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DYNAMIC COLOR NEWS is published
monthly by DYNAMIC ELECTRONICS,
INC., P.O. Box 896, Hartselle,
AL 35640, phone (205) 773-2758.
Bill Chapple, President; Dean
Chapple, Sec. & Treas.; John
Pearson, Ph. D. Consultant; Bob
Morgan, Ph. D., Consultant.

Entire Contents (c) by
DYNAMIC ELECTRONICS INC., 1986.
DYNAMIC COLOR NEWS is 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 techniques,
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 is 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 UPGRADES
From 16K to 512K (NEW)
ME-5 - 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 1/10 normal power. These
are solderless assemblies.
Software is not required for
128K upgrades.

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

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

* 35/40 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

Uninterrupted Power Source

Our UPS saves your programs from
being lost due to power fail-
ures by providing power to the
memories from its battery. The
assembly consists of a control
circuit, battery, miniature tog-
gle switch and a light emitting
diode (LED). The control cir-
cuit and battery mount under the
keyboard or can be mounted out-
side. The switch enables the
OPS and the LED glows when power
is available. For all computers
with 5 volt memories. $59.95

MEMORY MANAGER
(New Product)

A complete set of software for

128K. $49.95 managing the second 32K memory
bank for 64K and larger compu-
ME-14T - Upgrades "THUNDER RAM" ters. Run Basic programs in both
from Spectrum Projects to 512K banks, continue a basic program
giving two independent RAM from one bank to the other, use
Disks. $79.95 the second bank for a RAM DISK,
configure the computer for the
ME-14B - Upgrades "BANKER RAM" all RAM mode and store programs
to 512K giving two independent in the upper memory. $27.95
256K memories. $69.95 cassette, $29.95 disk.
24 hr phone. Checks, VISA & MC cards. Add $2 ship.
DYNAMIC ELECTRONICS INC.
P. O. Box 896 (295 ) 773—2758
HARTSELLE, AL 356409
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INTERFACING
COMFUTERS
(PART 3)

For many applications it is
necessary to transfer informa-
tion from a computer to an ex-
ternal device and back to the
computer. Two examples are disk
drives and tape recorders. With
these devices we can save pro-
grams and data and later load
them back into the computer. 1If
you want to communicate with a
bulletin board, then your compu-—
ter must transfer and Treceive
information from a host computer
by telephone lines. A modem is
used to interface the computer
with the telephone lines.

The preceeding examples are
for signals going into and out
of the computer. We simplify
this by using the terms Input/
Output (I/0). Some commands are
input only and some are output
only.

The print command causes in-
formation to be displayed on the
screen or an external printer.
This is a one way command with
information only going from the
computer to a device. The basic,
extended basic, and disk basic
read only memories (ROM) are
input only devices. The com-
puter goes to them for instruc-
tions which are transferred from
the ROMS into the computer. Read
means to transfer information
into the computer and write
means to take information from
the computer.

More on ASCII

Last month we 1 ooked at
serial ASCII. By serial we mean
that data is transferred one bit
at a time. There are one start
bit and one or two stop bits.
If we send an 8 bit word, one
start bit, and 2 stop bits, then
we require 11 bits. For just
sending text we can reduce the
total number of bits to 9 by
sending one start bit, 7 data

bits, and 1 stop bit.
PARITY

Parity provides a means of
checking for an error. The first
bit after the data is the parity
bit which of course can be a @
or 1. The procedure for deter-—
mining the value of the parity
bit is to count all of the 1°'s
in the data bits. If the sum is
even the parity bit is @ and if
the sum is odd the parity bit is
1. Odd parity just complements
the parity bit. This means that
if the parity bit is a @ make it
al and if it is a 1 make it a
Q. The following is a chart of
some ASCII characters and the
value of the parity bit. This
assumes 7 data bits. If B8 data
bits are used the parity bit
will be the same as shown since
the eighth bit will be a B. Pa
represents parity and IP repre-
sents inverted parity.

Ch D6 DS D4 D3 D2 D1 D@ Pa IP

64 32 16 8 4 2 1

-48 @ 1 1 @0 0 0 @0 O 1
1-49 © 1 1 @ @0 © 1 1 @
2-50 @ 1 1 @ @0 1 @ @0 1
A-65 1 @ 0 @8 86 0 1 @8 1
B-66 1 @0 0 0 0 1 @0 B 1
C-67 1 8 0 @ ©& 1 1 1 @

Daevice Compatibility

There are some initializations
that must be made before infor-
mation can be transferred from a
computer to a printer or another
computer using serial ASCII.

First of all the transfer or
baud rate must be the same. This
is determined by the values in

memory locations 149 and 150.
If you are having baud rate
problems you can change the

value in 15@0. The baud rate for
the printer has to be the same
as for the computer. For a
printer this is usually the only
thing that has to be adjusted.
If you are transferring data



between two computers then you
might have to select a parity
and number of stop bits.

If you are using a terminal
program or have one built into
the computer’'s software, then
these parameters can be se-
lected from a menu.

NEXT MONTH

How do vyou wire a plug to
connect an external device to
your computer? We will discuss
this next month. Also we will
discuss handshaking. Handshak-
ing allows the receiving device
to stop the computer from send-
ing information until the re-
ceiving device is ready to ac-
cept more characters. So next
month we will continue and give
some practical examples on us-
ing serial ASCII.

WRITING
FROGRAaMS
(Part 13)

This is a series on how to
write basic programs. We are
looking at generating seperate
files. You might ask "Why do we
want a seperate file"? A good
example is a word processor. You
would not want to save your pro-
gram with each text file. This

takes extra memory. So 1load
your word processor and then
load or create a text file. A

couple of months ago we gave a
simple word processor program.
It did not have all of the re-
finements that we would want for
a quality word processor, but it
did allow us to create a
seperate text file which could
be saved and later reloaded.

Editing Text Files
We want to show how to edit a

text file using basic. The pro-
cedure is the same if vyou are

using an assembler or some other
computer 1language. After we
have generated a file we might
want to insert or delete char-
acters or do block moves or de-
lete blocks of text. These
operations do not require com-
plicated basic commands. We
will need to do some house
keeping. In other words we will

have to be careful and keep what
we are doing orderly. We will
need vectors to show where the
text begins, ends, and where we
are within the text. We will
need additional vectors or
pointers to show where the text
that we are going to edit 1is
located.

Deleting & Inserting Text

The following text examples
start in memory at 40200:

4 4 4 4 4 4 4
1] r) 2 1) ) ) )
) r) 1 | 2 2 3
) 5 1) 5 ) 5 )

This shows me how to delete. (1)
This shows how to delete. (2)
This shows how to really delete

. (3

In sentence (1) the text
goes from 4060 - 48027. In
sentence (2) we deleted 3
characters which were "me ".
Notice that everything past the
deleted characters is moved up 3
characters and that the text 1is
3 characters shorter. In the
third sentence we inserted real-
ly before delete. Notice that
the characters after really are
moved back in memory 7 locations
which is the number of charac-
ters in "really ".

Delete & Insert Subroutines

The following subroutines
delete and insert text in a text
file. Notice that the powerful
FOR-NEXT 1loops can do the
moving. Next month we will
continue with this and incorpo-



rate these subroutines into a
program to allow text editing.

10?"TEXT DELETE & INSERT DEMO
PGM
207"PGM 4-1-86
I@?"cOPYRIGHT (c) 1986
407?"dYNAMIC eLECTRONICS iNC.
50 'THESE ARE EXAMPLES TO SHOW
HOW TO DELETE AND INSERT
USING BASIC
60 'BF=BEGINNING OF FILE
65 'EF=ENDING OF FILE
70 'BT=BEGINNING OF TEXT
75'ET=ENDING OF TEXT
8@ X=MEMORY LOCATION TO START
EDITING
85 ‘N=NUMBER OF CHARACTERS TO
INSERT OR DELETE
100 ?"DELETE SUBROUTINE
105 'PARAMETERS ARE PREVIOUSLY
DEFINED BEFORE COMING HERE
110°'CALCULATE THE BEGINNING AND
ENDING OF TEXT TO MOVE
120 BT=X+N:ET=EF
13@ ‘DO THE MOVING WITH
FOR-NEXT LOOP
14@ FOR J=BT TO ET
150 A=PEEK (J) 'LOAD CHARACTER
TO BE MOVED INTO A
160 POKE J-N,A °‘STORE THE
CHARACTER IN MEMORY INDI-
CATED BY X
17@ NEXT J
180 "UPDATE THE END OF FILE
VECTOR
185 EF=EF-N
190 RETURN
200 INSERT SUBROUTINE
210'MAKE ROOM FOR THE CHAR-
ACTERS BY EXTENDING THE
FILE BY N CHARACTERS
220 ‘X POINTS TO WHERE THE
CHARACTERS ARE TO BE
INSERTED. MOVE THE LAST
CHARACTER TO THE END OF
FILE AND WORK BACK IN
MEMORY UNTIL ALL CHAR-
ACTERS FROM EF TO X HAVE
BEEN MOVED.
230 FOR J=EF TO X STEP -1
240 A=PEEK (J) :POKE J+N,A
25@ NEXT J
260°
270°'THE CHARACTERS TO BE IN-
SERTED ARE IN A BUFFER
BLOCK. WITH POINTERS BT AND
ET. THESE CAN BE MOVED ONE

BY ONE INTO THE MEMORY
CREATED BY THE PRECEEDING
STEPS.

