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RARDILSER

for the 512K co0CO 3

A ramdisk operates similar to a disk
drive except it is many times faster. The
512K ramdisk allows drives 2 and 3 to be
ramdisks. You can backup a disk to either
randisk or select either one for quick
program or data 1loading. 05-9 1is not
required. A memory test program is also
included. g1s

DY PRIZNT

Now you can print LLARGE signs
for special occassions such as birthdays,
parties, or yard sales. Even make your own
FOR SALE signs when you need to sell
that old car or lawnmower. BANNER uses
standard print characters and is compati-
ble with any printer. The characters are
formed by a 21 x 27 dot pattern and are
printed sideways across the paper. The
basic character can be expanded up to 4
times for making large characters up to a
full page.

MAXPRINT allows graphics to be blown
up and printed on a standard printer. Any
PMODE 4 picture can be printed. The pro-
gram supports all B8 graphlcs pages for a
total of 12288 bytes. MAXPRINT prints 8
characters per byte for a total of 98304
characters. Blow up pictures of friends
and family generated by the DS-69B digi-
tizer or make posters announcing sales or
special events.

The DYPRINT package contains both
BANNER and MAXPRINT. The cost 1s only
$19.95

NEHN TERAIINRL PROGRRIEM

DYTERM 2 - Allows a Color Computer to in-
terface with Modems, Terminals, or other
Computers using the ASCII port. 300-
2400 baud, 1 or 2 Stop bits, 7 or 8 bit
words, variable parity. Download programs
from bulletin boards or other computers or
upload your ASCII programs. Supports CoCo
2 and CoCo 3 Disk or Tape computers.
Basic program with machine language sub-
routines is easily modified.
Tape or Disk $19.95.

DECIENAL HL RSSERBLER

DISASM 1s a 6809 Assembler-Disassembler
that allows machine codes to be assem-
bled using English mnemonics & decimal
arithmetic. It supports all 6809 codes
and 1s especially wuseful for beginners.
Learn Assembly programming without using
hex. Disassemble machine language pro-
grams and print them to a printer. $9.95

DS=E9E8 DIEGBIETIZER

Capture pictures from your VCR or video
camera. Then print them on your graphics
printer. Have your friends over for an
evening of fun and digitize and print
their pictures. Supports all color compu-
ters. The picture can be displayed on the
COCO 3°’s high resolution screen. Plictures
can be Labeled with COCC MAX and printed
on a graphics printer or saved on disk.
256 x 256 resolution, 64 levels of grey, &
8 images per second. Plug in ROM pack re-
qQuires e multipack expander. Works with
all color computer disk systems.

DS-69B $149.95 including shipping.

Ce=THERR &

CC-THERM 2 is a dual digital thermometer
for Radio Shack Color Computers. It con-
sists of two thermistors wired to the end
of 10’ and 20’ flat cables for measuring
inside and outside temperatures. The
other end of the cable 1s wired to a Jjoy-
stick plug. The thermistors can be mounted
on a wall, 1inside equipment, or outside
for température measurements. Basic soft-
ware on tape or disk continuously prints
the temperature in both Fahrenheit .and
Centigrade. T or D software. $19.95

EC=LT

Now you can measure both temperature
and light. The Joystick assembly 1includes
a light and temperature sensor at the end
of a 20’ flat cable. Uses one Joystick
plug. T or D Software 19.95.

RAERORY HANAGER
(for the Color Computer 2)

Did you know that the 64K Color Computer 2
and earlier computers have an extra 32K
that 1s generally not used? Our Memory
Manager allows basic or machine language
programs to be run 1in elther 32K bank.
Banks are exchanged with an EXEC command.
Also the second bank can be used as a
ramdisk to store programs. This makes
cassette operation faster than a disk. A
third option configures the computer for
the all ram mode allowing data or programs
to be stored in the wupper memory. The
Memory Manager software 1s avalleable on
either cassette or disk. $19. 95.

RNERORY SRAVER 2

Have you ever had a power fallure or
brownout to wipe out your program? The
Memory Saver II 1s a battery backup
assembly that prevents loss of programs
due to power fallures. It mounts under

the Keyboard and works with eall color
computers. Consists of gel recherageable
battery, control circuit, & miniature
toggle switch. will power & color

computer for up to a couple of hours
during a power fallure.
Special sale price. $29.95.

Add $3 S/H. Specify Tape or Disk Software. Checks, VISA, & MC.
DYNAMIC ELECTRONICS INC. Box 896: Hartselle, AL 35640 (205) 773-2758
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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, BA, BSE President:
Dean Chapple, Sec. & Treas.
John Pearson, Ph. D. Consultant.

Entire Contents (c) by
DYNAMIC ELECTRONICS INC., 1989.
DYNAMIC COLOR NEWS 1s 1intended
for the private use of our sub-

scribers and purchasers. All
rights reserved. Contents of
this magazine may not be

coplied in whole or 1in part
without written permission from
DYNAMIC ELECTRONICS INC. Sub-
scriptions are $18/yr for U.S.A.
$20 Canada & Mexico, $30 other
foreign.

The purpose of this maga-
zine 1s to provide instruc-
tion on Basic & Machine Lan-
quage 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 magazine are encouraged.
All submissions become the
property of Dynamic Electronics,
Inc. i1f the material 1is wused.
We reserve the right to edit all
material wused 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 thelr value to
the magazine. 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 TXT file.
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This month we will 1look at
the TMODE and XMODE commands of
0S-9. These two commands are the
opposites sides of the same
coin. They allow you to set the
parameters of your system. These
are the commands you will be
using to select upper or lower
case characters, pause or no
pause after a screen of infor-
mation has been displayed, or to
change the baud rate to your
printer.

Lets start with the TMODE
command. The first thing to try
is to type TMODE at the 0S-9
prompt. This will get you a list
of the paramaters that can be
changed with TMODE and XMODE
commands. In addition it gives
you the current status of those
parameters. The first parameter
for example is the UPC/-UPC. If
you have UPC showing 1in this
spot then you are in the capital
letter only mode, 1if -UPC 1is
showing then you are in the mode
that will display both upper and
lower case letters.

We can. change which ever
mode we are in with the TMODE
command. For those of you in the
UPC mode type in TMODE -UPC at
the prompt. If your one of the
folks with -UPC showing type 1in
TMODE UPC. Now type 1in ECHO
HELLO. If you change to the UPC
mode then you typed in uppercase
letters, if you are in the -UPC
mode you could type it in, in
lowercase letters. One thing to
note, 1if you are windowing, 1is
that the TMODE command only
affected the window you are in.

To find out the parameters for
each window go to each window
and type in TMODE.

' In addition to UPC/-UPC
there 1is BSB/-BSB which toggles
the erase feature of the back-
space. If you type in TMODE -BSB
the cursor will no longer erase
a character as it backs over 1{it.
BSL/-BSL toggles the erasure of
a 1line when the shift/left arrow
keys are pressed simultaneously.
The ECHO/-ECHO combination tog-
gles the echoing of key presses
on the screen. If you switch
to -ECHO you will no 1longer be
able to see what you have typed
on the screen. LF/-LF toggles
the 1line feed function. If you
change to the -LF mode when you
press the enter key the computer
doesn‘t drop down the screen
with the output, but prints over
the 1line you are on instead. The
PAUSE/-PAUSE toggle turns the
screen stop feature on and off.

The rest of the parameters 1in
the 1list allows you ¢to pick
values for the various parame-
ters. Let°s change one as an
example to see how things work.
Change the page length for the
pause command by entering the
following command TMODE PAG=3.
Now make sure your pause 1{is
toggled on. Type TMODE PAUSE.
Now type the TMODE by itself to
check the status of your
changes. If everything went well
the output of your last TMODE
should have paused after three
lines were printed. To continue
push the enter key.

Lets try one more example.
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The TMODE parameter list shows
that the bell is equal to 7. The
parameter 1list 1is in Hexadeci-
mal., which 1s what the DISPLAY
command likes ¢to be fed (Of
course a hexadecimal 7 and a
decimal 7 are the same thing).
If we put this value in a DIS-
PLAY command then we should hear
the bell sound. Type in DISPLAY
7, and listen for the bell.

Also avallable for the
changing by TMODE 1s the baud
rate. The default for the system
is 110. If we wanted to change
it to 300 then baud=01 would
accomplish the job. Baud=02
would give us a baud rate of
600. For more baud rates refer
to page 6-90 commands reference
in your 0S-9 manual. Also keep
in mind that two hexadecimal
digits can represent an eight
bit byte. The rightmost digit in
baud=00 1is the 4 least signifi-
cant bits of the byte, and the
leftmost is the 4 most signifi-
cant bits.

The XMODE command affects the
same parameters as TMODE, but it
updates the device descriptor of
the device given to it when you
type in the command. To find out
the status of the parameters 1in
TERM type 1n XMODE /TERM. With
this command we can change the
parameter for as 1long as the
computer stays running. The
TMODE command only temporarily
changes the parameters, while
that path is open. To change the
baud rate of the printer we need
the XMODE command. Type XMODE /P
BAUD=02 would set the printer
baud rate to 300. This baud rate
would be 1n effect for the
printer until we changed 1t
again or we shut the computer
off.

Play with the TMODE and
XMODE commands. If you change
things to something you didn‘t
want don‘t worry the changes go
away when the computer 1is shut
off. Next month we will explore
how to make those changes we
want permanant. When the system
boots up we will have our custom
parameters ready to go.

BASICO9

Have you ever gotten tired of
being where you‘re at and wanted
to pack up and move somewhere
else, 1like going on vacation?
That is what we will ¢try ¢this

month. We are going to pack up
our program and move from
BASICO09 out 1into the operating
system.

This month°s listing has only
one command we haven’t seen pre-
viously. That is the LEN com-
mand. If you‘re familiar with
any type of BASIC you should be
able to figure this one out. It
returns a number that represents
the 1length of the string vari-
able enclosed in parenthesis. In
our program we use B=LEN(A), so
the value of B will be the num-
ber of characters in the string
variable A.

It 1s this value that allows
us to determine where to TAB to
put the string in the center of
the screen. If you are using a
screen with 40 or 80 columns or
some other number and you still
want your message in the middle
of the screen, then substitute
the number of columns on your
screen for 32 in the listings.
It appears in three places 1in
the program. Also i1f you have
more than 16 rows on your screen
you can susbstitute the number
of rows you have for any occur-
rence of 16 in the program.

There 1is one other line that
looks a little different in this
program. By now you‘re used to
seeing SHELL “DISPLAY C”, but
directly beneath it 1s the line
SHELL “TMODE -PAUSE”. This 1line
will turn off the pause mode in
whatever window you are 1in so
your screen will scroll, instead
of going half-way and stopping.

Basically the program takes a
message from you (no more than
32 characters on a 32 column
screen) and centers the message,
then scrolls it up the screen,
much like the credits at the end
of a movie. Once we have our
program entered 1in BASICO9 we
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will pack it up and head out to
the operating system and see 1if
we can get it to run from there.

The command to accomplish
this 1s the PACK command. Now
you know why I kept wusing pack
in the text. The syntax for the
PACK command is the word PACK
followed by the filename of the
procedure you want packed. One
warning with this command, 1if
you pack a procedure you will no
longer be able to edit it. The
best approach is to pack your
file wunder another name so you
still have a copy to make
changes to 1t 1If that becomes
necessary. To do that first save
your original file to disk, then
when you pack the proceedure re-
direct 1its output to another
file.

As an example, for the pro-
gram this month, create it as
procedure SCROLL. After typing
in the procedure save it to disk
with this command SAVE SCROLL.
With it safely saved on disk
pack the procedure using this
line PACK SCROLL > CREDIT which
will direct the output of PACK
into a file named CREDIT.

Sounds like a bit of a bother
doesn‘t it? Why would we want
to go to all this trouble? If
we do this we can now run the
program outside of BASICO09. For
this particular program we need
only have the runB module pre-
sent in the execution directory
of our drive or in memory. To
run the program we need only
call it by name from the execu-
tion directory (or specify the
correct pathname) and it will
automatically run. We can also
load the program into memory if
we have enough room. There 1is
one strange 1little quirk 1in
doing that. When I 1load CREDIT
into memory and then check the
MDIR I find that CREDIT 1isn‘t
there but SCROLL is. It reverts
to the original name. This in no
way damages your saved editable
file and if called by SCROLL the
procedure still executes. If you
try to call it by CREDIT 1like

you do when 1its on disk, 0S-9
will not be able to find it.

If you wish to do the same to
a procedure that uses grraphics
you need gfx (med.-res.) or gfx2
(hi.-res.) to get the procedure
to run outside BASIC. Just place
them 1in the same directory as
runB.

PROCEDURE scroll

SHELL “DISPLAY C~

SHELL ~“TMODE -PAUSE~”

DIM A:STRING

DIM X,Y,B,C: INTEGER

INPUT “WHAT IS YOUR MESSAGE
(32 COLUMNS)~,A

B=LEN(A)

C=(32-B)/2

SHELL “DISPLAY C~

FOR X=1 TO 16

PRINT

NEXT X

PRINT TAB(C): A

FOR Y=1 TO 16

PRINT

FOR X=1 TO 5000

NEXT X

NEXT Y

END

MEMORY MANAGER

or
The COLOR COMPUTER 2

Did you know that the 64K Color
Computer 2 and earlier computers
have an extra 32K that is gen-
erally not used? Our Memory
Manager allows basic or machine
language programs to be run in
either 32K bank. Banks are
exchanged with an EXEC command.
Also the second bank can be
used as a ramdisk to store
programs. This makes cassette
operation super fast because
programs can be saved to the
ramdisk. A third option con-
figures the computer for the all
ram mode allowing data or pro-
grams to be stored in the upper
memory. Our Memory Saver 2 -
allows your programs to be saved
even with power failures. The
Memory Manager Sof tware is
available on either cassette or
disk.
$19.95 +82 ship.

DYNAMIOC ELECTRONICS

P. O. Box 896 (205) 773-2758
Hartselle., AL 35640




The Gamer’'s Connection!

The ONLY magazine devoled solely o the CoCo gaming world!

The Gamer’s Connection, a great
new magazine devoted solely to
the Color Computer world is finally
here! Filled from cover to cover
with high quality programs, articles,
tutorials, advice, hints and tips,
reviews, and more reviews - /7¢
Cornnection is truely the best and
most  current source of CoCo
information anywhere! Also found
inside are columns on BASIC
programming,machine
language instruction, program
design, and so much more! All
presented to you in an enjoyable
and clear fashion...

Subscribe Now
for only

$75.00

Right now you can take advantage of our introductory
special and save on our subscription rates. You can
receive a full year (six issues) of The Gamer's
Connection for only $15.00 ($18.00 Canadian residents
(US funds)). This special offer is in effect only for a
very limited time, so act now and start your subscrip-
tion to The Gamer’s Connection today!

Please send your check or money order to:

The Gamer’s Connection - Dept. D, P.O. Box 102, Grafton, WI 53024
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This is an exciting game that
uses the right joystick to move
your man from the left corner of
the screen. As he moves he drops
tiles. To win you must tile all
15 1levels and avoid Fifi the
guard dog. This program is pro-
vided as a courtsey of T & D
Subscription Software (see their
advertisement on page 9) and 1is
used by permission.

O ‘COPYRIGHT (C) T&D SOFTWARE 19
88 tilertex ISSUE #79

1 PMODE3,1:PCLS4:SCREEN1,0:COLOR
3:FORX=0TO0255STEP6:LINE(X,0)-(X,
191),PSET:NEXT:FORX=0 TO 191STEP
6:LINE(O,X)-(255,X),PSET:NEXT

2 DRAW”BM15,15:C2R200D15L160D50L
15U50L25U15R200D015L160D30BR10R20
D5L5D10R5D5L20U5SR5U10L5U5R208BR4D
20R20U5L15U15L5BR24D20R20USL15U3
RSU3LS5U5R15U5L20R20BR4D20R5U10F 1
S5R55U5L50H10R5U10L20R5BD3R5D3L5U
30

3 PAINT(20,20),1,2:PAINT(150,60)
,1,2:PAINT(120,60),1,2:PAINT(90,
63),1,2:PAINT(72,70),1,2

4 DRAW”BM15,100:C2R200D15L160D50
L15U50L25U15R200D15L160D30BR10D2
OR20USL15U3RS5U3LSUSR15U5L20R20BL
12BU14R25F10R5E10R25D5L20G10D5F 1
OR20D5L25H10L5G10L5USE10US5H10L20
us~

5 PAINT(20,105),1,2:PAINT(68,158
),1,2:PAINT(115,150).,1,2

6 CIRCLE(180,55),8,2:PAINT(180,5
5),2,2:DRAW”BM179,52:C1D1L1D1L1D
3R1D1R1D1”:CIRCLE(180,145),8,2:P
AINT(180,150).,2,2:DRAWBM179,142
-sC1D1L1D1L1D3R1D1R1D1”

7 PLAY”T802L4CDEP4EPAEPL4EFGFEGFE
CDEP4EP4EP4EFO3CDEP4EP4EDC”:FORX
=1TO500:NEXT

8 CLS:PRINT”TILER TEX -- BY MIKE
SNYDER”:PRINT:LINEINPUT”(H)IGHS
PEED POKE, OR (S)UPER
SPEED (COCO3), OR (N)O PO

KE -“:A$

9 IF A$="H” THENPOKE65495,0:G0TO
13

10 IF A$="S” THENPOKE65497,0:GO0T
013

11 IF A$="N~ THEN 13

12 GOTO 8

13 CLEAR800O:DIMMX(16).,L0%(16).A
2(12,14),B82(12,14):FORX=1T016:RE
AD LO$(X):READMX(X):NEXT:L0=1:DI
MA1(11,16).B1(11,16):ML=0:FT=0
14 PMODE3,1:PCLS4:SCREEN1,0

15 DRAW ~“BM2,2:C2D4R12U4D4LSU2L2
D2D4~:CIRCLE(8,8),6,1:PAINT(8,8)
+2,1:CIRCLE(8,8),2,1:GET(2.2)-(1
4,18),A2

16 DRAW”BM66,80:C2U2R4D2U2R2U1R1
U1R1U1R1U1R1L1D1L7U1L1U1L4D1R4D1
L4R5D2L37:GET(64,64)-(75,80),A1

17 CLS:PRINT”BONUS-";BO:PRINT:SC
=SC+BO:PRINT”SCORE~-";SC:B0=300:1
FLO=17THENSBELSEPMODE3,1:PCLS4:P
0=18:X2=16:Y2=16:PLAY~T801L8CGCG
02CGCGO3BAGFEDCO1CGCGO2CGCG~:PY=
175:X3=224:Y3=160:PRINT:PRINT”EN
TERING LEVEL”:;LO:PRINT:PRINT”PLE
ASE WAIT”

18 COLOR3:FORX=0 TO 255STEP6:LIN
E(X,0)=-(X,191),PSET:NEXT:FORX=0

TO 191STEP6:LINE(O,X)-(255,X).PS
ET:NEXT

19 X=8:Y=8:FORZ=1T70192
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20 IF MIDS(LOS(LO),Z,1)="X" THEN

CIRCLE(X,Y),8,2:PAINT(X,Y),2,2:
DRAW“BM*“+STRS$(X-1)+%,“+STRS$(Y-3)
+~;C1D1L1D1L1D3R1D1R1D1"

21 IF MIDS$S(LOS$(LO),Z2,1)="0" THEN

CIRCLE(X,Y),8,1:PAINT(X,Y),1,1:
DRAW“BM~+STRS$(X-1)+~,“+STRS$(Y-3)
+%3;C201L1D1L1D3R1D1R1D1"

22 IF MIDS$(LOS$(LO),Z2,1)="Q~ THEN
DRAW“BM*+STRS$ (X-8)+~,“+STRS$(Y-8
)+“:C1R1D1R1D1R1D1R1D1R1D1R1D1R1
D1R1D1R1D1R1D1R1D1R1D1R1D1R1D1R1
D1R1D1~

23 X=X+16

24 IF X>250 THENX=8:Y=Y+16

25 NEXT

26 IF LO<17 THEN RO=1

27 IF LO<10 THEN RO=2

28 IF LO<4 THEN RO=3

29 IF LO=6 AND FT=0 THEN ML=ML-1
ELSE IF LO=11 AND FT=0 THEN ML=

ML-1

30 SCREEN1.0

31 D1=0:D2=0:D3=0:D4=0:D5=0:D06=0
:D7=0:D08=0:80=B0-1:X1=J0YSTK(0):
Y1=JOYSTK(1):0P=0P+1:IFBO<0O THEN

Feb 1989

80=0
32 GET(X3,Y3)-(X3+11,Y3+16),8B1

33 GET(X2+2,Y2+2)-(X2+12,Y2+14),
B2

34 PUT(X2+2,Y2+2)-(X2+12,Y2+14),
A2
35 PUT(X3,Y3)-(X3+11,Y3+16).,A1

36 IF X1<1 AND(MIDS$(LOS(LO).,PO-1
,1)<>*X~ AND MIDS(LOS(LO),PO-1,1
)<>"0")THEN X2=X2-16:P0=P0-1:D4=
1

37 IF X1>60 AND(MIDS(LOS(LO),PO+
1,1)<>*X~ AND MIDS$S(LOS(LO),PO+1,
1)<>”0%) THENX2=X2+16:P0=P0+1:D3
=1

38 IF Y1<1 AND(MIDS(LOS(LO),PO-1
6,1)<>*X~ AND MIDS(LOS(LO),PO-16
»1)<>*0%”) THENY2=Y2-16:P0=P0-16:
D1=1

39 IF Y1>30 AND(MIDS(LOS(LO),PO+
16,1)<>%“X~ ANDMIDS(LOS(LO),PO+16
»1)<>*0”) THENY2=Y2+16:P0=P0+16:
D2=1

@ SPECIAL DEAL ON |

500 PROGRAMS!.

"GET 50 DISKS OR 50 CASSETTE TAPES FULL OF OVER
500 PROGRAMS. HERE IS WHAT YOU'LL RECEIVE:

+Over 250 Utility/Home Application Programs including a
Word Processor, DataBase, Spreadsheet, Account Man-
ager, 2 Basic Compilers, Terminal Programs, ROM Copies,

ail List, Machine Language Tutorials, Plus Much More!

