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DYNAMIC COLOR NEWS is published
monthly by DYNAMIC ELECTRONICS,
INC., P.O. Box 896, Hartselle,
AL 35640, phone (203) 773-2738.
Bill Chapple, President; Alene
Chapple, Sec. & Treas.; John
Pearson, Ph. D. Consultant; Bob
Morgan, Ph. D., Consultant.

Entire Contents (c) by
DYNAMIC ELECTRONICS INC., 1985.
DYNAMIC COLOR NEWS 1is intended

for the private use of our sub-
scribers and purchasers. All
rights reserved. Contents of
this newsletter may not be
copied in whole or in part
without written permission from
DYNAMIC ELECTRONICS INC. Sub-
scriptions are $15/yr for U.S.A.
& Canada, $30 other foreign.

The purpose of this news-
letter is to provide instruc-
tion on Basic & Machine Lan-

guage programming, Computer
theory, operating techni ques,
computer expansion, plus pro-

vide answers to questions from
our subscribers.

The submission of questions,
operating hints, and solutions
to problems to be published in
this newsletter are encourag-

ed. All submissions become the
property of Dynamic Electronics
if the material 1is used. We

reserve the right to edit all
material used and not to use
material which we determine is
unsuited for publication.

We encourage the submission
of Basic and Machine Language
Programs as well as articles.
All Programs must be well docu-
mented so the readers can under-
stand how the program works. We
will pay for programs and arti-
cles based upon their value to
the newsletter. Material sent
will not be returned unless re-
turn postage is included. Basic
& ML programs should be sent on
a tape or disk & comments should
be sent as a DAT or BIN file.
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MEMORY UFPGRADES
From 16K to S12K (NEW)

ME-S - A set of 8- 64K memory

chips. $12.95
ME-6 ~ A set of 8- 256K memory
chips. $39.95
ME-10 - Upgrades 16K Korean
Color Computers with two memory
chips to 64K. Plug in instal-
lation with one jumper to sol-
der. $34.95
NOTE: The following upgrades

consist of a control module that
mounts under the SAM chip, a
miniature toggle switch for bank
selection, and a set of memory
chips with sockets for piggy -
backing your memory chips. The
unselected bank is placed in the
standby mode where it draws
about 1710 normal power. These
are solderless assemblies.

ME-10A Upgrades 64K Korean Color

Computers with two memory chips
to 128K. $49.95

ME-10B - All the features of
ME-10 and ME-10A for upgrading
Korean Computers from 16K to
128K. $79.95

ME-12 - Upgrades all 64K com—-

puters with 4164 memory chips to

128K. $49.95

ME-14T - Upgrades “THUNDER RAM"
to S12K giving two independent
RAM Disks. $79.95

ME-14B - Upgrades "BANKER RAM"
to 512K giving two independent
256K memories. $69.95

24 hr phone. Checks,
DYNAMIC
O. Box 89S

HARTSELLE.,

P-

VISA & MC cards.

ELECTRONICS
(205>

ME-16 - 256K BANKER RAM - If
you have a 64K computer with
sockets for the SAM and 4164

chips then you can update it to
256K with this kit. Features
include:

# 40 Track Single Disk Swap

*# 35740 Track Ram Disk

# 32K to 192K spooler

# Compatible with all software
Software is supplied on tape or
disk. Specify your choice when
ordering. $89.95

MEMORY SAVER

Our UPS saves your programs from
being lost due to power fail-
ures. The control circuit and
battery mount under the keyboard
or can be mounted outside. For
all computers with S volt mem-
aries. $59.95

DYSET
DYSET is a cartridge with a
reset button for resetting you
computer when the normal reset
fails. It also restores your
basic program. $19.95

MEMORY MANAGER
(New Product)

A complete set of software for
managing the second 32K memory
bank for 64K and 1larger compu-
ters. Run Basic programs in both
banks, continue a basic program
from one bank to the other, use
the second bank for a RAM DISK,
configure the computer for the
all RAM mode and store programs
in the upper memory. $27.95
cassette, $29.95 disk.

Add $3 ship.

INC.
T7SI—22758

AL SS5S&S&40
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WRITING
FPROGRAMS
(Part 11)

Seperate Data Files

In this series we have been
showing how to write programs.
Many programs require data.
Check book, inventory, word
processors, spread sheets, ad-
dress files, and geneology pro-
grams all require data. As we
have shown the data can be con-
tained within the program as
data statements or as string
variables. What will we have
to do to have a seperate data
file? First we will have to
reserve some memory for the
file. This means that we will
have a vector that points to the
beginning of the data. We also
need to know where the data
ends. If we are looking through
the data, we need a pointer or
vector to designate our position
in memory. Let’s define these
vectors as follows:

BE=Beginning of data

EN=Ending of data

PT=Memory location of
pointer.

Remember that a vector points
to a memory 1location and re-—
quires two bytes. So we will
need 6 memory locations to con-
tain the 3 vectors for our data.

Choosing File Memory

The vectors for basic are in
memory locations 25-28. The
beginning of basic vector is in
25 & 26 and the ending is in 27
& 28. A file can be established
either below or above the basic
program. Let’s look at what is
required for files below basic.

If you do not bhave a disk
drive then vyour file can start
at 1537 (6,1). We will use the
notation (M,L) to indicate the
most significant and least
significant values of vectors.

So 1537 is equivalent to 6 #® 256
+ 1 or (6,1). If you have a
disk drive, it uses memory from
1536 to about 3500. So the
beginning of your file can be at
(15,1).

Using PCLEAR Command

To bhave a file in lower mem-—
ory, we need to move the basic
program to upper RAM. The
extended basic PCLEAR Command
can be used for this purpose.
The format is:

PCLEAR N

where N is the number of graph-
ics pages to reserve. We will
not be needing graphics pages
for graphics, but can use this
memory for our files. N can be
any number from 1 to 8. So 1let
N be 8 to reserve the most mem—
ory for your file.

End of File

For files below the basic
program, the end of file must
end before the basic program
starts. Since basic starts at
PEEK (23) ,PEEK(26), we can set
an end limit for our file.

File Pointer

The file pointer will show
where we are in memory as we
load or review data in the file.
As we start with data it will
point to the same memory loca-
tion as the beginning vector.

Saving Files

Since anything can be saved
as a machine language program,
we will use this technique to
handle our files. We can easily
load and save files to a cas-
sette or disk using this method.

Programming Tools

What tools do we need to put
data in memory. We can not



store strings in memory unless

we convert them to numbers.
Remember that computers only
work on numbers. Last month we
showed how to break a 1long

string down into one character
strings. This was accomplished
with the MID$ command. Next we
have to convert the character to
an ASCII value. Remember that
ASCII defines a numerical value
for each character. As an ex-—
ample an "A"=65 and a "1"=49.
After converting the character
to its ASCII value we will need
to store it in memory. We can
do this with the POKE command.
This month we want to develop
a program for storing text in
RAM. Let’s reserve the following

memory locations for our
vectors:

S500-1 BE

S02-3 EN

S504-5 PT

To store characters in mem-—
ory, we need to enter the char-
acter as a string, convert it
to an ASCII value, store the
ASCII value in memory indicated
by our pointer, and increase the
pointer value by one.

To review the characters in
memory the procedure will be to
get the ASCII value from memory
with the PE EK command, convert
it to a string, and print it on
the screen. 0f course we will
have to increase our pointer’s
value after each character.

There is much material we can
cover on this subject. All of
the commands we are going to use
have been covered in this pro-
gramming series. So now that we
have covered the material, we
are giving applications for us-
ing the commands.

FILE DEMO
PROGRAM

We wrote the following pro-
gram to show how a seperate file
can be created. This program
stores the ASCII value of char-—

acters in memory. The memory
can be from 3500 to about 10000.
The principles shown here can be
used for other types of files.
We did not include a text edi-
tor, but if you make a mistake
in typing, you can use the left
arrow to erase it. Text files
can be saved or loaded from a
cassette or disk. This might be
a useful way to save notes. Com-
ments are included within the
program to show what each sec-—
tion does.