280 FOR J=1 @ TO N-1

2790 A=PEEK (J) :POKE (X+J),A

300 NEXT J

305 "'THE CHARACTERS ARE
INSERTED

310 RETURN

BASIC BASIC

We welcome questions and will
print some of general interest.
Time will not permit individual
replys. Questions or tips may be
addressed to Norman R. Shelton
C/0 Owls Nest Software P.0. Box
579 Ooltewah, TN 3I7363. 0.K.
here goes -

I can’'t print at the last screen
location without the screen
scrolling up. How do my
purchased programs do this?

One way 1is by wusing "POKE".
POKE and PEEK are two
verypowerful commands that let
vyou look into and change certain
areas of memory. For example the
BAUD rate which was covered in
last months column. Lets look at
POKES that let you work with the
screen display. If you are
familiar with your BASIC lan-
guage you are aware that you can
control the 1location you print
on the screen with the PRINTE@
command. Another way, and
sometimes the only way, to do
what you want is to "POKE" the
information desired into the
screen display. The location for
"PRINT@” is @ to S11. @ is the
upper left and 511 is the lower
right. Now lets try to print a
screen full of the letter "W".
Enter this program -

1@ FOR X=@ TO 511
15 PRINT @X,"W"s
20 NEXT X

25 GO 7O 25



. BEST

THE GREATEST SOFTWARE

DEAL ON EARTH!

WE'VE CHOSEN THE BEST OF OVER 450 PROGRAMS AND
PACKAGED THEM FOR YOU! 10 TO 12 PROGRAMS EACH PACK-
AGE. COLOR COMPUTER ONLY,

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

#1Home Management!  #2 Home Management Il #3 Education
Bt e G s NO, WE ARE NOT THE SAME AS THE RAINBOW ON TAPE. IN FACT, MANY
Checkbook Batancer Hame Produc Evaiuaion Spanesn Lessons SUBSCRIBERS HAVE WRITTEN IN AND SAID THAT WE ARE MUCH BETTER
mm Em.lsaslwnu(:osv TM“@P‘ . THAN RAINBOW ON TAPE!
Elacsone Datebook CasMarager Artmesc
Accoun Managet Ham RadiaLog Costol Lmng PRICES
Sock Market Home Inventory Wath Tutors 1.2 TAPE OR DISK
Word Processor Personal Directory Tngonometry Tuor
w&m Recpe Machne Tymng Game 1YEAR(12issues) 70.00
&Tmm Lty yadiuh 6 MO. (6 issues)  40.00
Barender Ouk Direcory Pont Ciown Durk Math 1ISSUE 9.00
Michugan Residents Add 4%
#4 Adventures #5Games #6 Utities Overseas Ada $10 lo Subscription Price
Treasures ot Barsoom Treh Dvsh D Prot Personat Checks Welcome'
1Kier Mans:ion Gatacwe Conquest D Pacn 8 Son
e i T Pome S vl * 16k-64k Color Computer OUR LATEST ISSUE CONTAINED
Escape DossBoss w Over 3800 Sabsfied Customers 1 INCOME PROPERTY MANAGEMENT
o SoworBomees e + Back Issues Available From 2. BILL BOARD 2
Drest i FHO ol % July '82 (Qver 450 Programs) 3 MOUNTAN BATTLE
Kaghoe Caterphas Cave Aoy 4. THE TEN ROUND FIGHT
HauntsgHouse Meteor Fasison 5.COCO - KEENO
10 Error gnrer § HGH RESOLUTION HOCKEY  fffff"
Some of these programs sbove Tert Screen Preu % THIS MONTH ONLY »* 7 LOGIC
can sell for $29.95 sach 8 ON SCREEN SCALE RAINBOW
‘2995eacn SUBSCRIBE FOR A YEAR AND 9 LIBERTY SHIP Gl
ﬂ TAPE OR DISK o IECEIVE A FREE PACKAGE OF | = 10 sm:;i ;r:: :u~
7\ 1.HomeMan} 4. Advent
RAINBOW AL ZHomeleni S Games #45 ABOVE FOR
mt:ln::m GET THIRD ONE FREE 3. Educstlon 6. Utiities ONLY *3.00

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

What is 11?77
It is a program In which YOU put ANY equation that
YOU want solved, auch as:
(A°NB)+ 2X=F+Y

Then YOU put In what YOU want solved for
wch “ MNOI.

Then your computer solves the equation and gives,
N=8°(F+ Y-2°X)A

WOW, A GENUINE EQUATION SOLVER.

For students, technically minded & those who
want to show their computers "brains",

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

JUST $49.00 plus $3 shipping & handling

FOXFIRE
DISCOUNT COMPUTER SUPPLIES

DISKETTES

ELEPHANT

Sen/10
1500
15.50
18.50
15.00
16 00
17 50
1100
1180
16.70
2070

Duskettes,

$5/SD

$5/0D
D0S/0D
$5/0D
0S/00
DS/DD
$5/00
DS/DD

NASHUA

{hle box)
PRECISION
by Xidex
VERBATIM

CUSTOM FORMATTED, 3 5
ond bulk ovailable

FILING SYSTEMS
Disk Minder 75 75
Maedio Mote § 50
Fip N’ File (ongmnal) 50
Flip "N ' File w/key 50

1495
12.95
16 40
2200
16.40
Flp ‘N “File 0 350
SRW liles (*state colar) 10 2.70
Files for 3.5” ond 8" diskenes availoble.
Call is¢ peicing. *Colors beige, block,
blue, grey. red, yellow, green

Flip N’ File w/key 35

SIZE

PRINTER RIBBONS
Prowriter, Nec 8023A

Epson MX70. 80, F X80

Epson MX100, FX100
Okidota 80, 82, 83A, 92, 93
Ohidato 84, 94

R/S L7P M, v, TEC 850

Vic 1525 R/S LP Vili DMP 100
Diablo Hytype Il

Qume i. Sprnt 3 §

Qume IV, Sprint 7-1)

Ricoh 1200, 1300. 1400

Nec Spiawriier 3500, 2000
R/S DMP 120, 200

5.40 e0
450 e0
600 eo
2X0eo0
$30 eca
520 eo
6 50 eo
400 eo
290 eo
5.50 eo
510eo
690 e0
1000 e0

I you don’t see your printer mentioned,
<coll with model number ond device lype
hondy

PLASTIC PRINT WHEELS
Qume ond Dicblo Compatible 5.50 sa
Specity Type Style

FAN FOLD PAPER AND LABELS
QUANTITY __ DESCRIPTION

500
1000
500
1000
1000

9'Ax11
94x11
9Aax11
9Ax11
IA~1S/16
I4x15/16

9ax)y
94x11
144x1?
14%Ax11

2550
3500
2550

151b white with det marg
151b white with def marg
20 Ib white with det morg
20 1b white with de! marg
P.S, LABELS | ACROSS
P.S. LABELS ) ACROSS

5000
Cali for shipping charge on items below
3300

15 Ib white with det morg,
20 Ib white with de! morg
15 ib green bar
20 Ib green bor

Ship 10 48 Continental U S Only—Add $2 00 lhlp?ll\g on orders under $25 00 Extro

shipping where noted. C O Do

dd $2 00

Chechs ollow2 waehs 1o cleor. MA residents

odd S% sales 1ox Foafire PO 8ox 665, Millbury, MA 01527 Tel 617-865-1514.

Mon Fr: Noan-9 PM EST.




