


























































































B . . Directory Printout. 

In this type of printout, the number of free granules is determined not 
by an examination of the File Allocation Table (which is how BASIC does 
it), but rather by counting the number of granules occupied by each 
directory entry and subtracting the total from 68. This procedure will 
produce correct results for any standard disk, but if the disk has actually 
been filled by non-standard means (as was done with the DISKEY master 
disk), this will produce erroneous results. 

DISKETTE DIRECTORY FOR: «<DISKEY>» & <<<CCDIAG>>; 

MASTER BAS 0 B 01 BASIC PROGRAM I BINARY FORMAT 

FREE SPACE REMAINING: ffl GRANULES 
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CCDIAG FUNCTIONS 

ROM TEST 

This simple test calculates a two-byte checksum for the ROM selected. 
(The checksum is a running total of the contents of each memory location 
in the ROM.) As the checksum is being determined, it will be displayed (in 
hexadecimal) and continually updated on the screen. 

The values displayed as "CHECKSUM SHOULD BE: $xxxx" are based 
on known values for BASIC 1.1, EXTENDED BASIC 1.0, and DISK BASIC 
1.0. 

Once the selected test is complete, press IU0Ji1 to return to the sub­
menu. To perform another test, simply press another key, or press !:J;ft!13 to 
return to the main menu. 

RAM TEST 

This test checks all RAM addresses from 0 to the end of 16K or 32K 
memory, including the area occupied by the program. It does this by writing 
all possible values fro~ 0 to 255 into each location, checking to ensure that 
the data is correctly stored there and then restoring the original contents. 
As this process takes place, the screen will display the current address 
being checked. 

Once the check is complete, a message will be displayed indicating the 
status of your RAM. If any bad addresses are detected, the message will 
indicate the first bad address and list the individual bits which are at fault. 
This will enable you to replace a specific bad chip, instead of the entire 
RAM. 

The !:J;Jf.1:! key is inactive ·during this test. If you must halt ·the test for 
any reason, you can do so by pressing the Cllllj button. However, AVOID 
doing this while the displayed address is between $1000 and $2600, as you 
may cause part of the program to be changed. This could have disastrous 
results later on. 

KEYBOARD TEST 

Selection of this test will cause a keyboard matrix to be displayed on 
the screen. Each time a key or a combination of keys is pressed, a blue 
square will cover the appropriate spot on the matrix. Provision is made for 
testing the joystick buttons as well. The matrix will remain on the screen 
until a 10-second delay between keypresses occurs, after which you will be 
returned to the main menu. 

____ ULTRA UTILITY SERIES ___ _ 



JOYSTICK TEST 

This test uses a green 128 x 64 graphic screen, split into 2 vertical 
halves - the left side for the left joystick, and the right side for the right 
joystick. As the joystick is moved around, a red dot appears on the screen in 
the appropriate position. Holding down the firing button during this 
movement will cause dots to be erased. 

The [tl!U;i key ·will erase the entire screen, and the !:ljft·':t key will return 
you to the main menu. 

PRINTER TEST 

This test has two distinct functions. First is the status check which 
allows testing of the computer's ability to detect a READY I NOT READY 
condition for various printer states. Try this test with power ON I OFF, 
printer ONLINE I OFFLINE, RESTART I RESET, and printer OUT OF 
PAPER. When done, press !:J;lf!l:f to return to the sub-menu. 

The second test assumes that the printer is an 80-column device, and 
sends 10 lines of standard characters at the selected baud rate. (Note that 
pressing [!Z1]]ll will cause 600 baud to tie selected.) When complete, you will 
be automatically returned to the sub-menu. Press !:1;Jf!13 to return to the 
main menu. 

CASSETTE TEST 

This test first writes data to the tape and then reads it back to ensure it 
was written properly, and can be completed simply by following the 
directions on the screen. Possible errors include: 

I. CHECKSUM ERROR - data as read are not the same as were 
written; 

II. MEMORY ERROR - data are correct on tape but will not store 
properly in · memory, indicating possible 
bad RAM; 

Ill. LOST DATA ERROR - data were written correctly and read 
correctly into good RAM, but are no 
longer the same as originally written, 
indicating either intermittently bad RAM, 
or the original checksum was incorrectly 
calculated. 

You can exit this function by pressing !:J;Jf·J:f any time the flashing 
cursor appears. 
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DISK TEST 

This is a four step test that checks the ability of the specified drive to 
read, write and smoothly operate the stepping motor. Press l:l;l(·D at the 
sub-menu to quit. 