10 PRINT" PROGRAM 2-1-86
20 PRINT"RAM FILE PROGRAM
30 PRINT” COPYRITE (c) 1986
40 PRINT"dYNAMIC elLECTRONICS

iNC.
50 A$(1)="BE":A$(2)="EN":A$(3)
="PT":PRINT

60 GO SUB 4150
65 *SET UP A MENU
70 PRINT"1 WRITE TEXT TO RAM
80 PRINT"2 REVIEW TEXT IN RAM
90 PRINT"3 SAVE TEXT
100 PRINT"4 LOAD TEXT
110 PRINT"S SET TEXT BUFFER
VECTORS
120 INPUT"ENTER NUMBER" ;X
130 *BRANCH TO SUBROUTINE
140 ON X GO SUB 1000, 2000,
3000, 4000, S000
150 GO TO 20
1000 CLS: INPUT"THIS WRITES TEXT
TO RAM. USE THE @ KEY TO
EXIT THIS SECTION. PRESS
ENTER AND START TYPING
YOUR CHARACTERS";P

1010 CLS

1015 “WAIT FOR A PRESSED KEY

1020 AS$=INKEY$: IF A$="" THEN
1020

1030 PRINTA%;

1035 "BACKUP POINTER IF KEY IS
LEFT ARROW

1040 IF A%$=CHR$(8) THEN A(3) =
A(3)-1:6G0 TO 1020

1050 A=ASC{A%): IF A$="@" THEN
1090

1060 POKE A{3),A:A{3)=A(3)+1

1070 "STORE CHARACTER IN POINT-
ER DESIGNATED MEMORY A{3)
And INCREASE POINTER BY 1.

1080 GO TO 1020

1090 PRINT:PRINT"WRITING



1100

1110
1120

2000

2010

2020

2030

2040
2050
2060

2070
2080

2090
2100
2110
2120

2130

2140
3000
3010

3020

3030

3035
3040

3045

3050
3060
3070
3080
3090
3100
3110
3120
4000
4010

4020

4030

TERMINATED

X=A(3): F=A(3) - A(1):

PRINT"FILE IS "F"

CHARACTERS LONG"

’SAVE POINTER IN 502

GO SUB 5100:POKE 502,MS:

POKE 503, LS:RETURN
*THIS REVIEWS CHARACTERS
IN RAM

PRINT"PRESS THE @ KEY TO

ESCAPE

PRINT"PRESS THE M KEY TO

PRINT THE VALUE OF

THE POINTER

INPUT"PRESS ENTER TO
CONTINUE"S

=500: 60SUB S090

CLS

A=PEEK (X) : A$=CHR$ (A):
PRINTA%S

KE=INKEY$

IF K$="M" THEN

PRINT"MEMORY="X

IF K$="@" THEN 2120

IF X>=A(2) THEN 2120
X=X+1:6G0 TO 2060
PRINT:PRINT"YOU STOPPED
AT" X

PRINT"THE FILE IS "X -
A(1)" CHARACTERS LONG

GO TO 70

PRINT"THIS SAVES TEXT":GO
SuB 4150

INPUT"ENTER PROGRAM
NAME" s N$

PRINT"ENTER C FOR CASSETTE
OR D FOR DISK

WAIT FOR KEYBOARD ENTRY
R$=INKEY$: IF R$="" THEN
3040

"BRANCH FOR CASSETTE OR
DISK

IF R$="C" THEN 3080

IF R$="D" THEN 3100

GO TO 3000

CSAVEM N$ ,A(1) ,A(2),A(3)

RETURN
*SAVING FILE TO DISK

SAVEM N$,A(1) ,A(2) ,A(3)
RETURN

PRINT"THIS LOADS TEXT
INPUT"ENTER PROGRAM

NAME"; N$

PRINT"ENTER C FOR CASSETTE
OR D FOR DISK

R$=INKEY$: IF R$="" THEN
4030

4040

4050
4060

4070
4080
4090

4100
4102

4110

4120

4130

4140
4150

4160
4170

4990
S000

5010

5020

5030

5S040
5050
5060
S070
5080
5090

5100

IF R$="C"THEN 4060 ELSE IF
R$="D"THEN 4100

GO TO 4040

PRINT"LOADING FROM A
CASSETTE

CLOADM N$

GO TO 4110

PRINT”LOADING FROM A DISK
LOADM N$

*THE FOLLOWING GETS THE
VECTORS FROM 487,126, AND
157. THESE ARE THE BEGINN-
ING, ENDING, AND EXECUTION
VECTORS FOR ML PROGRAMS.
WE NEED TO MOVE THEM TO
500 -505 FOR OUR USE
R=PEEK (487) : S=PEEK(488) :
POKE S00,R:POKESO01,S
R=PEEK (126) : S=PEEK (127) :
POKES02, R: POKES03, S

R=PEEK (157): S=PEEK(158):
POKES04,R: POKES0S,S
RETURN

PRINT"THIS SETS FILE
VECTORS

FOR J=1 TO 3:M=500+2%(J—1)
GO SUB S5090: A(J)=X:NEXT
J:RETURN

*PRINT VECTORS

FOR J=1 TO 3: M=500 + 2 *
(J-1): GO SUB S5090: A(J) =
X: PRINTJ;A$(J)+" "A(J):
NEXT J

INPUT"ENTER NUMBER TO
CHANGE" 5 Y

IF Y=0 THEN RETURN ELSE IF
Y>3 THEN 4150 )
*DEFINE THE MEMORY FOR THE
VECTOR

M=500 + 2 * (Y-1)
INPUT”ENTER NEW VALUE"; X
GO SUB 5100

POKE M,MS:POKE M+1,LS

GO TO 4150

X=2S6%PEEK (M) +

PEEK (M+1) : RETURN
MS=INT(X/256):LS =X — 256
* MS: RETURN



THE GREATEST SOFTWARE
DEAL ON EARTH

GET 12 DISKS OR TAPES A YEAR CONTAINING OVER 120 QUALITY PRO-
GRAMS. A SUBSCRIPTION TO T & D SOFTWARE CONSISTS OF 10 READY-
TO-LOAD PROGRAMS DELIVERED BY FIRST CLASS MAIL EVERY MONTH.

BEST |

WE'VE CHOSEN THE BEST OF OVER 400 PROGRAMS AND
PACKAGED THEM FOR YOU! 10 TO 12 PROGRAMS EACH
PACKAGE. COLOR COMPUTER ONLY

#1Home Management

#2 Uity 1

#3Machine Language Tutonial

Casserte Merge
Coco Monior

Basic Compites
ML TulorialLB

{9Programs)
MLT Dctonary
Coco Techvucol Look Pt1-3

Key Repeal
Full Screen Editor
Romecogy

Bascram

#4 Adventures #5Games #6 Utilbes Il

Treasures AVBarsaam Tiok Drsh Ow Prot
lies Marsion

Gatarne Conquest
Wariords

The Powes Sword
Steps

Robo! Bomber
Force Field

Rat Attack
Calerpiias Cave
Meteor

Some of these programs above Tmsamm

can sell for $29.95 sach

$29%each
TAPE OR DISK

CEATWFICATION

=L

Wk SPECIAL ww
BUY 2 OR MORE SAVE 10%
BUY 4 OR MORE SAVE 20%

NO, WE ARE NOT THE SAME AS THE RAINBOW ON TAPE. IN FACT, MANY
SUBSCRIBERS HAVE WRITTEN IN AND SAID THAT WE ARE MUCH BETTER

THAN RAINBOW ON TAPE!

% Color Computer Only

% 16K Extended Required

% Over 3000 Satisfied Customers
% Back Issues Available From

% July ‘82 (Over 400 Programs)

% THIS MONTH ONLY *

SUBSCRIBE FOR A YEAR
AND RECEIVE A

PRICES
TAPE OR DISK
1YEAR(12issues) 70.00
6 MO. (6 issues)  40.00
1 ISSUE 9.00
Michigan Residents Add 4%

Owerseas Add $10 1o Subscnphion Prce
Personal Checks Welcoma!

OUR LATEST ISSUE CONTAINED
1 HAM RADIO LOG

2 STAR TREK

3 COCO LABELER

4 THE DISK LABELER

5. SHIP WAR

)

6. ELECTRIC COST [:Te,")
7 NUKE AVENGER e-::gcnm

8. MULTI KEY BUFFER AL
9 CURSOR KING
10 LAND ROVER

FREE PACKAGE
OF YOUR CHOICE

STRING VARIABLE EQUATION SOLVER
« A “FIRST” IN MICROCOMPUTERS --

What Is 1t??
It Is a program In which YOU put ANY equation that
YOU want solved, such as:
(A°NIB)+ 2X=F +Y

Then YOU put In what YOU want solved for
such as "N",

Then your computer solves the equation and gives,
N=B*(F+Y-2°X)A

WOW, A GENUINE EQUATION SOLVER.