First 1lets look at the program.
In 1line 10 we tell the computer
we want it to start counting X
as zero and keep counting until
it is 511. Line 15 says to print
at location X the letter W. The
semi—colon is used to tell the
computer not to advance the cur-
sor to the next line but leave
it right after the 1last letter
printed. Run the program. It
worked but 1look what happened
when you printed at location 511
the screen scrolled up to get
ready for the next 1line. You
can’'t print at the bottom right
location without scrolling the
screen. Lets look at what we can
do with the POKE cmmand. By
checking a memory map we find
the screen information is con-—
tained in memory locations 1024
to 1535. This means that what
ever numbers are stored in these
locations will be displayed on
the screen. Remember the compu-
ter gives everything a number.
It doesn’'t really store a W. By
consulting an ASCII chart we see
a "W" is designated by the num-
ber 88B. To talk to the computer
about a W we can identify the
letter W as an 88. Now type NEW
<ENTER> to erase the old program
and enter this one -

10 FOR X=1024 TO 1535
15 POKE X,88

20 NEXT X

25 60 TO 25

Run the program and vyou have
Just done something you couldn’t
do without a POKE command. There
are even some characters stored
in your computer that you can’'t
get from the keyboard but you
can with the poke. For example a
lowercase reverse slant can’'t be
accessed from the keyboard. This
program will display all the

characters stored in memory.
Type — NEW <ENTER> to erase the
old program and enter this
one -

S5 CLS

1@ FOR X=@ TO 255
15 PRINT CHR% (X);
20 NEXTX

Run the program and look at all
the characters your computer
knows how to make. '

You can play with the screen by
typing POKE any number from 1024
(upper left) to 1535 (lower
right). Remember some numbers
are not wused. So if you get a
blank try another number.

Now 1lets have a 1look at some
other things we can do with the
POKE. Are you tired of the same
old green screen? Type -
POKE359,57: SCREENG@, 1 <ENTER>.
BINGO! an orange screen for your
text. To return to normal
type - POKE359,126 <ENTER>.

Want to slow down the way the
computer prints? First unplug
your disk controller if you have
one. This poke will crash a disk
system. Now type - POKE35%,60
<ENTER>. Now 1load in a short
program and type — LIST <ENTER>.
As you can see the computers
print function has been slowed.
If you run a program that prints
information on the screen it
will all be slowed down like
this. To return to normal speed
printing type POKE359,126
<ENTER>.

Would you like to prevent some-
one from 1listing a program?
Type — POKE 383,158 <ENTER> (you
can also put the POKE in a
program 1line). Now the list
command has been disabled. To
return to normal listing type -
POKE383,8 <ENTER:.

POKE 282,0 will turn on
lowercase. POKE 282,1 will
return you to uppercase.

There 1is a POKE that may or may
not work with your computer. It
speeds up the computer and is
very usefull for slow running
programs. It will make "sound"
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SOFTWARE
 WE GIVE A HOOT *

NEW! CHILORENS CRAPHIC STORYBOOK SERIES
These delightful children's storys will amuse, amaze
and educate your children with words and pictures.

THE STAR LIGHTER presents an entertaining story and
illustrates star constellations in nraphic displays.
Requires 64K EXT lape or 32K EXT Disk.

THE DRAGON STORY presents a story about a qgirl end
a dragon in words end grephic pictures. Requires 64K
EXT tepe or 32K EXT Diak.

A VISIT 10 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 Tape or $17.00 Disk. Take
any two on tape or Diak for $25.00 or all three on
Tepe or Disk for $30.00

LABEL64 - LABEL&Y is a neme end addrees file/print
eyetem thet tekes edvantege of your 64K. You cen deve-
lop and meintein a mailing liet. Print lists or mail-
ing labels in your choice of 1, 2, or 3 wide. Sup-
porte 3 or 4 line eddresees with phone optionel. You
can sort by lest name, first name, end/or zip code.

You can work with up to 300 records in memory at a time.
We include a second copy for back up st no additionel
cherge. Teke adventege of your 64K with LABEL64.
Cessette - 64K EXT Postpeid $24.95

FILE64 - FILE64 ie e dete management system deeigned
to teke adventaege of @ 64K machine. You cen creete
end meintein records on anything you choose. Recipee,
coupons, household records, finencial records - you
name it. You creste recorde conteining up to five
fields you define. You can eearch, sort, modify, add,
delete, seve on tepe, diepley on the acreen and print
on a printer. The progrem could cost you much more
end we include a back up copy et no additional cherge.
Cessette - 64K EXT Postpeid $24.95

SAVE $$ Teke both our LABEL64 end FILE64 for only
$40.00 Postpaid. Don't miss thie special offer!

ALCATRAZ ADVENTURE Our newest end we think moat in-
volved adventure. You have been unjustly imprisioned
and sentenced to desth. You muet escepe to prove
your innocence. You will face many unique problems
as you work on your goal. 3f you liked our BASHAN
edventure you will love ALCATRAZ. Your adventure
contains a large vocebulary end some unique features.
Thie ia a tough one recommended for edvenced pleyera.
32K EXT Postpaid Diek $20.95 Ceseette $17.95

CUBE ADVENTURE - Cube is 8 non violent edventure for
@ minimum 16K €XT system. You must locaste and enter
the “CUBE" gathering treasures elong the wey. You
will encounter eome unique problems ea you work on
your goel. CUBL ie en intermediate to herd adven-
ture euitable for everyone.

16K EXT postpaid Disk $20.95 Cessette $17.95

-

In Canada remit to - Kelly Software Dist. LID.
P.0. Box 11932 Ldmonton Alberts 5J 3L1

In Australie remit Lo - Computer Hut Softwere 21
Williems St. Bowen ULD 4805

NOW LABELIII IS AVAILABLE ON DISK!

LABELIII - (Reviewed in Nov 83 Reinbos) With LABELIII
you cen develop snd maintein @ meiling list. Print liets,
or meiling lebele in your choice of 1, 2, or 3 wide,
Supports J or 4 line eddresses wilh phone optionsl.
Sort by lest neme, firet neme or 2ip code.

16K EXT Postpaid Diek $21.95 Ceesette $19.95

FILEII]l - Deta management aystem. With FILEIII you

cen create and meintain records on enything you chooae.
Recipea, coupons, houeehold records, financiel recorde -
you name it. You create records conteining up to five
fields thet you define. You can seerch, sort, edd,
delete, modify, diepley on the screen or send to e
printer. The program ie user friendly end user proof.
Prompting ie extenaive. A cospereble progrem could
coet you much more., This one ie @ beraein!

16K EXT Postpaid Disk $21.95 Cesoette $19.95

PROGRAM FILE - (rev Oct 83 Rainbow) Orgenize your
programs. - With PROGRAM FILE you create e file of your
computer progremeé. You cen search, sort, add, modify,
delete, eave to tepe and dieplaey on the screen or
eend to e printer.

16K EXT Postpaeid Diek $16.95 Cesestta $14.95

DATA MANAGEMENT PACKAGE - Save $$ Teke the three sbove
on diek or tape (specify) for only $40.00 Postpeid

ESPIONAGE ISLAND ADVENTURE - (reviewed in June 84 Rain-
bow) You have been dropped off on en islend by submarine.]
You muet recover @ top secret microfilm end signel the
sub to pick you up. Problems sbound in thie 32K EXT
adventure,

J2K EXT Poetpeid Disk $20.95 Cessette $17.95

FOUR MILE ISLAND - You ere trepped in @ diesbled nucleer
power plent. The reactor ie running awey. You must
bring the reactor to a cold shutdown and prevent the
“"Chine Syndrome“., Can you save the plant (end your-
self)? It'a not eassy!

16K EXT Poetpeid Disk $20.95 Ceseette $17.95

KINGDOM OF BASHAN - Our flagehip edventure. Bashen has
s very large vocebulery and some unique festurea. You
must enter BASHAN (not essy), gether the ten treessurss
of the ancient kingdom (sven harder) and return to the
eterting point (herder yet). If you cen score the
maximum 200 pointe in BASHAN you ere an expert!

32K EXT Postpeid Diek $20.95 Cassette $17.95

ADVENTURE COMBO Seve $$ The three above adventures on
three ceseettes or one diek (specify) postpeid for only
$40.00

ATLANTIS ADVENTURE - Thie one is not essy - in fect

we chellenge you to complete it in 30 deye. If you do
we vill send you any sdventure we esell - poatpaid - et
sbsolutely no charge. You stert on a dissbled sub

near the lost city of Atlentie. You must get the sub
(end yourself) eefely to the eurfece. Do you think
Atlentiene ere friendly?

Postpeid 32K EXT Diek $24.95 16K EXT Ceegette $21.95

ADVENTURE STARTER - Learn to pley those adventures the
peinlees way. You aetert with en esay adventure and
move to an intermediete. Two complete separate non
violent adventures plus hinte and tips on edventuring
in general. Ffinieh thie end you will be ready for
ATLANTIS!

16K EX1 Postpaid Disk $20.95 Cassette $17.95

C 0.D. orders please add 1 50
( |

No Delay For Personal Checks
In a Hurry? Call (615) 238-9458

OWLS NEST SOF TWARE
P O BOX $79c
OOLTEWAH. TN 37383




"play"” commands change tone
and should not be used when
saving or loading programs. It
is POKE 65495,0. If your compu-
ter doesn’'t lock up you can use
it. BEFORE using the POKE load a
game oOr some program you wish
would operate faster. The dif-
ference will amaze you. To re-
turn to normal POKE 65494,0.

and

For a tape system a FOKE 25,6:
NEW will provide a PCLEAR® and
give you an extra 1.3K of mem—
ory. If you have a disk system
and want to PCLEAR@ you can use
POKE 25,14:POKE&HEQQ@,D: NEW

To disable Extended Basic use
POKE298,0: POKES@3,08. To return
extended basic functions use
POKE 298,2%5: POKE 3@3,14.