*Over 200 exciting games includir:g Warlords, Star Trek,
Super Vaders, Solar Conquest, Horse Races, Football,
Baseball, Frog Jump, Invader, Plus Much More! (Many
machine language games)

+ Over 30 adventures including The College Adventure, Dun-

Eeon Master, Space Lab, Ice World, Ship Wreck, Zigma
xperiment. Plus 32K Graphic Adventures.

EACH INDIVIDUAL ISSUE SOLD FOR 39.»
EACH OR 3450 FOR ALL 50 ISSUES. WE
SLASHED THE PRICE TO ONLY 149%.

REG. *450 5149

#%THIS MONTH ONLY % %

Buy this package of 500 programs and

—Teceive a-free6monthrsubscripton—
(A 35 value)

THE GREATEST SOFTWARE DEAL
ON EARTH JUST GOT BETTER!

THAT'S RIGHT! THIS MONTH WE'VE DROPPED OUR YEARLY
SUBSCRIPTION RATE AN UNBELIEVABLE *10. TO ENTICE YOU
INTO SUBSCRIBING WITH US. GET 12 DISKS OR TAPES A YEAR
CONTAINING OVER 120 QUALITY PROGRAMS. A SUBSCRIP-
TION TO T & D SOFTWARE CONSISTS OF 10 READY-TO-LOAD
PROGRAMS DELIVERED BY FIRST CLASS MAIL EVERY MONTH.

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!

PRICES
TAPE ™IS
ORDISK MONTHONLY'
1YEAR(12issuss) 3000 €0.00

+ 16K-64K Color Camputer OUR LATEST ISSUE CONTAINED

+ Over 4000 Satisfied Customers 1 Accounts Recevabie 6. Foot Race

« Back lssues AvailableFrom 2. Work Mate 7. Flippy the Sea!

* July 82 (Over S00 Programs) 3. Calendar 8. Soreen Cajculator

m 4. Imvasion 9. AbleBuiiders

5. TnpAdventure 10. SuperEmor2
RAINBOW

foprabyti Avaiabee on COCO 1. 2.and 3

At Programs Inchude Docume~aton!
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40 IFOP>RO AND X2<X3 AND MIDS$(LO
$(LO),PY-1,1)<>“X~” AND MIDS(LOS$(
LO),PY-1,1)<>"0" THENX3=X3-16:PY
=PY-1:0P=0:D8=1

41 IF OP>R0O ANDX2>X3 AND MIDS$(LO
$(LO),PY+1,1)<>*X™” AND MIDS$(LOS(
LO),PY+1,1)<>*"0” THENX3=X3+16:PY
=PY+1:0P=0:D7=1

42 IF OP>RO AND Y2<Y3 AND MIDS$ (L
O$(LO),PY-16,1)<>"X~ AND MIDS$(LO
$(LO),PY-16,1)<>70” THEN Y3=Y3-1
6:PY=PY-16:0P=0:D5=1

43 IFX2=X3 AND Y2=Y3 THENS9

44 IF OP>RO ANDY2>Y3 AND MIDS(LO
$(LO),PY+16,1)<>*X~” AND MID$(LOS
(LO),PY+16,1)<>"0” THEN Y3=Y3+16
:PY=PY+16:0P=0:D6=1

45 X5=X2:Y5=Y2
46 IFD1=1 THEN
47 IFD2=1 THEN
48 IFD3=1 THEN
49 IFD4=1 THEN

Y5=Y2+16
Y5=Y2-16
X5=X2-16
X5=X2+16

50
82

PUT(X5+2,Y5+2)-(X5+12,Y5+14),

51 X5=X3:Y5=Y3:IFD5=1 THEN Y5=Y3
+16
52
53
54
55

IFD6=1 THEN Y5=Y3-16
IFD7=1 THEN X5=X3-16
IFD8=1 THEN X5=X3+16
PUT(X5,Y5)-(X5+11,Y5+16),B1

56 IF MID$(LO$(LO),PO,1)=CHRS$(32
) THEN DRAW”BM”+STR$(X2+2)+~,”+S
TR$(Y2+2)+~:;C1R1D1R1D1R1D1R1D1R1
D1R1D1R1D1R1D1R1D1R1D1R1D1R1D1R1
D1R1D1R1D1R1D1~:MIDS(LOS(LO),PO,
1)="Q”:PLAY~05T255L4CP4DP4F P4~ :F
T=FT+1:SC=SC+5:IFFT=MX(LO) THENL
0=LO+1:FT=0:G0OTO017

57 GOTO 31
58 CLS:PRINT~GOOD JOB! YOU COMPL
ETED ALL 16 LEVELS! YOU ARE PA

ID “;SC:PRINT”DOLLARS FOR YOUR T
IME!“:END:RUN

ML=ML+1:CLS:PRINT”TILER’S LEF
“:3-ML
IF ML=3 THEN 63

59
T-
60

PRINT:PRINT:PRINT”PRESS FIRE
CONTINUE~

61
T0
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62 IF(PEEK(65280) AND 3)=2 THEN
17 ELSE 62

63 CLS:PRINT”FIFI GOT RID OF YOU

«“:PRINT:PRINT:PRINT”YOU HAD ~:S
C:>~“DOLLARS.”
64 END:RUN
65 DATA XXXAXXXXAXXXXXXXXX X X
XX XXX XXXX XXX XX X X
X XX XXXXXX X XXXXX
XX XX X X X XXXX XXXXX
XXXX XX X X X XX XXX XX
XXXXXX XX XXXXXXXXX
XXXXXXXX , 84
66 DATA XXXXXXXXXXXXXXXXX
XX XXXXX XXXXX XX XXX X
X XX X X XX X XXX XX X X XX
X X XX X X XX X XX XXX X X XX
XX X XX X X XXXX XXXXXX
XX X X XX X XXXXXXXXX
XXAXXXXXX,81
67 DATA XXXXXXXXXXXXXXXXX X X X
XX X XX XX X X XX XX X X X
X X X XX XX XXXXXX
XXXXX XX X X XX XXXXXX
XAXXXXXXX XX X X X
X X X XX XX X X X X XXXXXXXXX
XXXXXXXX ,84
68 DATA XXXXXAXXXXXXXXXXXX
XX XXXX XXXX XX XX X X
XX XX XX XXX X XX X X
XXXXX X X X XXXXX X X
XXX X XX X X X X XX X XXX
XX X XX X XXXXXXXXX
XXXXXXXX,91
69 DATA XXXXXXXXXXXXXXXXX X
X X X XX XXXXXX X X X XX X
X X X XX XXXX X X XX X
X X X XXXX XXXX X X X XX X
X X XXX XXXXX X X X XX X X
X X X XX X X X X XXXXXXXXX
XXAXXXXXX ,83
70 DATA XXXXXXXXXXXXXXXXX X
X X XX X X X X XXX XX XXX X
XX XX XXXXXX XXX X
XX X XX X X X X XXX XX X X X
X XX X X X X XXX XX X X X
X X X XX X X X XXXXXXXXX
XXAXXXXXX , 86
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71 DATA 00000000000000000
00 XXXXXX XXXXX 00 X

X X 00 X XX X XXX X 00 XXX

X 00 X X X X 00 X XX X

XXX X 00 X X X 00 XXX XX

XXX XX 00 000000000
00000000, 88

72 DATA 00000000000000000 O 0
00 000 O 000 00 0O O

0 0O 00 0000 0 O O O OO o O

0O 0 O 0000 0000 O O O OO 0

0 0O 00 000000 0 0O O OO OOO

0 0 0 00 0 000000000

00000000, 85

73 DATA XXXX0000XXXX0000X
XX XXX 000 XXXX XX O 0

X XX X X X XX000000
000 X XX X XXXX0000000
XXX XX X X X XXXX XXXXXX
X 0 0 00 0 00000XXXX
0000XXXX, 86

74 DATA XOXOXOXOX0OXO0XOXO00
00 000000000000 00O O
00 0 XXXXXXXX 0O 00 0 X X

Color News Feb 1989

X X XX XX XXAXXX XXX
XXXXX XX X X X X X X XX X X X
X X X XX XX X X X X X XX X X X
X X X XX X X XXXXXXXXX

XXXXXXXX ,84

79 DATA 0000000000000000X%X X
X0 00000 00OOO0OOOX X X

X X0 0 000 O 0000 OX

X X X XO 0O 0X X XXX
XXXXXX X0 0 o OX XXXXX
XXXXXXXX0 O OXXXXXXXX
XXXXXXXX ,85

80 DATA 00000000000000000
00 XXX XXX X X 00 X X

0 00 O X X X0 00 0 X XX
XXXX 0 00 O 0 00 O 0000
000000 0O 00X0XO0X0X
OXOXO0X0X, 86
75 DATA XXXXXXXX00000000X
o OXXXX XXX 0 000 OX X X
0 00 OX X XXXX 0 00 OX X
00 0OX XXXX X00 000 OX
0X XXXX X00000000X X X
0 0 OX X X 0 OXXXXXXXX
00000000, 84
76 DATA XXXXXXXXXXXXXXXXX
XX X X XX X X XX XXXX X
X XXXX XX X XX X XX XXXXXX
XAXXXX XX AXXAXXXXXXXX XX X X
X X XX XXXX XX XXXX XX X X X
X X X XX XXXXXXXXX
XXXXXXXX,76
77 DATA 00000000000000000 O

00 0 000 00 000000

X X XX 00 X X X X X X00 XXX X
X X X X00 X X X X X X00 X X
X X X X00 X X X X X 00 XXX X
XXX XX 00 000000000
00000000,86
/ N\
USED ORIGINAL SOFTWARE
Cat. No. Name Price
COoCO 2
Tandy
26-3109 Color Scripsit II (PP) 9.95
26-3296 Interbank Incident (D) 9.95
26-3059 Backgammon (PP) 7.95
26-3291 VARLOC (Game) (D) 9.95
26-3064 CYRUS-World Chess (PP) 9.95
INFOCOM
Enchanter (Adventure Game) (D) 9.95
Infidel (Adventure Game) (D) 9.95
Witness (Adventure Story) (D) 9.95
Pickly-Pear Software
Hall of the King
(2 disk adv. game) (D) 9.95
COCO 3
Tandy
26-3262 Deskmate 3 (D) &49.95
26-3271 Microscopic Mission. (D) 9.95
(PP)= Program Pak, (D)= Disk., Shioping

included in price. Indicate seconc

00 00000000000 00O O

00 00 X X X 00 0 XXX choice. Checks, Visa or MC cards.
ok 00 2 0054 QAAXX Dynamic Electronics Inc
33333303088 000000000 P. O. Box 896 (205) 773-2758

Hartselle. AL 35640

78 DATA XXXXXXXXXXXXXXXXX N\ /
' XXXX XXX X XXXX XX X X XX
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cOCO Il

FANCY COLORS

by
John Galus

If you own a Color Computer
I1I, you probably know by now,
that you can <chose wup to 16
colors out of a possible 64 in
the HSCREEN2 mode wusing the
PALETTE command. The syntax for
the PALETTE instruction 1is the
command PALETTE followed by the
palette register you wish to use
(0-15), then the color code of
0-63. These 16 palette regis-
ters are located at S$SFFBO to
$FFBF. Storing a number from
0-63 at one of these addresses
i1s the same as using the PALETTE
command. Each Palette register

uses only 6 bits (0-5) for the
64 color combinations. In the
hi-resolution screens two re-

gisters are used as FOREGROUND &
BACKGROUND registers.

PALLETTE REGISTER #
TEXT SCREEN

FORE BACK
8 0
HIGH-RES

1 0
For example, if we wanted a
screen with a black background
we would store a zero (color
code for black) into palette

register zero as follows:

PALETTE 0,0

The low resolution modes
uses the fore & background
registers in a different way.
Look at pages 299 & 301 for more
information on these. Actually,
on any color TV or monitor there
are only three possible Primary
colors that can be displayed by
the set, RED, BLUE, & GREEN (RGB
monitors). All other colors are
only mixtures of these primary
colors in different amounts. 1In
other words they are illusionary

12

colors.

We can even create more then
64 colors by altering the dis-
play angles to get artifact
colors 1like we did on the older
color computers. After chosing
the <colors we want to place in
our palette registers, we use
them with the HCOLOR command.
This command specifies the cur-
rent palette register (0-15)
that will be used as the fore-
ground and background. By
changing the foreground color we
can display objects of different
colors on the screen. The Basic
ROM uses addresses $FEOA for the

foreground color and $FEOB for
the background. When displaying
something on the screen it ex-

amines these addresses and uses
the values placed here either by
the HCOLOR or POKE command to
display that particular color.
The Color Computer III can dis-
play colors on a regular TV, a

composite monitor or a RGB mon-
itor. when the computer |{is
first turned on the color codes

that corresponds to the standard
color set for the composite mon-
itor are stored into the Palette
registers. To get the correct
colors for a RGB monitor all you
need do is type PALETTE RGB.

The colors placed 1into the
registers are the wusual colors
of GREEN, YELLOW, BLUE, RED,
BUFF, CYAN, MAGENTA, ORANGE, &
BLACK. To obtain other 1in-
teresting colors you must ex-
periment with placing different
values in the Palette registers

to see what color is displayed
on the screen. There is a place
on page 295 of the manual to

record the colors you finc¢,

Now let’s look at a few of
the other new features and com-
mands of the COCO 1III1I. First
you will notice four new keys
which are F1, F2, ALT, & CTRL.
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Although these keys were mainly
added for use with the 0S-3
operating system, they can be

used by in normal Baslic. Here

are the ASCII values of these
keys:

Key ASCII Value

F1l 103

F2 4

ALT 64 CTRL 189
For example to poll for the F1

key we could do the following in
Basic.

10 I$S=INKEY$:IF I$=""THEN 10
20 IF 1$=CHR$(103) THEN
CLS:?"F1 KEY WAS PRESSED.”
30 GOTO10

Another useful new command 1is
the BUTTON instruction. No long-
er must we have to remember a
Peek address when using the Joy-
stick buttons. In fact, the
COCO III can now handle joy-
sticks that have two buttons.
The BUTTON command returns a 1
if pressed and a 0 if not. The
new button numbers are as
follows:

BUTTON:
0 RIGHT BUTTON 1 FOR
SINGLE BUTTON JOYSTICK.
1 RIGHT BUTTON 2
2 LEFT BUTTON 1 FOR SINGLE
JOYSTICK.
3 LEFT BUTTON 2

We also, have all the
graphic commands, such as LINE,
GET, PUT, DRAW, & CIRCLE that
have been 1implemented for the
new machine. Many of them use a
similar syntax so that those of
us that are familar with the
older Color Computer‘s commands
can quite easily begin working
with the new computer. Thanks
Microware! There are many other
things that can be discovered
with this powerful new computer.

I have just scratched the sur-
face and tried to give you a
running start. The rest 1is up
to you.

One thing I must say is that
Tandy did a great job in main-

Color
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taining compatability with the
old COCO°s, while many companies
were abandoning their people who

made them what they are today.
I just hope that Radio Shack
continues 1in 1its winning ways
and continues to support all
makes and models of the Color
Computer. Only one thing that 1
thought they should have been

added to the new computer was a
Sound Chip! Well maybe it will
be in the COCO IV, who knows.
If you wish to find out more on
the COCO III for yourself here
is a 1ist of good reference
books on the subject and if you
have any specific questions
concerning any of the material
presented in this series drop me
a line. Be sure to 1include a
Self Addressed Stamped Envelope
if you want a reply. Back
issues of this series are
available from DYNAMIC COLOR
NEWS. Write or 1look 1in this
issue for further information.

REFERENCES:
ASSEMBLY LANGUAGE PROGRAMMING
for the COCO 3: An ADDENDUM by

LAURENCE TEPOLT Published by

TEPCO

68 JAMES COURT
PORTSMOUTH, RI 02871
THE COCO III UNRAVELLED

MICROCOM SOF TWARE
P.0O. BOX 214
FAIRPORT, N.Y. 14450

DYNAMIC COLOR NEWS

COCO 3 SERIES 1ISSUE #32 NOVv.
86 - #40 AUG 87
Contact these companies for

prices and more information:

SEND QUESTIONS TO:
JOHN GALUS

55 WILKESBARRE AVENUE
LACKAWANNA, NEW YORK 14218

PLEASE INCLUDE A S.A.S.E FOR A

REPLY.
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PRBUS I : Elesents of fury. fantasy adventure role playing systes set in the land of Asirica filled
with sonsters , sagic, warriors and sagicians. You create a party of four characters to search for the
legenciry RINGS OF ELERENTAL CONTROL. 1Z chéreacter roster, Individual player cotbat, Dne or twc player
gaee, Hires anisated graphics.

6‘* cC2 0’ CCJ joysti‘k/djskll‘lllllllllll ’25

BLUE AND BRAY : A grand strateqy sisulation of the entire Civil War. You can control the arsies of
North or the South to recreate the battles of Rzerica’s bloodiest Kar'!1é color graphics, full gase save,

four levels of play, stragtic sap. Hires scrolling gaee board.
cc lll only lzek di'k lool “Llll.llllllll ‘25

RED ALERT; A starship coabat sisulator. Object of the gase is to defeat the cosputer controlled
enecy vessel by using your ship’s capacities strategic saneuvers, and your oxn skarts. Over 27 ships to
thDDSE frOI or dESlgn your LN CC ‘4k joy‘tick’di‘klollc-uucuu-olu.l ‘23

NAR AT SEA: Wooden ships siculate ship to ship battles during the 1Bth century. Player controlls a
nusber of sailing ships fror different nations and sust pit his seacanship against the cosputer or

another player, CC &4k joystick/disk 100X Mlesssssssonansrans $23

TASK FORCE: Modern Naval Carrier Warfare in the Mediterranean and Middle East.
You can control squadrons of sodern naval warplarnes.
cC 64k joy‘ticktdi‘klllllll..lllllllllllllll.lll.l.lllllllll. ‘23

DESERT FOX: Roexel’s North African caspaign. CC 64k 100X ML/diSk sevessssssssssannnnnnnnssnees $22
EIRE AND STEEL: Napoleon’s return, Waterloo Cacpaign.  CC &4k disk 100X MLisiessssssnssnnnnss $22
FINAL FRONTIER: War in Space. Build fleets of starships to defeat the Volsung ecpire 32k disk.. $20
STALINGRAD: The turning point in the war in Russia b4k disk 1002 Mlevesseessssscsennnccnnsenses $22
REDSTAR: Operation Redstar NATO vs. WARSAR FACT 32k diskeessassssosesssssnssnsacescannssssees $20
DARKHORSE: Operation Darkhorse sequel to Redstar. Invade the U.S.5.k &4k disk 1001 ML..vesssss $22
PHALANY: Alexander the breat, the world’s greatest Conqueror 32k disk 100X MLesesesssasennneens $13
SABA: Save the beautiful princess in this braphic adventvre 32k disk 1002 Mlicseesssreosnsonses $15
JNFERND; Save the world froc total destruction braphic adventure 32k disk J00Z Mlusesessossnses $15

All prices include shipping and handling. Foreign orders add 83.00. Nex York residents add sales tax.

Send paysents to : JOHN GALUS
S5 Wilkesbarre Ave,
Lackawanna, Kex York 14218
(716) 823-3144
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COCO III COLOR GRAPH

from
Bill Bernico Software

This program will allow you
to form a ple-graph for data.
The ple 1is divided and showes
the relative values of each data
element. This program is provi-
ded by Bill Bernico Software and

i1s used by permission.