For students, technlically minded & those who
want to show thelr computers "brains"”,

M F ESTES SOFTHEAD co.
PO Box 335
Elba, N.Y. 14058

JUST $49.00 plus $3 shipping & handling

FOXFIRE
DISCOUNT COMPUTER SUPPLIES

DISKETTES
ELEPHANT $5/5D
$5/0D
DS/DD
$5/00
DS/DD
DS/DD
$5/0D
DS/DD
$5/00
DS/DD

NASHUA

{fhle box)
PRECISION
by Xidex
VERBATIM

CUSTOM FORMATTED, 3.5 Diskettes,

and bulk available

FILING SYSTEMS
Disk Minder 75 75
Media Mate 5 50
Flip “N" File (original) S0

Flip “N* File w/key 50
Flip "N File w/key 25
Flip“N" File 10
SRW files (*stote color) 10
Files far 3.5" and 8" diskettes available.
Call for pricing. *Colors: beige, block,
blue, grey, red, yellow, green

sex/to  PRINTER RIBBONS
1500  Prowriter, Nec 8023A
15.50  gpson MX70, 80, FXBO
}g*gg Epsan MX100, FX100
1600 Okidota 80, 82, B3A, 92, 93
17.50 Okidato 84, 94
1M00 R/SLPI,V, TEC 850
11.80 Vic 1525 R/S P VIIl DMP 100
1670  Diabla Hytype Il
2170 Qumel, Sprint 3.8
Qume IV, Sprint 7-11
Ricoh 1200, 1300, 1400
Nec Spinwriter 3500, 2000
14.95 R/S DMP 120, 200
12.95

;g;g If you don'1 see your printer menhianed,

1640  collwithmodelnumberanddevice type
3.50 hondy.

270 PLASTIC PRINT WHEELS
Qume and Diablo Compatible 5.50 eo
Specify Type Style

5.40 e
4.50 e0
6.00 ea
230 eo
530 eo
5.20 ea
6.50 eo
4.00 eo
2.90 eo
5.50 e
5.10 e
6.90 ea
10.00 e

FAN FOLD PAPER AND LABELS

SIZE QUANTITY

DESCRIPTION

94x11 500
94x11 1000
9%x11 500
9%x11 1000
J%x15/16 1000

34x15/16
9AXI

9%x11 2550
14%4x11 3500
Y4%x 1) 2550

15 Ib white with det marg
151b white with det morg
20 b white with det marg
20 Ib white with det marg
P.S. LABELS | ACROSS
P.S. LABELS 1 ACROSS

5000
Coll far shipping charge on items below
3300

15 |b white with det marg,
20 |b white with det marg
15 Ib green bar
20 Ib green bar

Ship 10 48 Conlinentol U.S. Only—Add $2.00 shipping on orders under $25.00 Extra
shipping where noted. C.0.D. add $2.00. Checks ollow 2 weeks 1o clear. MA residents
odd 5% sales lox Foxfire, PO Bax 665, Millbury, MA 01527 Tel.- 617-865-1514,

Mon.-Fri Noon-9 PM. EST.




BASIC BASIC

One of my jobs as "Head Honcho" at
Owls Nest Software is to answer the
day to day questions about program
operation etc. I have discovered
that most of us "0Old Timers" (an old
timer being someone who paid over
$500.00 for a 16K battleship grey
Color Computer) often assume every-
one knows the really basic ins and
outs of the Co-Co. Most publications
today have advanced beyond the point
that is easily grasped by the many
newcomers. That is what we will be
trying to do with "BASIC BASIC".
Give you not new revolutionary ways
to operate your computer but cover

the real basic tips and tricks that
you may not be aware of. We en-
courage questions and will print
some of general interest. Time will
not permit individual replys. Ques-
tions or tips may be addressed to
Norman R. Shelton C/0 Owls Nest

Software P.0. Box 579 O0Ooltewah, TN

37363. 0.K. here goes -

RON and RAM - what the heck do they
mean? ROM is "Read Only Memory"
and is the operating system your
computer uses. It is "non-volitle"

memory that is not 1lost when you
turn your computer off. The commands
written by Micro-Soft +for Radio
Shack that your computer uses are
all stored in your ROM. Radio Shack
has used several versions of the ROM
over the past few years. Some bugs
in the earlier versions were correc-
ted and some minor routines changed.
You can determine the version of ROM

you have by ¢typing - EXEC4117S
<ENTER>. RAM is "Random Access Mem-
ory". This is the area that your
programs and data are stored in.

This is volitle information that can
be changed if desired and is lost
when the power is turned off.

My favorite cassette is givipg I/0
errors HELP’ 0.K. — an 1/0 error |is
an "Input/Output" error that occurs
when you are "reading" (taking in)
information) or "writing" (sending
out information). With a tape the
I/0 error usually occurs when the
computer gets some information it
doesn’t understand. It can be a
stray noise on the tape caused by a
wrinkle, static electricity or so

many other things you wonder how a
program sver does load. First make
sure you didn’t start in the mid-
dle of a program. The recorded pro-
gram has "start" and "stop" markers
to let the computer know when a pro-
gram begins and ends. If vyou start
in the middle the I/0 error is say-
ing "HEY! where is the beginning?".
Don’t forget you have a volume con-
trol. Programs recorded on differ-—
ent recorders may require differ-
ent volumes to load. Also if there
is a "glitch" on your tape turning
the volume down may allow the com-
puter to still "hear" the program
but reduce the "glitch" level to a
point it will slip by. Try running
the tape fast forward and rewinding.
That may make it 1load. This may
sound silly but turn your recorder
on it’s side and try it. Now upside
down. What you are doing is 1letting
the weight of the tape cause the
heads of the recorder to contact a
slightly different area. When you
get it loaded BACK IT UP! ALWAYS
backup programs. The time required
pales into oblivion when vyour ori-
ginal develops a glitch. Backup all
non-protected purchased software and
store the original in a safe place.
Make sure you remove the tabs. Most
commercial software will have them
removed but check them anyway. You
can always stick a bit of Scotch
tape over the slot if you do need to
record on the tape. Don’t whine when
your super duper 12 for a buck "NO-
NAME" tapes cause you problems. You
are geting what you pay for. You can
get good C-06 computer tapes for se-
ven or eight bucks a dozen. Use them
and put a single program on each.
Now you aren’t risking 25 other pro-
grams each time you load a tape. You
also don’t have to search forever to
find the program you want. For your
information a C-06 will just hold
32K of data. We do recommend a bulk
eraser if you re—-use tapes a lot but
don’t use it within 10 feet of other
recorded tapes and do keep your
tapes away from magnetic fields like
the one produced by the transformer
in the TV you have your tapes stack-
ed beside.

Until next month - - - -



C)WLS NEST

" SOFTWARE

' WE GIVE A HOOT *

NEW! CHILDRENS GRAPHIC STORYBOOK SERIES
These delightful children's storys will amuse, amaze
and educate your children vith words and pictures.

THE STAR LICHTER presents an entertaining story and
illustrates star constellations in graphic displays.
Requires 64K EXT Tape or 32K EXT Disk.

THE DRAGON STORY presents a story about a girl and
a dragon in words and graphic pictures. Requires 64K
EXT tape or 32K EXT Disk.

A VISIT TO THE BEACH presents an easy to read story
about two children and their pets on a visit to the
beach. Requires 32K EXT Tepe or Disk.

The storybooks are $15.00 Tepe or $17.00 Disk. Take
any two on tape or Disk for $25.00 or all three on
Tape or Disk for $30.00

LABEL64 - LABEL64 is @ name and address file/print
system that tekea advantage of your 64K. You cen deve-
lop and meintein a meiling list. Print lists or meil-
ing labels in your choice of 1, 2, or 3 wide. Sup-
ports 3 or 4 line addresses with phone optionsl. You
can sort by last neme, first name, and/or zip code.