If you just want to play experi-
ment with poking numers into the
cursor locations. They are stor-—
ed in locations 135 and 136. If
you poke a number less then 3
into 136 your cursor will go off
the screen. Hitting <ENTER> se-—
veral times will bring i1t back.
You can backspace the cursor or
move it at will by poking dif-
ferent numbers. It can be a good
learning experience and a lot of
fun.

Nothing you POKE into the compu-—
ter will hurt i1it. You may get a
"lock up"” but cycling the compu-
ter off and back on will return
it to normal and reset all
values changed with the POKE.

By the way - do wait a few se-—
conds after turning the computer
off before you turn it back on.
It will prevent damage to your
chips.

next column we will an-—
swer some questions concerning
screen displays. Keep those
questions and tips coming.

In our

Until next month
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TANKS

This is an exciting war game.
You are the driver of a tank and
try to destroy an enemy tank be-
fore you are destroyed. You use
the right joystick to position
your tank and fire its cannon by
pressing the button. This pro-
gram 1s provided by courtesy of
T &« D Software (advertisement on
page 7) and is used by permis-—
si0n.

1 REM COPYRIGHT (C) T&D SOFTWARE
1986 tanks

2 PMODE@: GAOTO6LR0R0

3 PUT(X,Y)—(X+DX,Y+DY) ,BL,PSET:R

ETURN

4 PUT(PX,PY)—-(PX+DX,PY+DY) ,PR,PS

ET: RETURN

S PUT(PX,PY)—(PX+DX,PY+DY) ,PL,PS

ET: RETURN

6 PUT(PX,PY)—-(PX+DX,PY+DY) ,PD,PS

ET: RETURN

7 PUT(PX,PY)—-(PX+DX,PY+DY) ,PU,PS

ET: RETURN

8 PUT(CX,CY)-(CX+DX,CY+DY) ,CR,PS

ET: RETURN

? PUT(CX,CY)-(CX+DX,CY+DY) ,CL,PS

ET:RETURN

1@ PUT(CX,CY)—-(CX+DX,CY+DY) ,CD,P

SET: RETURN

11 PUT(CX,CY)—-(CX+DX,CY+DY) ,CU,P
SET: RETURN

12 X=(L-1)#32:Y¥=(1-1)#16: GOSUB4@
: X=X+16:605UB4@: RETURN

13 PX=X%#32:PY=RQY*16:0N QD GOTO7
14,6,5

14 CX=RX#32:CY=RY#16:0N RD GOTO1
1,8,10,9

15 X=RQX#32: Y=RQY#*#16: GOSUB3: RETURN
16 IFRND(2)=1 THEN18

17 IF@X>RX THENRD=2: RETURN ELSEI
FRX<RX THENRD=4: RETURN

18 IFQY<RY THENRD=1:RETURN ELSEI
FRQY >RY THENRD=3: RETURN

12 RD=RND (4) : RETURN

20 IFH<1@ THEN2S

21 IFHX>S53 THEN3Q

22 IFV<1@ THEN33

23 IFV>33 THEN36

24 RETURN

25 IFQD< >4 THENPLAY"0O2E":RQD=4:G0



SUB13: RETURN
26 IFBD(QX,QY+1) THENRETURN

27 GOSUB15:Q@X=@X-1:G0SUB13: RETUR
N

30 IF@D< >2 THENPLAY"OIE":Q@D=2:G0
SUB13: RETURN

31 IFBD(@X+2,@Y+1) THENRETURN

32 GOSUB1S: @X=@X+1:GOSUB13: RETUR
N

33 IFGD<>1 THENPLAY"O1E":@D=1:G0
SUB13: RETURN

34 IFBD(DX+1,QY) THENRETURN

35 GOSUB15S:QRY=RY-1:G0OSUB13:RETUR
N

36 IFQD< >3 THENPLAY"O4E":@D=3:G0
SUB13: RETURN

37 IFBD(@X+1,QY+2) THENRETURN

38 GOSUB1S: RY=QRY+1:GGSUB13: RETUR
N

39 X=RX#32: Y=RY*16: GOSUBS: RETURN
4@ PUT(X,Y)—-(X+15,Y+15) ,BR,PSET:
RETURN

45 ON SD GOT046,47,48,49

46 SY=SY-8: RETURN

47 SX=SX+8:RETURN

48 SY=S5Y+8:RETURN

49 SX=5X-8: RETURN

S@ CLEAR20@:DX=31:DY=15:DIM BL (2
@ ,PR(20) ,FL (2@) ,FD(20@) ,FPU(2@) ,C
R(2@),CL(2@) ,CD(2@) ,CU(2@) ,BR (20
) ,BD (8, 12) : PLAY " T200L200V31 "

92 CLS:PRINT:PRINT" t
anks"

54 FRINT" IN TANKS, YOU WILL USE
THE RIGHT JOYSTICE TO CONT
ROL YOUR RED TANK. THE COMPUTER
WILL CONTROL THE BLUE TANK
AND WILL TRY TO RAM INTO YOUR T

ANI<, END ING THE GAME."

56 PRINT" YOU CAN TEMPORARILY PU
T THE COMPUTER 'S TANEK 0OUT OF
COM- MISSION BY SHOOTING AN
D HIT- TING IT. WHILE THE COM
PUTER S TANEK IS DAMAGED, YOU C
AN RUN OVER IT WITHOUT FEAR."

57 GOSUB?0@0A:CLS: PRINTE@?6
58 PRINT" TO END EACH ROUND, YOU

MUST SHOOT THE COMPUTER'S F
LAG 3 TIMES. COMPLETING EACH
ROUND SCORES S5S0@@ BONUS POINT
S. "

59 GOSUB=000:
7@ PMODE1:PCLS:GET(@,@)—(DX,DY),
BL ,G: AD=PEEEK (186) #256+PEEK (187) :
POKEAD , *HSS: POKEAD+1 , %*HS55: POKEAD
+32, %HFF: POKEAD+33, *HFF: POKEAD+6
4 ,%H55: POKEAD+65 , %HSS : POKEAD+964,
&HFD: POKEAD+97 , &HFF
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71 POKEAD+128,%HS5: POKEAD+129, &H
S55: POKEAD+160 ,&HFF : POKEAD+161 , &H
FF: POKEAD+192 ,&HSS: POKEAD+1 93, &H
55: POKEAD+224 , ¥HFD: POKEAD+225 , &H
FF:GET(@,@) -(15,15) ,BR,G

72 READD: IFD<>-1 THENPOKEAD,D:AD
=AD+1:GOTO72

74 GET(@,@)-(DX,DY),PR,G:GET (32,
@) -(32+DX,DY) ,PL,G

75 GET (64,@) - (64+DX,DY) ,PD,G:GET
(96,@) —(96+DX ,DY) ,PU,G

76 GET(134,@)-(134+DX,DY) ,CR,G:6
ET (168,0) - (168+DX,DY) ,CL,G

77 GET(200,0) —(200+DX,DY) ,CD,G
78 GET (224 ,0) —(224+DX,DY) ,CU,G
79 FORI=1 TO 12:READL$:FORL=1 TO
8:BD(L,I)=VAL (MID$(L$,L,1)) :NEX

T:NEXT:PS=0

8@ PCLS:FORI=1 TO 12

81 FORL=1 TO 8

82 IFBD(L,I) THENGOSUB12

83 NEXT:NEXT

84 DRAW"C3":GOSUB8S: GOTO9@

85 DRAW"BM200,42 R4NR4U16R2F2R4D

4L4H2L2" : RETURN

9@ @X=1:RY=1:@D=2:GOSUB13

92 RX=RND(8) : RY=RND (12) : IFBD (RX,

RY) THEN92

94 RX=RX-1:RY=RY-1:RD=RND (4) : GOS

UB14

95 TC=@:FC=1

99 SCREEN1,@

100 H=JOYSTK(@) :V=JOYSTK (1) : P=PE

EK (%HFF@@) AND1 : GOSUB20

15@ IF P THEN200

155 SD=@D:SX=@X#32+16:SY=QY#146+2

:PSET (SX,SY,4) : SC=4

16@ PSET(SX,SY,1):G0SUB4S: IFSX<1

@ OR SX>24@ OR SY<B8 OR SY>182 TH

EN19@

162 AX=SX/32:AY=SY/16: IFBD (AX+1,

AY+1) THEN19@

164 SC=SC+1: IFSC=5 THENSC=2

166 PSET(SX,SY,SC):PLAY"OSF"

168 IFABS(SX-(CX+16))<16 AND ABS

(SY-(CY+8))<8 THEN17@ ELSEIFABS (

SX-20@)<16 AND ABS(S5Y-42)<1&6 THE

NS@@ ELSE160

170 IFTC THEN19@ ELSECIRCLE (CX+1

4,CY+8) ,4,2: CIRCLE (CX+14,CY+8) ,8

,2: FLAY"01CDEFGABO2CDEFGABOSCDEF

GABBCBCE" : PS=PS+1@0: TC=RND (2@) +1

@: GOTO19@

175 GOTO160

198 PLAY"0SBAGFEDCO3GFEDCBAO2GFE

DCBA":PLAY"02FEFDEQ1AD"