1 “COCO 3 COLOR GRAPH (C) 1988
FROM BILL BERNICO SOFTWARE

2 WIDTH32:INPUT"HOW MANY PIECES
(1-16)7:P:IFP>16THEN2ELSEDIMS (P,
14):P=P-1:CLS:FORJ=0TOP:PRINT~ VA
LUE FOR PIECE #%:;J+1;:INPUTT:S(J
2»13)=S5(J,13)+T:NEXTJI:HSCREEN2:HC
LS4:HCOLOR8,4:HPRINT(8,1),”BERNI
CO SOFTWARE PRESENTS”:HLINE(O,21
)-(319,34) ,PSET,BF

3 HCOLOR3:HPRINT(1,3),~COCO 3 CoO
LOR PIE GRAPH by Bill Bernico”:H
DRAW~BM233,55C8D128R15U128L15":F
ORV=1T016:HDRAW”NR15D8~ :NEXTV:FO
RTX=7T022:HPRINT(19,TX), PIECE #
“+STRS(TX-6):NEXTTX:GOSUB6:K=0:F
ORJ=0TOP:K=K+S(J,13):NEXTJ:FORJ=
OTOP:S(J,14)=S(J,13)/K

4 NEXTJ:X=76:Y=115:F=0:FORJ=0TOP
tS=F:F=F+S(J,14):HCIRCLE(X,Y),75
SHLINE(X,Y)-(X+74%C0S(6.283%S),Y
+74%*SIN(6.283%S)),PSET:HLINE(X,Y
)-(X+74%*C0O0S(6.283%F ) ,Y+74*SIN(6.
283*%F)),PSET:HPAINT(X+68*C0S(6.2
83%((F+S)/2)),Y+68*SIN(6.283%( (F
+5)72))),J,8:NEXTJ

5 HCOLORZ2:HPRINT(35,12), HIT”:PL
AY~02T5B~ :HPRINT(35,14), ANY~:PL
AY“03B~“:HPRINT(35,16), “"KEY~:PLAY

15

“04B” :EXEC44539:CMP: RUN

6 PALETTE7,52:PALETTE9,56:PALETT
£10,32:PALETTEL11,20:PALETTEL12,41
tPALETTE13,12:PALETTE14,60:PALET
TE15,48:Q=240:HPAINT(Q,58),0,8:H
PAINT(Q,66),1,8:HPAINT(Q,74).,2,8
tHPAINT(Q.,82),3,8:HPAINT(Q,98).5
,8:HPAINT(Q,106),6,8:HPAINT(Q,11
4),7,8

7 HPAINT(Q,122),8,8:HPAINT(Q.,130
),9,8:HPAINT(Q,138),10,8:HPAINT(
Q,146),11,8:HPAINT(Q,154),12,8:H
PAINT(Q,162),13,8:HPAINT(Q,170),
14,8:HPAINT(Q,178),15,8

8 IFP=1THENCL=72ELSEIFP=2THENCL=
B8OELSEIFP=3THENCL=88ELSEIFP=4THE
NCL=96ELSEIFP=5THENCL=104ELSEIFP
=6THENCL=112ELSEIFP=7THENCL=120E
LSEIFP=8THENCL=128ELSEIFP=9THENC
L=136ELSEIFP=10THENCL=144ELSEIFP
=11THENCL=152ELSEIFP=12THENCL=16
OELSEIFP=13THENCL=1C6C8

9 IFP=14THENCL=176ELSEIFP=15THEN
CL=184ELSEIFP=16THENRETURN

10 HLINE(151,CL)-(250,184),PRESE
T,BF:RETURN

NOTE: We have modified the way
we 1list programs so that they
will be printed the way they
would appear on your CoCo 2 or
CoCo 3 in the 32 column mode.
For 1lines greater than 32 char-
acters we now leave a blank line

before 1listing the line.
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RSSEMBLY LANGUAGE

by
Doug Canfield

Last month Bill introduced us

to the types of 1instructions
that the 6809 microprocessor
uses, and to the various dif-

ferent addressing modes. I will
try to maintain continuity as I
expand on what he has begun.

Programming in assembly 1lan-

guage 1is not 1in concept much
different than programming 1in
any languge:; we have the same

objectives in all of them. As a
programer, you realize that your
program must accomplish three
basic things:

1) Taking in information.
2) Processing information.
3) Outputing infomation.

What makes assembly language
different, 1s that you must know
a 1lot more about the internal

working of your computer to ac-
complish these three tasks. To
make a good 1illustration, lets
think about what 1is required to
type a character to the screen.
We must generate a cursor to
keep track of our place. When a
key 1s pressed we must figure
out which one it was, and know
which number it is equivalent
to. We must place that number
in the right place in memory, so
that it will appear as a char-
acter on the screen. We must
update the cursor’s position,
keep tack of the ends of lines,
when to scroll the screen up,
etc...

None of this
but there are a
like this to
programming 1in
guage. Fortunately, most of this
type work has been done for us.
All of the codes required to do

1s difficult,
lot of things
remember when
assembly lan-
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this are already 1in the BASIC
ROM chip, and we can either jump
into BASIC, and let it take care
of all these things when speed
i1s not important, or we can use
these routines ourselves from
within our own programs. With
this backround, 1°‘d like to take
a more detailed look at how the
6809 <can help us reach these
ends.

A computer with its micropro-
cess is a device that only works
with numbers. It can add them,
subtract them, multiply them,
compare them, store them in mem-
ory, and get them from memory.
The 6809 interprets some numbers
as 1instructions, and some num-
bers as data. We must make sure
it gets what it expects.

Wwhen the 6809 begins to exe-
cute a program, the first number
it encouters will be interpreted
as an instruction. If the in-
struction requires more data
then it will look to the subse-
quent numbers to get the data it
needs. After it gets all of the
data it needs for that instruc-
tion, then it expects ¢the next
number to be another instruc-
tion, and so on... Lets take a
closer look at last week‘s sam-
ple program to print “NEW” on
the screen.

1 2 3 4 5
#$S4E
$0400
#3$4E
$0401
#3$57
$0402
#3360
$0403

$7530 86 4E
0400
$7535 86 45
0401
$753A 86 57
0402
$753F 86 60
0403

LDA
STA
LDA
STA
LDA
STA
LDA
STA
RTS
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I°‘’ve rearranged the program a

little from last week. Column 1
is the memory 1location in Hex
notation. Columns 2 and 3 are
the Hex contents of this loca-
tion, and usually a few after
it. Columns 4 and 5 show the
menomics for the program. The $

sign 1s used to indicated that
the data is in hexadecimal.

After loading in the program,
and typing “EXEC”, $7530 1is
placed in the 6809°s PC (Program
Counter) register. This makes
the 6809 look in memory location
$7530 (30000 in decimal) to find
its first instruction. When it
sees an $86, it knows to put
what is contained by the next
memory location ($4E) into its A
register.

-When the microprocessor uses
the next address in memory to
get the data it needs, this 1is
called “Immediate addressing”.
We use immediate addresing when
we know ahead of time what the
numbers will be that we will
use in our program.

Having loaded $4E into its A
register, the 6809 then looks to
the next address ¢to find . the
second instruction. (The program
counter is incremented once for
each of these operations, it
would now contain $7532 to point
it to the second instruction.)
The next instruction is a $B7.
This 1is the code for the STA
instruction -“STore the byte 1in
the A register”, so the micro-
processor knows to look to the
next two bytes for the location
of where to store whatever is in
the A register. These two bytes

are $04 & $00, the 6809 places
these “side-by-side” internally
and knows to store the A regis-

The $04 is known
byte,

ter 1in $400.
as the “most significant”

and the $00 1s the “least sig-
nificant” byte. $400 (1024 De-
cimal) is the beginning of the
area in memory that the Coco
normally sets aside for the
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“Text” screen. $4E is the ASCII
code for “N~ so the Coco has
just put an “N” 1in the upper

left hand corner of the screen.
The program repeats these steps
steps until the 6809 encounters
the $39 for an instuction, which
is the code for RTS -“ReTurn
from Subroutine”. This tells
the computer to return to what-
ever it was doing before it
started this program. For most
of our purposes this will jump
us back to BASIC.

Next month we will look at
some changes to make to this
little program that will i1illus-
trate some other forms of ad-
dressing, and if space permits,
we will look at how to branch to
another place in the program.

RATTERNTZON DERLERS

We can provide a valuable ser-
vice to you at no charge.

1. When you release a new pro-
duct send us a copy of your new

product release. We will print
it in our NEW PRODUCTS
SECTION.

2. Send us your new products to
review. A professional will
review your new product and

write an editorial on it similar
to one of the reviews 1in this
issue. This gqgives yocu free
advertising and our readers
learn more about your product by
reading about them in our
PRODUCT REVIEW SECTION.

3. If you have a mailing list
of color computer owners who
have bought from you, we may be
able to exchange advertising for
your names.

4. We do not believe in high
advertising rates. Have you
considered placing an adver-

tisement with us? Our rates are

on the back cover.




* PD-1 GAMES

MENU BAS 0 B 1
BEAST BAS 0 B 1
BEAST DAT 1 A 1
BOBO BAS 0 B 3
GUNNER BAS 0 B 2
HOW BAS 0 B 3
LANDER BAS 0 B 3
LIFE BAS 0 B 3
MAX BAS 0 B 3
POKER BAS 0 B 2
BIORITHM BAS 0 B 3
BLACKBOX BAS 0 B 2
BLOCKADE BAS 0 B 1
BUSJUMP BAS 0 B 1
CHUTE BAS 0 B 2
(¢]e] BAS 0 B 3
HANGMAN BAS 0 B 2
OTHELLO BAS 0 B 2
TARTUS BAS 0 B 1
TARTUS2 BAS 0 B 1
* PD-2 GAMES

MENU BAS 0 B 1
RUBIC BAS 0 B S
FRACTAL BAS 0 B 1
KALSCOPE BAS 0 B 2
TARTUS BAS 0 B 1
TARTUS2 BAS 0 B 1
WORLD3D BAS 0 B 4
LIFE BAS 0 B 2
ADVENT BAS 0 B 4
ADVENT DOC 1 A 2
HURKLE BAS 0 B 2
REVERSE BAS 0 B 2
GUESSFR BAS 0 B 2
SCRAMBLE BAS 0 B 3
PIZZA BAS 0 B 2
CINQUAIN BAS 0 B 2
* PD-3 GAMES

MENU BAS 0 B 1
AANDAN BAS 0 B 2
STARTREK BAS 0 B 9
TREKINST BAS 0 B 3
SEQUENCE BAS 0 B 2
ALPHABET BAS 0 B 3
GEOGRAPH BAS 0 B 4
FLASH BAS 0 B 4
BAGELS BAS 0 B 3
OREGON BAS 0 B 9
MULTIPLY BAS 0 B 2
* PD-4 ML GAMES
MENU BAS 0 B 1
PONG BIN 2 B 1
SQUASH BIN 2 B 2
BLOCKADE BIN 2 B 2
GERM BIN 2 B 1
WIGWORM BIN 2 B 2
GRID BIN 2 B 2
ZEROG BIN 2 B 2
3DTICTAC BIN 2 B 7
HOPBOP BIN2 B S
ICEWAR BAS 0 B 6
CIVILWAR BAS O B 4
TICTACTO BIN 2 B 7
* PD-5 GAMES

MENU BAS 0 B 1
CAVE BAS 0 B 4
WARGAME BAS 0 B 2
WARGAME BIN 2 B 1

WARGAME2 BAS
WARROOM BIN
NORAD BAS
ANDREA BAS
CURSE BAS
GARGOYLE BAS
KINGTUT
TAIPAN

OO0OO0OO0OOOMO
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DSK-6

SPELL & FIX- FIND
SPELLING ERRORS
IN TXT DISK FILES

MENU BAS 0 B 1
MANUAL TXT 1 A 12
SPELLFX2 BAS 0 B 1
SPELLFX2 BIN 2 B 6
SPELLFIX BAS 0 B 1
DICT TXT 1 A 33
COREDICT TXT 1 A 1
SAMPLE TXT 1 A 1
BUILD BAS 0 B 1
LIST BAS 0 B 1
RESET BAS 0 B 1
APPEND BAS 0 B 1
ADDWORDS BIN 2 B 3

PD-7 DISK UTILITIES

MENU
BASIC64
BSEARCH
DISKCOMP
DISKTEST
DISKWASH
DOS64K
DSDBOOT
LIST
PRINT
PRINTDIR
RECOVER
ROMBACK
ROMFIX

-

BAS
BIN
BIN
BIN
BIN
BAS
BAS
BIN
BIN
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PD-8 DISK UTILITIES

BAS
BIN
BAS
BIN
BIN
BIN
BAS

SCRNS1
SCRNS1
SCRNDEMO
SDC
SQUEEZE
SSDBOOT
TAPE2DSK
TIMER
UNLOCK
BACKUP
BACKUP1
MORE
SPEAK
PCLEARFX
MULTBACK
MULTBACK

o
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PD-9

TERMINAL PROGRAMS
BAS
BIN
CAS
DAT
BIN
VIP
BAS
BIN
BIN

MENU
TELETERM
TELETERM
TTHELP
MTERM
MTERM
MTCONFIG
MTERM+
DATATRDE

NDNVNO=pND=NDNO
DODD>OD>OOD
WOWROOLNWW

KERMIT
KERMIT
HAYESAE BIN
HAYESAE DOC

BAS
BIN

PD-10
COLOR COMP. FORTH

BAS
UL1
UL2
UL3
BIN
DAT
TXT
TXT
TXT

MENU
FORTHMAN
FORTHMAN
FORTHMAN
FORTH
EDIT
FRTHDOC1
FRTHDOC2
FRTHDOC3
FRTHDOC4
32KFORTH
NEWFORTH
WE

ONNMKHMEEMDNDODNO
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PD-11 MCPAINT

A COMPLETE GRAPHICS
DEVELOPMENT PROGRAM
WITH INSTRUCTIONS

RUN-ME BAS 0 B 1
MCPAINT BIN 2 B 11
ICONS SYS 2B 3
MCDOC DOC 1 A 11
PRINTDOC BAS 1 A 1
GLASDEMO BIN 2 B 6
STARS BIN 2 B 2
1940S SET 2 B 1
BLOON SET 2B 1
BOLD SET 2 B 1
FANCY SET 2B 1
GREEK SET 2 B 1
GREEKU SET 2 B 1
HEBREW SET 2 B 1
OLDENG SET 2 B 1
TYPING SET 2 B 1
EPSON DRV 2 B 1
EPSON2 DRV 2 B 1
ANIMATE BAS 0 B 1
ANIMAT BIN 2 B 1
BANNER BAS 0 B 2
MCUTIL BIN 2 B 1
* PD-12

PMODE 4 PICTURES

CHURCH. ROSES,
RUN“PIXFILES"JOY-
STICK 1S REQUIRED

XIXCMP BAS 0 A 3
OUTPOST BAS 0 A 3
OUTPOST BIN 2 B 3
SFIELD BAS 0 A 2
SFIELD BIN 2 B 3
PIXFILES BAS 0 B 3
TRUCK BIN 2 B 3
MODEM BIN 2 B 3
HORSE BIN 2 B 3
MISSION BIN 2 B 3
CLOISTER BIN 2 B 3
RAIN BIN 2 B 3
EAGLE BIN.2 B 3
ROSES BIN 2 B 3
CHURCH BIN 2 B 3
GARDEN BIN 2 B 3
PRES BIN 2 B 3
LONI4 BAS 0 A 3

PUBLIC DOMAIN SOFTWARE

PD-13

GRAPHICON PICTURE
DISK-1. REQUIRES
PIXFILES/BAS FROM
PD-12 & JOYSTICK

PICTURES GCM 1 B 68

GRAPHICON PICTURE
DISK-2. REQUIRES
PIXFILES/BAS FROM
PD-12 & JOYSTICK

PICTURES GCM 1 B 68

GRAPHICON PICTURE
DISK-3 REQUIRES
PIXFILES/BAS FROM
PD-12 & JOYSTICK

PICTURES GCM 1 B 68

PD-16

GRAPHICON PICTURE
DISK-4 REQUIRES

PIXFILES/BAS FROM
PD-12 & JOYSTICK

PICTURES GCM 1 B 68

PD-17 DISK UT.

64KBHW BAS 0 A 1
AUTOSTRT BAS 0 B 1
BAKDIR BAS 0 A 3
BIN>BAS BAS 0 A 1
CASSLABL BAS 0 B 1
CURSOR BAS 0 B 1
CUSTOM BAS 0 B 3
CUSTOMIZ BAS 0 B 1
DIR BIN 2 B 1
DIR32 BAS 0 A 2
DIR32C DOC 1 A 3
DIRLISTR BAK 0 B 1
DIRLISTR BAS 0 B 1

)
]
]
)
1)
]
]
]
]
]
]
]
]
]
]
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PD-18 TAPE TO DISK
DISK UTILITIES

DIRSORT BAS 0 A 1
DISK-DIR BAS 0 A 1
DISKLABL BAS 0 A 1
LOADSOLU BAS 0 B 1
MENU BAS 0 B 1
PDIR BAS 0 A 1
SORT BAS 0 B 1
SORTPRT BAS 0 B 1
SORTSAVE BAS 0 A 1
SOULTION BIN 2 B 1
SUPERBAC BIN 2 B 1
T2D BIN 2 B 2
TIMER BAS 0 B 1
TPTODSK BIN 2 B 1
* PD-19 GAMES

3DMAZE BAS 0 A 2
BOXES BAS 0 B 1

CLOSE EN BAS 0 B 2
CRITICAL BAS 0 B 1
GAMMON BAS 0 B 3
GOLDMINE BAS 0 A 3
HOCKEY BAS 0 A 1
HOGJOWL BAS 0 A 8
HORSERAC BAS 0 A 3
JUMPING BAS 0 B 1
KALIDESC BAS 0 B 1
MASTMIND BAS 0 B 1
MEMORY BAS 0 B 1
MOONBASE BAS 0 B 2
NAMES BAS 0 B 4
OTHELLO BAS 0 B 4
* PD-20 GAMES

PEG BAS 0 B 3
RABBIT BAS 0 B 1
SAFE BAS 0 B 2
SAUACER BAS 0 B 1
SHOOTEM BAS 0 B 2
SIMMON BAS 0 A 1
SLITHER BAS 0 A 2
SPACE WA BAS 0 B 4
STAR TRE BAS 0 B 1
SUBCHASE BAS 0 B 2
SUBDESTR BAS 0 B 2
SUNDANCE BAS 0 B 2
TANKS BAS 0 B 2
TOWER BAS 0 B 2
UNDROVER BAS 0 B 1
PD-21 MUSIC

PLAY MUSIC THROUGH
YOUR TV OR MONITOR.

COMPOSE,EDIT MUSIC.
ORCH BIN 2 B 8
ORCH DOC 1 A 3
OCNVRT BIN 2 8 2
GHOSBUST MUS 4 M 3
STELMO MUS 4 M 2
MASH MUS ¢ M 2
BOND1 MUS 4 M 2
2001 MUS 4 M 2
ARIA MUS 4 M 2
INVENTI MUS 4 M 1
BATTSTAR MUS 4 M 2
BOND2 MUS 46 M 2
CLOSENCT MUS 4 M 2
SCARBORO MUS 4 M 1
FUGUEINC MUS 4 M 1
MINUET MUS 4 M 1
LONGTIME MUS 4 M 2
MESSIAH MUS 4 M 3

* PD-22 MUSIC-1

LOADM "NAME/MUS"
EXEC TO PLAY MUSIC
THROUGH TV OR MON.

ADDPLAY BAS 0 B 1
DEPLAY BAS 0 B 1
MSQUEZ BAS 0 B 2
ALSOSPAK MUS 2 B 5
BOOGIE MUS 2 B S
CIRCUS MUS 2 B S
CLOWN MUS 2 B 2
CLOWNS MUS 2 B 4
HAYDEN MUS 2 B 8
JBGOOD MUS 2 B 4
PEACE MUS 2 B 2
PEACH MUS 2 B S
PUFF MUS 2 B 6
GOODDIEY MUS 2 B 4



* PD-23 MUSIC-2

LOADM "NAME/MUS"
EXEC TO PLAY MUSIC
THROUGH TV OR MON.

BAS
BAS
BAS
MUs
MUS
MUS
MUs
MUS
MUs
MUS
MUS
MUS
MUs
MUS

ADDPLAY
DEPLAY
MSQUEZ
RAIN
SONATA3
STRAV
FOGGY
FUNERAL
HARDDAY
INVENT
INVENT11
INVENT1S
INVENT?
INVENTS8
JOPLIN MUs
KHAN MUS
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* PD-24 MUSIC-3
LOADM "NAME/MUS"
EXEC TO PLAY MUSIC
THROUGH TV OR MON.

ADDPLAY
DEPLAY
MSQUEZ
PEANUTS
ROCK
ROXANNE
SCHERZO
TEACH
PIANOMAN
STRANGER
CAMELOT
CHACONNE
DIAMOND
DOWNROAD MUS
FANTASY1 MUS

BAS
BAS
BAS
MUS
MUs
MUSs
MUs
MUSs
MUS
MUS
MUs
MUS
MUs

NNONNDNDNDNNDNDNNDNDNDNOOO
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* PD-25 MUSIC-4

LOADM "NAME/MUS"
EXEC TO PLAY MUSIC
THROUGH TV OR MON.

FANTASY2
GRENGRAS
HUMOR
INCROW
STARWARS
SUITEGM
SUPERMAN
WHENIM64
ROOTBEER
WAYUARE MUS
AXELF MUs
TOCATTA MUS

MUs
MUS
MUS
MUs
MUS
MUS
MUS
MUS
MUSs
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* PD-26 LAST WILL
LOAN
LASTWILL
IMEGA
AWARI
BACARAT
BAGELS
BLACKJAC
CHUCK
CONCENTR BAS
CUBES BAS

BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS

0000000000
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* PD-27 GAMES

BAS 0 B
BAS 0 B

DEFUZE
DR ZEE

-

FLIPFLOP
GO-FISH
HANGMAN
HIGHLOW
JACKPOT
KEYS
LEM
LUNARLD
NUMBERS
OBSTACLE
POOLGAME
RETURN
REVERSI
STARTREK
TTREK

o
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PD-28 COMM.CC-TALK
BBS, TERM

BBS'S DAT
CCT I0
CCTALK BAS
CNFG4OV1 BAS
CNFG4OV2 BAS
CTLKEY BAS
MTERM1 DOC
MTERM2 DOC
MTERM4O BIN
REDIAL BAS
PACREDIA BAS
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PD-29 COMM, WORD
PRO, GAMES

GOSTSHIP BAS
INT RATE BAS
INVSTANL PC

MENU BAS
MOTOJUMP BAS
SCREEN MAX
SCREEN1 BIN
SCREEN2 BIN
SCREEN2 MAX
STRINGTU BAS
TTERM DSK
TTHELP DAT
USING BAS
WF-DOC JP

WORDFILE JP

PARM1 DAT
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PD-30 CHECK BOOK,
UTILITIES

CHECKBOK
CHECKBOK
DIRR
DVIEW
FILEMAID
LISTER
PAINTPOT
SCREEN
SCREEN1
SCREEN2
SCREEN2
SPECZAP
TAPETYPE
TTERM
DVIEW DSK
MENU BAS

BAS
DOC
CMD
BAS
BAS
BAS
BAS
MAX
BIN
BIN
MAX
BAS
BIN
DSK
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PD-31

PIRATES TREASURE. AB
you explore the ca-
ve looking for the
treasure, a picture
appears on the
screen as you go
from room to room.