You cen work with up to 300 records in memory at a time.
We include a second copy for back up at no additional
charge. Take adventage of your 64K with LABEL64.
Cassette - 64K EXT Postpaid $24.95

FILE64 - FILE64 is e datea management system designed
to take advantage of a 64K machine. You can create
and maintain records on anything you choose. Recipes,
coupons, household records, financisl records - you
neme it. You create records containing up to five
fields you define. You can search, sort, modify, add,
delete, save on tepe, display on the screen and print
on a printer. The program could coat you much more
and we include a back up copy at no additional charge.
Cassette ~ 64K EXT Postpaid $24.95

SAVE $$ Take both our LABEL64 and FILE64 for only
$40.00 Postpaid. Don't miss this speciel offer!

ALCATRAZ ADVENTURE Our newest and we think most in-
volved adventure. You have been unjustly imprisioned
and sentenced to death. You must escape to ptove
your innocence. You will face many unique problems
as you work on your goal. If you liked our BASHAN
adventure you will love ALCATRAZ. Your adventure
contains a large vocabulary and some unique features.,
Thia is a tough one recommended for advanced players.
32K EXT Postpaid Diek $20.95 Cessette $17.95

CUBE ADVENTURE - Cube is & non violent adventure for
@ minimum 16K EXT system. You must locate and enter
the "CUBL" gatherirng tressures along the way. You
will encounter some unique problems as you work on
your goal. CUBE is an intermediate to hard adven-
ture suitable for everyone.

16K EXT postpaid Diek $20.95 Casaette $17.95

In Canada remit to - Kelly Software Dist. LTD.
P.0. Box 11932 Edmonton Alberta 15J 3L1

In Australia remit to - Computer Hut Software 21
Williams St. Bowen QLD 4805

NOW LABELIII IS AVAILABLE ON DISK!

LABELIII - (Reviewed in Nov 83 Rainbow) With LABELIII
you cen develop end maintain & mailing liet. Print liete
or mailing labele in your choice of 1, 2, or 3 wide.
Supports 3 or 4 line addreesseas with phone optional.

Sort by last name, firat neme or zip code.

16K EXT Postpaid Diek $21.95 Cessette $19.95

FILEIII - Data management system. With FILEIII you

can create and maintaein records on enything you choose.
Recipes, coupons, household records, financiasl records -
you name it. You create recorda containing up to five
fields that you define. You can search, sort, add,
delete, modify, dieplsy on the screen or asend to &
printer, The progrem ia ueser friendly and user proof.
Prompting ia extensive. A comparable program could

coat you much more. VThia one ia @ baraain!

16K EXT Postpaid Diak $21.95 Caeaette $19.95

PROGRAM FILE - (rev Oct 83 Rainbow) Orgenize your
programs. ' With PROGRAM FILE you create a file of your
computer progrems. You can search, sort, add, modify,
delete, save to tape and display on the acreen or

send to e printer.

16K EXT Postpaid Diak $16.95 Cessette $14.95

DATA MANAGEMENT PACKAGE -~ Seve $$ Take the three above
on diek or tape (specify) for only $40.00 Postpaid

ESPIONAGE ISLAND ADVENTURE - (reviewed in June 84 Rain-
bow) You have been dropped off on en island by submarine.
You must recover a top secret microfilm and signal the
sub to pick you up. Problems abound in this 32K EXT
adventure.

32K EXT Poatpaid Diask $20.95 Cessette $17.95

FOUR MILE ISLAND - You ere trapped in @ disabled nuclear
pover plant. The reactor is running sway. You must
bring the reactor to a cold shutdown and prevent the
"China Syndrome". Can you save the plant (and your-
aelf)? It's not easy!

16K EXT Postpaid Diak $20.95 Cessette $17.95

KINGDOM OF BASHAN - Our flagship adventure. Bashen haa
@ very large vocebulery end some unique festures. You
must enter BASHAN (not eaay), gather the ten treaaurea
of the ancient kingdom (even herder) and return to the
atarting point (harder yet). If you cen acore the
maximum 200 pointe in BASHAN you ere an expert!

32K EXT Poatpaid Diek $20.95 Cassette $17.95

ADVENTURE COMBO Save $$ The three above adventures on
;zree ceasettea or one diak (specify) poatpaid for only
0.00

ATLANTIS ADVENTURE - Thie one ia not easy - in fact

wve challenge you to complete it in 30 days. If you do
we will esend you eny edventure we sell - postpaid - at
absolutely no cherge. You start on @ disabled aub

near the lost city of Atlantia. You must get the sub
(and yourself) safely to the surfaece. Do you think
Atlsntians asre friendly?

Postpaid 32K EXT Disk $24.95 16K EXT Cassette $21.95

ADVENTURE STARTER - Learn to play those adventurea the
painless way. You atart with an easay adventure and
move to an intermediate. Two complete aeperate non
violent adventures plus hints and tips on adventuring
in general. Finish this and you will be ready for
ATLANTIS!

16K EXT Postpaid Disk $20.95 Cessette $17.95

C.0.D. orders please add 1.50

No Delay For Personal Checks
] In a Hurry? Call {615) 238.9458 X N\
Vi OWLS NEST SOFTWARE MasterCord
P O BOX 579¢c M.

OOLTEWAH. TN 37363
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RENEWAL TIME?

The date beside your name on
the address 1label indcates
the 1last issue you will re-
ceive. Send in your renewal
if you want to continue re-
ceiving technical informa-
tion on Color Computers.
This is the 1last issue for
those with 2/86.
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EDITOR™S
COMMENTS

This marks the beginning of
our third vyear of publication.
Over the past two years we have
covered many subjects and de-
veloped numerous software pro-
grams. Last year we started our
basic programming, large memory
programs, and computer graphics
series. We felt that these were
subjects that would be of the
most interest to our readers. We
are continuing these subjects
and are adding more this year.

In this issue we are starting
a series on interfacing compu-
ters. Color Computers are a
natural for controlling devices
and are used in industry for
this purpose. We will explain
what is required to connect a
computer to printers, other com-
puters, and telephone lines.
Can programs be exchanged be-
tween computers? If you have
identical computers this is
fairly easy to do. Did you know
that programs can be also be
exchanged between different type
computers? We will discuss how
to do this.

This month we are pleased to
announce that Mr. Norman Shelton
of Owl’s Nest Software will be
writing a monthly editorial for
us. The title of his editorial
is "BASIC BASIC" and he will be

giving information that is use-
ful especially for the beginner.
If you have a question or sub-
ject you would like for him to
discuss, then I am sure he would
like to hear from you.

Dealers we need someone to
write editorials on 0S-9. We
would be willing to trade adver-—
tising for editorials. If you
are interested in this send us a
sample copy. We are also in-
terested in other subjects and
would 1like to receive sample
editorials. Remember our objec-—
tive is to explain computer sub-
jects so that they can be under-
stood by nontechnical readers.

++4+4++

COMFPUTER
SRAFPHICS
(PART 12)

In this series we have been
learning the extended color
graphics commands. We developed
character generators, learned to
draw 1lines, boxes, circles and
ellipses. This month we want to
look at the draw command.

The draw command is similar
to the line command in that it
allows 1lines to be drawn. The
line command requires coordi-
nates of the two points through
which the line is to be drawn.
The draw command works by speci-
fying a direction and 1length.
For example we can say draw to
the right 10 units or draw left
15 units. So the draw command is
relative to our starting point.

Letters are used to designate
the direction for the draw com-
mand. These letters with their
associated directions are shown
in Figure 1. The format for the
draw command is:

DRAW "Xs$"

where X$ is a string defining
the various directions and
lenghts. As an example let’s

assume we want to draw steps



135°
AS

|80

v
P

315°

DRAW DIRECTIONS
FIGURE 1

R1°
D&

>

DB
y
DRAWING STEPS
FIGURE 2

with a width of 10 units and a
height of 8 units. If we have 2
steps the command will be:

DRAW "R103D83R1053D83;R10"

A sketch of our steps 1is shown

in figure 2.
MOVING the CURSOR

It 1s necessary to be able to

move the cursor to different
positions without drawing. If
you draw with a pen or pencil,

you need to pick up your pen and
.move it to another place to con-
tinue with your drawing. Another
feature that we would like is to
be able to draw a line and then
return to the beginning point.
These features are included in
the draw commands and are as
follows:
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MOTION COMMANDS

=Move the Cursor
N=No Update (return to starting
point)

=Draw a blank line.