200 IFTC THENTC=TC-1:G0OTO100

201 IFRND(4)=1 THEN10@



202 ON RD GOTO210,220,230,240
212 IFBD(RX+1,RY) THENGOSUR16:GO
TOZ00

212 GOSUBR3?:RY=RY-1:GOSUR14

219 GOTO290

220 IFBD(RX+2,RY+1) THENGOSUR16:
GOTOZ00

222 GOSUBR3I?:RX=RX+1:G0SUR14

229 GOTO290

230 IFBD (RX+1,RY+2) THENGOSUBR16:
GOTO300

232 GOSUBR3I?:RY=RY+1:GOSUR14

239 GOTO290

240 IFBD(RX,RY+1) THENGOSUR16:G
0T0300

242 GOSUBR3I?:RX=RX-1:G0OSUBR14

290 IFE@X=RX AND B@Y=RY THEN?50 EL
SE100

300 GOSUBR14:G0TO100

500 FC=FC+1:IF FC=4 THENBQO

S5@5 IFFC/2=INT(FC/2) THENDRAW"C4
" :GOSUBRBS: PLAY"OSEDAEADA®" ELSEDR
AW"C3" : GOSURBS: PLAY"OSEDAEADA"
510 GOTO190

800 FPS=FPS+500: GOSUR?00: GOSURZ000
:GOTOBO

200 CLS:PRINT@233,"score:
?1@ RETURN

5@ FORI=OTO1@:CIRCLE{PX+14,PY+8B
?),I,I AND 7:NEXT:PLAY"OSCDEFGRAO
4CDEFGRAO3ICDEFGRADZ2CDEFGAR" : GOSU
B?00: PRINT:PRINT" game o
ver"

260 PRINT:PRINT"

n? y/n"

P70 K#=INKEY$:IFK$="Y"
GOSUBR3I000: GOTOBA

P72 IFK$<>"N" THEN970
9992 END

3000 FRINT@427 ,"working"; sRETURN
000 PRINT@484 ,"press [enterl to
continue";

2001 IFINKEY#<>CHR#(13) THEN?001
2002 RETURN

S000d DATA @,255,0,0,0,0,255,0,0
vy 255,255,252,0,63,255,255,0,0,17
0,0

50002 DATA 0,0,0,170,0,170,170,1
68,0,42,170,170,0,255,255,192,3,
255,255,0

50004 DATA 0,255,255,252,0,63,25
1,255,0,0,170,170,128,2,170,170,
0,170,170,168

50006 DATA 0,42,174,170,0,255,0,
0,0,0,255,0,0,250,170,188,0,63,2
51,255

50008 DATA 0,0,170,0,0,0,0,170,0
vy175,255,232,0,42,174,170,255,25

":PS

play agai

THENPS=0:
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5,255,240
S@@1@ DATA 15,255,255,255,0,251,
o55,188,0,62,170,175,08,170,170,1
70,160,10,170,17@

Se@12 DATA 170,174,170,232,0,43,
°55,250,61,85,87,192,3,213,85,12
4,0,250,17@,188

@014 DATA 0,62,255,239,0,41,85,
8s6,128,2, 149,85,104,175,255,232,
2,43,17@,186

S@@16 DATA 15,255,255,0,0,255,25
5,240,0,255,239,252,0,62,170,175
,0,10,170,170

S0@18 DATA ©0,0,170,170,160,170,1
86,168,0,43,255,250,0,0,0,0,0,0,
2,0

50020 DATA @,255,239,252,0,63,25
5,255,0.0,0,0,0,0,0,0,0,170,186,
168

50022 DATA ©0,42,170,170,0,0,0,0,
@,0,0,0,0,255,255,252,0,63,255,2
S5

0024 DATA 0,0,0,0,0,0,0,0,0,170
,170,168,0,42,170,170,0,0,0,0
S@@2& DATA-1

S1000 DATA11111111

S1002 DATA10000101

51004 DATA10101001

51006 DATA10101011

S1008 DATA10001001

S101@ DATA1@111101

51012 DATA10010001

51014 DATA10@10111

51016 DATA10110001

51018 DATA10011101

S1020 DATA10000001

51@22 DATA11111111

60000 PCLEAR2:GOTOSO

+ + +

O R = I S S S T A T A A S A ik & &

RENEWAL TIME?

The date beside your name on
the address label indcates
the last 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 last issue for
those with 4/86.
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EDITOR 'S
COMMENTS

The weather is very nice here
in Alabama. The flowers and
trees are in bloom and are very
beautiful. Dean and I are get-
ting adjusted to working togeth-
er. She does all of our print-
ing and will be handling sub-
scriptions, orders and advertis-—
ing. So if you need something
contact her. This leaves me
free to concentrate on writing
articles programs, and working
on hardware projects.

I have received many ques-
tions on expanding memory. Let
me briefly explain what you can
expect when you add more memory.
First of all you will not have
more that 32K at a time unless
you configure the computer for
the all ram mode which will give
64K. However you will only have
about BK more that you can use
in the all ram mode and this
will be at the top of the mem—
ory. For a 64K computer you can
use the second 32K bank for pro-
grams or data. We discussed
this in our Large Memory Series.
If you have a larger memory and

can bhardware select 64K banks,
then you can use any of the
banks for any type program and

switch programs with the switch.
This is the case where chips are
piggy backed and you select one
of the two memory banks. Prob-
lems can occur when the two
banks are not running the same
type programs. You can run
basic in either bank and safely
switch banks without having to
reset the computer. However if
you have a graphics program or
program that configures the com-
puter for the all ram mode in
one bank, and normal basic in
the other, then you can have a
problem when you switch banks.
For 256K memories software is
required. The Banker RAM and
Thunder RAM include software.
We use these for a RAM disk for
storing progams and backing up
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disks. If the computer hangs up
and we reset it, we have to ac—
cess the software by reloading
it in the Banker RAM. The Thun-—
der RAM has its software in ROM

so we can do memory pokes to
bring it up. In both cases our
programs are protected when the

computer is reset. Since we only
have 32K for our programs, a
good way to use the extra mem-—
ory is to bring in information
as machine 1language files by
using the ramdisk.

Other uses for the
memory are printer spoolers and
storing graphics pages. Some
256K software allows configur-
ing the computer for four 64K
banks or eight 32K banks. This
may give problems if you reset
the computer when it is in one
of the banks.

I bope these comments are
helpful. The extra memory is
nice to have, but as with any-
thing else there are tradeoffs
to be made. If you understand
what can be done.with the extra
memory, then you can design your
programs or modify your operat-—
ing bhabits to best utilize the
extra memory.

Which computers
graded? The older
and the older CoCo 2
had sockets for all of the
chips. These can be easily
upgraded. There are two major
versions of the newer CoCo 2.
Some have 8-64K memory chips.
These are in 16 pin packages and
are easy to identify because
there are 8 of them. Some of the
computers have these chips sol-
dered which makes upgrading dif-

extra

can be up-
D,E, & 285
computers

ficult. The 16K Korean CoCo 2
has 2-4Kx4 memory chips. This
can be upgraded to 64K by re-
placing the chips with 16Kx4
chips and making one solder
connection. The standard 256K
upgrades will not work on this

computer without a special adap-
ter.

If you have guestions please
write and we will be glad to
answer them for you. If we do



not know the answer we will
ask for help from our readers.

+ + +
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DCN PROGRAMS on Tape or DISK

This 1is our second collec-
tion of programs from Dynam-
ic Color News. This collec-
tion includes:

1. Check book program.
Data in remark statements.
Prints to screen or printer.

2. Ball Team Sort Program.
with information on sorting.

3. Card Shuffling Program.
(Using Random Numbers)

4. Student Study Program.
Randomly picks questions and
answers.

5. Address File Program.

Print mailing labels, search
for address by name, zip
code, city, or state.

Order DCN-2

Tape $9.95, Disk $11.95
Add $2 shipping, Foreign $3
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LARGE MEMORY
FPROGRAMS
(PART 14)

This has been an exciting se-
ries for us. The extra 32K mem—
ory bank in 64K computers can be

used for many things. We have
showed how to copy the first
bank into the second. This al-
lows us to use both banks for
basic programs. For the past
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we have been devel-
oping a ramdisk program which
allows programs to be stored in
the second bank. We finished
the ramdisk program last month.
Also we showed how to configure
the computer for the all RAM
mode.