These pictures are
loaded from disk. A
computer with disk
drive is required.

PD-32

Color Computer 3
moving pictures.
Consists of a
beautiful waterfall
and a colorful
bouncing ball.

WATRFALL BAS 0 B 1
WATRFALL BIN 2 B 1
WATRFALL MGE 1 B
BALL BAS 0 B1
BALL2 BAS 0B1
BOUNCE BIN 2B1
BALL2 HR1 2 B &
BALL2 HR2 2 B 4
BALL2 HR3 2 B 4
BALL2 HR¢ 2 B 4
* PD-33

EDUCTIONAL PROGRAMS

ABBREV BAS O B 4
ABCPOP BAS 0 B3
ALPHAAL BAS 0 B I
EDUCATE BAS 0 B 1
HANGP BAS 0 B1
HOMONYM BAS 0 B 1
SPELWORD BAS 0 B 1
MATH BAS 0B 2
DRILL BAS 0 B 2
MLTP BAS 0 B1
ROUND BAS 0B 2
AREA BAS 0BS
METCONV BAS 0 B 3
NUMBERS BAS 0 B 2
SIEVE BAS 0B1
* PD 35

ADDRESS FILES AND
FINANCE PROGRAMS

PHONE
LABELPRT
LETTER
MAILLST
PHONLST
MINIWORD
LNWIDTH
CHKWRITE
CHKANAL
PRNTCHK BAS
CHECKS BAS
CHCKSTUB BAS
TOTALS DAT
CHECKS DAT
GRAPH BAS
LOAN BAS
CALC BAS
PAYMENT BAS
CASHINL BAS
AMORT BAS

BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
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* PD 36

COMP.SCIENCE PGMS 1
These programs are
tutorials on basic
programming.

BAS 0 BB
19

COMPSC1

COMPSC2
COMPSC3
COMPSC4
COMPSCS
COMPSC6
GETPUT

COMP.SCIENCE PGMS 2

These programs are
tutorials on basic
programming.

IFTHEN

EXTENDED
GETPUT

COMPSC18
COMPSCI9
COMPSCI?7 BAS
EXTDEMO BAS

BAS 0
BAS O
BAS ©0
BAS ©
BAS 0

0

0

* PD 38

EDUCATIONAL PGMS
These programs are
excellent learning
tools for school
children.

ABBREV
ABCPOP
ALPHAAL
EDUCATE
HANGP
HOMONYM
SPELWORD
MATH
DRILL
MLTP
ROUND
AREA
METCONV
NUMBERS

BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS

0000000000000 O0
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* PD 39

ADDRESS FILES AND
FINANCE PROGRAMS

PHONE
LABELPRT
LETTER
MAILIST
WORDPROC
MAILLST
PHONLST
MINIWORD
LNWIDTH
CHKWRITE
CHKANAL
PRNTCHK
CHECKS
CHCKSTUB
TOTALS
CHECKS
GRAPH
LOAN
CALC
PAYMENT
CASHINL BAS
AMORT BAS

BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
BAS
DAT
DAT
BAS
BAS
BAS
BAS
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PD~40

TAPE-DSK & DSK-TAPE
With these programs
you can copy a disk
to tape or a tape
to disk.

T2D BIN 2
DTCOPY BIN 2
DSK-TP BAS 0
DISKLIST BAS 0
DIRLIST BAS O
DISKDUMP BAS O

0

CASSDIR BAS

® PD-41
Picture files

STAMPS MAX 2 B 3
STARTREK MAX 2 B 3
ST-TREK2 MAX 2 B 3
SCHOOL MAX 2 B 3
SATURN MAX 2 B 3
ESCHER MAX 2 B 3
LABOR MAX 2 B 3
MASK MAX 2 B 3
BUG BOX MAX 2 B 3
SPACE MAX 2 B 3
EASTER MAX 2 B 3
SPACE 2 MAX 2 B 3
POPEYE MAX 2 B 3
GARFIELS MAX 2 B 3
BEETLE B MAX 2 B 3
POLO MAX 2 B 3
HAGAR MAX 2 B 3
X-PAD MAX 2 B 3
CASTLE MAX 2 B 3
MUSIC TV MAX 2 B 3
COoCo MAX 2 B 3
* PD-42

Picture files

TITLES
PIXFILES
THOLIAN
3001AD
F15
QUEEN
BRONCOS
STARTREK
ROOM
RAMBO
OowWL
ENTERPR
STAR-T3
NCC-1701
SAT-2
ATMOSP
STARWARS
ORIENTAL

MAX 2
BAS 0
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2
MAX 2

2

2

® PD-43
Picture files

STAMP MAX 2 B 3
STRIPE MAX 2 B 3
WOMAN MAX 2 B 3
BLUEJAY MAX 2 B 3
Lucy MAX 2 B 3
OLD ENG MAX 2 B 3
MENU1 MAX 2 B 3
ouwL MAX 2 B 3
VAN GOG MAX 2 B 3
WOMAN1 MAX 2 B 3
PSH MAX 2 B 3
DUCKPOND MAX 2 B 3
RANGER MAX 2 B 3
PLANET MAX 2 B 3
CHRSTMAS MAX 2 B 3
PEACE MAX 2 B 3
WOMAN3 MAX 2 B 3
HAWK MAX 2 B 3
PHASER MAX 2 B 3
PIXFILES BAS 0 B 3



PD-44

Terminal pgm with
documentation. This
will work with the
CoCo-3. Instruc-
tions are included.
MTRM43 BIN 2 B 8
CONFIG43 BAS 0 B 4
MTSTART BAS 0 B 4
MTERM1 DOC 1 A 1
MTERM2 DOC 1 A 8
MTERM3 DOC 1 A 7
DOS BOOT DAT 1 A 1
s L) 0B1
t & 4 1‘1
READDOC BAS 0 B 1
* PD-4S

Picture Files
DRAGON MAX 2 B 3
HOT LIPS MAX 2 B 3
ANIMALS MAX 2 B 3
CLOWN F MAX 2 B 3
FISH MAX 2 B 3
3 MEN MAX 2 B 3
S MAP MAX 2 B 3
BUGS MAX 2 B 3
CFISH MAX 2 B 3
HERO MAX 2 B 3
WMAP MAX 2 B 3
GSCOTT MAX 2 B 3
STATES MAX 2 B 3
HORSE MAX 2 B 3
CROSS MAX 2 B 3
FOODW MAX 2 B 3
RSTONE MAX 2 B 3
COCO MAX 2 B 3
ALIEN MAX 2 B 3
PIXFILES BAS 0 B 3
* PD-46

Talk and Music
Files (C)LOADM
"FILE" then EXEC.
TALK BIN 2 B 11
TALK2 BIN 2 B 11
WILLTELL BIN 2 B 9
MUSICBOX BIN 2 B 1
BEATLES BIN 2 B 4
JUMP BIN 2B S
GRELN BIN 2 B S
GHOST BIN 2 B 4
JINGLE BIN 2 B 3
WORLD BIN 2 B S
CTRYROAD BIN 2 B 2

* PD-47

Miscellaneous Pgms

T BAS 0 B 2
SANTEE2 BAS 0 B 1
MILEAGE BAS 0 B 1
M BAS 0 B 1
DIGITS BAS 0 B 1
NUMBLIST BAS 0 B 1
COUNT BAS 0 B 1
SC BAS 0 B 1
DRAWTEXT BAS 0 B 1
SAMPLE BAS 0 B 1
GRSCRWRT BAS 0 B 2
HRTEXT2 BAS 0 B 3
DRAW BAS 0 B 2
WRITER BAS 0 B 1
TYPEBET BAS 0 B 2
WRITEBET BAS 0 B 2
TEXT2 BAS 0 B 2
SANTEE BAS 0 B 2
SHUTTLE BAS 0 B 1
AJOCK BAS 0 B 1
PLATFORM BAS 0 B 1

[

MAZE
DISKZAPR
ZAP
DETHSHIP
BACKUP3S
BOOT
SCRNLIST
DOSSTART
LABEL
DSKDSABL
NOFREEG
FORMATER
ROMRAM
SUPDUP
TESTTEXT
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* PD-48

Miscellaneous Pgms

EXTBAS BAS 0 B 3
DISAPEAR BAS 0 B 1
PAINT BAS 0 B 1
DATA BIN 2 B 1
DATA2 BIN 2B 1
SCRDATA BIN 2 B 1
FILL2 BIN 2 B 2
QUADDRAW BAS 0 B 1
CELTIC BAS 0 B 2
ALL RAM BAS 0 B 1
CHARGEN BIN 2 B 1
ROMRAM BIN 2 B 1
OBSTACLE BAS 0 B 1
64K RAM BAS 0 B 1
COLORSEL BAS 0 B 1
TRIG BAS 0 B 4
ALGEBRA BAS 0 B 4
PLAY BAS 0 B 1
STATECAP BAS 0 B 2
MLSOUNDS BAS 0 B 1
ROTATION BAS 0 B 2
PARABOLA BAS 0 B 2
INSTAPIC BAS 0 B 1
CLOVER BAS 0 B 1
HAT-PLOT BAS 0 B 1
WHEEL 1 BAS 0 B 1
LETTER-R PAR 1 A 1
3-LINES ROT 1 A 1
TRAPZOID ROT 1 A 2
PYRAMID ROT 1 A 2
CUBE ROT 1 A 3
S1X24 BAS 0 B 2
WINDOW BAS OB S
GGPRTSU BAS 0 B 1
KALEIDO BAS 0 B 1
OKB83APRT BAS 0 B 1
NUMCNVTR BAS 0 B 1
ADVRTN BAS 0B 1
* PD-49
Miscellaneous Pgms.
BC BIN 2 B 10
PEDRO BIN 2 B 11
BLOCKADE BAS 0 B 3
REPEAT BAS 0 B 1
AIRPLANE BAS 0 B 1
BUSTOUT BAS 0 B 1
GOLF BAS O B 7
CITY BAS 0 B 2
AIR-RAID BAS 0 B 2
MAZE BAS O B 4
DUALDUP BIN 2 B 2
DIRMAP BAS 0 B 3
CHESS BAS 0 B S
WHATZIT BAS 0 B 4
BATLSHIP BAS 0 B 3
SP®ROCKS BAS 0 B 1
* PD-SO
Miscellaneous PGMS

GOBBLER BAS 0 B 2

PYTHON BAS 0 B 2
LUNAR BAS 0 B 2
LUNALANA BAS 0 B 1
AMAZING BAS 0 B 2
BALLOON BAS 0 B 1
VAPORWRM BAS 0 B 2
ABM BAS 0 B 3
BULLSEYE BAS 0 B 1
CRASH BAS 0 B 1
DOTS BAS 0 B 3
F-16 BAS 0 B 3
KRYPTON ART 2 B 3
KRYPTON BAS 0 B 1
KRYPTON GAM O B 1
NUKEATTK BAS 0 B 2
ASTEROID BAS 0 B 1
PRIX BAS 0 B 2
ONE BIN 2 B 3
TWO BIN 2 B 3
THREE BIN 2 B 3
FOUR BIN 2 B 3
TEMPEST BAS 0 B 2
SNAKE BAS 0 B 2
SCORE DAT 1 A 1
OTHELLO BAS O B 4
ROCKS BAS 0 B 3
LANDER BAS 0 B 2
* PD-51

Games & Programs

DRAGRACE BAS 0 B 1
WORMER BAS 0 B 2
SIMON BAS 0 B 2
RIDER BAS 0 B 2
MISSILE BAS 0 B 3
LETSHOOT BAS 0 B 2
SHOOTGAL BAS 0 B 2
MISSILE2 BAS 0 B 3
FENCE BAS 0 B 3
BANDIT BAS 0 B 1
CHICKEN BAS 0 B 2
MAXIMUM BAS 0 B 3
FLIGHT BAS 0 B 2
COVERUP BAS 0 B 2
WORLDMAP BAS 0 B 4
POUNCE BAS 0 B 1
MARTIANS BAS 0 B 2
FINDIT BAS 0 B 3
SCRAMBLE BAS 0 B S
BOUNBABY BAS 0 B 2
CHICK BAS 0 B 3
BOBO BAS 0 B 3
RUBIC BAS 0 B 4
MCJUMP BAS 0 B 3
®* PD-52

Picture files

COCO MAX 2 B 6
COL COCO MAX 2 B 6
MOOSHEAD MAX 2 B 6
COKE MAX 2 B 6
CUBS MAX 2 B 6
REDS MAX 2 B 6
BREAKERS MAX 2 B 6
USFL MAX 2 B 6
SPACE BIN 2 B 3
GIzZMO MAX 2 B 3
DINASOUR MAX 2 B 3
* PD S3

Picture Files
INDIAN MAX 2 B 6
HOMECOME MAX 2 B 6
GRIN BIN 2 B 3
TARD BIN 2 B 3
STUD BIN 2 B 3
COMET BIN 2 B 3
DESERT BIN 2 B 3
FOOD BIN 2 B 3
SMIRK BIN 2 B 3
PLAYA BIN 2 B 3

20

HELLO
GROVER
DRIVE IN
TIME
KOALA
PATTERN
HAGAR
CHIPS

]
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®* PD 54
Picture Files

PENTAGON
GRID 2
SNOWFLAK
CONETUNL
4-POINT
BALTSTR
CARTOON
HUELEWIS
STARTREK
HOUSE1
HOUSE2
LIFECYCL
COCOMAG
MASCASTL
COLUMBIA
POLO

ET

WHEEL 1

* PD-SS
Picture Files

PARKERPT MAX 2
TOWER PIC 2
TOWER2 PIC 2
SCREEN PIC 2
BOMB PIC 2
ANDRON PIC 2
SALE PIC 2
CHIPS PIC 2
TUNLROAD BIN 2
LONEROAD BIN 2
CITYROAD BIN 2
LAKEROAD BIN 2
CROSROAD BIN 2
BLACK BIN 2
CAL1 BIN 2
CAL2 BIN 2
CAL3 BIN 2
3-LEAF PIC 2
5-STARS PIC 2
SPHERE PIC 2
1S-LEAF PIC 2

* PD-56

Glossary, Memory
Maps, Programs

COCOo VIP
VIP
VIP
VIP
VIP
VIP
VIP
VIP
BAS

GLOSSARY
POKEPEEK
WIDTH

COCO 3

MISSLES
CLOCK BAS
JET BAS
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® PD-S7
Picture Files
VAMPIRE
ATLANTA
NOGHOST PIC
AIRPORT BAS
S EASTON BAS
1SMLSTEP BAS
HAGAR PIC

PIC
BAS

NoOOoOOoONMON
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SUNSET BAS 0 B 3
S NICKS BAS 0 B 4
SNOOPY1 BAS 0 B 3
MICKEY BIN 1 B 8
DONALD BIN 2 B 8
SNOOPY2 BAS 0 B 4
SNOOPY3 BAS 0 B 4
SNOOPY4 BAS 0 B 4
* PD-58

Miscellaneous Pgms

DISKLIST BAS
DIRLIST BAS
ML ADDR BAS
DISKDUMP BAS
PRINUTIL BAS
CALPRINT BAS
ALPHSONG BAS
PAINT BAS
DOGPICT BAS
EVADER BAS
NUKATTC BAS
BASICMAP BAS
JOYPAINT BAS
PUMPKIN BAS
HOMOYMS
ABBREV
CONVERT
CASSDIR
CVERT
FLASCARD
MESSAGE
RELOCAT
COUNT
CALENDAR
DOGS
DOGFIGHR
BEAST

0000000000000 000000O000000O00O0O0
DD DDDDDODODDDDODDDD
o s s s s b e e s L) BN b b b LD R R D e s () N e D)

* PD-59
GAMES, UTILITIES

64X64F BAS 0 B 1
RND#°'S BAS 0 B 1
SCROLLER BAS 0 B 1
COCOBUG BAS 0 B 2
DRWBOARD BAS 0 B 1
SPACE BAS 0 B 1
DIR-ADDR BAS 0 B 1
BACKGAMN BIN 2 B 2
CHESS BIN 2 B 3
BATTLE BIN 2 B 2
GERM BIN 2 B 1
BLEEP BAS O B 2
TICKER BAS 0 B 3
LEAKYTAP BAS 0 B 3
UTOPIAN BAS O B 4
COLORDOT BAS 0 B 3
STAYALIV BAS 0 B 2
TIMEFLT BAS O B 3
NAVYGUNS BAS 0 B 2
ATACMAN BAS 0 B 3
CALENDAR BAS 0 B 1
POKER2S BAS O B 1
VIEWERS BAS O B 1
STUFF BAS 0 B 1
* PD 60 Basic Pgms
S NICKS BAS O B 4
1SMLSTEP BAS 0 B 4
SUNSET BAS 0B 3
3DTTT BAS 0 B 4
BATTSHIP BAS 0 B 2
CRACE BAS 0 B 2
FLY BAS 0 B 3
KINGS BAS O B 6
KINGTUT BAS O B 7
OREGON BAS 0 B9
POKER BAS 0 B 2
ROBOTS BAS 0 B 3
ROLLON BAS 0 B 2
SORCERER BAS 0 B 6