A. Full Test 

This part of the test checks all of the functions at once by calling each 
of the other subroutines. First, you are asked to place an UNFORMATTED 
disk in the specified drive. Strictly speaking the disk need not be 
unformatted, but be aware that this routine re-initializes (and erases) the 
disk, in exactly the same way as the DSKINI command works. This tests 
the controller's ability to write and then read all track information, including 
system data. It also confirms that the drive speed is within allowable limits. 
Once this part of the test is complete, the read/write/verify check is 
performed, followed by the stepping motor check. 

B. Stepping Motor Test 

This subroutine an~ those that follow will prompt you to put a 
FORMATTED disk in th!:! specified drive. (The prompt will NOT be present if 
you are doing the full test.) This pa~ checks rapid motion of the stepping 
motor, and will do 10 passes consisting of stepping from track 0 to track 34 
and back again. 

An error condition during this test could be caused by any of the 
following: 

I. Dirty contacts between the computer and the drive; 
II. A bad stepping motor; 
Ill. The read/write hea.d snagging the disk itself, due to close 

proximity to the disk surface, resulting in uneven wear on the 
head. 

C. Read Test 

This subroutine requires a formatted disk and will read only the data 
(not system information) from each sector of each track. An error condition 
during this test could indicate any of the following: 

I. Dirty contacts; 
11. Dirty or misaligned read-write head; 
Ill. Incorrect or fluctuating drive speed; 
IV. Slipping pulley band, caused by dirt; 
V. A stepping motor problem; 
VI. A faulty disk. 
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D. Write Test 

The write test, which also requires a formatted disk, will first read the 
data from each sector of each track, write the same data back to the same 
sectors, and then read it again to verify that it was written correctly. Any 
error condition can be caused by the problems listed in the "Read Test" 
section. 

NOTE: For further information on the care of disks and drives, refer to 
page 13. 

VIDEO TEST 

This test consists of two parts, which are selected from the submenu. 
Press l:ljlf.13 to return to the main menu. 

A . Color Adjustment 

Use this test to adjust the brightness, contrast, color intensity, and tint 
of your color monitor. The screen displays 8 vertical color bars which can be 
moved left or right by means of the arrow keys for fine-tuning purposes. 
Press t1i·Jil:M;j to invert the test pattern. Press !:J;Jf.13 to return to the sub­
menu. 

B. Graphics Check 

This is an interactive test that allows you not only to test the various 
' 

graphic modes, but also to experiment with them. At the start, the screen 
will display a standard text screen with inverse video "@"symbols filling 
the entire screen. A flashing cursor will appear in the upper left corner. 
Several keys have been implemented to allow changes from one mode to 
another. All keys incorpo~ate automatic repeat. 

i:1;1ua 

Increase or decrease the 3-bit graphic mode value. 
Increase or decrease the 8-bit color set select value. 
Increase or decrease the ASCII I Graphic value of the 
vertical line of characters beneath the cursor. 
Send the current graphic mode and color set 
information to the printer (at the last selected baud 
rate). 
Fill the entire screen with the character under the 
cursor. 
Move the cursor one position to the right and 
wraparound to the start if at the end of the top line. 
Return to the sub-menu. 
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NOTE: 1 •. If you have only 16K, some of the graphic modes may produce 
garbage at the bottom of the screen. 
2. Regardless of which screen Is displayed, you can identify 
different graphic modes by the size and type of cursor being 
displayed. (In some modes, you may see two distinct cursors). 
3. There are 8 different graphic modes and 32 different color I 
screen types, for a total of 256 different graphic combinations 
(some of which require as much as 9K RAM I) 

SOUND TEST 

This is another interactive test that allows you to experiment while 
confirming that your digital/analog converter works properly. The basis of 
the routine is quite simple. 

SOUND 

SND01 
SND02 

SND03 

LOA 
STA 
LOA 
ORA 
STA 
LOB 
DECB 
BNE 
ADDA 
BRA 

1$3F 
$FF23 ENABLE SOUND 
BASE GET STARTING VALUE 
12 KEEP PRINTER QUIET 
$FF20 MAKE A NOISE 
DURATN GET NOTE TIMER 

COUNTDOWN 
SND03 LOOP TILL DONE 
MOD ADD IN MODULATION 
SND02· AND KEEP LOOPING 

It is actually quite a bit more complex than this, but it gives you the 
idea of how sound is created. The variables BASE, DURA TN, and MOD are 
constantly displayed on the screen, both in hexadecimal and in ASCII. You 
can use the following keys (~ith repeat) to change their values (initially set 
to 80 Hex). 

Increment/decrement the BASE VALUE variable. 
Rotate all variables upward/downward one position. 
Increment/decrement the DURATION variable. 
Increment/decrement the MODULATION variable. 
Increment/ decrement ALL 3 variables. 
Complement (invert) all values. 
Return to main menu. 

NOTE: No sound (except a low-volume clicking) will occur while any key is 
depressed. 
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