If we want to move the cursor
to 1location 64,100 then we can
use the following command:

DRAW "BM64, 100"
The M means to move to the co-
ordinates 64,100 and the B means
to draw a blank line. Notice
that we have two formats for the
DRAW command. The first uses a
string to designate a direction
and the second requires coordi-
nates of the point seperated by
a comma. Let*s take another ex-—

ample. In this example we want
to draw the letter "T" and have
it start at 100,50. Our com-—

mands will be:

S "MOVE THE CURSOR TO 100,50
10 DRAW"BM100O, 50"

15 "DRAW TO THE RIGHT S
POSITIONS

DRAW"R103 "

"DRAW DOWN 30 POSITIONS AND
RETURN TO THE STARTING
POSITION.

DRAW"ND3O03 *

"DRAW LEFT S POSITIONS
DRAW™"LS"

20
25

30
35
40

The Angle Command

The angle command can be used

executing repetitive com-—
mands at angles of multiples of
70 degrees. The format 1is [AW]
where W=0,1,2, or 3 and repre-—
sents angles of 0, 90, 180, or
270 degrees.

Suppose we want to draw the
image shown in Figure 3. Let’s
define the draw command for the
right section. The right part
can be defined by going right 25
units, up S wunits and return,
and down S units. The draw com—
mand will be

for

DRAW "R2353NUS;DS".



Now if we let A$="R253NUS5S;D5".
Then the draw command is

DRAW A%.

The following program segment
will draw the figqure in the 4
quadrants.

10 A$="R253NUS;D5"

20 DRAW "AO"+A$
30 DRAW "Al"+A%
40 DRAW "A2"+A%
S50 DRAW "A3"+A%
DRAW DEMO
FPROGRAM
The following program shows
what is required to implement
the draw commands. This program

draws the figures discussed in
the previous section. Comments
are included to show what each
section does.

10 "DRAW DEMO PGM

20 "PGM 2-2-86

30 “cOPYRIGHT (c) 1986

40 *dYNAMIC eLECTRONICS iNC

S50 ’SET UP FOR GRAPHICS DISPLAY
60 RESERVE 8 GRAPHICS PAGES

70 PCLEAR 8:CLS

80 PCLS °THIS CLEARS THE
GRAPHICS SCREEN
90 PRINT"THIS DRAWS THE STEPS

SHOWN IN FIGURE 1": INPUT
"PRESS A KEY TO CONTINUE":A$
100 ’THE NEXT STATEMENT SETS
THE COMPUTER FOR THE
GRAPHICS MODE
PMODE 3,1:SCREEN1,0
* THE SUBROUTINE AFTER THE
DRAW COMMAND GIVES A DELAY
SO YOU CAN SEE WHAT IS
HAPPENING
DRAW "R103;":GO SUB 410:DRAW
"D8; ": 60SUB410: DRAW"R103 "2
GO SUB 410:DRAW"D8; ":G0 SUB
410:DRAW"R10":6G0 SUB 410
GO SUB 410
DRAW"ND30; "
CLS:PRINT"THIS DRAWS A T"
INPUT"PRESS ENTER.TO
CONTINUE";P
*ERASE OLD GRAPHICS AND

110
120

130

140
150
160
170

180

190
200
210
220

230
240

250
260
270
280
290

300

310
320
330
340
350
360
370
380
390
400
410
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AGAIN SET UP FOR GRAPHICS
MODE

PCLS:PMODE 3,1:SCREEN 1,0
*MOVE THE CURSOR TO 100,50
DRAW"BM100, 50"

*DRAW TO THE RIGHT 8
POSITIONS
DRAW"NR8; ":GO SUB 410

*DRAW DOWN 30 POSITIONS AND
RETURN TO THE STARTING
POSITION.

DRAW "ND30":GO SUB 410
DRAW LEFT 8 POSITIONS
DRAW"LB8":G0 SUB 410

FOR J=1 TO 1000:NEXT J
CLS:PRINT"THIS SHOWS HOW TO
USE ANGLES FOR ROTATING THE

DRAWING
INPUT"PRESS ENTER TO
CONTINUE" ;P

PCLS:PMODE 3,1:SCREEN 1,0
A$="R253 NUS3; NDS;L25"
DRAW "AO0"+A%

GO SubB 410

DRAW "Al1"+A%

GO SUB 410

DRAW "A2"+A%

GO SUB 410

DRAW "A3"+A$

GO SUB 410:END

FOR J=1 TO 1000:NEXT J:

RETURN

+++

A3

| n2 R25_ 5 NUS
v DS

A

Al

FIGURE 3



LARGE MEMORY
FROGRAMS
(PART 12)

RAM DISK PROGRAM DELETE

In previous editorials we
have shown how to use the second
32 K memory bank for 32K compu-
ters. We have been developing a
RAM disk program for using the
second bank for program storage.

The RAM disk program was given
in our Nov/Dec issue. The abil-
ity to delete programs was not

included and we are adding this
feature this month.

Last month we looked at what
is required to delete programs.
The programs in the second bank

need to be moved to cover the
area occupied by the deleted
program. Also we need to dele-

te the program from our direc-—
tory in th e first bank and up-
date the vectors for the pro-
grams in the second bank.

We used the variable "S" to
indicate the start of our direc-—
tory. Program information 1is
contained in blocks of 20 bytes.
K represents the program number
so the directory for the Kth
program starts at S + 20 % K.
The vectors for the program
location in the second bank is
contained in bytes 9-12. After
the programs are compacted in
the second bank, these vectors
have to be changed.

The number of programs
contained in 32000 and the last
memory used is contained in
32001—-2 . Both of these values
have to be updated when we
delete a program.

is

RAM DELETE
SUBROUT INE

For the delete feature we re-—
served 3000-3999 in our RAM disk
program in our Nov/ Dec 1985
issue. Comments are included
to show what each section does.
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10
20
30
30
3000

3010

3020
3030

30350
3060
3070
3075
3076
3077
3080
3090
3100

3110

“RAM DELETE SUBROUTINE
*COPYRIGHT
*dYNAMIC eLECTRONICS iNC.
" PROGRAM

(c) 1986

2-2-86

PRINT"THIS DELETES A
PROGRAM" GO SUB 1000
INPUT"ENTER PROGRAM NUMBER
TO DELETE";K

GO SUB 1300
PRINT"DELETE "N%" Y-YES
N—-NO

K$=INKEY%: IF K$="" THEN
3050

IF K$="N" THEN RETURN

*yY=START OF PGM TO DELETE
AV=V:M=AV+9: GO SUB 990
BE=V:M=M+2:60 SUB 990
EN=V:AN=EN-BE AN IS LENGTH
OF PROGRAM TO DELETE
PRINT"PGM IS "AN" BYTES
LONG

LT=PEEK (32000) “GET NUMBER
OF PGMS

*MOVE THE DATA IN THE
OTHER BANK

M=AV+29: A=PEEK (M) :
474 ,A: B=PEEK (M+1):
475,B “PUT BEGINNING
VECTOR IN 474-5
POKE 476, 117:POKE477,47
*THIS PUTS 29999 IN 476-7
A=PEEK (AV+9) : POKE478,A:
B=PEEK (AV+10) : POKE479,B
*PUT NEW LOCATION VECTOR
IN 478

EXEC32140: PRINT"DATA IS
MOVED IN THE SECOND BANK
*THIS COMPACTS PROGRAM
DIRECTORY

* BD=BEGINNING OF DIRECTORY
TO MOVE, ED=END OF
DIRECTORY
BD=S+20%K : ED=S+20%LT

FOR J=BD TO ED

A=PEEK (J) : FOKE(J—20) ,A:
NEXT J

*UPDATE THE PROGRAM
LOCATIONS IN THE DIRECTORY
FOR J=K TO LT

POKE
POKE

DECREASE THE PROGRAM
BEGINNING BY AN BYTES
M=S+20%K+2:60 SUB 990: V=
V—AN: GO SuUB 980: POKE M,

MS: POKE M+1,LS
*DECREASE PROGRAM ENDING
BY AN BYTES

M=M+2: G0 SUEB 990:V=V-AN:GO
SUB 980 :POKE M,MS:FOKE



CoCo Comm-4 Begins The CoCo Era’