s PD-61 Picturas SLOTS BAS 0 B 2 CASSDIR BAS 0 B 1 PD-69 Disk Utilities JETI BIN 2B 3
TROLL BAS O B 6 CONTOUR BAS 0 B 1 MOONLIT BAS 2 B 3
HAGAR PIC 2B 3 =-ceccemaccccceca=== CONVERGE BAS 0 B 1 DIRPBR BAS O B 2 RONDO BIN 2 B 4
SHIPS BAS 0 B 2 CONVERT BAS O B 3 DISKLOOK BAS 0 B 1 LOOKLOVE BIN 2B 1
SIGNS BAS 0 B 1 ® PD-64 Basic Pgms  COUNT BAS O B 1 DKTODK BAS 0 B 3 MENU BAS 0 B 1
SPACE BAS O B8 CVERT BAS 0 B 1 DSK2TP BAS 0 B 2 WE BAS 0B 1
3GUYS MAX 2 B 3 OHMSLAW BAS O B 1 DEC«)HEX BAS O B 1 DSKLIBRY BAS O B 3 MESSAGE BAS 0 B 1
AIRPORT BIN 2 B 6 POWER UP BAS O B 1 FUELCOST BAS O B 1 DSKMSTER BAS O B 4 OBJECTS BIN 2B 2
BIGCAT MAX 2 B 3 ROMPACK BAS O B 1 HEXLOAD BAS O B 1 DSKSPEED BAS 0 B 1 ODIE PIX 2B 3
CUBE BIN 2 B 3 ROMRAM BAS O B 1 HEXTODEC BAS 0 B 1 DTOD BAS 0 B 2 TANK BIN 2 B 4
DOGPICT BAS O B 2 SCRDUMP BAS 0 B 1 IN-OUT BAS 0B 1 D UTIL BAS 0 B 2 TRIANGLE BIN 2 B 2
EARTH MAX 2 B 3 SLOSKROL BAS O B 1 HOMONYMS BAS 0 B 1 DDCOPY BAS O B 2 WORLDHMAP BIN 2 B 4
GARFIELD PIX 2 B 3 SORT BAS O B 1 JOYPAINT BAS O B 1 DIRGET BAS O B 1  PAINT BAS 0B 1
GIRL MAX 2 B 3 SPEDMATH BAS O B 3 KALVOS BAS 0 B 1 DIRLIST BAS O B 2 SCRDATA BIN 2B 1
NEWWAVE MAX 2 B 3 SPOOLER BIN 2 B 1 LINES BAS O B 1 DIRSAVE BAS 0 B 1 RES BAS 0B 1
OLIVER MAX 2 B 3 UPPER32K BAS 0 B 1 MACDATA BAS O B 1 DISK FIX BAS O B 1 SCAN BAS 0B 1
OWL MAX 2 B 3 STRIKE BAS 0 B 1 MISSLETT BAS O B 1 DISKDIRE BAS O B 3 ======ccece== cmmeme=
PEANUTS PIX 2 B 3 SHIPS BAS 0 B 2 =~-----mmcceoeoo—oo- DISKDUMP BAS 0 B 1 * PD 72 Basic and
SHUTTLE MAX 2 B 3 WILLSADV BAS 0B S DISKEDIT BAS O B 4 Machine Lang. Pgas
SR-71 MAX 2 B 3 RACEWAY BAS 0 B 4 ® PD-67 Basic Pgnms DISKLIST BAS 0 B 1
ZEBCHESS MAX 2 B 3 TREK BAS OB 4 DISKSORT BAS O B 1 FIND BAS 0B 1
21GGY PIX 2 B 3 TXTCNVRT BAS O B 1 LOAN BAS O B 3 DISKTEST BAS O B 1 LOCFIND BAS O B 1
-------------------------------------- LOANAMOR BAS O B 1 DISKTIME BAS O B 1 ML ADDR BAS 0 B 1
64KLOOK BAS O B 8 DSKCLEAN BAS O B 1 MLFINDER BAS 0 B 1
s PD- 62 Basic Pgas ® PD-65 Music ASSEMBLR BAS O B8 3 MASTRDSK BAS O B 4 MLTTD BAS 0B 1
DISASSY BAS 0 B 4 ==ccccccmmmmeeeaa. READBIN BAS 0B 1
ALARM BAS 0 B 2 MUSIC BIN 2 B 7 FINANCE BAS 0 B8 RELOCAT BAS 0 B 1
BIBLE BAS 0 B 2 MUusICi BAS O B1 ROMDUMP BAS 0 B 1 ® PD-70 Basic Pgns CHKBOOK BAS O B 3
BINGOCD BAS O B 1 SOUND ASM 1 A 1 WEREWAND BAS 0 B S FINANAD BAS O B 6
CHECKS BAS O B 3 SOUNDDEM BAS O B 1 CHECKS BAS O B 4 MLADFND BAS O B 2 GRAPHICS BAS 0 B S
CLOCK BAS O B 1 SOUNDS BAS O B 3 MONEYHLP BAS O B 4 BIGHILL BAS O B 1 HOMEUTIL BAS 0 B 6
DATA3 BAS O B3 SOUNDS2 BAS O B 1 CHKBOOK BAS O B 3 BLACKJK BAS O B 4 LIFE BAS 0 B 4
DATES BAS O B 2 SWAN BIN 2 B 1 STAT-LOQ@ BAS 0 B 3 CIA BAS O B 6 MCONVERT BAS 0 B 2
DECIDE BAS O B 3 SYNMUSIC BIN 2 B 4 WORDPRC BAS O B S CIPHER BAS O B1 METCONV BAS 0 B 1
EXREF BAS O B 3 DEEPPURP BIN 2 B S WORDSCAR BAS 0 B 2 CUBES BAS O B 1 'JOYLIST BAS 0B 1
FILES BAS O B 4 ALFEX BIN 2 B 2 TYPING BAS O B 2 DOGFIGHT BAS 0 B 1 CLOCK BIN 2B 1
FLIPPAGE BAS 0 B 3 BACH BIN 2B 4 =---cccccemmmene——- FISH BAS O B 1 CAMELOT BIN 2B 2
LABELPRT BAS O B 1 BUMBLE BIN 2B3 FLIP BAS 0 B 2 FIRE BIN 2 B 6
MESSAGE BAS O B 1 CANON BIN 2 B3 * PD-68 Basic Pgms FOOTBALL BAS 0 B 4 CLOCK DAT 1 A 1
OFFSET BAS 0 B1 DIAMOND BIN 2 B 3 GOLDMINE BAS O B 3 ====cw=== =R —
PHONE BAS 0 B1 ENTAIN BIN 2 B 1 ART BAS 0 B 1 HANGMAN BAS 0 B 2 * PD 73 Basic Pgas
PHONEDIR BAS O B 2 FUNERAL BIN 2 B 3 BARGRAPH BAS 0 B 1 HILOW BAS 0 B 3
PILOT BAS O B 2 GRENGRSS BIN 2 B 4 BEGIN BAS O B 1 HOBBIT BAS O B 2 CARTEL BAS 0 B 7
PROJEVAL BAS 0 B 4 HILLST BIN 2 B 4 BWDUMP BIN 2 B 1 HUSTLE BAS O B 1 DODGE-EM BAS O 2
SPELWORD BAS 0 B 1 ========sccc-== ====CHAR BAS 0 B 2 JumP BAS 0 B 1 DOGS BAS 0B 1
VALENCE BAS 0 B 2 coM BAS O B 2 MEMORY BAS O B 2 DOORS BAS 0B 1
i i s PD-66 Basic Pgms DISMON BAS O B 7 PROTECT BAS O B 2 PINGPONG BAS 0 B 1
DOT BAS O B 1 QUEST BAS O B 4 CACAPHON BAS 0B 1
* PD-63 Basic Pgms 64KMEMT BAS O B 2 EDITOR BAS O B 3 SLITHER BAS 0 B 1 SUB BAS 0B S
AUTODIAL BAS O B 2 EXTNDKYB BAS O B 4 STOCK BAS O B 3 SURVIVAL BAS 0B S
ANIMALS BAS O B 3 FINDAWRD BAS 0 B 2 EXTNDKYB DOC 1 A 7 ~-cecrcccccccccaaca- TREK BAS 0B S
BALOONS BAS O B 3 FLASHCRD BAS 0 B 2 FREE BAS 0B 1 TYCOON BAS 0B 2
BATSHIP BAS O B 4 PHONEWRD BAS 0 B 1 GRADBOOK BAS 0 B 1 *® PD-71 Basic & SCRAMBLE BAS 0 B S
BUGS BAS O B 6 64KTEST BAS O B 1 GRNDSTFF BAS 0 B 1 Machine Lang. Pgms SIMON BAS 0 B 2
CONNECT4 BAS O B 4 ABBREV BAS O B 4 INSTR BAS 0B 1 WHERISIT BAS 0 B 2
DIGGEM BAS O B°3 BASECONV BAS 0 B 1 LET BAS O B 3 DISASSEM BAS O B 2 WALLHIT BAS OB 1
FACTORS BAS O B 4 BIORYTHM BAS 0 B 3 STOCKS BAS O B S PAYMENT BAS 0 B 1 TICTACT BAS O B 2
GEOGAME BAS O B 4 BOWLSUM BAS O B 2 TWOLINER BAS O B 1 STATCAP BAS O B 2 CHBASIC BAS 0B 1
KINGDOM BAS O B 6 BOXLABEL BAS 0 B 1 ATOMS BAS O B 2 TEMPCONV BAS 0 B 1
MAZE3 BAS 'O B 3 CALENDAR BAS O B 2 BEAST BAS 0 B 1 ECHOSONG BAS 0B 1
MISSILES BAS O B 2 CALENDR2 BAS 0 B 1 =======ca-=- ceme——— MUSCONV BAS 0 B 1
POKER BAS O B 4 CAR CALC BAS 0B 1 FUGUE BIN 2 B3

PUBLIEC DOHRRAIEN SOFTHRRIE

This large collection of programs will allow you to quickly expand
your library. All programs are available on disk and programs with
a * are avallable on tape. Some programs require a joystick.
Instructions are iIncluded in some collections as DAT, DOC., or TXT
files. Prices are as follows:

1-4 $4.95, 5-9 $4.50, 10-24 $54.00, 25 up $3.50

Add $1 shipping for less than 10 and $2 for 10 up.
Checks., VISA., or Master Cards.

Dynamic Electronics Inc.
P. O. Box 896 (205) 773-2758
Hartselle, AL 35640
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by
Norm Matice

Last
with a
asked

finished wup

program that
for 1input from the user
and then used that 1input ¢to
print out a message. At that
time we used %s 1in our output
line as a place marker for the
position of the string we had
asked for. In C place markers
such as %s are known as con-
version specifications.

C bhas a number of conversion
specifications. This month we
will take a 1look at the more
popularly used ones. The best
way to do this is to do a line-
by-1line disection of the listing
below. The first 1line 1is the
#include <stdio.h> which allows
the standard input/output header
to be included in the program.
As I stated last month it is not
necessary to be 1included in
every program, but 1its a good
habit to include 1it.

The second line is #define HI
“hello”. It deflines that the
variable HI will contain the
string “hello”. In this regard
it can be wused just 1like a
string varliable 1in BASIC. The
#define statement 1is not con-
fined to just strings. It can be
used to define any type of C
varliable. For example 1if we
wished to define a varliable with
the value of pi we could use the
following line, #def ine PI
3.14159. Then any place we used
PI in the program the compliler
would substitute the value
3.14159.

As I sald last month every C
program must have a main() and
ours is in 1line 3. Line 4 fol-
lows with the left brace that
defines the start of the pro-
gram. Line 5 designates that the

month we
simple C
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C PROGRAMMING|

variable num will be a decimal
integer and 1in addition assigns
a value of 3 to that variable.
In 1line 6 the variables sum and
bill are designated as floating
point numbers. As can be seen by
line 6 simple math functions can

be handled by the assignment
statements. If I had wanted to I
could have assigned values to

the varliables later in the pro-
gram, but assigning them while
they were being defined saved a
few lines of code.

Line 8 (the space counts as a
line, but 1isn‘t necessary for
the program to complle) has a
printf statement 1like we en-
countered 1last month. Notice
that the n 1is missing from this
line. This 1is the carriage re-
turn character. With it gone,
the next 1line to be printed will
appear on the same line as this
one when output on the computer.
This gives you an idea why there
is a space between the “ and the
for in line 9. The n is in 1line
9 so there wlill be a carriage
return after that line.

Line 10 simply prints a blank
line and 1line 10 1is another
space for easlier readability 1in
the 1listing. Line 11 prints the
headings for the output of our
program. Line 12 prints another
blank space on the screen. Line
13 1is unique to the Color Com-
puters version of C. Due to the
limitations of implementing C on
a 64k computer the pffinit():
statement is needed to print out
floating point numbers. There 1is
no speclial place this statement
has to be except before the
printing out of the floating
point numbers. If you wanted to
run this 1isting on a mainframe
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computer running Unix and C you
would 1leave this line out. For
those of you with 512k CoCo IIIs
you still need it, because the
compilier 1s written for 64k
even though you have it running
on a 512k system.

Line 14 1s another space for
readability of the 1listing. Line
15 1s the start of the output of
the table. The %c in each of the
lines from 15 to 21 is there to
allow the printing of the % sym-
bol in the output. The %c 1s the
single character conversion spe-
cification and it will print a
single character enclosed by
single quotes (the apostrophe on
the 7 key) in the line. The pro-
gram will print out a table of
conversion specifications, their
symbols and a sample output. The
%.2fF in line 20 holds the output
of sum to two decimal points.
You can allow as many places
behind the decimal points as you
desire, up to the amount printed
by a floating point number, by
changing the 2 in the statement
to the number desired.

News Feb 1989

Line 22 is yet another

for

the

ease of reading and line 23
is the right brace to signify
end of the program. In ad-
dition to the conversion
fications 1in the program there

are conversions specs for
signed decimal 1integers,
signed hexadecimal and

signed octal numbers.

will look at them at a

date.

this program.

RENENRAL TIHRE®

If 2/89 is beside your
name on your address
fabel then your sub-
scription has expired.

C 1isting, name specs.c for compiling.

#include <stdio.h>
#define HI “Hello”
main()

int num=3;

float sum=4.5+3.7, bill=1e9:;

printf(“Conversion Specifications”):

printf(” for C”):
printf(” )

printf(~“Specification

printf(” )
pFFinit():

printf(“dec. integers

printf(“single char.
printf(“string
printf(~“dec. float
printf(“short float
printf(“format float
printf(“e-notation

Type Results”):

%cd
%Ccc
%Cs
%Cf
%cg
%Cc.2f
%ce

23

%d”, "%’ ,num) ;
%C”,° %", );
%s”, %" ,HI);
%F”, % ,sum);
%9, %" ,sum);
%.2F7,"%  ,sum);
%e”, %  ,bill):;

speci-

Perhaps we
later
For now get familiar with
the conversion specifications of
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editor’s comments

This i1ssue is the beginning
of our sixth year. We first
started as a newsletter and have
now grown to a 40-50 page month-
ly magazine. I bhave enjoyed
writing articles and editing the
magazine. There have been many
computer subjects covered in the
past five years, and I wish I
knew more of the material than I
do. I am constantly referring
to our back issues for informa-
tion on various computer sub-
jects.

Some of you may be interested
in the equipment we have and
some of our other activities. We
have several color computers
that are no longer usable. We
used to sell memory upgrades and
wore the sockets out on one of
our older computers by pluging
and unplugging these upgrades.
It is too expensive ¢to repair
these computers, so we have a
computer junkyard with a few
computers that we can use for
spare parts.

We now have three color com-
puter 3 computers and one color
computer 2. Two of our color
computer 3 computers have 512K
of memory and the other has
128K. We use the 512K computers
for backing up disks as well as
for other purposes.

When I first started, a 64K
computer was about as much mem-
ory as could be reasonable ob-
tained. However most software
used 32K since the second 32K
bank was not recognized by
basic. I designed the first
128K memory expander for color
computers. It consisted of two
64K 1independent banks. I 1liked
this arrangement because I could
put different programs 1in each
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bank. With the memory manage-
ment software, which was devel-
oped 1in this magazine, I had
four 32K independent memory
banks.

Next came 256K memory ex-
panders with ramdisk software.
Spectrum Projects had a version
called Thunder Ram. It bhad
sof tware built in ROM which
eliminated the problem of having
to find a disk with the ramdisk
software. Next J & R Electron-
ics came out with a 512K expand-
er which gave two ramdisks for

color computer 1 and the 8 chip
color computer 2. This
consisted of a <circuit board
that plugged into the SAM chip
(MC 6883) socket. As the color
computer 2 computers went
through several redesigns, there

was not enough room for the case

to fit over the Circuit
assembly.
Two production modifications

to the color computer 2 stopped
memory expansion. The first was
the wuse of ¢two 41464 chips.
These were 256K chips with an
architecture of 4 bits by 64K
words. Two of these chips give
64K bytes. I designed a piggy
back 128K assembly wusing 4 of
these chips. We sold quite a
number of these. I even got
ambitious and stacked 4 of these
units. This was used for about
2 years until the color computer
2 I was using fallled last
December. I replaced a couple
of the chips but could not get
it to work again, so I retired
it.

Fortunately during
Christmas season, a
customer traded in his
color computer 3

the
local
complete
system for a
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MSDOS computer. His color
computer 3 was updated to 512K
and is doing the job that the

color computer 2 with 4 memory
banks was doing.

We have several printers with
one being devoted entirely to
printing labels. During produc-
tion of this magazine we use a
MSDOS computer for our final
draft. We transfer the infor-
mation from the Color Computer
to the MSDOS computer directly
by using terminal programs. The
final draft is done in one pass
with a program we purchased for
the MSDOS computer. It makes
the type look very professional.
I have written several utilities
that facilitate our production.
One allows basic programs to be
listed so that they are easler
to read for our readers that
like to type them 1in. This
month I wrote a new program that
leaves a blank line before
printing a basic 1line 1if the
line 1s over 32 characters. This
makes 1t easy to find the start
of the line. Previously I had a
program that indented each con-
tinuing line 3 spaces. Programs
listed in this 1ssue use the new
format which allows the program
lines to be printed exactly as
they would appear on your 32
character screen.

I am pleased to
Canfield continue the
Language Programming
This will give me more time
other activities. Doug 1lives
near by and is a very good pro-
grammer. If you want to program
in assembly 1language then you
need to read his article.

Also Norm Matice started a
series in programming in C 1last
month. This requires the 0S-9
operating system. If you want
to program in C then you should
read his articles.

I want to thank each of you
for your support. If you have
any problems I can usually be
reached 1in the evenings and on
weekends if you would 1like to
call.

have Doug
Assembly
section.
for

Color News
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Brother M-1109°

This 1is the neatest printer we
have seen. [t Is small enough
to Fit in a briefcase yet prints
like a 1larger printer. Both
serial and parallel ports are
included for use with most com-
puters. Features 1Included a 2K
printer buffer, tractor & fric-
tion feed,High Density Graphics,
and the ablility ¢to Download
Characters. [t also prints text
in Enlarged. Condensed, Empha-
sized, Double Strike, I[talic., &
Superscript/ Subscript. Wworks
with Tandy Color, [BM and most
other computers. This is an ex-
cellent printer for a student
or professional. Best of all
our price is only 3$199.

3$9.95
9.95

CA-1 COCO Cable
CA-2 IBM Cable

MODEMS

Wwe have 1200 nd 2400 baud
modems. These will allow you
to dial the telephone with your
computer. You can also access
the hundreds of bulletin boards
around the country and download
information and programs. They
have all of the Ffeatures re-
qQuired of a good modem such as
Full 7/ Half Duplex, Pulse or
Tone Dlialing, and Automatic
Answering. Wwe have cut our
prices to bring you the best
value. I[BM Software included.

$89.95
159.00

30071200 baud
3007120072400

M-1200
M-2400

9.95
9.95

CA-3 COCO Modem Cable
CA-4 IBM Modem Cable

DYTERM-2 - 2400 baud terminal
program for color computers.
Provided free with modem order.
Specify tape or disk software.

319.95.

Checks, VISA,MC Add $2 ship.

Dynamic Electronics Inc.
Box 896 (205) 773-2758
Hartselle., AL 35640
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BASIC PROGRAININING

ASCII and BASIC

by
Bill Chapple

In this series I am showing
how to write useful basic pro-
grams. Basic 1is 1included 1in
read only memory (ROM) in all
color computers. In fact Tan-
dy’s color basic 1is the best
version of basic that I have
used.

In this editorial I want to

show how basic can operate on an
ASCII file to create a new basic
program. The most useful pro-
gram for me is a word processor.
In a way this i1s easy to wunder-
stand because of the large vol-
ume of writing I do each month.
However, I use my word processor
for other purposes beside writ-
ing editorials and letters. If
you have a word processor then
this article should help you get
the most from it.

SAVING PROGRAMS IN ASCII

Basic program commands con-
sist of “TOKENS” which are one
or two bytes. This takes much
less memory than the program
would take if it were in ASCII
or TEXT form. However i1f a pro-
gram 1s saved in ASCII form, it
can be edited by a word proces-
sor. When basic saves a program
in ASCII format, it converts the

TOKENS to text. When an ASCII
basic program 1is 1loaded, the
tokens have to be restored as
the program i1s placed into
memory. This takes a 1little
time and is a reason not to use
the ASCII format. However for
some applications, such as
generating or editing " a new
program, the wuse of a word
processor is a definite advan-
tage. To save a program in
ASCII just place ~“,A after the
name with your save command.
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Suppose our program 1s called
“COMPUTER” then to save “COM-
PUTER” in ASCII format type the

following:
CSAVE “COMPUTER”,A
or

SAVE “COMPUTER”,A

WORD PROCESSORS and BASIC

A word processor can either
be used to write a basic program
or to edit one that already
exists. Most of the time when 1
write a basic program, I start
with a word processor. The ad-
vantage 1is that I have a full
screen editor and can move
through my program at will
qQuickly making changes and
additions. wWwhen I finish, I
save the program as an ASCII
file with a BAS extension. Then
when I return to basic I can
load in the program.

The word processor
useful for editing a basic
gram. The program must
been saved with the
extension. It can
loaded into the word
for editing.

There are some rules that
must be followed for the program
to work when it is again loaded
by basic. First of all each
character after a carriage
return or at the beginning of
each 1line must be a number.
Basic will look for a number as
it begins generating tokens when
it is being loaded. If it does
not find a number at the begin-
ning of a line, then an error

is very
pro-
have
ASCII
then be
processor
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message will be printed and the
loading process will be termina-
ted. Look at ¢the following
example:
10 X=35: PRINT” THIS IS
A TEST”

Notice that the second line does
not begin with a number. The
works “ A TEST” should be with
line 10 and not on the next
line. Let’s 1look at another
example:

XX10 °“THIS IS A PROGRAM

This 1line 1is unacceptable be-
cause the XX characters are not
numbers. A word processor could
be used to remove these charac-
ters and make the line accept-
able as follows:

10° THIS IS A PROGRAM

MODEMS & OTHER COMPUTERS

when transferring programs
from other computers by modem or
directly, the data in the buffer
may have extra characters as was
demonstrated in the previous ex-
ample. These characters can be
removed by a word processor or a
basic program designed for this
purpose. Suppose we are to de-
sign a basic program for this
purpose. When we encounter the
XX10, as 1in the previous ex-
ample, there are 3 possibilities
for the line which are:

1. The extra characters should
be removed from the beginning of
the line.

Example
XX10 °“THIS IS A PROGRAM

2. The 1line should be combined
with the preceeding line.

Example
10 X=35:
A TEST”

PRINT” THIS IS

Color News
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3. The line should be deleted.
This may be the case for data at
the beginning of the file.

EXAMPLE
TEST PROGRAM DATA FOLLOWS

PROGRAM DEVELOPMENT

I have written several basic
programs for operating on ASCII
files. A recent example 1is one
I wrote when we transferred the
King James’s Bible from our MS-
DOS Computer to a <color compu-
ter. The problem was that the
MSDS files were too long. So I
wrote a program that opened a
file and created new flles of
not over 300 lines long. This
gave files of about 12,000 to
15,000 bytes. The original
files were up to 60,000 bytes
long which 1s too big for most
word processors.

To make things simple and
since most errors are caused by
a number not being at the be-
ginning of the 1line, I wrote a
program that checks to see if a
number 1is at the beginning of

the line. If a number is not
first, then the 1line is dis-
carded and not used in the new

file. This allows a new file to
be created that has the errors
removed which will take care of
most errors.

ASCII BASIC PROGRAM RESTORER

10 CLS:PCLEAR 1 °RESERVE MAXIMUM

MEMORY
20 CLEAR 20000:DIM A$(400) “SETU
P ARRAY FOR 400 LINES

30 PRINT”ASCII BASIC FILE CONVER
SION PGM

40 PRINT”by BILL CHAPPLE

50 PRINT”COPYRIGHT (C) 1989

60 PRINT“DYNAMIC ELECTRONICS INC

70 PRINT“THIS CLEANS UP ASCII BA
SIC



KING JAMES BIBLE ON DISK

The complete King

Bible is tn short ASCII

files tor use

wlth most word processours such as lelewriter or VIP. tach tile 15

about 12-15K long
These are excellent
teachers. Use your

is divideda at the end ot
study sources ftor Pastors
word processor to arrsange your sermon or

lesson. A large television set can be used

Bible to the deaf
television broadcast.

chapters only.
and Bible

aisplaying the

bible portions can be displayed for a

There are 26 disks for

and 8 disks for the New Testament.

Disks are only $2.50 each

$16 for the New Testament set (8) dlsks
$50 for the Old Testament (26) disks
$60 for the complete King James Bible set (34 disks).

Add $1 for shipping.

