keyin == ord("n"):
                break
            else:
                stdscr.clear()
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     def MoveGun(self,scrn,direction):
        scrn.addch(self.GunLine,self.GunPosition," ")
        if direction == 0:     # left
            if self.GunPosition > 0:
                self.GunPosition -= 1
        elif direction == 1:  # right
            if self.GunPosition < 79:
                self.GunPosition += 1
        scrn.addch(self.GunLine,self.GunPosition,self.Gun
Char,curses.color_pair(2) | curses.A_BOLD)

        if keyin == 260: # left arrow -  NOT on keypad
            self.MoveGun(scrn,0)
            curses.flushinp()  #Flush out the input buffer for safety.
        elif keyin == 261: # right arrow - NOT on keypad
            self.MoveGun(scrn,1)
            curses.flushinp()  #Flush out the input buffer for safety.
        elif keyin == 52:  # left arrow  ON keypad
            self.MoveGun(scrn,0)
            curses.flushinp()  #Flush out the input buffer for safety.
        elif keyin == 54:  # right arrow ON keypad 
            self.MoveGun(scrn,1)
            curses.flushinp()  #Flush out the input buffer for safety.
        elif keyin == 32:  #space
            if self.Shooting == 0:
                self.Shooting = 1
                self.BulletColumn = self.GunPosition
                scrn.addch(self.BulletRow,self.BulletColumn,"|")
                curses.flushinp()  #Flush out the input buffer for safety.

    def MoveBullet(self,scrn):
        scrn.addch(self.BulletRow,self.BulletColumn," ")
        if self.BulletRow > self.LetterLine:
            self.CheckForHit(scrn)
            self.BulletRow -= 1
            scrn.addch(self.BulletRow,self.BulletColumn,
"|")
        else:
            self.CheckForHit(scrn)
            scrn.addch(self.BulletRow,self.BulletColumn,
" ")
            self.BulletRow = self.GunLine - 1
            self.Shooting = 0

http://www.thedesignatedgeek.com
http://fullcirclemagazine.pastebin.com/DeReeh8m


contents ^

    def CheckForHit(self,scrn):
        if self.Shooting == 1:
            if self.BulletRow == self.CurrentLetterLine:
                if self.BulletColumn == self.CurrentLetterPosition:
                    scrn.addch(self.BulletRow,self.BulletColumn," ") 
                   
                    self.ExplodeBullet(scrn)
                    self.GameScore +=1
                    self.ResetForNew()

    def ExplodeBullet(self,scrn):
        scrn.addch(self.BulletRow,self.BulletColumn,"X",curses.color_pair(5))
        scrn.refresh()
        curses.napms(200)
        scrn.addch(self.BulletRow,self.BulletColumn,"|",curses.color_pair(5))
        scrn.refresh()
        curses.napms(200)
        scrn.addch(self.BulletRow,self.BulletColumn,"-",curses.color_pair(5))
        scrn.refresh()
        curses.napms(200)
        scrn.addch(self.BulletRow,self.BulletColumn,".",curses.color_pair(5))
        scrn.refresh()
        curses.napms(200)
        scrn.addch(self.BulletRow,self.BulletColumn," ",curses.color_pair(5))
        scrn.refresh()
        curses.napms(200)

        scrn.addch(self.CurrentLetterLine,self.CurrentLetterPosition,"X",curses.color_pair(5))
        curses.napms(100)
        scrn.refresh()
        scrn.addch(self.CurrentLetterLine,self.CurrentLetterPosition,"|",curses.color_pair(5))
        curses.napms(100)
        scrn.refresh()
        scrn.addch(self.CurrentLetterLine,self.CurrentLetterPosition,"-",curses.color_pair(5))
        curses.napms(100)
        scrn.refresh()
        scrn.addch(self.CurrentLetterLine,self.CurrentLetterPosition,".",curses.color_pair(5))
        curses.napms(100)
        scrn.refresh()
        scrn.addch(self.CurrentLetterLine,self.CurrentLetterPosition," ")
        scrn.addch(self.GunLine,self.GunPosition,self.GunChar,curses.color_pair(2) | curses.A_BOLD)
        scrn.refresh()
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http://www.opensolaris.com/get/index.jsp
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mailto:lswest34@gmail.com
mailto:lswest34@gmail.com
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auto lo 
iface lo inet loopback 
auto dsl-provider 
iface dsl-provider inet ppp 