This month we want to return
to the all RAM mode and consi-—
der placing a program in the up-
per 8K of memory. What would be
the advantages and disadvantages
of doing this? First 1let’'s
look at what we can and can not
do.

Basic assumes the program is
in the lower 32K of RAM. Strings
must be stored in the lower 32K.
To give an example of a poten-
tial problem do the following:

few months

FPOKE 25, 224: NEW

will get an error mes-—
Now enter the following:

You
sage.

?MEM <ENTERX>

The screen will display "0OM
ERROR". What this means is
that there is no memory left for
strings. This is a fatal mis-—
take because you will probably
have to turn off vyour computer
to reset it.

Well what can we do? We can
load a program into lower memory
from a cassette or disk, and
transfer it to upper memory by a
machine language subroutine.
Then we can POKE 224 into 1loca-
tion 25 and run the program in
upper memory.

We can return to lower memory
by poking a value into 25. The
program in upper memory can not
be edited. So we must have an

error free program. What type
program can we put in  upper
memory?

Utilities, terminal, word
processors, accounting, assem-
blers, are program examples. If

vyou need a lot of string space
or data then put your program in
upper memory and use the lower
memory for data or strings.



ML SUBROUTINE

To move a program
memory we will
language subroutine. First of
all we need the subroutine to
partition the computer for the
all ram mode. We covered this
back last Summer in our July
issue, but we will cover it
again. After we enter the all
RAM mode we can move the basic
program into upper memory. Let’s
set a procedure for doing this.

Our machine language subrou-
tine can be at 500. This will
be in a memory area that will
not conflict with our basic pro-
gram. The basic program can not
be over 7800 bytes 1long. The
length of a basic program can be
determined from the following:

to upper
need a machine

BE= 256#PEEK(23) +PEEK(26): EN=
256*PEEK (27 ) +PEEK (28) =
PL=EN-BE: ?PL

PL is the length of the program.

Moving the Program

Let‘’s 1look at what is re—
quired to move the program after
configuring the computer for the
64K all ram mode.

1 CLEAR 57344° This puts a zero
in the byte before basic
starts.

2 LOAD X WITH 25 "Put the
beginning vector in X.

3 LOAD Y WITH 57345 ‘This is
where the data is going.

4 LOAD A,X+ ‘Load A indexed to
X and increment X (X=X+1).

S STORE A,Y+ ‘Store the value
in upper memory indexed to Y
and increment Y.

6 CMPY to 65000 ‘Compare the
value of Y to see if we have
finished.

7 BGT to 4 ‘Go to step 4 if we
have not finished moving the
data.

8 RTS ‘Return from subroutine.
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We decided to place our sub-
routine at location 3500@. The
64K all RAM subroutine is from
S00 -~ S525. We added a few non
operational commands {(NOP) so
that our program move subroutine
could start at 53@0. To make it
easy to enter, we are including
a basic program you can run to
load the machine language pro—
gram. We call this program
"UPPER". After it is run, then
EXEC 500 to configure the compu-
ter for the 64K all ram mode.
Then when you want to transfer a
program to upper memory EXEC
530. Do this after the program
is loaded of course. To see
where you are operating do a
peek of 1location 25. To go to
the upper program POKE 25,224.
Then enter RUN. To return to
the normal 1location POKE 25,
Original Value. You can then
load in a second program. The
upper program can be accessed at
any time by doing the memory
pokes as previously described.

10
20
30
40
51"

?"UPPER

?"cOPYRIGHT (c) 1986
?"dYNAMIC eLECTRONICS iNC.
‘PGM 4-1-86

?"THIS CONTAINS THE DATA
THAT ALLOWS PROGRAMS TO BE
TRANSFERRED TO UPPER MEMORY.

6@ ‘READ THE DATA

78 FOR J= 500 TO 549

80 READ A: POKE J, A: NEXT J
90 ?"THE DATA IS READ. THIS

PROGRAM IS NO LONGER NEEDED.

‘CONFIGURE THE COMPUTER FOR
THE ALL RAM MODE

EXEC 500

?"NOW LOAD YOUR PROGRAM AND
EXEC 53@ TO TRANSFER IT TO
UPPER MEMORY.
X=PEEK (23) : ?"THE PEEK OF 25
FOR THIS PROGRAM IS "X. IF
WE CALL THIS X THEN POKE 25
»X TO RETURN TO THIS
PROGRAM. "

?"EXEC 53@ TO TRANSFER A
PROGRAM TO UPPER MEMORY.

95
100
110

120

130

140
150
160
170

‘DATA FOLLOWS
DATA 26,80,142,128,0,166,132
DATA 183,255,223,167,128,183



18@ DATA 255,222,140,255,0,38
190 DATA 241,183,255,223,28,175
20@ DATA 57,18,18,18,18,127,224
210 DATA 0,158,25,16,142,224,1
220 DATA 166,128,167,160,16,140
230 DATA 253,232,35,246,57

+ + +

COMFUTER
ORAFPHICS
(PART 14)

GET & PUT

We have been l1looking at the
various graphics commands. We
have covered drawing lines,
circles, boxes, rotating a
drawing, and scalling. Suppose
you bave a figure on a portion
of your screen that you would
like to transfer or copy to
another area of the screen. One
way would be to move to the new
area and redraw the figure. An-
other way would be to put all
elements in the area containing
the figure into an array. Then
these elements could be placed
in another portion of the video
page to reproduce the figure.
This is the method used by PUT
and GET.

ARRAYS

An array contains ordered el-
ements. It is established with
a DIM statement. An array can
be either one dimensional or two
dimensional. The DIM statement
should be near the beginning of
the program. We will be using
two dimensional arrays.

1@ DIM A(29,37)

Array A contains 30 * 40 or
1200 elements. The number of
elements required will depend
upon the size of the figure we
want to GET.

16

ADVANCED
BASIC
PROGRAMMING
AID

Now there is @ produot which
integrates the most used utility
functions for your COCO. It works
with all Extended Color Basio
COCOss 16k, 32k and 64K. Look at
the festures available, no need
for a text processor to oreate or
change prograns. Saves disk space
snd time becsuse progrsms do not
have to be saved in ASCII format.

# COPY COMMAND: Copy one or
more statements in a program
MOVE COMMAND: Hove one or
more ststements in s program
FIND COMMAND: Find a string
snd REPEAT FIMD for string.
MULTIPLE EDITING SESSIONS:
You cen edit two programs at
onca snd MERGE all or part.
This also allows you to RUN
one pgm while editing snother

# SCROLLING: Allows for down
or up scrolling through pgm.

# AUTOMATIC EDIT: You can enter
edit of current line without
specifying the line numbar.
COMMAND KEYS: Ona keystrcke
enters most basio cowards.
REPEATING KEYS: Auto repsat.
AUTOMATIC LINE NUMBERING:
Set start and incremnt.
BASIC FORMATTING: ON/OFF
control, for essier reading
of list/print multiple stmts

# KEYBOARD CLICKER: ON/OFF

# CLEAR KEY DISABLE: ON/OFF

# AUTOMATIC MENU LOADER:If you

have a favorite menu pgm you

can losd it asutomatically.

# AUTOMATIC PROGRAM EXIT: Run
snother ML pgm w/no pwr off.

ALSO SUPER PRUGRAMUNG AID: You

get Advancad Programming Aid plus:

# PROGRAMMABLE COMMAND KEYS:
You get a ocosmmund editing
Program to make—the keys do
what you want, entsr uwp to
250 characters with one key.

ADVANCED PROGRAMMNG AID 924.95
SUPER PROGRAMMING AID 429.95
Upgrade from ADY to SUPER $14.95

ALSO: GO-THELLO - a populer bosrd
game, 1 or 2 players, 3 levals of
difficulty on 1 player. $12.95

BSS DISK MANAGER:copy, mova, Kill
run, rename ato. handy for disk
management make it simple: $14.95

$2.00 S & H specify DISK or TAPE
Bangert Software Systems

P. O. BOX 21056
Indisnapolis, IN 46221
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FIGURE 1

IRCLE (50,80),10

GET (X1,Y1)—(X2,Y2),A

The GET command is wused to
put the elements from the de-
sired screen area into the
array. This is easy to remember
because it is very similar to
the 1line command. The points

defined by X1,Y1 and X2,Y2 are
corners of a closed box contain-
ing the figure we want to get.
The A in the command is the name
of the dimensioned array. To
calculate the number of elements

needed for the array use the
following:
X=X2~-X1-1: Y=Y2-Yi-1: N=X # Y

Where X is the horizontallength,
Y 1is the vertical length, and N
is the number of elements in the

array. The -1 in the X and Y
equations is needed because
location @ contains elements.
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UBiNG ARRAYS

We will be using two dimen-
sional arrays. You can think of
an array as a chart where you

list one item down the page and
another item across the page.
As an example suppose we want a

monthly record of expenses. We
will bave 12 months in a year,
and let’s choose 20 items to

record each month. Then we will
have an array consisting of 12 #
20 or 240 elements. Suppose we
want to look at the expense for
the 9th month and the 15th ex-—
pense item. Then this could be
E(B,14). The DIM statement
would be

12 DIM E(11,19)

Our values
to E(11,19).

will go from E(@,0)

SGRAPHICS
DEMO PROGRAM
USING GET & PUT

The following programs allows
the object shown in Figure 1 to
be moved over the screen by us-—
ing the arrows on the keyboard.
The figure is aobtained by wusing
the GET command. Comments are
included to show what each sec-
tion does.