KJB-1
Geneslis 1-36

KJB-2
Genesls 37-50
£ xodus 1-13

KJB-3
txodus 14-40

KJB-4
Leviticus 1-27

KJB-5
Numbers 1-24

KJB-6
Numbers 25-36
Deuteronomy 1-16

KJB-7
Peut. 17-34
Joshua 1-14

KJB-8
Joshua 15-24
Judges 1-19

KJB-9

Juages 20-21
Ruth

1 Samuel 1-23

KJB-10
1 Samuel 24-31
2 Samuel 1-22

KJB-11
2 Samuel 23-24
1 Kings 1-20

KJB-12
1 Kings 21-22
2 Kings 1-25

KJB-13
1 Chronicles

KJB-14
2 Chronicles 1-32

KJB-15

2 Chronicles 33-36
Ezra

Nehemiuh

KJB-1b6
tsther
Job 1-3y

KJB-17
Job 40-42
Psalms 1-70

KJB-18
Psalms 71-143

KJB-19

Psalms 144-150
Proverbs
Eccleslastes

KJB-20
Sang of Solomon
Isatah 1-39

KJB-21
Isalah 40-66
Jeremiah 1-12

KJB-22
Jeremiah 13-43

KJB-23
Jeremiah 44-52
tamentations
Ezekiel 1-16

KJB-24
Ezeklel 17-44

KJB-25
Ezeklel 45-48
Dantel

Hosea

Joel

KJB-26
Amos, Obadliah,
Jonah, Micah., Nahum

Olg Testament

Habakkuk, 2ephanla,
Haggai., 2echariah,
Malachi

KJB-27
Matthew

KJB-28
Mark
Luke 1-7

KJB-29
Luke 8-24
John 1-6

KJB-30
John 7-21
Acts 1-12

KJB-31
Acts 13-28
Romans

KJB-32

I. Corinthians
II. Corinthians
Galatlans
Ephesians

KJB-33
Philipptans
Colosslians

I. Thessalonlians
1I. Thessalonlans
I. Timothy

II. Timothy

Titus

Philemon

Hebrews

KJB- 34
James

I. Peter
II. Peter
I. John
II. John
III. John
Jude
Revelation
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80 PRINT”FILES SO THAT CAN BE LO
ADED

90 PRINT”BY BASIC.
NOT

LINES THAT DO

100 PRINT”START WITH A NUMBER AR
E
110 PRINT"REMOVED FROM THE FILE

120 INPUT“ENTER C FOR CASSETTE F
ILE”:;C$

130 INPUT”PRESS D FOR DISK DIREC
TORY”;D$:IF D$="D~ THEN DIR

140 INPUT
“:NS$

“ENTER FILE NAME & EXT

150 INPUT”ENTER NEW FILE & EXT”:;
M$

160 IF Cs$ <> “C” THEN 180
170 OPEN ~I7,
CASSETTE FILE
180 OPEN ~“I”,#1,N$ °DISK

190 ° READ DATA INTO AN ARRAY

#-1, N$:GOTO 200 °

200 FOR J=1 TO 400
00 LINES

“SET UP FOR 4

210 IF C$="C~” THEN 250
F CASSETTE FILE

“BRANCH I

220 °‘LINE INPUT IS USED SO COMMA
S CAN BE ACCEPTED

230 LINE INPUT #1, A$(J):IF EOF(
1)=-1 THEN 270 °“CHECK FOR END OF
DISK FILE

240 GOTO 260

250 LINEINPUT #-1, A$(J): IF EOF
(-1)=-1 THEN 270 °CHECK FOR END
OF CASSETTE FILE

260 PRINTAS$(J):NEXT J “PRINT THE
FILE AS IT IS BEING READ

270 X=J:CLS:PRINT”DATA IS LOADED
280

LE
290 -

“X=NUMBER OF LINES IN THE FI

300 IF C$="C~” THEN CLOSE #-1 ELS

Color
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E CLOSE #1 °CLOSE FILE

310 IF C$="C~” THEN OPEN ~07,-1,

M$:G0TO0330 "OPEN THE NEW CASSETT
E FILE
320 OPEN ~“0~,#1,M$ °“OPEN THE NE

W DISK FILE
330 FOR J=1 TO X

340 A$=A$(J): PRINTAS$ °“PRINT THE
FILE AS IT IS BEING PROCESSED
350 °“TEST LEFT CHARACTER

360 Y$=LEFT$(A$,1): Y=ASC(Y$): L
=LEN(A$) “FIND VALUE OF As

370 IF Y=32 THEN A$=RIGHT$(AS$,L-
1): GOTO0360 °“ACCEPT SPACE FOR TH

E LEFT CHARACTER260 IF Y<48 THEN
PRINT“UNAUTHORIZED CHARACTER GO
ING TO NEXT LINE”:GOTO 300

380 IF Y>57 THEN 420

390 °“THE ASCII VALUES FOR NUMBER
S IS FROM 48 FOR A O TO 57 FOR A
9

400 IF C$="C” THEN PRINT#-1, AS
ELSE PRINT#1, A$ °‘REWRITE THE LI
NE TO THE DISK OR CASSETTE FILE
410 GO TO 430

420 PRINT”UNAUTHORIZED CHARACTER
IN LINE. GOING TO NEXT LINE ~ °

THIS PROGRAM OMITS LINES WITH UN

AUTHORIZED CHARACTERS AT THE BEG
INNING.

430 NEXT J

440 PRINT“THE CONVERSION IS FINI
SHED”
450 CLOSE
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[ PRODUCT REVIEWS )

CoCo 3 Wheel
Reviewed by Norm Hatice

CoCo 3 Wheel is a takeoff of
the popular game show Wheel of
Fortune. The wheel, the dollar
amounts on the wheel, the buying
of vowels, and puzzles to quess
are all there. The only thing
missing are Pat and Vanna. Like
the game show the puzzles come
in four different categories,
people, places, phrases and
things.

As each letter 1is gquessed it
is put on the wused letter
board., If it 1is part of the
puzzle then those letters in the
puzzle are revealed. You can
continue to spin or guess the
puzzle. The game will accomm-
odate up to 6 players.

There was only one thing that
bothered me about the game. With
each spin, some of the text on
the screen would change colors.
This was not a problem for the
most part, but occasionally 1
would have yellow ¢text on a
white background. When combina-
tions such as this would come up
it would make reading the screen
extremely difficult. That aside,
the game has plenty of color 1in
it and allows for the use of a
composite or RGB monitor.

If you like Wheel of Fortune
or want a hangman type game you
may want to check this game out.
The game lists for $21.00 and is

avallable from Sportsware, 1251
South Reynolds Road, Sulte 415,
Toledo, Ohio 43615. They also

have a version avallable for the
CoCo 2.
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Black Grid
Reviewed by Norm Matice

Black Grid 1is a
game, from Sportsware. According
to the paperwork I got with the
game, it 1is based on a game cal-
led Black Box. I had never seen
the game Black Box so the con-
cept of the game was new to me.
Instructions are 1included as
part of the program. Due to the
fact that ¢this 1s a strategy
game you will want to read the
instructions carefully. I had to
read them twice to figure out
just how to play the game.

' Fortunately there are a cou-
ple of different modes on the
disk that help you ease into the

strateqgy

rules of the game. One allows
you to see where your targets
are and how the shot you fired

travels. With this screen it 1is
possible to catch on to the con-
cept of the game.

The game itself has the op-
tion of filling from two to nine
grids with targets. This is on
an eight by eight matrix. The
object of the game 1is to fligure
out which of the grids are fil-
led. The way to do this is to
shoot your ray down a column or
row and watch 1its behavior.
There are four possible beha-
viors. The ray can go straight
through, 1indicating no filled
blocks in that row or column. It
can be deflected by passing
within a certalin distance from a
block. It can be reflected or it
can actually hit a filled block.

The object of the game is to
find all the hidden filled loca-
tions wusing the least number of
turns. While playing the game
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I was
When I

with two fllled blocks
able to find them both.
tried with nine locations
filled, it became quite obvious
that the game would take a great
deal of thought and planning to
be able to find all the loca-
tions.

This is a game that can pro-
vide you a challenge for hours.
It is avallable from Sportsware,

1251 South Reynolds Road, Sulte
414, Toledo, Ohio 43615 and cost
$21.00.

Super Pitfall
Color Computer 3 Game

Reviewed by Norm ftatice

Pitfall Harry 1is at |t
again. This time around its
Super Pitfall that takes him
back underground. Its your job
to keep bhim alive while he ex-
plores the subterranean lab-
yrinth that holds his girl, his
pet and the priceless Raj dia-

mond. To get him out alive you
must free the girl, the cat, and
posess the diamond. Sound sim-
ple? Nothing ever is with Harry
around.

The

sorts of

pit 1is filled with all

mortal danger. There
are snakes, scorplions, splider,
fish, eels, frogs, bats, vul-
tures all packing lethal bites.
Fortunately Harry 1is packing
heat. In addition to the gun he
carries into the pit with him
there are more to be found lying
around at different 1levels. Of
course 1ts awfully hard to shoot

small creatures, such as scor-
plons and spliders, so Harry
posesses the agllity needed to

jump out of the way of danger.

A couple of things I had
trouble with were trying to
figure out how to fire the gun
and how to get into the explorer
mode of play. I couldn’t seem to
find how to use them in the 1in-
struction book that comes with
the game. The gqun I finally
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fired from the space bar on the
keyboard. The explorer mode \1is
accessible from the how many
players 1line of the set up
screen. Other than that, the
instruction seem to explain
everything else I encountered 1in
the game.

Actually wandering around
the different levels of the
maze, I was impressed with how

much territory you can cover and
still be in new uncharted areas.
One of the things I was thankful
for was the optlion to turn the
music off at anytime. It was a
nice tune to start, but the re-
petition of it was starting to
get on my nerves. In fact the
game has many options and can be
played in many confligurations.
It 1includes everything from one
player novice to two player
expert.

The game requires a 128K CoCo
III, with TV or monitor, and a
joystick. It is an engaging game
that can keep a person occupled

for hours. It is avallable from
Radio Shack on ROM pak for
$29.95.

GFL CHAMPIONSHIP FOOTBALL II
Color Computer III Game
Reviewed by Norm Matice

GFL Champlionship Football II
1s just what you would suspect
from the name of the game. It 1is
a football simulation on the
computer. To play you will need
a Color Computer III with 128K
and a joystick. The game has 20
teams all rated for varlious
strengths and weaknesses as
stated on page 35 of the 1in-
struction booklet.

As the game
have the option
your opponent. Until you have
had a chance to practice up a
little, it is wise to pit a good
team (for yourself) agalilnst a
weaker team (for the computer).
After picking teams you have the
option of a fast game or a re-

opens you will
of selecting



Dynamic Color News Feb 1989

gular game. A fast game consists that this is due to the memory
7&1/2 minute quarters as op- limitations of a ROM pac. There
posed to 15 minute quarters. is only 16K in which to program.
After this the game begins with This isn‘t too much of a dis-
the other team kicking off to traction though. I found that
you. the game was easier to follow
The screen 1s split 1into watching the overhead view.
three distinct areas. On the One of the things you notice
upper left portion of the screen playing the game 1s that the
1s a player‘s eye view of the computer 1is much more accom-
action. This view will show the plished at passing then you will
field for whichever way the be to start. This 1s one of the
player 1is turned or moving. On areas that will take practice.
the upper right hand side is an The other thing that is a little
overhead view (much like what a strange 1is the choice of numer-
blimp would see). This view will ous offensive plays, but no
help you get a feel for the re- choice of defensive plays. The
lative positions of both team’s best you can do on defense |is
players. The ball 1is represented control one defender. The
on this view by a brown square. computer will handle the others.
are the largest of the blue If football 1is your game, GFL
squares. The bottom of the Championship Football II will
screen holds the vital statis- no doubt keep you happy. The
tics, such as, time, down, yards computer can be a formidable
to go and quarter. opponent and your offensive
The portion of the screen for choices are a deciding factor in
the player’s view was a bit of a the outcome of the game. The ROM
disappointment due to the poor pac 1is available at Radio Shack
quality of the graphics. In stores and cost $29.95.

defense of the game I will say

M. SorTware

.R d Bad-FULL FEATURED COMPUTER AIDED DESIGN AND DRAWING PROGRAM!

Ll ’ -AMAZING NEW SYSTEM OF TEMPLATES ALLOWS ANY NUMBER OF
USER-DEFINED SYMBOLS-COMES WITH 3 TEMPLATES OF ELECTRONIC AND PROGRAMMING
SYMBOLS

-HUGE SCREEN-(6 PMODE 4 SCREENS)

-LINES, BOXES, CIRCLES, ARCS, VARIABLE SIZE TEXT, 256000+ COLORS/PATTERNS+MORE
=PRINT ENTIRE SCREEN TO RADIO SHACK PRINTERS

-EASY TO USE POINT AND CLICK MENUS!

~FINE JOYSTICK CONTROL WITHOUT THE NEED FOR ADDITIONAL HARDWARE'!

Requires 64k CoCo 1/2,disk, joystick

ONLY $22!'!

-MAKES YOUR COMPUTER FUNCTION AS A NORMAL CALCULATOR PLUS!
-ALL OF THE TRIG FUNCTIONS (LOG,COS,SIN,ART,ARC)
SupiCCLLC -10 PROGRAMMABLE USER FUNCTIONS
-14 FINANCIAL FUNCTIONS
-SOLVES QUADRATIC EQUATIONS,COMVERTS MEASUREMENTS,LINEAR  INTERPOLATION,
+MORE!
-PLUS SQUARE ROOT,EXPONENTS,DEGREES OR RADIANS,ETC.
-PROGRAM CALCUALTOR THROUGH USE OF A DISK FILE!

-COMES VITH COMPLETE SOURCE CODE
Requires 0S-9 and BASIC-09 ONLY $20!!

CAN'T FIND WHAT YOU NEED? CALL OR WRITE US AND WE'LL MAKE IT FOR YOU!

TO ORDER, MAKE A CHECK OR MONEY ORDER PAYABLE TO:
BRIAN DEMARCO,1209 WILDWOOD LANE,BINGHAMTON,NY 13903 607-729-2629
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PROGRAMS! PROGRAMS! and even more PROGRAMS!
from Bill Bernico Software

Response from my Ralnbow ad (May °88 - Page 56) was so great that
I’'m extending my offer. I‘'m selling ALL 7 of my “Pack” disks at
half price. That’s right, you’ll get COCOPACK, FUNPACK,
VALUPACK, SUBPACK, UTILPACK and 3-PACK (Volumns 1 & 2). These
‘Pack’ disk originally sold for $6 EACH! Now they can be yours
for the low low price of just $21.00. That‘’s HALF PRICE! 1I°11
even pay shipping and handling. $21 is all you pay. You‘ll get
games, graphics. utilities, tutorials, educational, home help,
disk management, font styles, printer, music, graphic lettering
and input programs and many more useful, helpful and entertaining
programs for your CoCo 1, 2 AND 3 . Over 230 programs in all,
and over 50 of those are for the new CoCo 3. The graphics are
terrific.

Here”s what you“ll find on each disk:

COCOPACK - Over 60 programs, featuring selections from all
catagories. Many graphic screen fonts.

FUNPACK - This disk includes additional and expanded fonts as
well as ‘CoCoSize’, the exercise program for the Color Computer.
(See the Rainbow review April °87 page 143 for details)

VALUPACK - This disk could have been called CoCoPack II because
it contains dozens more programs in lots of catagories.

SUBPACK - Attention programmers! Here’s a disk crammed with
dozens of handy subroutines for you to use in your own programs.
Throw dice, deal cards., display text on the graphics screen (CoCo
1&2) and much more!

UTILPACK - Find ML addresses, format your printer, figure
business and finance deals, or calculate camera settings. These
are just SOME of the many Utilities you’ll find.

3-PACKs - volumns 1 and 2 of contaln many many programs just
for the Color Computer 3. The graphics capabilities of this
marvelous machine make it a natural for exciting games, graphics,
and all the other catagories as well. A must for your growing
collection of CoCo 3 programs!

Just to see iIf you‘re paying attention, for anyone who orders
this collection of my goodies, I°11 throw in disk number 8...1t°s
called 3-PACK (Volumn III) and it’s loaded with many more goodies
just for the Color Computer 3. Remember, $21 will get you 8, not
7 disks. U.S. funds only. Send cash, check or money order only
to:

Bill Bernico Software
708 Michigan Avenue
Sheboygan, WI 53081
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QUESTIONS & ANSWERS

Dear Sirs,

I have a Color Computer II, a
double disk drive, OMP -132
printer a deluxe RS 232 Program
pak, a multi-pak 1interface, a
Kenwood Transceliver and a
General Ham License. I also
have a strong desire to get
into digital communication. 1

am more interested in AMTOR and

RTTY than I am in PACKET.

Can you advise me what more I°11
need except DATA CONTROL VIXIT.
I can’t decide which one to
get. Can you tell me if the
MFJ-1278 will function. 1If it
will, I°d prefer it because of
the lower price. I°m retired on
a fixed income.

Please advise me what you would
recommend and if you have any
sof tware programs that will
accomplish what I want.
Thank you for your help.
Les Anderson

ANSWER:

Les thank you for your ques-

tion. I am not familar with the
MFJ units as all I have done \is
look at their advertisements 1in
the catalog.

We have a RTTY program that
just requires connecting your
transceiver’s audio to a cas-

sette cable and connecting the
audio from your computer to your
mike jack. We showed how to do
this in our DOCN issue #50.

Before you purchase a
commercial unit, make sure they
have software for a color compu-
ter. If a terminal program 1is
required, we have some in our
public domain collection.

+ + +

Dear 8111,

Since receiving your
copies OCT-NOV of DCN 1

Help.
sample
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have been trying to have the Im-
proved Morse Keyer Program on PG
35, 0OCT 88 to run for me. I
have typed in this program many
times and when I try to run 1{t,
i1t comes up with this LINE

730 SYNTAX ERROR

780 NF ERROR

590 FC ERROR

I am a beginner here with a

TRS80C Model 2. I wired up the
interface from page 37 fiqure 1
and can you tell me if PIN 2 on
the coco serial is correct? As I
understand Pin 2 is the Recelive
Terminal . Can this be correct?
So “Bill” after struggling with
this problem for a long time can
you please let me know If the
program in OCT 88 issue is cor-
rectly printed? Your help will
be greatly appreciated by me. 1
am 67 years old Bill. But have
aged somewhat with this problem.
HO HO. Hoping to hear from you
soon regaring this problem.

ANSWER:
As far as I know the program is
correct as printed. I take a

working program and print it. We
do reformat the printout so that
when a 1line 1is longer that 32
characters we indented the con-
tinuation 3 spaces. Starting
this month we just leave a space
before 1listing a long line. You
may check to make sure a zero
(0) 1is not interchanged with an
0.
You are correct about an er-

in our drawing in the Octo-
Pin 4 should be used
pin 2 to send data.
The diagram is correct 1in our
November 1issue. If you have a
vacuum tube transmitter then you
will have to use the circuit in
the October issue.

+ + +

ror
ber issue.
instead of

If you have a question or a so-
lution to a problesm, we would
like to hear from you.
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A CHALLENGING GAME

The Robot is after you!!! All
you have to do is avoid it. This
1s an exciting one player game.
Use the arrow keys to control
your movements. Your score 1is
indicated by the growing bar
at the bottom of the screen.
Hang in their and out smart the
robot.