4 Channel Serial Communication Interface

COMM-4 allows serial 1/0 capabilities. Board supports full modem Installation of COMM-4 is accomplished in two phsses as follows:
control. Enhances multl-tasking and/or muiti-user features of 0S-9. 1) Hardware installation
Typical System Conliguration®; a. Power down on CoCo and expansion device
h " . b. Plug COMM-4 into any slot on expansion device
°
. Leor(r’nemmal ¢ .Le':lierhglézlél(}/ Ifr 'I'n"::rr c. Plug interrupt cable into COMM-4 carlridge
. 9 ’ d. Plug olher end of interrupt cable into serial I:0 port
*NOTE: The configuration shown above is only one of the several on CoCo
possible configurations with a single COMM-4 unit. Virtually any serial e. Plug user serial cables into DB-25 conneclors on
device compatible with the CoCo can be used with COMM-4. COMM-4
The QOMM-4 un.il comes complataly sssembled in a plug-in cartridge. The 1. Power up enlire system
cartridge plugs into any slot of a bulfered, powered expansion device 2) Software installation (the following installation inslruclions are
(not provided). The commercially available expansion devices (such as general and will vary with some syslems due to user configura-
Multi-Pak) are required for COMM-4 operation. lion).
Each of the tour (4) serial channels is controlled by an independent seral a. Install COMM-4 disk (35 track, single-sided, double
contrgller. These serial controllers are part of the unit hardware and density)
allow multi-tasking and/or simultaneous I/0 applications without the b. Load device descriptors and drivers
use of software timing loops. OR
Communicalions are interrupt-driven. Standard communicalion baud Merge device descriplors and drivers into bool files
rates from 50 t0 19,200 are supported by COMM-4. The COMM-4 unit using QS-Q procedure files
provides for the use of a "break key" (keyboard interrupt syslem) c. Note: Disk conlains commented course code and object
Connections to COMM-4 are made via DB-25 plugs for any RS-232 code and procedure files
compatible serial device. d Fgr bqsic users, a sample basic program will be pro-
With the COMM-4 unit installed in the expansion device slot, COMM-4 vided in users manual (nol on disk). (Note: Color
is always enanted regardless of hardware/software slol selection basic will not suppor! multi-1asking)
methods. The COMM-4 unit will not interfere with existing device(s) in The documentatlon included with COMM-4 provides:
any other expansior: Slot. 1. Hardware theory of operalion
The COMM-4 unit 1s configured so that two {2) COMM-4 units can be 2. Software theory of operation
Instailed on the same axpansion device. In the dual COMM-4 configuration. 3 Installalion instructions
the available, interrupt-driven serial communications channels become 4. Applications examples
eight (8). In order to operate properly, the Iwo COMM-4 units must be 5. Commented program listings
interconnected with a jumper cable which is provided when ordered in 6. Schematic diagrams
the dual COMM-4 configuration. In the COMM-8 configuration, all 7. Parts lists
features of the COMM-4 are available (but for all 8 channels). 8. Assembly drawings
ftems supplied with a COMM-4 unit: It dual COMM-4 (COMM-8) units are to be instalted, it will be necessary
1) COMM-4 carlridge o specily, with order of second COMM-4, in orde: lor necessary jumper
2) Users Manual cables 1o be supplied (no extra charge).
J) Inlerrupt cable (and jumper cable «f ordered as COMM-8)

CoCo COMM-4 Price.......c.ce.....$108.00

————————— — "

Don't Forget Our Full Character Set Board: .

Easy to install board adds: Board is hardware driven and requires NO software drivers. NO

® All 96 Standard ASCII Characters effect on any memory.

@ Upper & Lower Case Displayed Simultaneousty Enhances CoCo screen for:

with NO Inverse Video ® (5-9 QOperating System Programming

® True Lower Case Descenders ® “C" Language Programming

® Braces & Vertical Bar Characters ® Word Processing

@ Slashed Zero @ Communications Terminal Modes

@ QOther Features
- g : AINBOW
See our Review in PRICE..... $38.00 See our Review in nc:m;r(n::uou
Sept '85 RAINBOW Magazine (+$2.00 shipping/handiing if charge) | Oct '85 HOT COCO

o — — G— iy G C— c— — — e em— — — —— — — G——

. CoCo Devices
= Box 677, Seabrook, TX 77586 @]
713—474—3232
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M+1,LS
3400 *REDUCE THE NUMBER OF PGMS
BY ONE
3410 LT=LT-1:POKE 32000,LT

’REDUCE PROGRAM BYTES 1IN
32001-2 BY AN

V=256 # PEEK(32001) + PEEK
(32002): V=V-AN: GO SUB
980 :POKE32001,MS:
POKE32002,LS

RETURN

3420

3430

3500

+++++

INTERFACING

COMFPUTERS
(Part 1)
How do you get information

into and out of your computer?
We are familar with the cassette
recorder and disk drives for
saving and loading programs.
Also a printer and joysticks can
be plugged into appropriate
jacks on your computer. Games
and programs can be put into a
cartridge and plugged into the
expansion port color
computers.

How do these external devices
wor k? What about exchanging
information between two compu-
ters? Can programs be exchanged
between different type compu-
ters? For example can programs
from an IBM PC, Commodore, Kay-
pro, or Apple computer be run
on a Radio Shack Color Computer?

on

These are some of the questions
we want to answer in this
series.

COMPUTER THEORY

To be able to understand what
can be done we will need to cov-
er some computer theory. When we
mention computer theory, people
sometimes put up a barrier and
think that the material is going
to be too complex. No complex
mathematics will be used. In
fact we will use the simpliest
math which is binary arithme-
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tic. Hexidecimal (HEX) arith-
metic is a grouping of binary
numbers. Most of the time we

will use decimal arithmetic be-
cause this 1is what Basic uses.
Don’t worry about the math be-
cause we will give you a pro-
gram that will do math conver-
sions when this is needed.

MEMORY MAP

A memory map shows where
everything is located within the
memory. For color computers the
map is divided into 32K sections
with the upper 32K reserved for
read only memories (ROM) and the
lower 32K for random access mem—
ories (RAM). For a 64K compu-—
ter, the memory can either be
partitioned as two 32K banks or
ope 64K continuous memory. We
have covered the use of these
two configurations in detail in
our large memory program series.

ASCII

The ASCI1 code is a standard
that is used for serial trans-—
ferring of data between a compu-
ter and another device. The
second device can be a printer,
modem, or another computer. We
need to 1look at the ASCII code
and explain how to use it. Dur-
ing this series we will develop
software you can use to transfer
programs from one computer to
another.

Computer Electronics

We will need to cover some
el ectronics theory. Suppose you
want to store voice or music in
your computer’s memory. Voice
and music generate analog volt-—
ages. Computers use digital
logic. So we need to convert
the analog voltages into a form
that the computer can use. Be—
fore a device can be interfaced
to a computer, it is necessary
to know the type signals it
generates or requires from the



computer. This may look simple
but can become a nightmare if
not handled properly.

Ne:xt month we will take a
sub ject dealing with interfacing
and look at it in detail. As
stated earlier, we will develop
the interface software that will
be needed so our readers can
operate their own external devi-
ces. Perhaps you are wondering
"what kind of software”"? Let’s
take an example that should be
of interest to everyone. Would
you like to dial up a friend and
exchange programs with him? This

can be done with a modem and a
terminal program. But how do
these work? We will explore
these in detail in future

editorials.

~ ~ 32K ECB PROGRAMS - -

TEACHER PAK PLUS Includes Teacher Pak and CoCo
Testam described below................ $47.95

COCO TESTEM Make multiple choice, matching,
true/talse, completion, and short answer

teste. Requires printer with underline
ability. Works with tape or disk..... $19.95
COCO-LIFE 11 The living patterns game....$19.95

= - 16K ECB PROGRAMS - -

TEACHER PAK Weighted & regular grading, seating
i charts, alphabetizing, statistical analysis.
. 4 programa. Works with tape or diek..,$34.95

TIME MASTER Calendars, biorhythms, more. Fun

at parties. Printer optional......... $19.95
COCO GARDENER Printer preferred.......... $19.95
COCO-LIFE The living patterns game....... $19.95
PERPETULIFE Checkers & Life mixed........ $19.95
GRAPHIC PHYSICS Rainbow review 9/85,..... $19.95
SCHOOL DAYS Rainbow review 9/85.......... $19.95
L1SSAJOUS ART Educational computer art. Printer

with araphic ability optional......... $19.95
SOUND GENERATOR Rainbow review 10/BS..... $19.95

~ = 16K ML PROGRAMS - -

COCO ECHO Rainbow review 10/85............ $9.95
SCREEN INVERTER Rainbow review 9/85....... $9.95

All programs sold on tape. Send check or money
order (no cash - Pa. residenta add 6%) to:

Tothian Software

AN Box 663
16248 gt

i Rimersburg, Pa.