2 ‘'PGM 4-3-86

4 'cOPYRiGHT (c) 1986
‘dYNAMIC elLECTRONICS iNC.

PRINT“THIS IS A GRAPHICS PGM
‘SET UP AN ARRAY

DIM A(20,20)

‘SET UP GRAPHICS MODE

FPMODE 3,1:SCREEN1 ,0:PCLS

DRAW A CIRCLE

CIRCLE (50,80),10

‘DRAW A SRUARE AROUND THE
BOX

DRAW "BMS@, B8@D1GR1OUZ2A

L20D2aR10

‘DEFINE THE CORNERS OF THE
FIGURE

X1=40: Y1=70: X2=60: Y2=90

"PUT THE FIGURE INTO AN
ARRAY

GET (40,70)-(60,90) ,A

70

60
70

80



85 PUT THE FIGURE IN THE BOX
DEFINED BY X1,Y1 AND X2,Y2
90 PUT (X1,Y1)—-(X2,Y2),A
110 X$=INKEY$:IF X$=""THEN 110
115 "INCREASE X BY 20 IF RIGHT
ARROW KEY IS PRESSED
120 IF X$=CHR#(9) THEN
X1=X1+20: X2=X2+20
125 ‘DECREASE X BY 20 IF LEFT
ARROW KEY IS PRESSED
130 IF X$=CHR#$(8) THEN
X1=X1-20: X2=X2-20
135 ‘INCRESE Y BY 20 IF UP
ARROW IS PRESSED
140 IF X$=CHR#$(10) THEN
Y1=Y1+20: Y2=Y2+20
145 °‘DECREASE Y BY 20 IF DOWN
ARROW IS PRESSED
150 IF X$=CHR$(924) THEN
Y1=Y1-20:Y2=Y2-20
155 'CHECK FOR END OF SCREEN
160 IF X1<1@ THEN X1=10:X2=30
ELSE IF X2>235 THEN X2
=250: X1=230
170 IF Y1<1@ THEN Y1=35:Y2=25
ELSE IF Y2>190 THEN
Y2 = 190:Y1 = 170
175 ‘ERASE 0OLD GRAPHICS
180 PCLS
190 GO 7O 90

+ + +

NEW FPRODUCTS

This section is available free
for producers and dealers of
color computer products. These

products have not been reviewed
by wus but are included for our
reader ‘s information. Send a
description of new products to:

DEI, BOX 896, HARTSELLE, AL 35640

NEW CC MAGAZINE

Most of the magazines that
cover the Tandy Color Computer
have either merged with another
magazine and taken the back seat
or vanished all together. With
more than a million color compu-—
ters in service today, this lack
of support material 1is a dis-
turbing development for a great
number of people. SPECTROGRAM
Magazine wants to fill the void.
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The magazine features the la-
test achievements in the world
of the Color Computer; programs
for business, self- improvement,
home management, games, and
utilities; reviews of both the
new and the old products on the
market; tutorials on program-
ming in Assembly, C, Pascal, and
of course, Basic; plus any ma-
terial that may help readers in
becoming better acquainted with
their computer systems. The
cover price for SPECTROGRAM
magazine 1is #$3@0 a vyear. The
subscription price is %18 a year

which is 40% off the cover
price. Club discounts for S or
more subscriptions are #$15 a
vear. June 1986 will be the
first edition. This will be
printed around the first of
May. For more information
contact: SPECTOGRAM Magazine,
P. 0. Box 138, Rockfork, IL
61105.

GOLD PLUG 8@

The GOLD PLUG 8@ card edge
connector for the TRS 80 Color
Computer disk module eliminates
the dreaded 1I/70 error and di-
rectory bombs that are caused by
oxidation of the tin/lead card
edge connectors. The GOLD PLUG
80 solders to the existing con-
nector. The GOLD PLUG 80 equip-
ped module then plugs into the
computer port and the disk drive
cable. The GOLD PLUG 8@ connec—
tors do not oxidize so contact
problems are eliminated. The
cost of GOLD PLUG 8@ for a disk
drive or cartridge is #$7.95.
For more information contact:
E.A.P. Company, P. 0. Box 14,
Keller, TX 76248.
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BACK ISSUES

available for $1.95 each,

x *
x x
x x
* Back 1issues of DCN are =x
x x
* 3 for 85, or 12 for $15 pp. x
x x
x x
x
*
x
x

Foreigners other than Can-
x ada add $2 for Air Mail
x postage.
x
x

EEREEREKEKK KRR R KRR RRR K



FPFRODUCT 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.

SCHEMATIC DRAFTING PROCESSOR

For those of us who work in
electronics it is necessary to
draw schematic drawing of our
circuits. An ideal situation
would be to draw the schematic
on the computer’s television
screen and then make a hard copy
of it on our printer. This 1is

exactly what the Schematic
Drafting Processor (SDP) from
Spectrum Projects does. Also

the completed drawing can be
saved to a disk for later use.

SDP requires a 64K computer,
disk drive and optional Epson,
RS, or Gemini printer if a hard
copy is desired. It has 6 over-
lapping screens to make a 480 x
540@ pixel worksheet. Text can
be printed on the schematic and
each mode has a HELP file. SDP
supports over 3@ electronics
symbols, up to 1@ user definable
symbols, logic gates, and multi-
pin chips.

To run the program type RUN
"SDP ENTER. The program will
load and start running. You

will be given the option of se-
lecting a Joystick or arrows.
We tried both the joystick and
the arrows and found the arrows
easier to  use. Then you have
to select whether to load auxil-
iary symbols or not. If the
standard symbols included with
the program are sufficient then
select N. Next you are asked if
you want to load an old drawing.
Again select N to do a new
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drawing.

We used a black and white
television for this review. A
dark screen appears with a small
blinking cursor. The beginning
point is marked so you can move
the cursor in any direction. To
draw a 1line just enter D which
takes you to the draw mode and

then press L for line. You can
draw continuous 1lines by Jjust
using this command. This fea—

ture can be used to draw objects
or large letters. Notice I drew
my name in the figure. You can
move to a different area with

the arrows and press M. This
marks the new beginning. This
is like picking up your pencil

and placing it down somewhere
el se.

Let ‘s list the figures that
can be drawn and the symbols for
drawing them. Each is preceeded

by a IIDII N

A- Antenna, B-Battery, C—Capaci-
tor, D-Diode, E-Logic Gates, F-—
Fuse, G-Ground, H-SCR, I-Induc-
tor, J-Junction, K-L.E.D., L-
Line, M-Multipin Chips, N-Push-
button, O0-Op. Amp, P-Point, G-
square, R-resistor, S-Switch,
T-Transistor, U-Crystal, V-Vari-
able Resistor, W-AC plug, X-
Transformer, Y-Circle, Z-Zener
diode, .- FET, <- Mic., >»-Con-
nector, @- Dotted line, ,—-Small
circle with + sign, - - Small
circle with - sign, /- Photo
diode, :-Small line with arrow
at end, 0@-9 User defined sym—
bols. In addition, standard
buffer AND, OR, NAND, and NOR
gates can be drawn up to 4
inputs.

There 1is an angle command
that allows you to rotate the
component in 9@ degree incre-
ments. This allows components
to be drawn up, down, left, or
to the right.

If you made a mistake then
you can use the erase command to
eliminate the mistake. Just mark
the corners of a box containing
the errors and press the "E" key
to erase everything within the



box.

There are six over lapping
screens on which to do the draw-
ing. To select the screen just
type SN where N is a number from
1 to 6. If you run out of room
on one screen Jjust select the
ad jacent screen and continue.

To label your components a
text mode is included. It in-
cludes all of the letters and
numbers in the alphabet, +-./@,
the ohms symbol, the AC symbol
and the space bar. The CLEAR
key brings up a HELP file. In
fact the CLEAR key brings up the
HELP file for all of the Menus.

When vyou have finished or
want to save what you have done
then press the "Q" key. You can
then save the drawing, dump the
drawing to a graphics printer,
or return to the drawing.

If you need a symbol that is
not defined in the program, then
you can define your own symbols.
A sample program is given for
defining symbols. We did not
try defining symbols because the
program symbols were adequate.
These would be wuseful if vyou
wanted to use the program for
another drawing application such
as drawing house plans.