10 CLS:GOSuUB 1490

20 DIM R(5).Y(5).B(5).PX(12),PY(
12),7(3),F(12,12),YX(12,12),YY(1
2,12)

30 GOSuB 270:GOSuB 430:GOSuB 710

40 FOR I=480 TO 511:READ A:POKE
I1+1024,A:NEXT

50 IF INKEY$="" THEN 50

60 POKE 1535,52

70 MX=128:DX=14:MY=95:DY=10:XR=1
2:YR=8:XY=1:YY=5:RR=1:TA=0:0=0
80 FOR X=1 TO 12

90 PX(X)=MX+(X-7)*DX+1

100 NEXT X

110 FOR Y=1 TO 12

120 PY(Y)=MY+(Y-7)*DY+1

130 NEXT Y

140 PCLS O

150 FOR A=2 TO 6

160 POKE 1535,51

170 LINE(MX-A*DX,MY-A*DY)-(MX+A*
DX ,MY+A*DY),PSET,B

180 NEXT

190 FOR A=3 TO 5

200 LINE(MX-DX,MY-A*DY)-(MX+DX,M
Y-A*DY),PRESET:REM VERT OPEN

210 LINE(MX-DX,MY+A*DY)-(MX+DX,M
Y+A*DY),PRESET

220 LINE(MX-A*DX ,MY-DY)-(MX-A*DX
+MY+DY),PRESET: REM HORIZ OPEN

230 LINE(MX+A®DX ,MY-0Y)-(MX+A%DX
+MY+DY),PRESET
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240
250
260
270
280
290

NEXT

POKE 1535,51

GOTO 580

PMODE 4,1

PCLS O

GET (0,0)-(12,8),B.G

300 DRAW “BM 2,3:;R2:;U2:;R3:;D2:R2:;
D3;L15;U2:L1:D5:R1:D1:L2:;U3:L1:D3
sL2;U1:R1:;U5:L1:D2:L1:U3”

310 GET (1,1)-(12,8).,R.,G

320 PCLS O

330 LINE (6,3)-(6,7),PSET:LINE (
4,5)-(8,5),PSET

340 GET (1,1)-(12.,8).,T7.G
350 PCLS O

360 LINE (6,3)-(6,5),PSET
370 LINE (6,5)-(8.,8),PSET
380 LINE (6,5)-(4,8),PSET
390 LINE (4,4)-(8,4),PSET
400 CIRCLE (6.,2),1

420 RETURN

430 FOR Y=1 TO0 5

440 FOR X=1 TO0 12

450 READ F(X.,Y)

460 NEXT X,Y

470 FOR Y=8 T0 12

480 FOR X=1 TO 12

490 READ F(X.,Y)

500 NEXT X,Y

F(X,Y)=0
NEXT X,Y
RETURN

580 PUT (PX(XY)+1,PY(YY)+1)-(PX(
XY)+12,PY(YY)+8),Y,PSET
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590 PUT (PX(XR)+1,PY(YR)+1)-(PX(
XR)+12 ,PY(YR)+8),R,PSET

600 POKE 1535,50

610 FOR X=1 TO 12

620 FOR Y=1 TO 5

630 IF F(X,Y)=1 THEN PUT (PX(X)+
1,PY(Y)+1)-(PX(X)+12,PY(Y)+8),T,
PSET

640 NEXT Y,X

650 POKE 1535,49

660 FOR X=1 TO 12

670 FOR Y=8 TO 12

680 IF F(X,Y)=1 THEN PUT (PX(X)+
1,PY(Y)+1)-(PX(X)+12,PY(Y)+8),T,
PSET
690 NEXT Y,X
700 GOTO 930
710 FOR Y=1 TO 5
720 FOR X=1 TO 12
730 READ YX(X.,Y),YY(X.,Y)
740 NEXT X.Y
1000 TX=XY:TY=YY

750 DATA 1,0,1,0,1,0,1,0,1,0,1,0
.1,0,1,0,1,0,1,0,1,0,0,1,0,-1,1,
0:100:1:00100:1:0:1:0;110:1:0:1:
0:0:1:0:1:01_10())_101'0:1:0:1:0'
1:0:1:0:100:1:0:0:100:1:0:1)01-1
100—1:0:—10110010001)0:1)011:0:0
11104110410011:00_100)_110)_1;0i
-1,0,0,0,0,0,0,0,0

760 DATA O0,1,0,1,0,1,0,1

770 FOR Y=6 TO 7

780 FOR X=1 TO 12

790 READ YX(X,Y).,YY(X.Y)
800 NEXT X,Y

810 DATA 01-150'-1000_100)_10000
lololololololol100‘110'1'0‘1

820 oAtA 0,-1,0,-1,0,-1,0,-1,0,0
.0,0,0,0,0,0,0,1,0,1,0,1,0,1

830 FOR Y=8 TO 12

840 FOR X=1 TO 12

850 READ YX(X,Y),YY(X.,Y)

860 NEXT X,Y

870 bATA O,-1,0,-1,0,-1,0,-1,0,0
:0:0;010101000'100:1;0:100:1:0:_
1.0:_1:01_110,_1;_100:_1 10:_1 IOD
—1101—1l010)110010011

880 DATA 00-1)00-1)0;-1 0-1000-1!
,-1,0,-1,0,-1,0,-1,0,-1,0,0,1,0
.1
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890 DATA 00_1101_1;_1'0:_1:01_11
00—1101—1105_1;00-1000-110:-1 lOl
0.1

{00 DATA O,-1,-1,0,-1,0,-1,0,-1,
01—1;0:—110:—1500—1005_1100-1 lOI
-1,0

910 RETURN

920 DATA 32,32,32,32,40,16,18,5,
19,19,32,1,14,25,32,11,5,25,32,2
0,15,32,2,5,7,9,14,41,32,32,32,5
3

930 SCREEN 1,1

940 GOSuB 990

950 IF CV THEN1550

960 GOosus1080

970 IF CV THEN1360

980 GOTO 940

990 IF XY=6 OR XY=7 OR YY=6 OR Y
Y=7 THEN GOSUB 1200 ELSE X=YX(XY
2YY)Y=YY(XY,YY)

1010 XY=XY+X:YY=YY+Y

1020 IF F(XY,YY)=3 THEN CV=1:GOT
01040

1030 IF F(XY,YY)=1 THEN TA=TA+1:
LINE (TA-51%0,180-0)-(TA-51%0,18
5-0),PSET:SOUND 99,1:1IF TA=255 A
ND 0=0 THEN 1470

1040 PUT (PX(TX)+1,PY(TY)+1)-(PX
(TX)+12,PY(TY)+8),8,PSET:F(TX,TY
)=0

1050 PUT (PX(XY)+1,PY(YY)+1)-(P
X(XY)+12,PY(YY)+8),Y,PSET:F (XY,Y
Y)=2

1060 IF CV THEN RETURN

1070 RETURN

1080 IF XR=YR THEN X=0:Y=YX(XR,Y
R):GOTO 1120

1090 IF XR=13-YR THEN X=-YY(XR,Y
R):Y=0:GO0TO 1120

1100 IF(((XR=6 OR YR=6)AND(XR<YR
))OR((XR=7 OR YR=7)AND(XR>YR)))
THEN GOSUB 1260:GOTO 1120

1110 X=-YX(XR,YR):Y=-YY(XR,YR)
1120 TX=XR:TY=YR

1130 XR=XR+X:YR=YR+Y

1140 IF F(XR,YR)=2 THEN CV=1



Dynamic Color News Feb 1989

1150 PUT (PX(TX)+1,PY(TY)+1)-(PX
(TX)+12,PY(TY)+8),T,PSET
1160 F(TX,TY)=1

1170 PUT (PX(XR)+1,PY(YR)+1)-(PX
(XR)+12 ,PY(YR)+8) ,R,PSET:F(XR,YR
)=3

1180 IF CV THENRETURN

1190 RETURN

1200 IF PEEK(341)=247 AND YY<>1
AND YY<>9 AND YY(XY,YY)<>1 THEN
X=0:Y=-1:RETURN

1210 IF PEEK(342)=247 AND YY<>4
AND YY<>12 AND YY(XY,YY)<>-1 THE
N X=0:Y=1:RETURN

1220 IF PEEK(343)=247 AND XY<>1
AND XY<>9 AND YX(XY,YY)<>1 THEN
X=-1:Y=0:RETURN

1230 IF PEEK(344)=247 AND XY<>4
AND XY<>12 AND YX(XY,YY)<>-1 THE
N X=1:Y=0:RETURN

1240 X=YX(XY,YY):Y=YY(XY,YY)
1250 RETURN

1260 IF XY<YY THEN LY=XY:2Y=YY E
LSE LY=YY:2Y=XY

1270 IF 13-2Y<LY THEN RY=13-2Y E
LSE RY=LY

1280 IF RR=RY THEN X=-YX(XR,YR):
Y==YY(XR,YR) :RETURN

1290 IF RR<RY THEN GOSUB 1320:GO
TO 1310

1300 IF RR>RY THEN GOSUB 1340
1310 RETURN

1320 RR=RR+1:IF YX(XR,YR)=0 THEN
IF XR>6 THEN X=-1:Y=-1 ELSE X=1
tY=1 ELSE IF YY(XR,YR)=0 THEN IF
YR>6 THEN X=1:Y=-1 ELSE X=-1:Y=
1

1330 RETURN

1340 RR=RR-1:IF YX(XR,YR)=0 THEN
IF XR>6 THEN X=1:Y=-1 ELSE X=-1
tY=1 ELSE IF YY(XR,YR)=0 THEN IF
YR>6 THEN X=1:Y=1 ELSE X=-1:Y=-
1

1350 RETURN

1360 FORX=1TO10:NEXT
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1370 SOUND 108,3:SOUND 108,2:S0U
ND 147,10:FOR T=1 TO 40:NEXT T:S
OUND 108,3:SOUND 147,2:SOUND 170
.10
1380
1390

RESTORE:GOSUB430
CLS

PRINT:PRINT:PRINT:PRINT~
UGH!”~
PRINT~

1400

1410 HE GOT YoOu~
1420 PRINT:PRINT“BUT BEFORE HE D
ID YOU MANAGED TO SCORE ~“;STRS
(TA):;~,000 POINTS”

1430 PRINT:PRINT”THAT’S NOT TOO
BAD. WANT TO TRY AGAIN~;
1440 INPUT ANSS

1450 IF LEFT$(ANSS$,1)="Y" THEN S
CREEN 1,1:CVv=0:GOTO 70

1460 END

1470 CLS:PRINT:PRINT:PRINT:PRINT
tPRINT"C ONGRATULATTIO
N S !":PRINT:PRINT” YOU HAVE SA
VED YOUR SELF - AND ALL HUMANIT
Y AS WELL”:PRINT:PRINT”DO YOU WI
SH TO CONTINUE ON TO TRY AND S
ET A NEW RECORD™:;

1480 INPUT AS$:IF LEFT$S(AS.,1)="Y~
THEN O=5:SCREEN 1,1:CV=0:G0T0 1
040 ELSE PRINT”YOU DESERVE A BRE
AK” : END

1490 PRINT:PRINT”
OTRUN”: PRINT

ROB

1500 PRINT~ THE ROBOT IS AFTER Y
OU! ALL YOUHAVE TO DO IS AVOID I
T. USE THE ARROW KEYS TO CONTROL
YOUR MOVE-MENT.~”

1510 PRINT” YOUR SCORE IS INDICA
TED BY THE GROWING BAR AT THE BO
TTOM OF THE SCREEN.”

IF YOU HANG IN THERE
ENOUGH YOU WIN.”

1520 PRINT”
LONG

1530 PRINT:PRINT~ GOOD LUCK!!

1540 RETURN

1550 PUT(PX(XR)+1,PY(YR)+1)-(PX(
XR)+12,PY(YR)+8),R,PSET:GOTO01360



HAM RADIO PROGRAMS
For Radio Shack Color Computers

MORSE - This
be pressed and

program allows.a key to
then sounds the Morse
equivalent. It also will send random
characters. This is an excellent tool for
developing code speed for the the Novice,
Technician, or General <class 1licenses.

DX - Type in a prefix for a forelign
country and have the country displayed.

ANTENNA - An antenna design program
that calculates the dimensions for a wide
spaced Yagl antenna of up to 4 elements.

Order HR-1 (3 programs) $11.95

MORSE TERMINAL

when used with an interface this con-
verts your color computer into a Morse
Terminal. To transmit just type the Morse
characters and the computer keys your
transmitter. In the receive mode the
computer decodes and displays the Morse
characters on the screen. Instructions
are 1included for bullding an 1interface
with off the shelf parts. HR-2 $12.95

STATION LOG

Keep a record of your contacts. Just
enter the information as it 1s requested.
Items that are the same such as date,
frequency, and type of emission need only
be entered once and changed as needed.
Save and load records to tape or disk.
Add to the log and quickly find stations.
Print the log to a printer.HR-3 $9.95

THERMOMETER

Now your computer can give you the tem-
perature in both Fahrenhelit and Centi-
grade. Assembly plugs 1into a joystick
port & consists of a thermistor on a 10°
cable for the single unit and a second
thermistor on a 20° Fflat cable for the
dual unit. The dual unit can be used to
measure 1inside and outside temperature.

CC-THERM $12.95, CC-THERM 2 $19.95.

MEMORY SAVER 2

A battery backup for all color compu-
ters. Leave programs in your computer and
the Memory Saver wlill preserve them in
case of a power fallure. A real time
saver for cassette systems. MS-2 $39.95

WEATHER FACSIMILE (WEFAX)
Oraw weather maps on the screen. Feed

transceiver’s audio 1into the cassette
port. Requires a joystick. WEFAX $6.95.

Checks,

Dynmnamic Electronics
(205) 773-2758
35640

P. 0. Box 896
Hartselle, AL

VISA or MC,
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HAM RTTY TERMINAL

Uses the cassette port. Requlires simple
interface to connect cassette audio into
the Mic jack and receiver audio into the

Interface instructions are
75. & 100 WPM Baudot.

cassette port.
included. 60,
RTTY $6.95.

* MORSE KEYER (new) *

Send characters direct from the keyboard
or select up to 10 preprogrammed messages
to automatically call CQ, CQ DX, First
Transmission, Weather, DE your call, etc.
Also allows entering the call letters of
the station worked and his name which can
automaticaly be sent by pressing only one
key. Order the <cable below for a super
keyer for less than $25. M-KEYER $12.95

* KEYER INTERFACE (new) *

Interface cable that connects to the
printer port of the color computer & the
KEY 1input of solld state transcelvers.
Wired for 2 or 3 conductor 1/4 inch plug
(state type). Maximum key up voltage is
15 volts. Will not work on vacuum tube
transmitters. 6° long, KEY-IN $12.95

Dynamic Color News on Tape or Disk
86.95 each or 6 for 835 including ship.

AUDIO GENERATOR - Generates exact digital
audio frequencies using your computer’s
crystal as a standard. Audio signal 1is on
the cassette cable. DCN #a3a.

FREQUENCY COUNTER - Accurately measure
audio frequenclies up to 12000 hertz. Feed
unknown frequencies in on the cassette
cable. DCN #45.

TUNING METER- Indicates proper tuning far
RTTY and Slow Scan Television. Excellent
for use with hardware decoders. DCN #48.

most problems with
decibels, etc. An
for studying for ham

Solves
antennas,
program
DCN #50.

HAM MATH -
circults,
excellent
licenses.

See Dynamic Color News on tape or disk
fndex for additional support programs.

Atl programs are color computer 3 compa-
tible unless indicated and are on tape or
disk. Please specify tape or disk soft-
ware. A 32K minimum computer 1s required.

Add 93 shipping.

Inc.
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RECEIVING MORSE CODE

In this series I am showing
how to use the Radio Shack Color
Computers for ham radio appli-
cations. In the October and
November 1988 1issues of Dynamic
Color News, I showed how to
build a simple 1interface to
allow the computer to be a de-
luxe Morse code keyer. This
interface used the RS-232 or
printer port and could be built
completely in the cable.

We have had many requests for
a more simple Morse interface
than we use in our Morse termi-
nal program. That 1interface
required a power supply with 3
voltages and a couple of inte-
grated circults. wWwhat I would
like 1s a simple interface for
receiving Morse code 1like I
developed for keylng a trans-
mitter.

To use
receliving would
somehow I obtain a
minus voltage source. This was
what was used in the Morse ter-
minal 1interface and was one of
the reasons that a power supply
was required.

After 1looking at the casset-
te, printer., and joystick ports,
I discovered that 5 volts was
avallable on the joystick port
and that perhaps I needed to
take a different approach at
receiving Morse code. I have
been amazed at the joystick
ports because of thelr useful-
ness. We wrote a series on
using them for other applica-

the RS-232 port for
require that

plus and
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tions such as a voltmeter and
thermometer. I decided to use a
circuit similar to the keyer
circuit and 1let the joystick
input change with an audio sig-
nal. I connected the receliver- s
audio into the base of a 2N2222
transistor through a 10K resis-
tors. A second 10K resistor was
connected across the base and
emitter of the transistor. I
then connected a 100K resistor
from the 5 volts in the joystick
port to the collector of the
transistor. I also connected a
.1 microfarad capacitor across
the resistor. The input to the
joystick port goes to the col-
lector of the transistor. See
Fiqgure 1 for the schematic
diagram.

With no audio signal, the
joystick port should be high and
give a reading of 63. When a
signal 1is present, the reading
should go low indicating a sig-

nal. The capacitor and resistor
form a time constant and hold
the signal 1low on the negative

half of the audio cycle.

To connect the audio to the
computer, an external speaker
and a “Y” adapter will be re-
quired. It may be possible to
use the computer‘s audio cir-
cuit, but the audio has to be
turned off for the joystick port
to work. I may be able to work
this out later, but for now I am
using an external speaker.
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Since I had previously devel-
oped software for decoding Morse

code, I decided to basically use
it and add a few 1improvements.
First of all, I knew that a ma-

chine language subroutine would
be required for the timing. I
used 30000-30100 in my previous
program so I decided ¢to stay
with this memory location. How-
ever I decided ¢to use the USR
function so that I could return
the time directly to basic and
not have to use memory peeks to
obtain the time. The USR func-
tion is much faster and actually
saves some basic steps.

Basic is fast enought to com-
bine the bits into a character.
I used an array for the char-
acter look up table and set up
the array for 130 characters. A
character that is not a Morse
character causes a space to be
printed. This saves cluttering
up the screen.

The program automatically ad-
justs for speed. If the compu-
ter‘s speed 1is to slow, it is
doubled and if it is too fast,
it is divided by two.

As the program \1is
option to select the
speed mode is avallable. This
should be used for fast speed
stations and the normal speed
should be wused for very slow
stations. There 1is a speed
range where both will work.

Since there are many stations
that do not send properly, 1
looked at a feature that would
copy some of them. I added a
section that allows for wide
spaces between elements. For
example an “R~” 1is dit-dah-dit.
If too much space is left be-
tween the elements, the computer
will print the characters for
dit, dah, and dit which will be
ETE since a single dit is an “E”
and a single dah is a “T*. With
this wide space option, more
time is allowed between charac-
ters for the computer. I picked
a value that seemed the best
compromise and it enabled me to
copy some stations that I would

run, an
double
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not have been able to previously
copy. To enable the wide space
press the right arrow while re-
ceiving. To return to narrow
spacing press the 1left arrow.
To find out the kind of spacing
you are using press the “S” key
and the 1information will be
printed on the screen.

The machine language is trans-
ferred to memory by a READ -DATA
arrangement. This allows the
subroutine to be contained with-
in the program.

Next month I want to combine
the Deluxe Morse keyer with this
program to have a new Morse ter-
minal program. This program
works very well and I am pleased
with {t. Remember that if a
station does not send properly,
then the computer can not dis-
play it correctly. Static (QRN)
and interference from other sta-
tions (QRM) will cause errors.
Ad just the receiver’s volume and
frequency for the best copy.

MORSE CODE DECODER

10 KK=,5 “NARROW SPACING
20 DEFUSRO0=30031

30 DIM As$(130)
THE CHARACTERS

“SET UP ARRAY FOR

40 CLS:PRINT”MORSE CODE RECEIVER
PROGRAM
50 PRINT”CcOPYRITE (c) 1989

60 PRINT"dYNAMIC eLECTRONICS iNC

70 PRINT"WRITTEN BY BILL CHAPPLE
W4GQC

80 PRINT:PRINT”PRESS THE RIGHT A
RROW FOR WIDE SPACING ON RECEIV
E AND THE LEFT ARROW FOR NARROW

SPACING. PRESS THE S KEY TO SHOW
THE SPACING THAT IS PRESENTLY
IN USE.

90 PRINT

100 IF PEEK(33021)=50 THEN C3=2
“COLOR COMPUTER 3 TEST

110 PRINT”PRESS D FOR DOUBLE SPE
ED
120 OS=INKEYS:IF O$="" THEN 120
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130 IF D$="D" THEN DS=1

140 IF DS=1 THEN POKE 65495+C3,1
ELSE POKE 65494+C3,0
150 ° LOADM ML SsusB

160 FOR J=30000 TO 30072:READ A:
POKEJ,A:NEXTJ
170 °“INITIALIZE THE ARRAY

180 FOR J=0 TO 129:A$(J)=CHR$(32
) :NEXTJ

190 °“DEFINE THE CHARACTERS

200 A$(5)="A":AS$(24)="B"

210 A3$(26)="C~:AS$(12)="D"

220 AS$(2)="E~:AS$(18)="F

230 A3$(14)="G":A$(16)="H"

240 AS(4)="1":A$(23)="J
250 A3$(13)="K~:A$(20)="L
260 A3(7)="M":A$(6)="N
270 A$(15)="0":A$(22)="P
280 A$(29)="Q":A3$(10)="R
290 A$(8)="S~:A3(3)="T
300 A$(9)="U":AS$(17)="V
310 A$(11)="W":AS$(25)="X
320 A$(27)="Y":A$(28)="2
330 A$(63)="0":A$(47)="1
340 A$(39)="2":A%(35)="3
350 A$(33)="4":A%(32)="5
360 A$(48)="6":A%$(56)="7
370 A$(60)="8":A%(62)="9
380 A$(85)=".":A$(115)="
390 A$(76)="7":A$(97)="*
400 PRINT

-

410 X=USRO(O)
SUBROUTINE

‘GET TIME FROM ML
420 A=PEEK(29999) ‘A TELLS WHETH
ER WE WERE TIMING DATA OR SPACES

430 IF A=0 THEN 520 ‘0 IS A SPAC
E

440 °“THE FOLLOWING IS AUTOMATIC
SPEED ADJUSTMENTS

450 IF X>(6%S) THEN S=2%*S

460 IF X<(S/2) THEN S=S/2

470 IF S<1 THEN S=2

480 W=0:IF X>=2%S THEN W=1

490 Q=2*Q+W

500 IF Q@>=128 THEN Q=0 “128 IS T

HE LARGEST CHARACTER WE HAVE. I
F GREATER THAN 128 THEN MUST BE
AN ERROR.

510 GOTO 410

520 PS$=INKEYS$:IF P$=""THEN 580

530 ° THE FOLLOWING ALLOWS FOR A

Feb 1989
ODITIONAL SPACING BETWEEN BITS.

540 IF P$=CHRS$(8)
0580

THEN KK=.5:GO0T

550 IF P$=CHRS$(9)
T0580

THEN KK=2.0:GO

560 IF P$=*S~ AND
NT”CLDSE SPACING”

KK=.5 THEN PRI

570 IF P$="S~ AND
INT*WIDE SPACING
580 IF X<KK#*S THEN 410

KK=2.0 THEN PR

590 PRINTAS(Q)::IF X>5%S THEN PR
INT~ ~;

600 IF JDYSTK(0)>55 THEN 600 °TH
IS IS SPACE BETWEEN WORDS. THIS

CAUSE THE PROGRAM TO WAIT UNTIL

ADDITIONAL CHARACTERS ARE BEING

SENT

610 Q=1

620 GOTO410

630 DATA 189,169.,222,182,1,90,12
9,55,36,3,134,1,57,79,57,18,18

640 DATA 79,183,117,47,57,18,18,
18,18,18,18,18,18,18,141,223,183
.117,47,79,95,253,117

650 DATA 38,141,213,177,117,47,3
8,18,252,117,38,195,0,1,16,131,2
55,220,36,6,253,117,38,32

660 DATA 232,18,252,117,38.,126,1
80‘2“4"’

PIinv S
0.1 look
'T" JOYSTICK
. . PINS
- ¢ —o
AUDIO (oK PN 2
FROM
RECEIVER 2N2222
/0 K
- PiNn 3
o ©

40

=
MORSE DECODER INTERFACE

FIGURE 1
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CUMULATIVE INDEX

Editor’s Coamsents,
Questions and An-
swers. and oOperating
Hints are included {n
all issues. Product
reviews are i{n issues
since #17. Nuabers in
Parentheses indicate
the part of a series.
A N indicates the {s-
sue is not available
on diak or tape. All
fssues except #1,2.3,
16, &4 17 are available
on disk or tape.