T a i
[*™]

All ot these programs carry the Rainbow Seal.
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BOUNCING BAL L
GAME

This exciting game requires a
joystick. You press the fire
button on the joystick and ¢try
to shoot down the bouncing balls
without letting them hit vyou.
You get points for each ball you
shoot down. At the end of the
game your total score is dis—
played with the high score from
previous games. You can then
replay the game to see if vyou
can beat the high score.

This program is provided by
courtesy of T & D Software (ad-
vertisement on page 7) and is
used by permission.

1 REM COPYRIGHT (C) T&D SOFTWARE
1985

5 GOTO2000

10 PMODE3, 1:F=RND (-TIMER) : CLS: GO

SUBQOO:.‘.".‘.‘SQUEEZE:‘.‘.‘,’.",”i‘."

BY MIKE MOORE,2 AURORA CRESCENT

NEFEAN, ONT , CANADA.

20 GOSUB&0O:0ONF GOSUB250, 100: ONE (

J) GOSUB300, 130:J=NJ (J) : ONF GOSUEB

250, 100: GOTO20

60 1=U(JOYSTK (2Z)%CS) : EJ=PPOINT (X

+SX+A%¥SGN (1), Y) s X=X+I1: IFX<LE THE

NX=LE ELSEIFX>RT THENX=RT

65 IFEJ=TW THENSO0O

70 PUT(X,Y)—(X+WD,Y1),S,PSET:RET

URN

100 LINE (BX,BY+SV)—-(BX,BY),PRESE

T

110 IFPPOINT(BX,BY-FV)=W THENBY=

BY—-A:LINE (BX, BY+SV) — (BX, BY) , PSET
: RETURN

120 F=W: IFPPOINT (BX,BY—-A)=4THENP

LAY"AAA" :RETURN ELSE490

130 IFPEEK (P(J)+DP (J)) THENZ200
140 LINE(X(J),Y(J))—(X(J)+SV,Y(J
) +SX) , PRESET, BF

150 P(J)=P(J)+DP(J) 1 X (J) =X (J)+H(

J):Y(J)=Y(J)+V(J):0ONJ GOTD170,18

0,190

160 PUT (X (J),Y(J))=(X(JI+SV, Y (J)

+SX) ,54,PSET:RETURN

170 PUT(X(J),Y (J))—(X(J)+SV,Y (J)

+SX) ,51,PSET:RETURN

180 PUT(X(J),Y(J))—(X(J)+SV,Y(J)

+SX) , 52, PSET: RETURN



190 PUT(X(J),Y(J))=(X(J)+SV,Y (J)
+SX) , 83, PSET:RETURN

200 I=PEEK(P(J)+DP(J)):IFI=255TH
ENDP (J)=H (J) /4-DP (J) :V(J)=-V(J) :
ONJ GOTO0130,230, 130,130

210 IFI=170THENH (J)=-H(J):DP(J)=
DP (J) +H(J) /4: GOTO130

220 IFI ANDBSTHENGOSUB140:BY=BY+
A:F=W:60T0490 ELSEGOSUB140:GOTO8
00

230 IFY<>Y(J) THENRETURNELSEFORI=
Y1 TOY STEP-1:LINE(LE,1)—-(RT+WD,
1) ,PSET:PLAYSTR$ (W+Y1-I) :NEXT
240 FORI=Y TOY1:LINE(LE,I)—-(RT+W
D, I) ,PRESET:PLAY (STR$ (W+Y1-I) :NE
XT:NS=NS—-1: IFNS THENS8OSELSE1010
250 IFPEEK (JB)=25STHENRETURNELSE
F=TW:BX=X+SX:BY=152:GOT0110

300 IFRND(TW)=W THENRETURNELSEN (
J)=N(J)+W: IFN(J) >B(0) THENB(J)=Z
: I1=J: GOSUBS40: RETURN

310 Y(J)=Y(Z):X(J)=LE+A*RND (W1):
V(J)=A:B(J)=TW: I=SGN(1.5—RND (TW)
) tH(J)=I#A:P(J)=P(Z)+INT((X(J)-L
E)/A) :DP (J) =256+I

368 IFPEEK(P(J))THENONJ GOSUB170
, 180, 190, 160: GOTO490ELSEONJ GOTO
170, 180, 190, 160

490 EJ=PPOINT (BX+TW—-(BX AND SV),
BY—-SX) :B(EJ)=W:FORI=Z TO3:PLAY"B
CD":LINE (X (EJ)+I,Y(EJ)+I)—(X(EJ)
+SV-1, Y(EJ)+SV-1) ,PRESET, B:NEXT:
SC=SC+LV

S00 SC$=STR$(SC) :L=LEN(SC$) :LINE
(Z,10)-(A*L, 18) ,PRESET, BF : DRAW"B
MO, 10" :FORI=TW TOL:DRAWNS (VAL (MI
D$(SC%$,1,))) :NEXT:RETURN

S30 NJ(4)=NJ(W):I=4:IFB(I)>Z THE
N5S0

S40 IFI=W THENS3OELSENJ (I—W)=NJ (
I1):1=I-W:IFB(I)=Z ANDN(Z)<3THENS
40

SS0 N(Z)=N(Z)+W: IFN(Z)<4THENRETU
RNELSEN(Z)=Z:FORI=W TO4:NJ(I)=I+
WIN(I)=Z:B(I)=W:NEXT:NJ(4)=1:J=Z
:FL=1+FL:ONFL GOTOS&0,S60, 580
560 IFLV>30THENFL=0:RETURN

570 P(Z)=P(Z)+256:COLOR4:LINE (LE
,Y(Z))—(LE+A*W1+SV, Y (Z)+5V) ,PSET
, BF2COLOR2: Y (Z) =Y (Z) +A:RETURN
S80 LV=LV+5:FORI=17&6TONS*10STEP—
2:PUT(1,184)-(I+WD,191),5S,PSET:N
EXT:B(Z)=B(Z)+W:NS=NS+W

590 FL=0:COLOR3:LINE(LE,Y(Z))-(L
E+SV, Y1) ,PSET,BF :LINE (LE+A*W1, Y (
Z))-(LE+A*W1+SV, Y1) ,PSET,BF:LE=L
E+AtW1=W1-TW

600 RT=RT-A:P (Z)=P(Z)+1:COLOR2:R

17

ETURN
800 NS=NS—1:X=X+SX:FORI=W TOSV:C
IRCLE(X,Y1),1,4,1,.5,1:PLAY"0SCD
":NEXT:X=X-SX: IFX<LE THENX=LE
802 LINE(X,Y(J))—(RT+WD,Y1),PRES
ET,BF:PLAY"04": IFNS=Z THEN1010
805 FORJ=1T04:NJ (J)=J+W:B(J)=W:N
(J)=Z:LINE(X{J),Y(J))—(X(J)+SV, Y
(J) +SX) , PRESET ,BF:NEXT:NJ (4) =W:J
=W:N(Z)=2

810 X=10%NS:FORI=182T0172STEP-2:
PUT (X, 1) —(X+WD, [+9) ,S,PSET:NEXT:
FORX=10#%NS TO118STEP2:PUT(X,172)
- (X+WD, 181) , S, PSET:NEXT

820 FORI=174TO1S4STEP-2:PUT (X, 1)
— (X+WD, I+9) ,S, PSET:NEXT:COLOR4: L
INE (X, 160) — (X+WD, 167) , PSET, BF:CO
LOR2: RETURN

900 PCLS:PLAY"L25504":DIMHB(4),NJ
(4),X(4),Y(4),H(4),V(4),P(4),N(4
) ,U(5),DF(4),N%(?),S5(3),S51(1),52
(1),53(1),54(1) sW=1: TW=2: Z=0:FV=
5:5X=6:5V=7:A=8
905 PRINT:PRINT"
BOUNCING BALLS
RE BUTTON ON

SHOOT DOWN THE

BY USING THE F1
THE JOYSTICK (O
R SPACEBAR) . MAKE SURE THE B
ALLS DON°T HIT  YOU.":PRINT" DO
N’7T LET THE ALL YELLOW BALL  HI
T THE BOTTOM — OR ELSE!!":PRINT

910 DRAW"CZBM2, ODGDNR3DF2RE2U2H2
“:6ET(0,0)—-(7,6),51,6:A%="BM2, 2R
2Bt2L2": DRAWAS$: GET (0,0) —(7,6) ,S2

G

?