We found the program to be
superior in all aspects. The 6
overlapping graphics pages allow
a drawing to made that will fill
a standard 8 1/2 x 11 printer
page. Also there are many other
drawing applications for which
the program could be used.

For more information contact
Spectrum Projects, P. 0. Box
21272, Woodhaven, NY 11421.
$29.95 +$3 S/H.
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DRAWING BY BILL CHAPPLE
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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.
DISPLAY ADS
(Rate sheet 2 - March 1986)
Closing 1st of preceeding month.
Pages 1 time 2 times 3 times
%*2 25 23 22
1 39 27 25
1/2 23 20 18
1/4 15 13 12

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

We can do ads in Red, Blue,
or Brown. No all one color ads
will be accepted. For color ads
send artwork for each color. Add
40% for each color. Example: One
page black and red for 3 times
costs $25 + 10.00 = $35.00 each
month.

X Xk X X X X Xk X X X X X X X
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

5. 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

% M A W I I I W I W AW I W I N MW N R
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LETTERS

Let me say thanks to those of you who have written notes and suggested
subjects for us to cover. As a result of your inputs we will start a
series on machine language programming. We will cover some computer
architecture and show how machine language can be written by looking up
codes and poking them into memory. Then we will expand and show how a
simple assembler worka. We can develop an assembler you can use and cover
the operations in detail so you can use ours or someone elses. This may
start as soon as next month so be watching.

You may have noticed that we use basio to call machine language
subroutines. This makes a nice combination. Use basio for your control
program and ML subroutines for speed. I know a very good programmer who
shares this philosophy with me. We demonstrated in our RAMDISK progrsm the
power of using this technique.

1 am trying to come up with some hardware projects that can be built
without damaging the computer should something go wrong. We still need
~ letters so write us and let us know of additional subjects you would like
for us to cover. If you would like to call I am usually available at
nights and on weekends.

The following is a letter from Neil Edge. Thank you Neil for your
letter.

. = EDITOR -

4714780

DBAR BDITOR,

HBLLO. I AN ONB ORF THB PROUD OWNBR OF A COCO2, AND A SUBSCRIPTION
TO YOUR NBWSLETTBR. I LOVEB DCN!, AND HAVE RECOMBNDED IT TO *00CO QUBSTORS'

A COCO OAMB CLUB I AN PART ORF. NOW I WOULD LIKB TO RBCOMBND IT TO ALL OR
YOUR READBRS. THB CLUB'S DUBS ARB ONLY $2,00, AND A BIMOUNTHLY NBWSLETTBR
IS PUT OUT. IN ADDITION TO THB HINTS, AND TIPS ON PLAYING GAMBS, THBRB
IS A PUBLIC DOMAIN LIBRARY. BVERY NEWSLBTTBR HAS AN UPDATB ON ALL OF THB
NEW MBMBBRS, WITH THBIR ADDRBSSBS SO YOU CAN SAY HBLLO TO ALL OR THB LUCK)
PBOPLB WHO CHOOSB "COCO QUBSTORS®. FOR MORB INFORMATION ON *COQ0 QUBSTORS'
YOU CAN WRITB TO SCOTT BELLMAN (PRBSIDBNT OF THB CLUB) AT:

COCO QUBSTORS

2420 SALBM CT,

THIS 1S THB BBST OR MANY CLUBS I AM PART OR!

I HAVB OWNBD MY COCOZ WITH CASSBTTB RBCORDBR FOR ONLY 1 YBAR. FROM
WHAT JOHN GORDON RIBD SAID IN HIS LBTTBR TO YOU {NO ORRBNSB PLBASB) HB
MUST THINK THAT BVBRYONB KNOWS JUST WHAT HB 1S SAYING WHBN HB TALKS ABOUT
BPROM VDG CHIPS| SO IR YOU USB HIS IDBAS MAY I SUGOBST BXPLAINING BYBRY
STBP YOU TAKB SO THB LBSS BXPBRIBNCBD COCOIST WILL UNDBRSTAND ALSO.

I zOULD LIKB YOU TO COVBR SOMB THINGS THAT JOHN DID'NT HBNTI ON HBRB ARB

1., HOW ABOUT SOMB USBFUL COMMANDS LIKB HOW TO TURN OFF THB BRBAK KEY
L!AR KBY, RBSBT KBY, BCT,
. AN BDITORIAL ON HOW TO PROGRAM IN ML(LIKB JOHN MENTIONBD).
. JOHN WANTBD HAROWARB PROJBCTS, MB TO, BUT SOMB FOR THOSB OR US
l HAVB'NT DONB ANY HARDWARB PROJBCTS BBRORB. THB ONB YOU HAD
N THB OCT., 1985 ISSUB SAID NOT TO DO IR YOU ARB A BBGGINBR.
HIM‘STHAT S ALL FROM MB, AND NOW I WOULD LIKB TO GIVB THB RBADBRS SOMB
3. POR THOSB WHO HAVB A DMP-110 OR DMP-105 PRINTBR, AND USB 'BWDUMP'
ROR SCRBBN DUMPS, THBN YOU CAN QBT A FULL PAGB DUMP BY PUTTING
THB PRINTBR INTO BLONGATBD MODB BBRORB LOADING UP ’'BWDUNP',
2. IP YOU HAVB A DHP-110, AND 'BRWDUMP', THBN AFTBR LOADING UP ’'BWDUMF
TYPB IN THB SPBBD UP POKB (POKB 68495,0), AND SWITCH THB BAUD
ATB _IN BACK OF THB PRINTBR TO 1200. THIS WILL MAK8 THB PRINTBR
RINT AT TWICB THB SPBEDI!
8, HBRB IS A NBAT LITTLB POKB. THAT WILL CHANGB ALL TBXT CHARACTBRS
ON THB SCRBBN TO LOW RBSOLUTION GRAPHIC CHARACTBRS. IF THBRB IS
A PROORAM IN THB COMPUTBRS MBMORY DON'T WORRY, IT WILL RIN JUST
JUST RINB, BUT ANY TBXT WON'T LOOK THB SAMB. THB POKB IS: POKB
369,128: TO CANCLB IT OUT TYPB IN: POKB 369,126 .
WBLL I HOPB THIS WILL HBLP QUT SOMBONB.
THATS ALL ROR NOW.

SINCBRBLY YOURS,

7l 4t

NBIL BDGBj
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i Put yourself in control! Define your You don't have to go to Las Vegas, -
| own files — not someone else’s. : Tahoe, or Atlantic City to enjoy a
 Keep track of addresses, magazine § stimulating game of KENO. Open your
H articles, programming hints, whatever. § wallet and then relax. KENO
 YOU decide. Speedy ML routines : is a 32K Ext. graphic delight filled

H handle record data entry, editing, : with realistic, exciting action. Play up
H reviewssearch features, sorting, and § to fifteen numbers at a time. Wager
H ERROR trapping. Numerous hardcopy § $1 to $9999 and own the casino by
H options: font choices, mailing labels, B winning over $1,000,000! Completely
d page formats, and a separate program § random winners!!! Prepare yourself

f to convert files for use with most § for an extremely game!

§ word processing programs! Verify : See the review in the! March 1985

H tape saves to insure good data. File § issue of m&E RAINBOW = magazine.

# appends include ML safeguards against Cassette onlg.

4 170, 0S8, and O/M errors! : CALIF. RESIDENTS ADD &2

: 32764k Ent. versions incl. : Check or money order.

Only $ 19.95 ALIF. RESIDENTS ACD 62 3 A
CHECK OR MONEY ORBER: : 2EIB ok
. SOF TWARE
PO Box 6464
e JF T ARE : Bakersfield, CA 93386

PO Box 6464 : ¥ THE RAINBOW IS A REGISTERED TRADEMARK
Bakersfield, CA 93386 : OF FALSOFT INC.
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* Please sign me up for one year for the DYNAMIC COLOR NEWS SERVICE. I x
* Want to receive instruction on programming, Computer Theory, Operat- x*
* ing Techniques, Computer Expansion plus the Individual Reply to my *
* Computer problems for a special of $10 each. Also I understand that x
* there will be no charge for 1letters printed with answers in the x
* Newsletter. Cost 315 USA & Canada, $30 foreign. %
x b 3
* Name Mail payment to *
% Address Dynamic Electronics Inc X
x City P. O. Box 896 X
x State & Zip Hartselle, AL 35640 x
* Enclosed is a check ___ %
x charge to VISA ___ MC ___ Number i Exp. i
%

1329334223233 23330333 333333838333 333343233332323 33232222 X 246 0 2 e 2 20 4 8 K ROk R KK

DYNAMIC ELECTRONICS = AR
P. O. Box B96 (205) 773-2758 <
Hartselle, AL 35640 : < (I
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