#1 Feb 84 N
Basic Prograssing
Prograsaing Theory
Multiprogram Manager
MPM Progras Listing
Machine Lang. Prog.

#2 Mar 84 N
Basic Prograassing
Memory Expansion
Machine Lang. Prog.

#3 Apr 864 N
ASCII Part 1
Basic Prograsaing
Machine Lang. Prog.

#4 May B4
ASCII Part 2
ML Prograssing-
Interrupta
Inatalling an
Interrupt switch
Utility Progras

#5 June/Julyv 84
Powerful Resmarks

(Remarks for data)
ASCII Part J
Uninterrupted Power
Machine Lang. Prog.

#6 Aug 84
Powerful Remarka (2)
Data in Resmarks
Check Book Progras
Word Processor
Machine Lang. Prog.

#7 Sept B4
Machine Lang. Prog.
Writing Position

Independent Code
Powertul Remarks (3)

#8 Oct 84
Basic Prograsasing
(Data Handling Tech)
Machine Lang. Prog.
(Memory Searching)

#9 Nov 84
Coaputer Sound (1)
Basic Prograsaing

(Sorting)

Ball Teaam Sort Pgs

#10 Dec 84
Randoa Nuabers
Computer Sound (2)
Sound Learning Pgs
Sound Deso Programs

#11 Jan 8BS
Randoa Nuabers (2)
Card Shuffling
Computer Sounds (3)
Machine Language Subs
Sound Prograas Disc.

#12 Feb 8S
Large Memory Pgss (1)
Coamputer Graphics (1)
Video Reverser (hard)

#13 Mar 8S
Large Memory Pgss (2)
Computer Graphics (2)
Writing Prograss (1)

#14 Apr 85
Large Memorv Pgss (J)
Computer Graphics (3)
Graphics Demo Progras
Writing Prograass (2)
Print Demo Pga

#15 Mav 8S
Writing Prograss (3)
Gas Mileage Progras
Large Memory Pgss (4)
Data Move Programs
Computer Graphics (4)
Graphics Demo Program

#16 June 8S N
Writing Prograss (4)
Crade Book Program
Computer Graphica (5)
Character Gen. Pga
Large Memory Pges (5)
Address File Progras

#17 July 8S N
Large Memory Pgss
64K RAM Program
Writing Programs (S)
Alarms Clock Progras
Computer Graphics (6)
Character Gen. Pga.
CoCo Heat Problea

(6)

#18 Aug B85S
Writing Programs (6)
Address File Progras
Large Memory Pgas (7)
Study Progras
Computer Graphics (7)
Line Demo Progras

#19 Sept 65
Writing Prograas (7)
Fast Food Progras
Cosputer Graphics
Bar Graph Progras
Vector Correction
Large Hemory Pgss

(e)

Pgs
(e)

#20 Oct B85S
Writing Prograss (6)
Word Processor Pgs
Bar Graph waith

Character GCenerator
Second Port
Page -1 for 32K + MEM
Large Memory Pgas (9)

#21 Nov/Dec 85
Writing Prograss (9)
Check Book Progras
Computer Graphics(10)
Circle Demo PGM
Recipe Progras
RAM Disk Progras
Electric Cost Prograas

#22 Jan 66
Writing Prograass (10)
Inventory Progras
Computer Graphica(1l)
ARC & Circle Demo PGCM
Large Memory Pgaa(11)
Ship War (Game)

#23 Feb 86
Writing Prograsa (11)
File DEMO Progrsa
Basic Basic (1)
Computer Graphica(12)
Draw Deso Progras
Interfacing Comp. (1)
Bouncing Ball (Game)

#24 Mar 66
Interfacing Comp. (2)
Electronic Billboard
Writing Prograsas (12)
Basic Basic (2)
Computer Graphica(13)
Draw Progras

(Scalling)
Large Memory Pgms(12)
Ramdisk Subroutinee

825 Apr 86
Interfacing Comp. (3)
Writing Programss (13)
Basic Basic (3)

Tanks (Gase)

Large Memory Pgas(13)

Upper Memory Progras

Computer Graphics(14)

Graphics Prograsing
(GET & PUT)

#26 May 66
Writing Programs (14)
ML Prograsaing (1)
Interfacing Comp.
Rouletta (Game)
Page -1 Pga Dev.
8asic Progras Restore
Large Menory Pems (F)
Computer Graphirs(14)
Graphics Draw Progras

3)

#27 June 86

ML Programssing (2)
ML Progras (Addition)
Page -1

Men. Peek & Poke Pga
Writing Prograas (15)
Inventory Progras
Interfacing Comp. ($)
Chorda (Music Pgs)
Computer Graphics(16)
Graphics Draw Progras

#26 July 86
ML Prograsaing (3)
ML Add with Carry
Graphics Zooa Progras
Writing Programs (16)
File Progras
Interfacing Comp.
ASCII Demo Progras
Astro Dodge Game
Coaputer Graphics (F)

(6)

#29 Aug 66

ML Programasing (4)
ML Subtract Progras
Interfacing Coap. (7)
Oorganize VCR Tapes
Ham Radio & Comp.
Morse Code Prograa
Disk Disasseabler
Basic Prog. (17)

(1)

#30 Sept 66
ML Prograasing (S)
ML Data Move Progras
Disk File Utility
Basic Programing
File Progras
Ham Radio & Comp
Antenna Design Pga
Interfacing Comp. (B)
ML Output Subroutines

(2)

#31 Oct 86
Money Chase (Game)
ML Programaing (6)
Multiple Choice Teat
Basic Prograsaing
Address File Pga (1)
Introduction to 0S-9
Interfacing Coamp. (9)
Has Radio & Comp. (3)

#32 Nov 86
Star Constellations
ML Programssing (7)
CoCo 3 (1)
Basic Prograssing
Addreas File (2)
Duelling Cannons
Has Radio & Comp.
OX Prograa (Ham)
Interfacing Comp.(10)
Hardware Interface

(%)

#33 Dec 86
ML Prograssing
CoCo 3 (2)
05-9
Lucky Money (Game)
Interfacing Comp.(11)
DYTERM Terminal Pga
Basic Prograssing
(Sorting)
Ham Radio & Comp.

#34 Jan 87
Cassette Control Sw.
ML Prograamaing (9)
Jungle Adventure
Interfacing Coamp.(12)
Ham Radio & Comp. (6)
Morse Code Keyer Pgs
CoCo 3 (3)

Basic Prograsaing
Address Fila & Sort

(e)

(5)

#3S Feb 87

ML Prograsaing (10)
Interfacing Computers

(Joystick Voltmeter)
Ham Radio & Comp. (7)
Scrolling around
Basic Prograsaing
Address File

#36 Mar 87

OWARE (Game)
Joystick Ohmmeter
EPROMS (1)
ML Prograsaing (11)
CoCo 3 (Lowercaae

Char & Rev.Video)
Ham Radio & Comp. (8)
Basic Prograaaing
Invoice Progras

#37 Apr 87
Diver (Game)
EPROMS (2)
ML Programssing (12)
Using Joystick Port
for Measuring Teamp.
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Ham Radio & Comp.
CoCo 3 (Error Trap)
Baaic Prograsaing

(9)

#38 May 87
Joystick Digitsl

Theraometer
Accounts Payable

(Business Pgs)

EPROMS (3)
ML Programsaing (13)
CoCo 3 Memory Manager
Ham Radio & Comp.(10)
Basic Prograsaing

(Fpst Sorting)

#39 June/July 87
Geneology Progras
ML Programsing (14)
Heasurang Light with
Joystick Porta
EPRONMS (4)
CoCo 3 Graphics Demo
Ham Radio & Comp.(11)
Calendar Progras

040 Aug 87

Job Costing Prograa
ML Programssing (15)
Basic Programsaing
Ham Radio & Comp.(12)
Compound Intereat Pga
CC-3 Hi-Res Graphics

Save Prograas
Dog Race Progras

#41 Sep 87

Astro Dodge Game
ML Programming (16)
Reformatting Dats (1)
Meteors Progras
Computer Terminology
Hams Radio & Comp.(13)
Relay Interface

(Hardware Project)

#42 Oct 87

Taking Control (1)

(Basic Programsaing)
ML Programaing (17)
Disk Cataloger Pga
Reformatting Data (2
Parachute (Game)
Hams Radio & comp. (14
HAM RTTY Prograas

#43 Nov 87
Save the Maiden (G)
Taking Control (2)
ML Programaing (18)
Reformatting Data (2)
Music Progras
HAM Radio & Coamp.(15)
(Packet Radio)

#44 Dec 87
Kingpede (Game)
Taking Control (3)
Printer Utilitiea
Ham Radio & Comp.(19)
Audio Generator Pga
Reformatting Data (3)
Screen Dusp Progras

#45 Jan 68

Living Maze (Game)

ML Programsaing (20)
Ham Radio & Comp.(17)
Frequency Counter Pga
Taking Control (&)
Reformatting Data (6)
FANTASY2 Music Pgas

#46 Feb 60
Uaing ROM Routinea
Taking Control (S)
0S-9 (New Series)
BARRACAT (Card Gase)
Ham Radio & Comp.(18)
Iaproved Ham Log Pge

#47 Mar 686
Uaing ROM Rout. (2)
Taking Control (6)
0S-9 & Basic 09
Coast-Coast (Game)
Logic (Ed. Game)
Forth Prog. Lang.
ML Loader Pga.
Ham Radio & Comp.(18)
WEFAX -Weather Pga.

#48 Apr 88
Marriage of ML & Bas
Area Code (Program)
0S-9 & Basic 09
Taking Control (7)

(Basic Prograsaing)
Forth Progamsaing (2)
Fast Dir (Disk Pgs)
Hem Radio & Coamputers
Tuning Meter Pgs
Atlantas (Picture)

949 May 8o
Advance (Game)
Merriage of ML &
Superspell (KEd. Pga.)
0S-9 & Basic 09
Sink the Shipa (Gane)
Besketball math (G)
Tasing Control (e)
Ham Radio & Comsputers
Ham Math Progras

#50 June B&
0S-9 & Basic 09
Media Master (Pgm)
Mysterious Island (G)
Taking Control (9)
Basic Prog.
laproved wWord Proc.
Forth & Forth-Editor
Hams Radio & Cosputera
Improved RTTY Progras
Airplane (Gasme)

#51 July 68
0s-9 & Basic 09
Using Interrupts
Maze (ML Game)
Forth Background
Takang Control (10)
Plever Guitar (prog)
Kwik Kopvur (Disk UT)
Ham Racio & Computers
Audio Squelch Prog
Hardware
Motor Juap (gaame)
Bustout (geme)

#52 Aug 68
0S-9 & Basic 09
Trio (three Progs)
COCO II11 (new series)
HI-Res Screen Saving
With Prog
EDT-MAC (AL Ut)
Taking Control (11)
Teacher Grade Prog
Has Radio & Coamputers
Handy Ham Prog
Hardware (RS-232
switch)
U.S. States (prog)
Loan Progras

#53 Sept 88
0S-9 & Basic 09
COoCO III (part 2)
Educational TRIO
Neighboring States
Basic Prograssing
(Direct Accesa Files)
Direct Access File Pga
Aliens (CoCo 3 game)
Has Radio & Computers
8ible Quiz

#54 Oct 68
0S-9 & Basic 09
COCO III (part 3)
Squares (game)
CoCo COOTIE (game)
Basic Prograsasing
(Using Disk Files)
Grade Progras
Flashcard (Ed. Pgm)
Ping Pong (game)
Hama Radio & Computers
laproved Morae Keyer Pga
world Map (Pgm)

#55 Nov 88
0S-9 & 8a. 09 (redirection)
COCO I1I (part &)
Super Blitz (gase)
Disk Drive Probleas
(Double side utilities)
Ham Radio & Computers
Morse Keyer Interface
Forward (game)
8a. Prograssing (Dsk I/0)
Disk 1/0 Programs
Drill (Math pPga)

#56 Dec 68
0S-9 & Basic 09
(Using Multiuser Feature)
Screen Dump Pga
( DP-10S printer)
COCO 1II (part S)
Assesbly Language
gasic Prograsaing-DSK 1/0
ML Address Finder Pga
Ham Radio & Computers
SWk & Power Pga
Hangsan (word game)

#57 Jan 89
Asseably Language (part 2)
COCO III (high resolution T
Alr Attack (game)
Ba. Progresaing ( ML Loader
Machine Language Loader
C Prograssing (new)
math (educational gase)
Ham Radio & Computers
VHF Antenna Design Pga
AUTOEXEC Pga
0S-9 & Basic 09



Dynamic Color

BULLETIN BOARDS

COMPUTER CLUBS
If you want a free 1isting send us
information. These 1istings will be
current. Please let us know of any
discontinued bulletin boards

the
kept
errors or
or clubs.

BULLETIN BOARDS

Come and enter the realm of the Dungeon BBS

of Newport NC. Supporting 300/1200/2400
Baud, Online 24 Hours. The board features
Hi-Res graphics, Fforums, special Interest

Groups,
mation,

Multi Message Bases, News amd Infor-
Market and Advertising and Upload

and Download areas for CoCo 1IBM, Atari,
Apple, Tandy, and Macintosh. 30 MEG Capa-

bility. Call 919-726-9737.

Parms: 8-N-1. Chuck Katsekes

410 Scott Or

Newport, NC 28570

The
Org.
hrs
fees.
sof tware and related

COCONET BBS Central Oklahoma Computer
in Olkahoma City, Ok area. Operates 24
per day with no password or comnect
Contains almost 2 megabytes of COCO
files. (405) 376-1494

The Computer Cellar, 300/1200/2400 Baud 24
hrs. /day (319) 277-0646 Kevin Langenwalter
2605 Eddie St
Cedar Falls, IA 50613

The CoCo Nut Tree, 30071200 Baud, 24 hrs,
7 days a week, no parity, 7 data bits, 1
stop bits, echo off. (216) 530-6809

The “Manton Modem” BBS 300 Baud, full Duplex
7E1 24 hrs dally. Running on a CoCo 3, 512K
0S9 Level 11 with S.0. Roberson’s PBBS V.5.0
storage on a 30 meg harddrive. (616) 824-6026
SYSOP- Carl Johnson
6030 N. 43rd
Manton, MI 49663

The “Matrix” BBS located 1in Miami Florida
was established on OCT 1, 1987. “Matrix” runs
under 0S-9 and is multi-user. 40 megs on-1line
with Uploads/Downloads, Private Mail, Public
Msg Bases, ON-LINE Games, Programers Talk
Guild ... etc. 300/1200 Baud, 8-N-1

24 Hrs/ Day, SYOP: Chris Malcolm, (305) 895-
2312 -- (305) 899-8506

COCORAMA 24 hrs 300-
1200 Baud

(312) 307-1519 7 days,

MINDMASTERS DOMAIN (312) 463-8932 7 days, 24
hrs 300-1200 Baud

FAT NEWSLETTER
Concord Av Plqua,

30071200 Baud, FAT 1010
OH 45356 (513) 778-9624

Hot CoCo Users Group,
Monthly News Letter & BBS

La Porte City,IA 50651
(319) 277-0646

Electronic Info. Network George Matyaszek
Syslink (312) 622-4442 Chicago Syslink Net-
work 1718 N. Long Av Chicago, IL 60639-4321

News Feb

1989
COLOR COMPUTER
CLUBS

Jan Colucci Editor C3Crier The Color Com-
puter Club, PO Box 478, Canfield, OH 44406

Jack Elzenga, Treasurer & Disk Librarian
Color America 3811 N. Foster Av, Baldwin
Park, CA 91706

Mid Iowa CoCo, Terry Simons,Treas.1328 48th,
Des Moines, IA 50311 (515) 279-2576

T-BUG Newsletter, 3329 8.
Beacon #50, N. Chicagqgo,

Linda Hapner,
IL 60064

Glenside Color Com. Club,
the western Suburbs,
462-0694

Serving Chicago &
Ed Hathaway (312)

Cook Cty Color Computer Club,
ago and the Southern Sub.
(312) 895-0393

Serving Chic-
Tony Nowakowski

Il1l1inois
the
Podraza.

C.C. Club of Elgin, Serving
Northwest Suburbs of Chicago, Tony
(312) 428-3576

Greater Lansing Color Comp Users Group
Dale Knepper, Pres., PO Box 14114, Lansing,
MI 48901. Meets every 4th Tuesday at 7:00pm

Benchboard BBS Online Since 1984! 300/1200/
2400 Baud, 8-N-1 24 Hrss/Day, 40 Megs online!
Charter member of the Modem Support Group.
(517) 394-2447

BRCK ISSUES

Back issues of Dynamic
Color News are avallable
for 82.25 each, 3 for $5
or 12 for 818 pp.

Foreigners other than
Canada add $2 for
Air Mall postage.

ADVERTISER’S
INDEX

We would apprecliate it if you
would let these advertisers know
that you saw thelir advertisement
in Dynamic Color News

Gamer°s Connection . . . . . 7

T & D Subscription Software . 9

John Galus . . . . e o o o o 14

Mr. Micro Software . . . . . 31

Bill Bernico Software . . . . 32

Dynamic Electronics Inc . 2,6.,11,
18,19,20,21,25,37

42



DYI'IHITIICDEULIJH NEWS

Disk or Tape

Now you can have all of our
editorials and programs for your
tape or disk library. Programs
are ready to load and run. We
have a variety of programs such
as games, geneology, home man-
agement, business, and utility
programs. The editorials are
saved with a 32 column width as
a word processor file so you can
review them on your screen or
print them on your printer.
Software is included for view-
ing the editorials. Combine
each part of a series to form a
booklet on each subiect.

If you are interested in pro-
gramming then study the examples
given in our programming series.
Example programs are included on
disk or tape. We are covering
both basic and assembly (machine
language) programming. Suppose
you want to use the extra memory
in a 64K color computer. Then
review the editorials and ex-
amples on managing the extra
memory and run the memory
manager PpProgranms.

Do you want to learn to in-
terface your computer using the
joystick port? We had a series
on this with example programs
for making a voltmeter, thermo-
meter,ohmmeter, and light meter.

If your interest is ham radio
then we have articles each month
since August 1986. We covered
Morse code, Antenna design, DX
stations, Morse Keyer, Morse
Terminal, and Radio Teletype
with support programs.

We support the color computer
3 and have given programs for
using the memory manager,
graphics and error trapping.

All programs are ready to run
and complement the editorials in
the magazine. We have covered
many subjects and there is much
more to come. All of our back
issues are available on disk or
tape. See our cummulative index
for a list of subjects. We also
have program collections of key
programs from past issues. See
our advertisement in this issue.

COST
USA & Can. Foreign
(Air)
1 year $60.00 $75.00
6 months 35.00 49.00
1 month 6.95 8.95

Back issues are at the

same

rate. See our Cummulative index

for subjects.
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CLASSIFIED RADS

Dynamic Color News

1. 10 cents a word, $3 is now available on

minimum. tape or disk for

2. Name, Address, & $6.95 for 1 month.

Telephone listed free. $35 for 6 months.

3. Send payment with ad. $60 for 12 months.
4. Closing date 1st of the

preceeding month. Ex. Nov
ad closing is Oct. 1.
5. No X-Rated ads.

DrESPLAY ADS

PREMIUM QUALITY DISKS. You
don‘t have to pay a lot for (Rate sheet 3 - March 1988)
QUALITY disks. OQur disks are Closing 1st of preceeding month.
complete with 1labels, sleeves, Example:  Ad for March 1issue
and write protect tabs and work should be received by Feb. 1.
on COCO°s and MSDOS computers. Pages 1X 3X 6X 12X
These are double sided double
density disks and will be 174 20 18 16 15
replaced 1if defective. DSK-2 ;’2 30 27 25 23
40 37 35 33
$4.95 for package of 10. Add 2 70 65 60 55
$1.00 S/H. Dynamic Electronics
Box 896, Hartselle, AL 35640. . :edcanego tléles for ygur ad
_ n Red, ue, Green, or Brown.
(205) 773-2758 No all one color ads will be
accepted. For color ads send
WANT TO BUY Sof tware accumu- artwork for each color and add
lations and hardware for Color zcle Eer color. Examgle; One page
ac and red for times costs
Computer I, II, and III. Need $37 + 11.20 = $48.20 each month
Radio Shack Manuals and software For tre Enret monthss.
also. No Public Domain. Also Artwork must be camera ready
Books & Back Issue of magazines. and can be enlarged or reduced
Send Lists Celestial Themes at no extra cost. Rates are per
° page or fraction thereof. We
Atelier, Stephine Ring, Box 132, can set up your ad for a reason-
HCR Rte 3, Staples, MN 56479 able price. Enclose payment
(218) 587-2940. with ad copy. Contracts are
avalilable. Call or write for a

contract form. No X-Rated ads.

DYNAMIC ELECTRONICS 1INC.

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

35640

PERNIT NO. 21
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