215 PRINT" AFTER EACH WAVE THE R
0O0OF OR WALLS WILL SQUEEZE IN
ON YOu. YOU GET BONUS MEN EVE
RY 3 O WAVES. AFTER EACH SUC
CESS, THE WAVES GET LONGER."

920 DRAW"C3"+A$:GET(0,0)-(7,6),S
3,G: DRAW"C4"+A%$:GET(0,0)—-(7,6),S
4,6:LINE(0,0)—(7,6),PRESET,Bv
930 DRAW"C3BMS, SD2R3U2GC2U4":GET
(0,0)—(13,7),5,6:LINE(4,0)—(9,7)
, PRESET , BF : DRAW " BM4 , OL26D2FRFD2G
L2BR1 1L 2HU4ER3SBRSGD6FREUGEM+S, —1
DSND3NFSRZEU3HERSGNRIDANRDAR S
940 DATANRSDBRSUBBRS, BRANDS8BR4, "
R3FD3L3DSFR3BM+3, -8" , "R3FD2GNL 2F
D2GNL2BM+S, —8", "D4R4ND4AUZBM+4 , —2
“, "NR4 D4RIFD2GL2BM+7,-8" , "DB8R4U4
NL3BM+4,-4" , R4NDS8BR4, DBR4U4NLU4L
BKS, D4R4ND4U4LBRS

950 FORI=0TO9:READNS (I) :NEXT:U(Z
)=—4:U(W)=—-2:U(4)=2:U(5)=4:CS=.0
952: X (Z)=4839: IFPEEK (188) =6THENX
(Z)=X(Z)-2048

960 FORJ=1TO3:Y (J)=32:NJ (J)=J+W:



NEXT:INJ(J)=W:IY(4)=32:NJ(Z)=W:B(Z
)=2

970 JB=345:Y1=1592:Y=152:WD=13:C0
LOR4:LINE (56,24)-(207,31),PSET,B
F:LINE (56,160)-(207,167),PSET,BF
tCOLOR3:LINE(48,24)-(55,1467),PSE
T,BF:LINE (208, 24)-(215,167),PSET
s BF

975 PRINTE@480," press fire (spac
ebar) to start”;

976 1IFPEEK (JB)=2535THEN976

980 LINE(O,10)-(80, 18),PRESET, BF
StSCREEN1,0:P(Z2)=X(Z):Y(Z2)=32:FOR
NS=1TO4:PUT (10%#NS, 184) — (10%NS+WD
s 191) ,S,PSET:NEXT:INS=NSDIM1 :GOSU
B80S

990 RT=194:F=1:FL=0:FORJ=1T04:B(
J)=WINEXT:LV=5:LE=56:W1=18:J=W:R
ETURN

1010 N(Z)=Z:LINE(S6,32)—(206,Y1)
+ PRESET, BF: CLS:FORI=0TO999:NEXT

1020 CLS:PRINTE@202, "CCORE"SC: IFS
C>HS THENPRINT@256, "PREVIOUS HIG
H SCORE"HS:HS=SC ELSEPRINT®@241,"
HIGH SCORE"HS

1030 SC=0:PRINT@352, "PLAY AGAIN?
{Y/N) " :A$=INKEY$

1040 A$=INKEY$: IFA$=""THEN10O40EL
SEIFA$="Y"THEN980

1050 IFAS="N"THENEND ELSEPLAY"CC
CCCCCCC”:60T01040

2000 PCLEAR4:6G0TO10

LB R BE IR K B D BE BE CNE BE BE BE N
DCN PROGRAMS on Tape or DISK

A collection of the programs
from May, June, & July 1985
DCN. The collection includes

1. 64K All RAM Program

2. 2-Bank address file Pgm.

3. Alarm Clock Program

4. Loan Interest Program

S. Character Generator pgm.

6. Bank Switching Program
(Allows full use of other
32K bank for 64K comp.)

Order DCN-1

Tape $9.95, Disk $11.95
Add $2 shipping, Foreign $3
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BACK ISSUES

Back
available for
3 for $5,

issues of DCN are
$1.95 each,
or 12 for $135 pp.

Foreigners other than Can-
ada add $2 for Air Mail
postage.
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NEW FRODUCTS
This section is available free
for producers and dealers of
color computer products. These
products have not been reviewed
by us but are included for our
reader’s information. Send a
description of new products to:

New Products

Dynamic Electronics Inc.
P. 0. Box 896

Hartselle, AL 35640

Microcom Software announces the
introduction of a monthly soft-
ware magazine on floppy disk and
tape. The magazine offers users
of the Tandy Color Computer a
variety of programs like Utili-
ties, Business Applications,
Home Management, Educational,
Tutorials, Programming Tips &
Hints, Free buy’n sell ads.
from members, and many other
useful programs. These programs
can save the subscribers about
$1500 annually on software. The
magazine does not include any
games. The annual and 6—month
subscribers are entitled to
many benefits including free
advice/s/help on their programs,

10Z discount on all MICROCOM
software/books, and submission
of programs for the magazine.

The annual subscription rate is:
Disk $75, Tape $65; the 6—month



subscribers are entitled to
many benefits including free
advices/help on their programs,
104 discount on all MICROCOM
software/books, and submission
of programs for the magazine.
The annual subscription rate is:
Disk $75, Tape $65; the 6—month
subscription rates are:iDisk %350,
Tape $40. Orders (accepted by
personal or certified checks,
MO, Visa, Mastcard, and American
Express) can be sent to: Sub-
scription Software Dept., Microm
Software, P.0O. Box 214, Fair-—
port, New York 144350. (716)
223-1477.

PRODUCT REVIEWS

This section is open to all
producers and dealers of color
computer products. We will re-
view your product free of charge
and write an editorial on the
product. We do not use a rating
system but will explain what the
product does, and what can be
expected from it. Any comments
about the review from the firm
submitting the product will be
printed in a later issue.
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OFPERATING
HINTS

Double Speed: You can double
your computer’s speed by POKE
65495,0. All features of your
computer may not work at this
rate. To return to the normal
rate POKE 65494,0.

Baud Rates: The baud rate is the
rate the computer sends charac-—
ters to a printer, modem or an-
other computer. It is control-
led by the values in 149 and
150. The following chart shows
values for these 1locations for
different baud rates.

149 150 Baud

2 235 75
1 202 120
1 115 150
o 180 300
o 87 600
(o) 41 1200
o 18 2400
o & 4800
(6] 1 92600
(o] 1 #19200
*Use High Speed POKE

CLASSIFIED
ADS

1. 10 cents a word, $3 minimum.

2. Name, Address, & Telephone
listed free.

3. Send payment with ad.

4. Closing date 1st of the
preceeding month. Ex. Nov
ad closing is Oct. 1.

* ¥ ¥ & K K ¥ ¥ H H H * * H * *®

DISFLAY ADS
(Rate sheet 2 - March 1986)

Closing 1st of preceeding month.

Pages 1 time 2 times 3 times
*2 $25 $23 $22
1 30 27 25
1/2 23 20 18
174 15 13 12

# We can use colored paper at
no extra charge 1if ads are on
both sides.

We can do ads in Red, Blue,
or bBrown. No all one color ads
will be accepted. For color ads
send artwork for each color. Add
407 for each color. Example:
One page black and red for 3
times costs $25 + 10 =%$35 each
month.
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Please sign me up for one year for the DYNAMIC COLOR NEWS SERVICE. I
Want to receive instruction on programming, Computer Theory, Operat-
ing Techniques, Computer Expansion plus the Individual Reply to my
Computer problems for a special of $10 each. Also I understand that
there will b@ no charge for letters printed with answers in the
Newsletter. Cost $15 USA & Canada, $30 foreign.

Name Mail payment to
Address Dynamic Electronics Inc
City P. 0. Box 896

State & Zip Hartselle, AL 35640
Enclosed is a check ___

charge to VISA ___ MC ___ Number Exp._____
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DYNAMIC ELECTRONICS INC. [ ucrere |

P. O. Box 896 (205) 773-2758 U.S. POSTAGE
Hartselle, AL 35640 PALD

HARTSELLE, AL
35640
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