pre-up /sbin/ifconfig eth0 
up # line maintained by 
pppoeconf 

provider dsl-provider 

auto eth0 
iface eth0 inet static 
address 192.168.1.2 
gateway 192.168.1.1 
netmask 255.255.255.0 
network 192.168.1.0 
broadcast 192.168.1.255
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mailto:anirbanphys@gmail.com
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http://mydelicatehead.blogspot.com
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sudo chmod 777 
/var/cache/apt/

dir /var/cache/apt/archives/

dir 
/var/cache/apt/archives/parti
al/
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http://goo.gl/xMP0
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http://www.ubuntu-user.com/subscribe-now/
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Written by Grant Paton-Simpson, Lead Developer

http://raphaeljs.com/
http://dojotoolkit.org/
http://www.sofastatistics.com/blog
http://www.twitter.com/sofastatistics


contents ^

http://www.sofastatistics.com/wiki/doku.php?id=help:online_surveys
http://www.sofastatistics.com/downloads.php
http://bazaar.launchpad.net/~launchpad-p-s/sofastatistics/main/files
https://sourceforge.net/projects/sofastatistics/
http://freshmeat.net/projects/sofa-statistics
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http://behindmotu.wordpress.com
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https://translations.launchpad.net/+groups/ubuntu-translators
https://translations.launchpad.net/ubuntu
https://wiki.ubuntu.com/Translations/KnowledgeBase/StartingTeam
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http://openclipart.org/
http://spreadubuntu.neomenlo.org
 http://ubuntu-artists.deviantart.com
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letters@fullcirclemagazine.org PLEASE NOTE: some letters may be edited for space.

dpkg --get-selections "*" > 
/etc/Installed.txt

dpkg --set-selections

mailto:letters@fullcirclemagazine.org


contents ^

http://ubuntuforums.org/showthread.php?t=237742
http://swiss.ubuntuforums.org/showpost.php?p=9163322&postcount=2
http://ubuntuvideotutorials.blip.tv

http://ubuntuvideotutorials.wordpress.com/
http://goo.gl/WZEV
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questions@fullcirclemagazine.org
Please include as much information as you can about your problem.

gksudo nautilus

mailto:questions@fullcirclemagazine.org
http://www.debian.org/distrib/packages
http://ubuntuforums.org/showthread.php?t=1535067
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sudo apt-get update

sudo apt-get install build-
essential

cd ~/Desktop

tar -xjvf compat-wireless-
2.6.tar.bz2

cd compat-wireless*

scripts/driver-select atl1c

make

sudo make install

http://linuxwireless.org/download/compat-wireless-2.6
http://www.dban.org/
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misc@fullcirclemagazine.org

mailto:misc@fullcirclemagazine.org
http://seotch.wordpress.com/ubunchu/
http://divajutta.com/doctormo/ubunchu/
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https://www.digikam.org
http://www.f-spot.org


contents ^

https://savannah.nongnu.org/projects/solang
http://picasa.google.com/linux/
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 is presented by members of the 
United Kingdom’s Ubuntu Linux community.

We aim is to provide current, topical information about, and 
for, Ubuntu Linux users the world over. We cover all aspects 
of Ubuntu Linux and Free Software, and appeal to everyone 
from the newest user to the oldest coder, from the 
command line to the latest GUI.

Because the show is produced by the Ubuntu UK 
community, the podcast is covered by the Ubuntu Code of 
Conduct and is therefore suitable for all ages.

http://podcast.ubuntu-uk.org/
http://imgseek.sourceforge.net
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http://wiki.ubuntu.com/UbuntuMagazine
http://ubuntuforums.org/forumdisplay.php?f=270
mailto:news@fullcirclemagazine.org
mailto:letters@fullcirclemagazine.org
mailto:reviews@fullcirclemagazine.org
mailto:questions@fullcirclemagazine.org
mailto:misc@fullcirclemagazine.org
mailto:ronnie@fullcirclemagazine.org
mailto:admin@fullcirclemagazine.org
mailto:mrmonday@fullcirclemagazine.org
mailto:articles@fullcirclemagazine.org
mailto:articles@fullcirclemagazine.org
mailto:podcast@fullcirclemagazine.org



